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On our second birthday we celebrate the success of Alan Sugar's CPCs
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THE MOULD-BREAKING MAGAZINE FROM FUTURE PUBLISHING

Getting more from your word-processor and printer

EXOLON - MASTERGAME

A brilliant game with outstanding graphics, music and action
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SCREEN AFTER SCREEN Of
ONE OF THE MOST
ADDICTIVE ARCADE
GAMES EVER! IT'S TRUE TO THE ORGINAL WITH SHARP GRAPHICS
AND PLAY FEATUIRES SLICH AS | AZERS, CATCH AND HOLD,
HONGATOR AND MUCH, MUCH MORE. THIS IS ARKANOID -
[HE REAL THING! AMSTRAD £8 .95 COMMODORE ©8.95
SPECTRUM £795

HOT FROM THE ARCALES
ASET SHAI O YOLITE
DEAD! BUELCY LIP THES MEAN
MATCHINE TO TS AWESONE
HRE POWER 10 STAND ANY
<+ ICHANCE OF COMNPLETING 1
WOUR TASK. STUNMNG GRAPHICS
AN LESHTRMG GANE PLI -
TEST YOUR REFLEXES AND SHARS
_ SHOCHNG 10 THE LBVITS. TAK
TONMAGMAX - 115 A KILLE
AMGTRALD 8 95
COMMODORE TASS
SPECTIAM © 7965
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FROM TAITOC CORPORATION
CONES SLAP FIGHT AND THE
LAST WORD IN PLANET
COMBAT... MULTI-SCREEN,
REALSTIC GRAPHICS AND ALL
THE CON-OP FEATURES
ADDICTIVE AND COMPELLING
= YOU JUST CANT PUT YOUR
JOYSTICK DOWNP
AMSTRAD 895
COMMODORE £8 95
SPECTRUM £795

SLAP FIGHT Licensad from - Tailo Corp,, 198

WA ARE OINE OF THE ELITE = A HANDRCHKED, CRACK
TROCIPER M BATTLE AGAINST A FORMIDARLE EMNEMY
YOUILL NEED ALL YOUR SKILL TO TAKE ADNANTAGE OF
EVERY SITLATION, STAMINA TO KEEP ON GOING
WHERE CTHERS WOULD FAIL AND COURNGE
T FACE THE CEASELESS BOMBARDIMENT BY |
EMERY TROOPS, HELICOPTERS AND ARTILLERY |
ANDIFYOU SUMIVE ARMY MOVES YOULL

ARMY MONVES 21987 Game Design Dinomic
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THE LINE-UP

AMSTRAD ACTION SEPTEMBER 1987

3 POCKET PROTEXT

An old favourite gets chopped in two.

NEWS @ LETTERS

0 REACTION

Send me a postcard, drop me a line, stating point of
view. Indicate precisely what you mean to say... Will
you still need me, will you still feed me, when I'm 4647

3 TAS-SIGN
Produce big, bold signs with Tasman's latest

1 HELPLINE GAHES ® MAPS @ PILGRIM
Help is at hand from the biggest-hearted, most helpful
DICIS WO TN N e Cr bty A6 ACTION TEST STARTS HERE

SOFTWARE ® HARDWARE @ PROGRAMMING

z WORDS WORK

More on setting up the different word-processors, plus
a look at printer control-codes and how to use them.

z PROBLEM ATTIC

Plagued by cassette, disk, printer or rom? Problem
pages sort them out.

2 MAX

Formatting, sector-editing, faster tracking... You name - -~ a0

it Max has it BEFHANES PNOY
2 BRUNWORD 6128

A word-processor is updated with spell-checker and

data-merge. 52 FI5 STRIKE EAGLE
A simulation of one of the world's most feared
2 3D ZICON jetfighters. Take on some dangerocus (and politically
Advanced Memory Systems brings you another WIMP dubious) missions
package
5 2 STARFOX
2 FIRST CALC A space mission with solid 3D graphics from the
Sort out your cash problems with Minerva's spread- ace programmers who brought you Starglider and
sheet Starstrike I1




5 ZYNAPS
A horizontal-scrolling shoot-em-up featuring lots
of weapons, colourful action and a wild
soundtrack.

4 THE PILGRIM
Pilg Programming returns, ably supported by
some of your own games

CREATED BY YOU AND FOR YOU

1 TYPE-INS
Lots of useful listings:
“Freeze” adds a pause facility;
“Text Editor” is the cheapest
word processor yet; “Hextypa" gives
you a hexadecimal keypad...

3 HOT TIPS
Send fractions to your printer,
check your joystick...
oh, and have a look at Phil
Howard's tips on poling.

3 CHEAT MODE

Where do you get the best pokes and tips for your
CPC? Quality and quantity - you just can't beat it

THINGS TO BUY @ BYE

6 CLASSIFIED ADS
Everything must go as the bargains go on offer.
(And here's where to find the ad index.)

6 SPECIAL OFFERS

Sparkling goodies at lovely prices: it's the easy way
to do your shopping.

6 REAR VIEW

Has Sugarman recovered from his holiday hangover
or is Toot at work again?

Amstrad Action
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Bath, BA] 1E]

Telecom Gold B4TXTI52
Fax (0225) 44 8019
Prestel/Micronst 045 874 01 )

Telephone (0225) 44 8034

Editor: Bob Wade
Production Editor: Jim Nagel
Technical Editor: Richard Monteiro

Art Editor: Ollie Alderton
Assistant Art Editor: Angela Neal
Publisher: Chris Anderson
Production Assistant: Diane Tavener

Subscriptions: Carne-Anne Porter
The Old Barn, Brunal Prectnet, Somoran, Somarsat, TA1L TPY
Telaphona (0458) 74011

Advertisements: Mike Carroll
Easdley House, 183 Campdan Hil Boad, London W8 TAS
Telephons 01221 3582  Telex 896 051] OneoneG ref 130 48001

Cewer photographs: Anthony Spindes asre. adpa, Srudio Seventy, Langpon, Scmerset
Colour origination: Wessex 335 Walls Road, Brisad BSA 00L
Printing: Bedwood Web Offset, Yoomans Way, Wilks

€
Amstrad Action is an publication. company
it - Future Publishing Lid - has no connection with ple
We welcome contributions from but unfortunately cannot guaran-

hmdﬁm-ﬂhwnmhm
onr written permission.




JAM ES BOND 0077

THE LIVING DAYLIGHTS
GAME

~ ALBERT R. BROCCOLI
Presents
Amsirad CPCPUW TIMOTHY DALTON

i as IAN FLEMING'S

Spectrum 18128 Plus 2038

Nt KB JAMES BOND 0077
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THE LIVING DAYLIGHTS

siarring MARYAM dABO JOE DON BAKER ART MALIK and JEROEN KRABBE

Production Designer PETER LAMONT Music by JOHN B..-“{R\ Assoctate Producers TO'“ I‘E’Lrsl'\cER and |i";RHr”'.Rr’I HR[I {H |
Produced by ALBERT R. BROCCOLI and MICHAEL G. WILSON Directed by JOHN GLEN Screenplay by RICHARD MAIBAUM .ni‘iil( I-IM'_.I G. WILSON
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You get the last word on the previous issue ... and the
first words of this one. Keep those cards’n’letters comin’

in! Send to:

t, Bath, BA| IEJ.

You're welcome to use electronic mail - 84:txt152 on
Telecom Gold or 045 874 011 on Micronet - but do
mention “Reaction” as well as your own name and Earth

address.

We cannot possibly reply individually, so please don't
be offended: what we are busy writing is the next issue
of your favourite magazine. If you have problems with
subscriptions or mail-order, please write direct to those
departments, which remain at the Old Barn, Somerton.

By any other name ..
“Amstrad Action” - what a Inb
name for an Amstrad mag. Curios-
ity is killing me. Please tell me
who thought of this brill name!
Richard Lombard

Chingford, London

Hard to remember two years later.
But it was one of Chris Anderson,
Bob Wade or Trevor Gilham, be-
cause that was the whole of Fufure
Publishing at the time (we are now
nearing 40). Chris seems to think
it was one of his eureka-in-the-
bath inspirations, Rejects, youll be
giad to know, included Am-sand-
wich, Slamstrad and Whamstrad!
Bob was also quick not to adoprt
the title "Fabulous Amstrad Soft-
ware Taster."”

Hot & cold type-ins
Get the praise and grovelling over with first.

Excellent magazine, layout
terrific, front cover marvellous,
type-ins tarrific and Action Test
superb.

Oleay, that'l do. What about the point of the
letter?

Why does it take so long to
get type-ins published? [ submit-
ted one back in Feb and haven't
heard any more sinte. Perhape
you could run a feature on “All you
ever wanted to know about a
type-in" from when you receive it
until it is published.

Come on, all you really want 1o kmow is what
they all do in the Bath,

I wish you would stop inter-
rupting me.

'hpuhm that's what they said. 5o stop

A.'Il right, but what about it,
people? Give us an insight into
what happens down there.
Derek Thow and AN Other
Newport, Gwent

We ger an average of 1,234,567
type-ins every month. There are

obviously not enough pages to |

print them all, nor would you (not

Technical editor Richard p Mon-
reiro has a quick look at each one
and either uses if or stashes if in
his “to be returnad” tray - which
ar the moment is a cardboard
bathtub as high as his spiky black
hair, 1.23 cubic yards. We have
no clerical staff at the new ediror-
ial office in Bath, so Richard has
only a few days at the beginning
of each month - if he's going to
WTIle your magagne - (o swim the
flood.

Since you float the question,
well zay it Type-ins received
from now on will be refurned only
if you enclose a selfaddressed
stamped envelope or label - oth-
erwise we'll assume you kept a
copy (which you should do any-
way), and its down the electronic
drain.

We've had enough on Man-
VAT reckeners. But original type-

| ins are still always welcome.

City mystery

For the past few months | have
been looking up Amstrad's share
price. In June it dropped from
208p to 162p. As this is quite a
substantial fall, 1 would like to
hmwdmhamwldauufwhr

In Light of Mr Alan Sugar’s recent
castigations of the City, which you
may have read in the press, per-
haps the City was repaying the
compiliment. The main reason for
the June drop was probably the

Amstrad PC1512 was doing. Then
the 1640 was launched in the US
befare here.

But the workings of the City
are one of life’s great mystenes;
we certainly don' understand
them. Read Mike Scialom'’s
*Doodlebugs” column in issue 12
of our sister magazine PC Plus for

even you) be interested in them all | wiser waffle on the subject.

Thanks, Sue!

Thank you for the returmed Gaunt-
let disk, restored from that terrible
poke from a cerain Gorilla. I had
lost hope and thought we'd spent
£14 on a disk we'd have to erase
and use as a blank

It's nice that somebody looks
after customers, not like some
other firms in the computer indus-
try. We get nothing but hassle
from them. I dont know whether
saying “l don't think I'll ever read
your great mag again” at the end
of my first letter helped, but I'll be
one of your greatest readers from
now on.
Philip George
Northfield, Birmingham

B ! am thanking Sue Taylor (of
AA's mail-order office at Somer-
ton) for her prompt action. [ re-
ceived the book The Working
Amstrad only one week after or-
denng it

Gareth Noyce

I TdiSLL CcodFuse ‘Em
(N THE FuaTiape ., "

O immortality!
Quite a few people om there are
science-fiction freaks. Has any-
body read the hardback novel The
Cybemetic Samurai by Victor Mi-
lan? Tl describe the scene: A
Japanese is clad in a blue kimono
decorated with a white flower-pe-
tal print. The sleeves are drawn
tight and he has a black leather
is a very futuristic battle helmet.
His concentration is on his compu-
ter, the monitor of which he is
almost caressing. This is the cli-
Eroatings. Amsrad Actsn

Bisthday
Bob Wails o the ing upon a thions
i Cneer Svest wih & Crown

max. The computer is an Amstrad
464, no less, compilete with colour
VDU. Of course, the name has
been covered with silver foil, as
has the datacorder, but the ma-
ching is still the same.

AM Sugar, if you are reading
this magazine (I am sure you are),
yOUu can never cease production
now. We of the 464 are immortal.
Simon Warford
London SE1

Hyperbole: axes grind
Psst - wanna make some money?
Bonzo Super Meddler is
“guaranteed 1o transfer more
games than any other program.
The first person to find a more
successful program will receive
thrice their money back!l” (Nem-
esis ad, AA 23, page 23).
&mﬂ:mmmyﬁ‘us[mm

money back).”

Now [ am going to buy Dis-
covery Plus and say that Super
Meddier is more successtul. When
1 have got my money off them 1
will buy Super Meddler and say
that Discovery Plus is more suc-
cessful That should leave me with
about £38 profit.

People complain about the
hype on games, but what about
adverts like these two? All in all,




REACTION

mission speed, which is fine for
viewdata services like Prestel but
not for some of the free bulletin-
boards thar operate on 300/300.
You also need software and
a serial interface (the RS233),
which plugs in between your com-
puter and the modem. We use the
Commstar rom from Pace Micro
Technology, (0274) 48 8211, which
produces it and interface in one
package for £80 including vat and |
Sp change. The same gear is sold |
also under the Amstrad badge. Or |
Pace'’s Linnet modem, n‘thmm-r
n‘.ia!mdmmrmnhrmudnni
the Micronet one, is currently on
offer for £160 including interface
and Commstar. Some modem |
packages throw in a registration |
on Prestel or Telecom Gold. |
And don't forget the lead to |
mmar:rmadmmmrerﬁm,mni
the source of hassles. The comrect |
one should be supplied with the |

meodem, |
you confine yoursell fo |

If
evenings and weekends, and av- |
oid charged frames (which are |
always clearly marked), there are
no further Prestel costs. You dial
a local number and pay only for |
telephone time: about 50 pence an |
hour at cheap time.

|
Show off ]
|

dems and digitizers, were display- |

Marketing man
I have an idea 1o solve two of the
biggest problems of the software

| Woodstock (Reaction 23) that |

. was reviewed in several mags |

Wight art
Here's a printout of one of the
pictures | drew with Mealbourne

ol

"HE's Hookep oN THOSE Muswell
¥ Hill, London
MANDELBRAT 58T, | Telecom Gold 73:tip011

Guinness, anyone!
I would like to tell Snoopy &

hold the record for the most origi- 54 Sycamore Rd, London, SWI8
nals: 279, No lie. 4TP; phone 01-947 8876,

Jonathan Lee Amstrad versions of most of
Slade Green, Kent your games came ouf, but you're

fo find
B 1 rushed to my rooin to count | them second-hand than in the
my games collection. 1 have 240 shops. Your last one sounds like |
tapes and 38 disks. All are orig- | Missile Command, which hasn'
| inals. been converted, as far as we |
. G Jones | Jmow. i
. Whitstable, Kent

. Anti-anti-e-mail

biﬂhgthemck | K's a shame there's antipathy to-

1 am a fairly new reader of

mings as Gold, is a lot easier 1o
B] Lewis | use - although I could well be
Brynmawr, Gwent | prejudiced towards it, since I use
it a lot.
Matthew Platts (Maf)
Short decade Gold 74:MIKESE
Does anyone know where | can |
gel a copy of Street Machine? This | One of my moans is the difficulty

| about a decade ago, but seems to mailbox numbers. Why don't they |
be completely unobtainable. | | prnt it on their notepaper? The
really fancy a copy - it reminds system is usefi] only insofar as
me of a game | got absolutely | you can contact other people.
addicted to a few yearsago called | Who can afford to use Golds
Rally-Cross. This of course was an on-line directory, even ar the old

Toot's wardrobe by Lee Chapeman, Ossen. W Yoris

Y

' and

spend six hours there - just for

| one tapel Does Mastertronic re-
| place faulty games?

Could | use the Mirage Im-
ager Mk III to make back-up
copies of my games?

Andrew semi-Huff
Tain, Ross-shire

T
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had an Amstrad and an Advanced
Music System, and if he had spent
less time practiging on his spinster
in the attic, I am sure this is what
he would have produced

My thanks publicly to Mr
Baxter
GW Duell
Scarborough

Well keep your ornginal writing
en file in case Johann Seb's legiti-
mate descendants send a writ.

A poke for daddy

Please do not send our Daddy any
more games. He sits up all night
and won't read us a bedtime story
when he is trying to poke his latest
game. Also, when he is at the
computer he won't let us play with
our fun-school games, We are two
computar orphans, aged 2% and
& months. Mummy misses Daddy
too.

Emma and Katherine Hodges
Barnet, Herts

Very good handwriting for a two-
year-old.

Users, unite!

[ am fed up with the constant battle
that goes on between Amstrad
owners and the owners of just
about every other machine on the
market, each saying their machine
is the greatest ever made.

Immortal scheme

the Hawalan ook

One day [ will move onto a
16-bit machine, but I will keep my
humble little Amold (viclins,
please) as it has given me pleas
ure beyond bounds over these last
two and a half years, There should
be no battling, only consensus,
between the various user groups.
How else can we get a system that
is compatible across all users. [f
there are any CBM, Atari or Sin-
clair users reading Amsirad Ac-
tion, I would like to hear from
them,

I challenge the computer
manufacturers of the world to
unite and produce a range of
machines that are compatible with
each other and unlike [BM
clones - are fully compatible on
software. If the Japanese can try
it with the fated MSX range, other
world manufacturers can do the
same. S0 get to ftl
Jehn Gigney
14 Greentrees Avenue
Cold Norton, Chelmsford
Essex, CM3 6JA
= (0621) 82 8396

AA uber alles

I've been a loyal reader of your
mag singe issue 2. Two years ago
I founded the German Computer
Service in Stufttgart We're now
offering help to the British readers
of the best Amstrad mag we know.
If there's anyone in the UK with
any problems or tips, contact us.

- WELL  THATS THE MOST

We're really sorry about the
“surrending”™ of Amtix, which was
brill too.

We think the best CPC game
available now 15 Bob Winner and
are very disappointed about The
Pawn (its graphics - we axpected
more).

Kai-Uwe Herthneck
Ostracherstr. 4
T000 Stuttgart 80
West Germany

ramlta
Steve Martin
14 James Strest
Gillingham, Kent, MET 1D0Q
= (0634) 52166

Pl
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REACTION

Singapore’s second

It's vary frustrating to wait 1o have
the letter I sent you published. 1
thought it was well written with an
appraisal of AA and Amtix |
certainly hope to see my second
letter published. Moreover, I'm
gsure you don't get too many latters
from Southeast Asia

David Wong

Singapore

Wight, David, we don?t. But we do
get several hundred altogether
every month and there just ain
room. But thanks for writing - if &
encouraging to know who our
readers are.

Swallowed by the sea

AA 20's back page was an adven
for Army Moves by Ocean. I'm not
buying that, I thought, after buying
many Ocean games that should
have been dumped in the sea.
Then pages 2 and 3 was another
of those spreads advertising four
games from Imagine: Mag Max
(excellent), Army Mowves, ... Hang
on, that's an Ocean game. Matt C
of Aintree tells me Ocean is own-
&d by Imagine. Is this true?

As frue as saying the Atlantic is
part of the Avon.

No mods in Oz

I recently decided to get a modu-
lator and power source for my
£8128. The green screen is great
for typing out letters but detracts
from games. At Billy Gyuatts,
which is about the only place to
get software or hardware, 1 was
very disappointed to find they are
not made in Australia any more
and that you need a different one
for the 6128 as compared to the
454, Could you please tell me
where | could order one from
England?

| would also like to ask the
big software companies how thay
think we teanagers get around
$AS0 for a good game like Jkan
Warriors! The prices are ridicu-
lous!
Stephen Path{Thunder Down Under)
Neerim North, Victoria

The 6128 power supply would suif
the 464 as well - it would just have
a4 spare disk-drive socket. The
only one on the marker here is
from Amstrad plc, Brentwood,
Essex, CMi4 4EF.

Since lkari Warriors on disk
costs £15 here and the exchange
rate is 227, an Oz price of 34
would be more like i $15 for
postage? You could do better by
mail-order.
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Where eager Amstrad experts volunteer

HEIphne aid to fellow readers having problems

you too feel helpful, just send us your name, address one number | don't want it to be pri ted) and
d
ch you want 1o hel L Please write on a "U‘"Cc‘t"‘: i I ! f a sh nvel ope 10 51 rr"]: L.].r dministration

Send to: Helpline, Amstrad ﬁcrmn 4 Queen Street, Bath,
If you are asking for help ake J pl on't pester your usually-patient (but
Press l..'.l E'd"l;-! E-‘.-' P—"': you must inciu d '-E'.. Eﬂﬂ'ﬂ'fy'ﬁ C Srarpfbd (:'[I'L"E.'Dpl". f "'"' | ’r_].'.ll:.l' {:.'I‘.'hl:"['f 5€ ‘.rl:IIJ won't U'f:. one.
& L

nd if you telephone, stick to socially acceptable hours'

Michael Ewan Hall Bank New Hutton, Kendal, Combria, LAS OAU
Abdul (“Billy™) Qureshi, & Truggers. Handcross, Haywards Heath, W Sussex, RHIT 3 : it i e A - g s

= 044 40 D548 < . ¢
DO T (0444) 40 0546 Pat Winstanley, 1] Hollington Way, Wigan, WNI LS

Jasan Barns, 212 Victona Rd Highers 51 Budeans, Plymouth, PLS ?DE

Mark Spencer. SIG Er.'.-:,'pn"h: roam 2. 101 Oxspring Bank Shkelfisld. 55 ANR Frankoes. 1031 Strathaven Road, Lesmahagow . Lanarkshire, MLI11 0DN
™ I0T42) 31 4053 .

5i Carter, 6 Laurel Grove, Hoole, Chester CH" IHU

5

I'J.-tr'rrn larhr.cm E: I-'lt:rhlrrb-rrr SI: Warnngton (.hf'b]‘hl.r-r' WAZ TPN

Andrew Porry. 5 Uplowman Road, Tiverton, Deven, EX16 4LU = (DEB4) 25 M4

- . ¥ e Cormac McGanghey, 1 Glenaritt Rd, Cushendall Co Antrim, BT4d GOV

Helen Saunders 14 Eim Ave Beeston Nomngham NGO 18U Ba I aizE s WAl d
Tim Mo. 180 Brookland Terrace. New York, North Shiclds. Tyne and Wear, NE29 2EP

i 3 ard a
Alastair Scoft, Myine's Court, Lawnmarket, Edinburgh. CTH] Z2PF
Craig Thomson T Motherwell Scetland (0698 %1171

Phil Maxfield. 40 the Brow, Brecks, Rotherham. 5 Yorks. 565 IHP 5 (0709) 54 5055

Nark Bonshor, 4 Stoop Lane, Quam. nr Loughborough, Leica, LEIZ EREU

Kai Herithneck, Ostrachersty 4. TO00 Shittgart 30, W Geérmany = 1=T11) 12 3357 =2 ! H I i anol Radch Ha
y : ? .l

- Carl Harker, 33 Lyndon Ave, Blaclkien, Sidcup, Kent. DA1S ER]

Paul Selvidge. 15 Whitcombe Close, Lordswoeod, Chatham, Kent, MES BRL

0 (0634 ) 62978 except Sundays Ea i Ea M. Fig-T I i} e, GA
Edward Reid, 157 Ladyloan Ave, Dromchapel, Glasgow, G115 ERX

Darren Roofe. Lyndburst Station Road. Middle Drove Wisbech, Cambridgeshire, PL1] B5P L ] antt ol it
o= 10845 715 27 3
FB Brighion, 30 Ranmoor View, 410 Fulwooed Rd, Sheltield, 510 3GG 0 (0742 30 7355

Miark Hillier, 121 Chiot Bank, Foresi Hill. London, SE23 8XD 7 01-29]1 6380 . s
Guy Sanders. 270 Wiliesden Lane, London. NWZ

Trevor Prince. 46 Hillport Ave, Porthull Newcastle, Siaffs STS B)2 : .
Richard Hannak. 48 James 51 Helensbargh, Strathelyde, G244 AXG &7 (04363 3210

Roger Murphy, § Glenageary Woods, Glenageary, Co Dublin 77 (0001 80 6858 BOIHE L +-4
Gavin Manning. 20 Windsor Rd. Wansmead. Londen, E11 3QU <7 01-98% B84

Craig Paterson. Orchard Mews. Village Road Gt Barrow, Chester. CH1 7]H il o # sl i AT €
o= (2% J0TET John Whasram_ &1 Silver Crescent, Chiswichk, London, Wi 551

Simon Forrester 15 Halcroft Rise. Wigsion Magmna, Leicester, LES THS Tony Hoyle, 11 Dorset Rd 5t Annes, Lancs, FY8 ZED 72 (0253) 12 T268

P] Higginson, 194 Turton Rd. Bradshaw, Bolton, Lancs. BLZ JEE T (0204) 58907

Stewe McClay. 32 Lycett Rd. Wallasey, Merseyside, L44 ZDA Andrew Smith. 5 Station Rd, Foggatharpe, nr Selby, N Yorks, YO8 IPU % (0757 85) 540

Stephen McocCormick, 27 Coshneul Rosd, Millerston, Glasgow Gjih“‘t .D;-Iﬁt'-ih Ellis l;l{."}lﬂ‘nn T:.‘J':rirl.‘ Tldey, W Yorks, L5239 BED

Martin Packer, 193 Whitton Ave Easy Gresnford, Mids, UBS OJU

s 01-935 6600 x428] or 01-423 452
IR Murphy I5 Crawven 51, Accringion, Lancashire, BR5 G5E
3 . 3 ; )-i:.}rﬂ :;nl::ql-':r T I:r|.'|.'|-rr|1—::1 LT} I:.rI;JIIIu'le Clasguw, 031 AE'W
Dawvid Marek, 2 Camus Road West, Edimburgh, EH10 6RB

Phil Stockdale. Thorndale, 18 Shire Hr.l 5 F*'"h 5 Humberude DNIE 6]G .H.Il-rn Reawvie I?L' .'qume“e-'n- St Pnﬂadﬂnh '\l Irrlql"hﬂ BTEZ IAW

o 10852 361

Jim Tripp, 24 Orchid Close, Taunton, Somerset  ©5 (0823) 56492

Rlastair Scott, 30 Talbot 51, Grangemouth, Stirlingabire, FE1 BNV P] Cool. Prestei 011 110 750
Jeven. Tigress Designs Ltd, 25 Burmester Rd, London SWI17T 0JL = 01-946 TRTO

Mir R Cops ]-l Hemiton Road I.l-r'rfr IKJ iEP

John Lawless jne. 75 Leix Rd |_'-..:|r.| Dubdin Jelirey Hunt. 2 Deweys Way. Gillingham, Dorvet, SPE ABW
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AMRAM-2

AMRAM-2 is now in full production.

It features a massive 32K of sideways RAM in TWO
battery backed-up 16K banks, 4 ROM slots and
comprehensive driver software and full buffering on the
inputs and outputs on the expansion port.

AMRAM-2 Is priced at £79.95
Including VAT & postage.

AMRAM-1 Is still available at £39.95
Inc VAT & postage.

MEGADRIVE available in TWO sizes, 514" and 312"
Gives you a choice of disc capacities, 764K under
AMSDOS and CP/M+ and 764K with CP/M2.2.

3. £179.95

5147 ... .£199.95

Both prices Include VAT & p+p

If you would like either of the MEGADRIVES with
AMRAM-2 please add £45.00 to the above prices.

AMDRIVE — What can we say!!

Still the best selling 3" SECOND DISC DRIVE
for the CPCs at £79.95 Inc VAT & p&p

MIDI INTERFACE

QOur latest release is the MIDI Interface for ANY true
MIDI synthesiser

£49.95 inc VAT & p+p
Software available for a range of Synths, please write or
ring for details, new software packages are being addes
all the time!!

SUPADISC — We are delighted to announce that we
have taken over Leicester based software company
STRADSOFT whose SUPADISC program received

rave reviews in this magazine— PROBABLY THE BEST
DISC UTILITY ON THE MARKETS— Amstrad Action,
August 1987

Avallable NOW £9.99 Inc VAT & p+p

COMING SOON..SUPERPRINTER fhis will be
the best printer utility ever produced for the
Amstrad CPCs and will be avallable from
OCTOBER 15th at
£9.99 inc VAT & p+p
We must apologise to all our competitors for the above
two programs — ours refresh bits of YOUR
AMSTRAD that their's can't even find! Sorry chaps
but when you want the best you've got to get it from
STRADSOFT!!

TRAFFORD TECHNOLOGY CENTRE
43 ELSINORE ROAD, MANCHESTER

M16 OWG. TEL.: 061-848 8959

SHEKHANA COMPUTER SERVICES

ORDERBY ACCESS + VISA CREDIT HOTLINE 01-348-7907 (14 HRS)
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Special offer while stocks last 3" disks box of 10 only 26.95 inc. P+P
HMAIL ORDER: CHQP.OTO
S.C.5 (A.A.), 655 GREEN LANES, LONDON NBOQY
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pisasure, You will probably find yoursel! using i just for fun even though & has serous
spplcatons such as desgning an ARABIC lort o specal scentiic characlen.

HARACTER DESIGNER

(FOR AMSTHAD CPC's 464864%128)

* REDEFINE YOUR PRINTER DOWNLOAD CHARACTERS *
* REDEFINE THE COMPUTER SCREEN FONT *
* REDEFINE ANY or ALL KEYBOARD KEYS (ASWERTY keyboard) *
* DESIGN SPECIAL SCIENTIRC CHARACTERS AND FONTS *

This wiliy takes ail the hard work out of Characer o the exent of making & a

Tha PRINTER part of the program will of course only work f your printer is capable of
DIDWNLGADNGIMHEPSOHWHI—WWWHHWMI
informaton. & will work with either 7-Dit or B-Dil computer output (B-Df porT).

Some printers, such as the Amstrad DMP200073000, have the downioading capabilty Dut
you are resiricied by primter memory (RAM) so that only very few chasaciers can be
redefined. Our primer bufler upgrade Wi (below) overcomes this problem on the
[t P20003000 and will adiow you 1o redeling the entire charter sl

A the deaigning B done “On-Screen” S0 you Can sed sxacly whal you ane ooing. Whan
you hanve finshed designing you can sawe your newdy designad characters, for both the
scroeb and the printer, onio taps of disc and reload them al any time into a basic program
of your own choice and even Inlo MOost Word-Processor programs.

The program also afiows the user 1o redeline any o all of the keyboard keys.
This faature & usalul tof thoss who reguine &n ASWERTY koybaad,

Avaiabis on tape and disc. The pe version IS NOT ransierabie io dec.

CASSETTE — 759 (UK) EUROPE £6.50 REST OF WORLD £10.75
DISC —£11.99 (UK) EUROPE £11.50 REST OF WORLD £14.75

DMP-2000/3000 BUFFER UPGRADE KIT

The printer buffer presently in the DMP2000/3000 is a 2k RAM, Most of ths FAM s used
by the printers opalaiing sysiem, on average 5k as bufler space. Our upgrade kil contans
a new static AAM which will nCrease the printer buffer by &k (about 4 pages of text). Ths
wporade will dlso aliow al of the Download Chasacter Sél 10 bi re-defined thansby
aliowing the user 1o design his own spocial characiers fof use in scenilfic and other
purposes. The kit & suppiied with full pictoral inetructions 1o allow the amateur 1o camy out
his own modfication.

Prices (SSO(UK) 0675 (EUROPE) £7.50(REST OF WORLD)

GOLDMARK SYSTEMS

51 COMET ROAD, HATFIELD, HERTS. AL100SY. ENGLAND
Cheques in € Sterling please {or UK PO). We do accept EUROCHEQUES.
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Two years on and going strong

This month is the second anni-

versary of Amstrad Action's crea-

tion. I's also three years since the
CPC 464 appeared on the come
puter scene. To celebrate these
twin events we'te taking a look
back at a happy association of
mag and machine and offering you
the chance to win some unigue
AA memorabilia.

In case any of you had for-

gotten what an exciting two years
its been, or only recently bought
a CPC, then here's a look back at
the events.
October 1985: Amstrad Action
arrived in newsagents all over the
country. The main news story was
the arrival of the CPC 6128 and
PCW computers, and the
death of the CPC 664 after just five
months' production. This trio of
announcements had far-reaching
repercussions — most seriously for
664 owners who felt betrayed by
Amstrad and made their feelings
kmown in our letters pages.

November 1985: a full review of
the PCW B256 was a sign of great
things to come. “Biz Progs" made
its second and final appearance
before being replaced by the
much more sensibly named Seri-
ous Sofrware.

December 1985: things were real-
ly starting to happen by issue 3 -
the first Amstrad computer show,
the first type-ins and an exclusive
preview of Elite. By now AA had
really found its feet — and so had
Amstrad, announcing profits of
over £E20m.

Christmas 1985: ouwr Christmas
issue locked a little different be-
cause it had a cassette slapped on
the cover containing two games.
Eager readers could hardly be-
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g but it's still going strong today.

lieve their eyes. It set a trend that
many other publishers have fol-
lowed. In the news was plenty of
controversy about whether there
was or wasn't a shortage of 3-inch
disks.

February 1986: no surprise as
Elite scoops the coveted Master-
game award. The amival of a
now-legendary hero — Sugarman
Rumours were rife of the impend-
ing launch of an [BM-compatible
machine, but as usual Amstrad
Wasn't commenting.

March 1986: the second Amstrad
show in three months had us all
tired out bt not too tired to play
the Mastergame Spindizsy, the
first original classic on the CPCs.
BApril 1986: Amstrad's half-yearly
profits went through the roof
again, over £27m. Qur feature on
educational software concluded
that there wasnt a lot around -
and, sadly, that's still the case in
1987.

May 1986: What? Another cover
cassettel This time with a [ree
game and demos on it. The cross-
Channel software invasion began
with the Mastergame Cret Dexter.
The PCW 8512 appeared and was
promptly nicknamed the Fat
Joyce.

June 1986: the Batman playing
guide to end all playing guides
(until Head over Heels, that is) was
sweated and slaved over, but what
a great result! The big news was
Amstrad's purchase of Sinclair for
a pathetic £5m. This prompted
questions about the 464's future

July 1986: the [BM-compatible
TUmour was stronger than ever,
but Amsirad continued to be non-
committal. Yet another staggering

playing guide (and late nights),
this time for Spindizzy.

August 1986: Knight Tyme was
the first budget Mastergame and
showed the shape of the software
market to come on the CPCs.
September 1986: our first anniver-
sary and the last appearance of
an administrative nightmare — hi-
gcore. It was also goodbye to the
PCW reviews as our sister maga-
zines B000 Plus and PC Plus were
launched.

October 1986: a new image as we
concentrated on photographic co-
vers, and did a special on music.
November 1986: the Arr Studio
made us all look at our CPCs ina
new way. 5o did the Spectrum Plus
Z: the CPC market was under
threat for the second time.
December 1986: one of our best
covers to date: RpM found himself
on the staff and digitized. Hot Tips
made its first showing and has
never cooled off.

Christmas 1986: another cover
cassette, this ime with utilites and
type-ins from readers as well as
the game demos. Gauntler was
Mastergame and settled down for
a long, long stay in the chans.
February 1987: the Pagemaker
cover and review were only the
gtart of a still-running saga.
March 1987: new feamres piled
in - Helpline, Hackers Only, Rear
View and a revamp for good old
Action Test.

Rpril 1987: farewell to one of our
competitors, Amtix; that mag final-
Iy gave up an unequal struggle
We even told you how to set up
in the software business.

May 1987: customizing your CPC
proved to be one of our sillier
features, but the Mastergame was

ously brnlliant Meanwhile the
CPCs were surviving yet another
threat, this time from the Spectrum
Plus 3.

June 1987: Art Studio was back in
an advanced form, and Type-Ins
made their first magical appear-
ance on the cover.

July 1987: Pagemaker was back
in the news:; we sorted out the
confusion. Head over Heels was
also back in one of those mega
playing guides.

Bugust 1987: Words Work pop-
ped up for the first time. 5o did
classified ads.

September 1887: the CPCs and
AA are still very much alive and
kicking and looking forward to a
third year of nonstop action.

B To celebrate our second birth-
day we're going to give away a
precious prize: AA memorabilia
There'll be just one priceless prize,
a collection of original map arn-
work lovingly created by the art
department, chromaling (ultra-
glossy colour reproductions of a
page), amographed magaxines,
photos of current and past staff,
and any other goodies we can
come up with

To enter the compatition you
have to answer these five ques-
tions about AA, for which a set of
back issues may well come in
handy. Readers who've been with
us since issue one wil find the
questions easy. We'd like 1o say
a big thankyou to them aspecially,
and to everyone who has joined
us sinoa.

Write the answers on a post-
card or the back of a stuck-down
envelope (not forgetting your own
address) and post to reach us by
Septembear 16:

AA Comp, Amstrad Action,
4 Queen Street, Bath, BAl 1E].

1 Who was the editor of the first
issue of AA?
2 'What was the first-ever
Mastergame?

3 The first cover cassette had
two games on it. Name one of
them.

4 The highest-ever Mastergame
rating was 96%. Which game got
it?

§ What was the name of the
section where readers gave

opinions on games? -

What does T.0.Qr ¢
6&&,» stand for ?

il
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Hot bargains under the big-top

With over B0 major exhibitors
noisily trying to undercut esach
other at the umpteenth Official
Amstrad Computer Show, the pun-
ter had a field-day. The rempera-
ture that July weekend was above
80°F in the tent packed with man
and machine, and money changed
hands at an alarming rate. Whe-
ther you were after a free Show
Guide or just the best bargains
around, the Alexandra Pavilion in
North London was the place to be.

Much of the show was domi-
nated by PC software and hard-
ware. Amstrad's new PCIl640
grabbed most of the attention. It
features the [BM-standard EGA
{enhanced graphics adaptor) sys-
tem which, according to many, is
what should have been on the
earlier PCl514. To complement
the new PC, Amstrad has released
a new printer, the DMP 3160. It is
identical in style to the DMP 3000

The difference is speed: 1680 cps
in draft mode. Cost is £194.

It was encouraging to find
many new products for CPC com-
puters, Emphasis was on hard-
ware and utility software. No
games houses were present al-
though several dealers shifted lots
of games software. Mark Haigh-
Hutchinson (author of the Highway
Encounter series and more recent-
ly Rewvolution) popped in and
showed us his latest, the long-
awaited Paper Boy. The graphics

(by Paul Walker) are superb; ani-
mation and scrolling are just as
impresgive. You'll have to wait
until Elite sends us a copy for a
full review.

Romantic Robot, the people
responsible for Multiface [1, were

there in full force. As well as
showing off their backup utility,
they also demonstrated an excit-
ing new product called Rodos
over two years' work by Matthew
Edwards (author of the RR game
Wriggier). Rodos is available on
rom at an “introductory price” of
£30. It s a new disk-operating
gystem for the Amstrad. Director
Alexander Goldscheider claims
Amsdos hasn't a patch on it

All the standard Amsdos
commands are present but have
been enhanced, giving more con-
ol over the system as a whole.
And 55 new commands have been
added. “The system is split in two:
Rodos and RECS (rom external
command system),” said Alex
Rodos makes disks operate up t©
three tumes faster. Subdirectories
in true Unix MS-DOS style are
possible; B0-track dnves can be
used with no exira software or
hardware. And from what Alex
gaid, RECS includes numearcus
wtiliies such as printer buffer,
siicon disk, extended catalogue
and formatter. Watch AA for a full
review.

Advanced Memory Systems
was there answering gueries on
AMX Pagemaker. The debugged
renamed Stop FPress,

Version,

couldn't quite manage its debut at
the show. Technical manager John
Simpscn had the answer: "“The
manual is being redone. New
features have appeared in Srop
Press and others were not men-
toned in the first manual ™

Although Stop Press wasn't
ready, Max was. This is AMS's £20
disk-managment package. com-
patible with mouse or keys. AMX
3D Zicon was also on show. Tou
draw in two dimensions; Zicon
displays the result in three. £25 is
the price. A curious bit of mer-
chandise was AMS's rat badge -
a brooch in the shape and colours
of its new Mk [II mouse. For £7.50
you could have one pinned to your
chest

HiSoft displayed an impres-
sive range of software - unfort-
nately there was nothing new.
However, Andy Pennel stated that
a product code-named “Fork"®
would be available soon. A disk-
hacking tool, it will be released
under its true name, Knife Plus, for

£20.
-.n _

i
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One of the loudest stands
belonged to Siren Software. Simon
Cobb was there doing a roaring
trade with his Sound Blaster and
three new products: Splock Trans
I (which transfers more recent

Speedlock-protected cassefle
programs to disk) at £8 on cass-
efte, Discology (“the business" for
backing up disks, according to
Simon) at £15 on disk, T-shins
sporting the Siren Software logo
at £5

DISCOLOGY

DISC UTILUTY PACKAGE

T

CPC 464 664 6178

Surprisingly, two companies
dealing in educational software
were there: Bourne Education and
LCL Bourne demonstrated past
greats while LCL concentrated on
the new. LCL had three packages
previously unseen on the Amstrad:
Primary Maths Course (for in-
fants), Micro Maths (for second-
ary-school students), and Mega
Maths (for A-level students). Each
costs £24.

A psychedelic show by KDS
Electronics (makers of an 8-bit
printer port, seral imterface and
Mini-Max modem) displayed a
prototype of Micro-Party, an input-
output device that converts sound
to light - ideal for discos and the
like. Kevin Seymour, head of EDS,
said the product will be ready for
general sale shortly.

Siicon Systems displayed
both Amram [I {the £80 plug-in that
has 32k of battery-backed ram
and four rom sockets) and a new
Midi interface. Software for vari-
ous synthesizers is under develop-
ment. Elsonic soffware was ready
al the show; Tim Eay promised
Yamaha DXT software would be
ready in a few weeks.

The general opinion among
exhibitors was surprise: CPC
users were cenainly lashing out
on goods. Many stalls sold out of
products and others couldn't pass
it over the counter fast enough.
You can expect to see many of the
companies at the next show in
Manchester in October, See you
there.

For details...

Advasrsd Memiry Iyems 0
VEF Wlkdetigord Calie
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BOND BLASTS OUT

Win the £250 compact-disc ghettoblaster from The Living Daylights

"My name is Bond, James Bond. Licensed to
kill" And, boy, does he have some weird ways
of doing it in his latest film The Living Day-
bights. Gadgets all over the place, many of
which crop up in the game, One particularly
nasty device is a seemingly innocent ghetto-
blaster that at the touch of a button tarms into
a rocket-launcher and blasts the bad guys into
lots of unrecognizable bits.

We got so completely carried away with
all this hi-tech wizardry that we decided 1o
give one away. No, no, no, no, you don't get
the rocket-launcher as well. What you do get
is a superb Philips ghettoblaster with a
compact-disc player, worth £250. You can see
the model here in missile-firing action from
the film, but our modeal is lathal only for your
ears.
Another feature of the film is a neat little
whistling keyring. We've got 20 runners-up
prizes in the form of these gadgets that beep
when you whistle, so that you need naver lose
a key again. Once again they don't do quite
what they do in the film — we don't want to
lose any of you now, do we

JB is well known for his witty and cutting
remarks, s0 we want you to come up with
captions or dialogue for these three stills from
the film. They can be about anything you like
on the Bond theme. You've got to provide
captions for all three pictures.

The pictures are labelled A, B and C.
Write your captions, labelled accordingly, on
the back of a postcard or stuck-down envel-
ope. Add your own name and address and
send it to reach us by September 16:

Bond Comp, Amsirad Action,
4 Queen Street, Bath, BA1 1E].

Missile-firing ghettoblaster in action
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TYPE-INS

IRYRERINS,

Program made
plain S

Discover a program'’s secrets: how it works, improve-
ments that can be made and techniques worth remember-
ing. This month we take a trip down memory lane...

Memory

You've played the card game; now play the computer version.
James Church of St Austell in Cornwall has written an entertaining
version of the old classic, Memory.

The idea is simple: numerous randomly located symbols are
placed face-down (in other words you can't see what they are) -
there are two of each. Only two symbols can be viewed simul-
taneously. You must hunt through the lot trying to pair them off.
Tricky, because after you see them the symbols flip over — unless,
of course, you make a match.

It's not hard to play. After a shon period cards or blocks are
drawn on the screen. Numbers are displayed along the top and left
side of the screen - these act as a grid reference. When prompted,
enter a card's reference point: horizontal first.

Space, the final frontier

1 ' Memory

2 ' by James Church

I " Amstrad Action September &7
18 GOSUB 7@ ' initialize

28 GOSUB 158 ' random selection

i@ GOsSUB 288 ' print board

4@ GOSUB 368 ' play game

58 GOSUB 558 ' end of game

6@ ERASE placeS,char$: GOTO 18

There's nothing complicated in the first eight lines - you've
seen it all before. What you may not have seen is ERASE. This
command is used to wipe out the contents of arrays: to reclaim
memory (ram, that is). The format is ERASE array name.

If you try to dimension the same array twice in a program you'll
get an error message - arrays are nasty space-grabbers. Get nid
of them once they've served their purpose. -

T8 " initialize

B0 RANDOMIZE TIME: PAPER B: PEN 1

90 INK @,0: INK 1,26: INK 2.6: BORDER 26

1@ MODE 1: WINDOWE1,1,48,22,25

110 DIN char$(23) ,places{10,5)

12@ DEFINT &-z: turn=0: sc=0

130 FOR n=231 TO 255: char${n-23@)=CHRS(n): NEXT
148 RETURN

Kickstart

Notice line 80 which starts with RANDOMIZE TIME, You have had
that before - it selects the seed for the random-number generator.
The other two commands on the line choose the background
and foreground inkpots. In mode 0 you have 16 inkpots (ranging
from 0 1o 15); mode 1 has four and mode 2 a measly two. Each
inkpot can be assigned any calour from a palette of 27. Indeed, line

Vi

90 demonstrates this by altering the colour held in inkpots zero,
one and two. At the back of the User Instructions is a list of numbers
and the colours they represant.

Windows are useful things. They can be thought of as tiny
screens overlapping the whole screen. Text and graphics can be
sent to windows - whatever's sent will remain there. It won'
overflow into adjoining windows or the main screen. Instead of
talking about window |, window 2 and so on, windows are assigned
stream numbers. Stream numbers start at 0 and finish at 8. But only
eight can be used as windows: stream 8 is for the printer and 9 for
the cassette or disk. And before you ask, yes, you can send (and
receive) information on any stream.

Windows are defined simply by WINDOW strean_nusber, left,
right, top, bottos. To send or receive information a hash (¥)
Mwmmmmnmmmm
PRINT #5, "This is going to window six.”

The beat goes on

Lines 110 to 130 are responsible for allocating space 1o arrays
and filling them up. Note that char$ holds characters from 230 to
285, These are the symbols used in the game — which you'll discover
later.

159 ' random selection
168 LOCATE 15,12: PRINT "Please wait™
178 FOR n=1 TO 25
188 x<=RND=1@: y=RND#5: IF x=0 OR y=8 THEN 182
198 z=RND#25: IF z=@ THEN 170
200 IF placeS(x,y)<>"" THEN 180
218 IF charS(z)="" THEN 198
220 placeSix,y)=char$(z)
230 xxsRAND*1B: yysRND*5: IF xx=@ OR yy=0 THEN 238
240 IF placeS(xx,yy)<>"" THEN 238
258 placeS{xx,yy)=char${z): charS(z)="";
268 SOUND 1.200,19,7: SOUND 2,388,18,7:
Z7T8 RETURN

The random positions of symbols is calculated in linws 170 to
250, Once all the locations are determined the computer beeps at

NEXT n
SOUND 4.108.10,7

Noise is achieved using S0UND. The command can have seven
parameters. To keep things simple, we shall stick to the first four
only: SO0UND channel_status, tone_period, duration, volume.

The sound chip housed inside Amold has three channels or
voices. This means it can play three notes simultaneously. The first
parameter (after $0UND) selects which channe! or channels the sound
should come from. Tone defines the pitch, duration specifies the
length of time the note is 1o be played, and voluse is obvious -
selects the noise level
280 ‘print board
298 CLS: c=1: FOR n=2 TO 4B STEP &: LOCATE n,1
102 PRINT c: c=c+1: NEXT: LOCATE 37,1: PRINT 18
3108 e=1: FOR n=2 TO 2@ STEP &: LOCATE 1,n
320 PRINT c: csc+1; NEXT
330 FOR n=3 TO & STEP &: FOR m=2 TO 2@ STEP &

348 LOCATE n,m: PRINT CHRSC143): NEXT m,n
350 RETURN

To position the cursor or text at a particular place on the screen,
you need to use LOCATE - as in lines 290, 310 and 340. The
parameters following it are stream number (not always necessary),
x coordinate, y coordinate. To place the cursor at the top left comer
of a window: LOCATE 1, 1.

AMSTRAD ACTION 117
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Myrtle Green of Tewkesbury, Gloucestershire, has sent in a
program that will be handy for anyone intending to repair or create
new designs on wicker chairs, baskets or even threads - the listing
lets you design weave-pattemns.
You are asked for background and three foreground colours.
The foreground colours represent different shades of twine. Press-
ing 1, 2 or 3 will display a length of “twine” in the colour you selected
- vertically first, then horizontally. Keep pressing keys until you
have a satisfactory design.
1 ' Weawving
2 ' by Myrtle Green
3 ' Amstrad Action September 87
18 WODE 1: ON BREAK GOSUB &é@
28 SYWBOL 248,8,255,255,255,255,255,255,0
30 SYMBOL 249,124,126,126,126,126,126,126,124
0 aS=CHRS(24B)+CHR3(32): FOR n=1 TO 14
S8 acS=ac$+a%: NEXT n: DIM coll3)
68 CLS: INK 1,24: INK @,0: LOCATE 2,2
78 PRINT"Pick a background colour and 3 colours.”™
B0 LOCATE 2,4: PRINT"Enter thefr numbers: "
98 LOCATE 3,8: PRINT "Background":LOCATE 12,10:PRINT "1"
188 LOCATE 12,12: PRINT "2": LOCATE 12,.14: PRINT "3"
118 y=8B: FOR a=8 T0 3: LOCATE 1&.y: PRINT SPACESCA)
128 LOCATE 15,y: INPUT ">", col(a)
138 IF colCa)>26 THEN GOTO 118
148 y=y+2: NEXT: FOR a=@ TO 3: INK a,col(a): NEXT
150 BORDER col{@): CLS: PRINT CHRS(Z22):CHRS(1);
168 x=23: FOR p=1 TO 3: PEN p: LOCATE x,2%
1780 PRINT STRINGS(3,143)
188 x=x+6:NEXT p:PEN B:LOCATE 23,23:PRINT" 1 2 L
198 PEN 1:LOCATE 34,1: PRINT".®

288 LOCATE 5,23: PRINT "Colour number “

218 REM print rows down

220 x=6: FOR n=1 TO 14

239 GOSUB &3@:x=x+1:RESTORE 298:FOR y=1 TO 21:READ chr
248 LOCATE x,y: PEN col: PRINT CHRS(chrd;: MEXT y

258 GOSUB 438: x=x+T1:RESTORE 2B@:FOR y=1 TO 21:READ chr
268 LOCATE x,y: PEN col: PRINT CHRS(chrd;: HEXT y,n

Here's an extremely useful type-in from Jeff and Rufus Cable in
Ireland. The short program redefines the keypad enabling you to
enter hexadecimal digits. This is ide fntmmtguhtluunm

that have lots of data statements. Run it before typing in a data-lad
listing. It defines the keys as follows:

3

key Normal Shifr Control
f1 1 A 1

f2 . B 2

f3 3 C 3

f& & b &

5 5 E 5

f& [ F &

; ’ ]

Enter DATA

1 " Hextype

2 ' by Jetf and Rufus Cable

5 ' Amstrad Action Septeaber 87

10 CLS: MWODE 1: INK B,8: INK 1,13: BORDER @

28 KEY DEF 7,1,82C,826: KEY DEF &b, 0,831,841
30 KEY DEF GE,@.032,842: KEY DEF 5,0,833,043
&0 KEY DEF E14,8,834,844: KEY DEF BC,B, 035,045
50 KEY DEF &,0,836,844: KEY BEB,"DATA




TYPE-INS
#

618 LOCATE 11,28: PRINT "Another go?{Y/N) “
Dead end 628 IF INKEY(43)<>-1 RETURN ELSE IF INKEY(48)<>-1 END

360 "play game 638 GOTO G20

370 PENN1,2: LOCATE 146,21: PRINT "Turns=";turn When you've uncovered all the symbols a message tells you
380 LOCATE#1,1,1: PRINT#1, “Co-ordinates: " how many moves you took. Line 620 waits until you've pressed Y
398 CALL RBBB3: INPUTH1,"Square 1 ";a,b or N in response to the "Ancther go?” prompt. The INKEY command
4BP IF a>1@ OR a<1 OR b>5 OR b<1 THEN 398 is used to interrogate the keyboard and report which keys are being
1 410 al=(axi)-1: hi=(b*4)-2: PAPER 1: PEN B pressed. It is much faster than using INKEY$ and, although harder
420 LOCATE al,bl: PRINT place$(a,b): PAPER 8: PEN 1 to implement, is much more versatile. It can detect keypresses with
430 INPUT#1,"and square 2 ";c,d Shift or Control as well as normal, or it can be used in such a way
l 440 IF c>1@ OR c<1 OR d>5 OR d<71 THEN &3@ that the Shift and Control states don't matter. It can even detect
458 CLS#1: cl={c*f)-1: dl={dwg)-2 several simultaneous keypresses.
458 PAPER 1: PEN @: LOCATE c1,.d1 The command is used like this: INKEY (key_number). It is now
478 PRINT placeS(c,d): PAPER @: PEN 1 possible to decipher line 620. If you look at the back of the User
480 IF place$(a,bli=placeS{c,d) THEN sc=sc+i: GOTO 53@ Instructions there's a table telling you the key numbers for all keys
£99 turn=turnti (it's reproduced on the 664 and 6128's case). Look up 43 and you'll
588 FOR n=1 TO 28@8: NEXT find it represents the Y key. Therefore, if key Y is pressed
518 LOCATE al,b1: PRINT CHRS5(143): LOCATE c1,dl (regardless of its state) retwrn from the subroutine, But if key N is
520 PRINT CHRS(143): GOTO 378 pressed, end.

It is this part of the program that lets you enter the coordinates
of the card you wish to examine. Line 390 contains CALL EBBE3 — a

useful firmware routine that clears the input buffer. Anything typed s s
before the call is lost. Unfortunately the call has the adverse effect Mandelbrot addition

of making it impossible to break out of a listing. Both 864 and 6128 If you ran last month's Mandelbrot generator, you
OWTIETS hﬂ.\"ﬁ a Bﬂsﬂ: mmm to dﬂ '[hiﬁ: CLEH IHP‘L”- St'."i.‘f.‘I-HJ screen 11'r-;a_ :'_-:-El.‘.'t"\':i on cassette

i them back in pristine condition, use this shont loader
538 'test to see if finished Unfortunately it got left out of the main article. Sorry.

548 IF sc=25 THEN RETURN ELSE G6OTO 37@

Have you discovered all 25 symbols? If you have, then off to
50 you go - otherwise it's back to 370.

550 'end of game : £

568 CLS: LOCATE 14,2: PRINT "You've finished!" 3 1 70 7: aS=CHRSCa+ASC(™1")
578 IF hiturn=@ THEN hiturn=1008 by EXT: END

588 IF hiturn>turn THEN hiturnsturn

598 LOCATE 13,5: PRINT "You took ";turn;" turns"

608 LOCATE 9,7: PRINT "Your best is ":hiturn;" turns"

e -
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TYPE-INS

270 SOUND 1,238,15: SOUND 1,4636,.15

280 DATA 249

298 DATA 249,32,249,32,249,32,249

T80 DATA 32,249,.32,249,32,249,32,249

$10 DATA 32,249,32,249,32,249

120 REM rows across

130 y=1: FOR n=1 TO 198: GOSUB &38: y=y+1: PEN col: x=7
340 LOCATE x,y¥: PRINT ac$: GOSUB &38: y=vy+1: PEN col: x=8
558 LOCATE x,y: PRINT ac§: MNEXT n

36@ SOUND 1,238,15: SOUND 1,436,15

378 PRINT CHRS(22):CHRSCB);: PEN 2: LOCATE 4,25

380 PRINT"Another? Same colours <s> HNHew <n> "

190 cS=UPPERSCINKEYS): IF c$="" THEN 392

B8 IF c$="5" THEN 150

1B IF c5="N" THEN &P

428 GOTO 398

&30 REM select colour to print row

&40 c8$="": WHILE INSTRL" 123" ,c8)<Z: cS=INKEYS: WEND
450 col=VAL(cS$): RETURN

&68 MODE 2: PEN 1: INK 1,24: INK @,8: LIST

If you want to create an impressive title screen for your program
then Paul James of Merthyr Tydfil has the goods. His listing hides
the contents of the screen, draws a picture and then displays the
scTeen in an interesting fashion. You can use this or similar effects
10 Spruce up your programs.

1 ' Unscramble

2 " by Paul James

3 ' Amstrad Action Septenber 87

10 MODE @: SPEED INK 7,7: BORDER B:INK 3,15,26:INK &,26,15
ZB ' Hide Screen

IA OUT BBCOB.&5: OUT &B0DP0 .0

&8 ' Print screen mav be omitted

58 ' or different routine inserted

60 st=1: en=12: s=2: flag=8

7@ FOR p=st TO en STEP s: LOCATE p+1.,p

8@ IF flag=1 THEN LOCATE p,25-p

98 PEN 3: PRINT"Amstrad™: LOCATE p+é,p+1

188 IF flag=1 THEN LOCATE p-1,(25=-p)+1

110 PEN &: PRINT"Action"™: NEXT: st=12: en=1: s=-2
128 1F flag=@ THEN flag=1: GOTOD 7@

138 ' Recover Screen

1480 FOR unsc=@ TO 4@: CALL &BD19: OUT &BCR@.,65:
158 OUT EBDPD ,unsc: FOR w=1 TO &6@8: NEXT w,unsc
168 ' Finish or place rest of program here

178 ' Press key to end

188 WHILE INKEYS="": WEND

198 CALL EBCBZ: PEN 1: MODE 2: LIST

You're in the middle of a game, about to blast the trillionth penguin,
and for some reason you have to leave the computer; there's no
pause facility — &1"wr-$% ;!

CP Wooldridge of Dyfed to the rescue! Run his listing before
playing a game. To pause a game (or any program) press Tab; to
resume play press Capslock, Now isn't that handy?

Please note that this routine won't work with all commercial
software.

1" Freeze

2 " by CP WMooldrigge

3 " Amstrad Action

18 FOR 1=EB44&R TO RBLEB
28 READ a%: POKE % . VALC"E"+a%): NEXT

20 AMSTRAD ACTION

September 1987

18 MODE 1: PRINMT"FREEIE IMSTALLED"

LB CALL EBL6P: CALL EBLAB

S8 DATA 21,91,b4,.86,81,11,7d,b&, c3,ef ,be,21
60 DATA Bb,bé,11,05,00,.01,05,00,c3,e9,bc,21
T8 DATA Bb.b&,.c3¥,.ec,bec, 30,64, ,cd,1e,bb,c8,3e
88 DATA &b6,cd,le, bb,28,19,c9,0@

Spinning

diamond

It's a while since we published a listing that uses palette switching
to give the impression of slick animation. Giles Park of Leeds has
come up with one that really looks impressive: stars go whizzing
by, a diamond spinning in their midst.

1 ' Spinning diamond
2 ' by Giles Park

3 ' Amstrad Action September BT

18 ' ##««5ET UP SCREEN + COLOURS*#xa

28 INK 11,26: FOR T=0 TO 15: INK T,T: MNEXT: INK 11,26
I8 " wwnkDRAN STARS*#%w

4@ MODE @: FOR R=1 TO 28: FOR E=18 TO 5 STEP -2

58 FOR W=1 TO 3: MOVE -1@@+RND*64D, 1+RND=40D

6@ FOR @=1 TO 18: PLOTR ExW,B,Q: NEXT g,w,e,r

?E " oawneBRAN DIAHﬂNptill

80 coltri=1: FOR R=8 TO %@ STEP 9

98 FOR T=@ TO 3468 STEP 98: DEG

188 MOVE 32@+2PB=COS(T+R),2ZE0+10E+SIN(T+R)

110 DRAW 320+20B=CO5(T+90+R) 200+ 18B+5IN(T+9B+R) ,coltri
120 ODRAW 320,8: MOVE 320+200+COSCT+R) ,2B8+100+SINCT+R)
130 DRAW 320+15B+COSCT+R) ,3B+75=SINCT+R)

160 DRAW 320+ 158%COS(T+R+G@) , JOQ+75«SIN(T+R+98): NEXT
150 ' *dkkSPINNING PART#u«

160 coltri=coltri+l

178 IF coltri>1B THEN coltri=1
1880 NEXT: coltri=2é

198 FOR T=1 TD 18: INK T.coltri:
288 CALL EBD1%: INK 18,8: NEXT t:

INK T-1,8
G0TO 178

Pattern

plotter

Here's a handy program for anyone with a plofter: it generates
parerns and gives you the option of sending it to a Tandy plotter.
Paunl Bridel of Cullompton, Devon, is the man to thank.
If you have a different plotter, a breakdown of the codes may
help you write your own plotter driver:
B CHR3(17) sets text mode
B CHRS(18) sets graphics mode
B 5@ gives B0 columns
B P lets you mix text and graphics
B K means move pen
B [ sets the origin
B 0 for draw
B i to return to text mode

1 ' Pattern plotter

£ " by Paul Bridel

3 ' amstrad Action September 87

20 ' For Tandy CG&P-115 plotters & compatibles

38 MODE 2: INPUT"Step Value (B.1 to & are best) “;stp
&0 " Screen=draw routine



50 ORIGIN 328,.200: FOR a=0 TO 238 STEP stp

68 DRAW anSIN(a)_ a®COS5(a): MEXT a

T@ INPUT “Do you want a plot-out of this? "“:pltS$
88 IF pltS="Y" OR pltS="y™ THEN 1B@ ELSE 38

%8 " Plot Routine

188 PRINTOB,CHRS(17): PRINT#B: PRINTHB,CHR3(18)
110 PRINTHB,"SB": PRINTHE,"PStep Value: ";stp
128 PRINTHE ,"M24&B, -248": PRINTHB, ™1™

138
140
150

FOR a=@ TO 238 STEP stp
PRINTH#B,"D";a#SIN(a);",";a*C05(a): NEXT a
PRINTHE,"A": GOTO 20

Revolving

message

Recently there was a short listing that moved a printed message in
the shape of a sine wave. This month Rafe Aldridge of Essex has
written a similar one: it moves a message in a circle.

1 " Revolving message

2 " by Rafe Aldridge

3 ' Amatrad Action September 87

18 MODE 1: DEG: TAG: ORIGIN 208,288

20 INK B,B: INK 1,@8: INK 2,8: INK 3,8: PAPER @: BORDER @
I8 FOR Llp=1 TO 368 STEP 18: col=col+1: IF col>3 THEN col=1
4@ MOVE 100+COS(Lp),18@*SIN(Lp), col

58 PRINT "MESSAGE";: MEXT Lp

68 INK 1,26: INK 1.8: INK 2,26: INK 2.8

T8 IMK 3,26: INK 3,8: GOTO &8

Text editorx

Mark Bonshor of Loughborough has written a simple word-pro-
cessor. It is reasonably short, easy to use, yet powerful enough to
produce a document.

Use the arrow keys to move the cursor. Delete and Clear do
the erasing. Use Control-5 to save, Contral-L to load and Control-P
to print. Tab moves the cursor ahead five spaces, Shift-Tab changes
the case of the letter under the cursor. To justify a line press
Shift-Delete. Finally there's Control{ to insert a character-space into
the texi.

1" Text editor

2 ' by Mark Bonshor

I " Amstrad Action September 87

3@ MODE 2: WINDOW 1,88,2,25: WINDOW #1,1,80,1,1

4@ PAPER #1,1: PEN #1,0:PAPER B:PEN 1: CLS: CLS#1: mapa=1

8 CLS: CLS#1: mapa=1: EVERY 188 cO0SUB 588

68 DIM texS(20@): FOR f=1 TO 28@: texS(f)=SPACES(B@): NEXT

T8 FOR f=1 TO 24: PRINT texS(f);: NEXT: a=1: s=1:; tex=1

88 PAPER 1: PEN @: LOCATE a,s: PRINT MIDS(texS(tex),a,l);

98 aS=INKEYS: IF a%="" THEN 98

18@ PAPER B: PEN 1: LOCATE a,s: PRINT MIDS(texS(tex),a,1);

110 zxS=CHRS(241)+CHRS(24B)+CHRSCI2T)+CHRS(13)+
CHRS(16)+CHRS(2T)

1280 ON INSTR(zx%5.2%) GOSUB 25@.288.310.,.348.358.378

130 IF INKEY(1)=@ THEN a=a+1: IF a=81 THEN a=1: GOSUB 258
140 IF INKEY(B)=@ THEM a=a-1: 1F a=@ THEN a=BB: GOSUB 288
158 IF INKEY(Z27)=128 THEN GOTO 4889

160 IF IRKEY(&@)=128 THEN GOTO 458

178 IF INKEY(36)=128 THEN 60OTO 538

188
198
220
218

228
238

249
259
200

278
288
298

iee
310
3@
338
340
358
Jee
378
ja0
398
Lpe
418
L2

%1
Lip
&5
Lae
iTR

3.1
498
500
518

528
53@
540
350
568

578
588
598
500

618

6280
630
640
650
660
670
680
699
{1
710
720
738
740
758

748
Tra
780
790
BER

TYPE-INS

IF INKEY(&8)=32 THEN GOSUB 598

IF INKEY(79)=32 THEN GOSUB &30: GOTO &2

IF INKEY(68)=@ THEN a=a+5: IF a>8@ THEN a=88

IF INKEY(24)=32 THEN MIDS(texS(tex) , a,1)="#": LOCATE

a,s: PRINT "W";: a=a+1: IF a=B1 THEN a=1: GOSUB 258
IF tex»mapa THEN mapa=tex

IF ASCC(a%)>31 AND ASC(aS)<126 THEN MIDS
(texS(tex),a,1)=a%: LOCATE a,s: PRINT aS;: a=a+l:

IF a=81 THEN a=1: GOSUB 258

G070 BB

IF £<2& THEN s=s+1: texstex+1: GOTO 278

IF s522& AND tex<ZB@ THEN tex-iea+1: LOCATE 1,24:

PRINT CHRS(1@): LOCATE 1,24: PRINT texS(tex):

RETURN

IF s>1 THEN s=s5-1: tex=tex=1: GOTO 388

IF 5=1 AND tex>1 THEN tex=tex-1:; LOCATE 1,1%:

PRINT CHRS(11): LOCATE 1,1: PRINT texS(tex);

RETURN

a=a-1: IF a»@ THEN MIp$(texS(tex),a, 1)=" "

IF a=0 THEN a=BB: GOSUB 2B@: MIDS(texS(tex),a, 1)=" "
RETURN

a=1: GOSUB 258: RETURN

cS=texS(tex): z$=LEFTS(cS,a-1): xS=RIGHTS(cS 88-(a))
texS(tex)=z8+x%+" ":LOCATE 1,5:PRINT texS(tex);:RETURN
cS=texS(tex): 2S5=LEFTS(cS,a~-1): xS=RIGHTS(cS5 . 81-a)
texS(tex)=25+" “+LEFTS(xS,LEN(xS)=1): LOCATE 1,5

PRINT tex${tex);: RETURN

CLS: PRINT "NLG@ ? Y/N"

vi=INKEYS: IF w3="" THEN GOTO &£18

IF UPPERS(vS)="Y" THEN PRINT WNB,CHRECZT)+"x"+(HRS(1);:
PRINT FE, CHRS(27)+"R"+CHRS(3);

PRINT "OK": PRINT "Printing!™: PRINT: FOR f=1 TO mapa
PRINT FB, tex$(f): PRINT texS(f);: MEXT: CLS: 60TO 79
PRINT CHRSC13);CHRSC13);"Preparing To Save"

FOR =1 TO mapa: FOR g=1 TO E@

IF RIDS(texS(f) g, 10=" " THEN MIDS(texS(f) g,1)=
CHRS(255)

NEXT: MNEXT: PRINT"Saving..."

OPENOUT "text™: PRINT #¥9.mapa: FOR f=1 TO mapa

PRINT #9.tex3(f): NEXT: CLOSEOUT: FOR f=1 TD mapa

FOR g=1 TO 88: IF MIDS(tex$(f),g,1)=CHRS(255)

THEN MIDS(texS(f), g, 1)=" "

MEXT: MEXT: CLS: GOTO 7@

PRINT CHR$(13);"Loading...":OPENIN"text“:INPUT #9,mapa
FOR f=1 TO mapa: INPUT #9.texS(f): WEXT: CLOSEIN

FOR f=1 TO mapa: FOR g=1 TO 8@

IF MIDS(tex$(f), g, 1)=CHRE(255) THEM MIDS
(tex$(f), g, 1)=" "

MEXT: NEXT: CLS: GOTO 7@

PRINTET, "TEXT EDITOR: Column: ":a;"™ Line: “;tex:RETURN
CS=MIDSCTEXS(TEX), A 1)

IF ASC(CS)>64 AND ASCOCS)<91 THEN WMIDS{TEXS(TEX) A1)
=LOVERS(MIDS(TEXS(TEX) ,A,1)): GOTO 520

IF ASCOCS)>94 AND ASC(CS)<12% THEN WIDSCTEXS(TEX) ,A,1)
=UPPERS(MIDS(TEXSCTEX) A1)

RETURN

a$=texS(tex): oa%=a$: FOR f=1 TO LEN(a%)

IF mIpS(as.f,1)="_" THEN GOTO E@@

NEXT

z=1: IF a$=SPACES(BB) THEN GOTO 280

IF mIDS{as,.z,1)<>" " THEN GOTO 498

z=z+1: GOTO 6TH

r=r=-1: a%$=a%+SPACES(z): aS=RIGHTS(a%,.B88): z=84:
IF WIDS(a%,z,1)<>" ™ THEN GOTO 728

z=z=1: x=x+1: GOTO TR

x=x=1: need=x: a$=LEFTS(a%5 , B8-need): p=@: p=p+l
IF p=LEN(2%) THEN p=1

IF LEN(aS)=BB THEN GOTOD 888

IF RIpS{as,p,1)=" ™ THEN GOSUB TBB: p=p+1:

IF p=LEN(a%) THEN p=1

IF INKEY{18)=0 THEN aS=oa$: GOTO B@@

GOTO 730

cS=LEFTS(a%,p): vE=RIGHTS(a%,LEN(aS)-p)

a$=c§+" "+vS: RETURN

tex${tex)=a%: LOCATE 1,5: PRINT LEFTS(texS(tex) BB);:
RETURN
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SERIOUS SOFTWARE

WORDS WORK

How to get the most from your word-processor and printer

This month we finish off the setup procedure, look ata
few tips you have sent in and discover how to get the
best results from a printer.

Newword under CPM Plus

CPM Plus has no direct equivalent to CPM 2.2's relatively friendly
Setup program. If you want to alter colours, key definilions and the
like then you'll need the help of several trangient giility commands
{found on your system disk).

First, copy Newword onto a CPM Plus gystem-formatted disk
- this can be achieved by using CEM 2.2's Filecopy or Pip. If you're
using Pip, type this at the &> prompt;

PIP a:=biNW= ¥

This will copy all Newword files (the star means “anything™) to your
newly formatted disk - just follow the prompts. You must also copy
Palette and Setkeys (you'll find them on your system disk) to the
new disk. Also copy Submit if you wish to create an auto-start disk.

Palette, as-its name suggests, is used to select background
and foreground colours. To alter colours you must supply para-
meters aftar the Palette command, like this:

Palette 63,0

This gives you a bright white background and border with black
text. The first parameter specifies paper and border colour while
the second is for foreground (text) colour. In chapter §, page 28, of
the 6128 User Instructions is a table that gives you colours and their
associated number,

Key definitions
The Setkeys utility can be used to alter the codes generated
by the keyboard. For example, you can define function keys or

change keyboard layout from Qwerty to Azerty (as used in France).
The way it works is more complex than Palette, though.

22 AMSTRAD ACTION

A command file must be created using a text editor (that is,
Newword or any other word-processor that creates a pure Ascii
file). Suppose you want to swap the pound (£) and hash (¥) round
and you want key 0 to hold the sequence !KS (this saves the
document and lets you carry on editing it in Newword) then, from
within Newword, type:

578 g
26 5 "p"
E 128 "tKs"

Save this file as KEYS.NEW.

The first two lines illustrate reassigning a key with a single
character; the last shows how to assign a string of characters.

The first number is the key number, as found on top of the
6128's drive casing. Then comes the key's state — whether it is typed
normally (N), with shift (5) or control (C). In the first example we
use 5 (as the hash is reached by pressing shift and 3). Finally comes
the new character in quotes. Control characters can be used here
by placing an up-arrow (! ) before the letter.

The last line consists of an £ (this tells the computer that an
expansion key is going to be assigned). Next comes the function
key number - as listed in User Instructions chapter 7, page 22, these
range from 128 (for f0 normal) to 159, The last thing to appear is
the expansion string.

To create an auto-boot disk that automatically changes screen
colours, sets up the keys and runs Newword, then you'll need to
creale another file with the text editor. Type this and save it as
PROF FLE .5UB

PALETTE 43,8
SETKEYS KEYS.MEW
L1}

Printer power

After working hard on a document or letter, you'll naturally want to
gee it in print. But it isn't always a simple matter of sending the
contents of a file to the printer. We kick off this month with Protext.




The Amsdos version of Protext lets you dump filas to a
Centronics (parallel) printer. If you own a serial printer, you're stuck
- unless you have a routine that redirects the output. The CPM
version of Protext is slightly more helpful: it has a built-in routine
that lets you use a serial printer.

You will know that typing PRINT or just P in Protext command
mode sends everything to the printer (in draft mode). You should
also have spotted that it leaves margins at the top, bottom and sides

ntnpamim:emmadeﬁuummmgrmmm
masaaphum?mmul{nrthahrnq__q' i i

All change at defaul

mpmnfﬂch docurr L=

Printer mﬂmm wrnas in two standard lengths: 11- and
12-inch. There are normally six lines to the inch, so if you use 12-inch
paper you'll need to alter the page-length option to 72 lines. Unless
you say otherwise, header and footer margins will take up some of
these,

Once you've finished altering the Setprint options, press
Escape. Protext offers to change the control codes sent to the printer
(for now say no) or to redefine characters (no again). Save all the
changes you have made under a fileaname such as draft.pd. Then
you won't have to keep altering options every time you wish to print
a file from Protext. Of course you can save as many printer-drivers
as you feel necessary. For example, you could have one for draft
documents and another for the final version. To load a printer-driver
all you type is the command printer draft.pd.

Control codes

You can type printer-control codes within a Protext document.
These codes show on screen in inverse video, but not on paper.
Control codes turn on and off certain printer functions such as bold,
condensed or underlined. You type them as Control-X then any
letter from a to 2. In general the first occurrence of the code turns
the chosen featwre on and the second turms it off. So if you type
B+ ordl the printer produces word, in italics.

Note that the default codes work only with Epson-compatible
printers. And not every printer has the full range of features. So
dmckmmmmuﬂcamhﬂrh&inrepummmmﬂbbom
out.

The default driver uses 14 different printer-control codes. This
leaves eight unused (plus w, x, y and 2, usable even though they
don't appear on the screen!). So if your printer has extra functions
you can define these, You will have to redefine existing codes if
your printer doesn't use the standard ones.

To do this, again type the Protext command SETPRINT. Answer
no to “Set print options? and yes to “Change control codes? Then
type the letter of the control code you want to alter. You must now
type the sequence of Ascii numbers that the printer needs for
to type the sequence of codes for switching the function off.

For example, the Mannesmann-Tally printer does not use
standard Epson codes for subscript and superscript. 5o to set this
up, press s from the “Define control codes” menu, enter the values
27 83 08 to switch subscript on and 27 84 for off. For superscript
pick t and enter 27 83 81 for on, 27 84 for off.

At Amstrad Action we use CPCs (of course) and Profext to
write the magazine. The same control codes in our typing will
produce a draft on a dot-matrix printer or, with printer Lino.pd,
will be translated into phototypesetter codes.
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Next month we shall look at Protexr's ability to have stored
printer commands within a document. And printing from Tasword
and other word-processors will be duly covered.

Ways with words

Do you have favourite tricks for getting the best out of your
word-processor? Share them with other Amstrad addicts. Send them
in to "Words Work", Amstrad Action, 4 Queen St, Bath, BAl 1E].
Here is a selection of tips we've already recieved.

Tasword error

Having read your item “Tuning Tasword” (AA 23) 1 felt obliged to
air my views. The Tasword 464 manual, appendix 3, describas the
procedure as shown in your article for redefining the function keys.
However, page 9 and pages 3541 go into considerable detail
describing how to customize and then save Tasword. As the whole
operation is menu-driven, | would suggest it a safer way than
directly amending the Basic program.

I haven't got a copy of Tasword 6128 and therefore cannot
give you page numbers; however, I'm sure the procedure is
identical.

Ned Brazil
Bray, Co Wicklow

Apologies all round.

Customizing Tasword 6128

I have programmed some of the function keys in Tasword 5138 in
the following way:

2@ KEY B, CHRSCI9)+CHRS(26) +chr8(24)

30 KEY 1, CHRSC19)4CHRS(26)+CHRS(2L)+CHRS(13)+SPACES(Y)
+CHRS (1) +SPACES(AB) +CHRS (L) +CHRS(24B)+CHRS ()

40 KEY 2, STRINGS(5,29)+CHRS(198)+CHRS(226)+CHRS(198)
+5TRINGS(L, 133 +SPACES(3D)

Pressing Control-f0 resets the margins and clears the tabs -
setting them to their default values. Control-fl gives a left margin
at column 10 and right margin at 70. Finally, Control-£2 pulls down
the contents of notepad 1 at the beginning of your document. If you
store your address in notepad | you get a letter heading with no
affort at all. Once the address has been printed, the cursor will rest
in the correct position for you to type in the date.

Graham Bennett
Hereford

Hard spaces
Hasmymalgﬁ“rmmdﬂm?mmﬂrnhrdspunumg
Tasword? | was whh having letters appear like this:

Wr F BLuggl. iik 91 lwiﬂ.i_1 0.5 Erewhan  Avenue.
The hard space let 8 thilhi 'S d

Mr F Bloggs

whon Avenue.
‘8ét, which is
. The hard
ut prints as a
i F Bloggs is

Ihaveauplnrunnq&nﬁmrmﬂ Lﬁﬂnwag

the side of your computer marked “on-off” wﬂwnﬂ
position, take out the tape, throw it in the bin, turn to page T3 of
AA 23, dial the number at the bottom of the page - (0458) 74192 -
quote the number on your wife's piece of plastic saying you would
like to order A203, and wait a few days. A package will land itself
on your front mat. Follow the instruction manual from there.

C Parsons

High Wycombe, Bucks
AMSTRAD ACTION 23




YES, FORTY TWO POUNDS 1S THE SPECIAL

SUMMER PRICE OF THE MULTIFACE Two
-ﬁmmlmn THE MULTIFACE TWO? )
RA: Basicalty to make back-ups of programs on a CPC 464, 664 or 5128 and also to enable you
Study alter and customize them

Q: OH, DO | NEED TO UNDERSTAND THE PROGRAMS OR EUENAI.TEH‘ THEM TO
MAKE BACK-UPS?

A: NO! = ROT with the MULTIFACE TWO - it is in fact the ONLY product on the market which works F JLLY
automancalty. You load any program as usual. run it for as long as you like and when you wish 1o make a
copy you just press the MULTIFACE ‘s red button and lollow the menu and on-screan instructions

Q: HOW DOES IT WORK THEN? IS IT EASY? USER-FRIENDLY? ERROR-TRAPPED? IDIOT PROOF? GUARANTEED?

A: YES! It works a treat and it could not be easier f.-Eanlr‘._,.g-..lpg four basic options - to SAVE 2 program_ to RETURM 10 continue it 1o Ju"p.u t0 your own routines -
invaluabie for hackers) and TOOIL fo access the MULTI-TOOLKIT set of built-in utdites. For example ing 8 1o SAVE wil al -HAIIE"= ha’ -up and then et you
save 3 PROGRAM or just 3 SCREEN o TAPE or DISK . Bafore the saving tseif, MULTIFACE compresses '*a-""='1'< hat '.'.}'-:?9"‘* &35t amaoun! of space on tape/disk
ang will re-load as quickly as possible. Unce 2 program 15 saved, you can RETURN or JUMP . use the TOOLKIT to change it. SAVE it again, eic

Q: DﬂNT YOU CORRUPT THE SCREEN WITH YOUR MENU, INSTRUCTIONS, PULL DOWN WINDOWS, ETC.7?

A: NO. MULTIFACE TWO has its own memory (8K AOM & 8K RAM) and a lot more "| :'ﬁ ire — thus when it finishes its job or when you re-ioad your back-ups, everything is FULLY
and AUTOMATICALLY restored. NOTHING else can do this and on all other devices you will nead 1o try 1o reste i

some time and effort and the failure rate is high

Q: OK, SO MULTIFACE CAN COPY FROM BUT CAN IT ALSO COPY FROM TAPE 10 JAPE OR Lis OIS OR LIS O LAFL)
A: Of course it can. MULTIFACE saves either to tape or disc and if saves whatever happens to be in the computer al that bme: 1t 0oes nol mater whether it was or ginalty ioaded from
tape or disc or &ven typed in, 50 all combinations are possibie

Q: SO FAR SO GOOD. BUT CAN'TI DO ALL THIS WITHOUT THE MULTIFACE?

A: ABSOLUTELY NOT! First, you need a3 hardware device, a “magic box” 1o be able to stop and copy any Drogram a1 any Stage — no software-hased copier can in principle ever do that
Any tape/disc copeer will just try to copy a tape as it s - if there are ynorthodox leaders, speediocks, pratections against copying, #tc., you'll end up with a problem - but not with 2
back-up. If you wish io back-up any game &t any point, be it upon loading or after going through the lenslock or half-way through, i you wish to poke infinite lives and then save_ sic
you just can't do anything like it with lape’disc copiers — you need the MULTIFACE!

Q: MULTIFACE IS NOT THE ONLY ‘MAGIC BOX' ON THE MARKET - WHY SHOULD I BUT IT MORE THAN ANYTHING ELSE?

A: There are four devices on the market: Action Replay by Datel Electronics, Disc Wizard by Evesham Micras, Mirage Imager and MULTIFACE TWO. Each manutacturer would raturally
argue his product is the best buy - fortunately (for you and us), MICRONET recently compared ail four units and MULTIFACE TWO came out the best in terally all respects: the maost
suttessiul one — 1009, the ONLY AUTOMATIC ONE, the FASTEST ONE both in LOADING AND SAVING time. the one tak g the LEAST ROOM when saving — and you still get a couple
of EXTHAS: a RESET button and an extensive and unigue MULTI-TOOLKIT

Ihe screen its Modes, Colours, windows, &It - s takes guile

The summary of MICRONET tests: “MULTIFACE TWO from ROMANTIC
MULTIFACE TWO LHOEQT wins unﬂy on II teau' It 5 st!ar more cunvnnlent more
SIMPLY MAKES
LIFE WORTH

LIVING

MICRONET ACTION DISK MULTIFACE
RESULTS REPLAY WIZARD TWU bt s

Success Ratio seca aght

o would have

Average Saving Time

Average Setting
{Correction) Time

Average Loading Time

Average File Size

AMSTRAL THON JANUARY o8 38

The special price of 'H? 00 applies strictly to
mail orders received with the coupon below
before the end of Seplember 1987,

vwltilure: ¢y THE ESSENTIAL AMSTHAD CPC COMPANION

Please send me a MULTIFACE TWO at £42.00 plus p&p - UK £1.00, Europe £2.00. Overseas £3.00
| enclose a cheque PO for € or debit my Y= No|
Name & address

E R R R R R B E e E R

ROMALTI€ BOBO®T FE " ¥ D 15 Hayland Close London NW9 OLH = 2ans LY== 01-200 8870 M



Switching on Roms
I have an Amstrad 6128 with romboard and several roms. As you
are aware, roms take up memory needed by much commercial
software. As | have Protext on rom, I can switch off all roms except
the disk rom using R0MONT. [ have tried to use this command in a
small program, however, once the ROMONT command has executed,
the rest of my program disappears. Is it possible to switch off
unwanted roms from within a8 program, or am I stuck?

M] Ellick

MNailsea, Avon

The :ROMON
is lost. The small routine below will achieve the same as
bur retains information held in memory

! command performs a soft-resel: anything in memory
] '_.'a'._"-.l'I

19 B LBEED LBERB: AD al

g POK ALC®E"#a%): NEXT: CA LBEEQ

i = 1] T o Ba 31 {

L RIA EBEE0T, sl 00, c0,TT 30,040, F L

Printer trouble

| have recently purchased a second-hand Epson MX80 F/'T printer
What [ would like 1o know is whether or not it is capable of graphics
I tried using it from Mini Office IT 1o produce a piechart. All | got
was a jumble of characters

5 Hodge

Shirley, Southampton

Unfortunately the early MX range of printers were incapable of
graphics printing. New roms can be fitted thar allow graphics and
other features. You can get a set of three upgrade chips from FNP
Micros, 01-677 7631

Recorders are no-go

lease could you help? 1 am another of those fed-up 6128 users who
cannot stand tape-recorders. Mine annoys me immensely. | have
one, yes, just one, piece of software on cassette - and it won't load

My tape-recorder has four sockets: Monitor, Line in, Remote,

Mic. The connecting cable has three: one black and two grey. One
of the grey wires is slightly smaller than the others. Which goes
where? | despair, | have tried every combination. There is also
volume and tone control. Do these affect loading?
Daniel Berman
Liverpool

Yes, the external cassette-recorder that 664 and €128 owners need
causes much frustration The small grey wire connects info the
Remote socker. You'll have to juggle with the other two: ane goes
into Line in, the other into Mic. If nothing happens one way round,
try it the other. Move the tone control ro full and volume three-
quarners of the way up.

Extended catalogue

[ would like to know if and how the extended cassette-catalogue
program in issue 18 could easily be converted to operate on disk
files

Louis Thorme

Peterborough, Cambs

It isnt possible to convert
of calls fo the cassette operafing system. However, below
routine that will give extended information on disk files
The program will qive a directory of the programs on disk: you
must enter the name of the file you're interested in. If you enter a
nonexistent filename or garbage, you'lll get false data - rubbish in,
rubbish out. As ir stands, the program works for drive A only.

Alrering 1A in line 50 ro 18 will Jet you use it with drive B

the casseitte-catalogue routing: it CONsIsIs
s a short

------ 5 g
10 T ag T A3 - DE&R M £
¥ run ﬂ"'t-.ll..s. ‘5"!.-;.". READ a5 AE VAL & as) NEX
0 Ba B a 1 00 04 .0 4 h G

LW FRAIA UL LU ¥ FTE UL UL g L0, UL pJE gCU,,TH

T 1T A 2 o r 7 a om 11 = i 3 T

A8 WATAR €0, 'pl_")‘il}tl"‘_g.‘.l..l | FRE 1 FEE pdE

8 B i G : k -

0 DATA Y¥,cd,la,bC,CY

o . 5 3 . 1 MDD E o -V e ——
% A: MODE &: AT: INP dig sE2  FURE SYUR! ,LERLI I
F. 5 F Fo BN R B bl B 5 T " i &Y. 1

60 PRIN S=UPPERS(z§) R t=£98 E9D21+LE

(

@ POKE t,ASC(MIDS((zS$),a+1,1)): a=a+1: NEXT: CALL £9000
B a=PEEK(B9Q20):PRINT 28;": “;:IF a=2 THEN PRINT"Bina
81 =y THEN PRINT"Protectsd Bas
aa =@ THEN PRINT "Basic
@ IF a>2 THEN PRINT"Ascii"
20 PEEK(EIDZE EEKCROD2F
10 PRINT"LOCATION E":HEXS(c) HEXS((b}  2)
40 d=PEEK(E903@): e=PEEK(ESRI1)
50 PRINT™LENGTH: E":HEXS(e):HEXS((d),2)
160 IF a=2 THENK f=PEEK(R9B33)=254+PEEK(ETR32):
PRINTEXE [ON: B":HEXSC(PEEK(T+1)) :HEXS(PEEK(T) 2)

O OO =

PROBLE!
ATTIC

Lofty enigmas with Arnold never
well, hardly ever) leave RpM spinning

a
(

Defining characters

| need help. | am trying to define my own
machine-code. | have established that to do this 1 have 10 set up a
maitrix table using TiT SET ™ TABLE. Then TXT SET 1% 1o define
the character. Here is my coding: it doesn’t work. Why?

characters f[rom

MATR

oRG <Booe

L | sCLEAT tablLe

L E, 125 shew k with aracter 125
D HL,58008  ;tat jdress

CALL EBBAB *TXT SET M TABLE

LD &, 26 sCharacte 1 ¥ T i

O HL.table sadare: T it bytes Taor 1atrix
CALL EBBAE *TXT SE MATRIX

o8B E18,.818, 83C 83C B3C B7E, EBVE &FF

Dave

Liverpool

The DE register pair contains the first character in the table: D
should not be set to one - if anything it should read zero. You have
ser the table address far too high in memory. In fact, you've located
If 1IN sCréeen memory. any tjpt‘fﬂn"ﬂﬂ."i in I.-"DJII'HJ-_[? charactrer [_H"L'.'?“ﬁg or
other graphics functions will clear the table — and all character
definitions from value 125 You have also missed a RET instruction

LD HL,tab
CALL EBBAR
RET

table

Perhaps you have an origional probolem? AMSTRHD -FLCTIDN 25
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Exercising......

Max

Advanced Memory Systems, £19.99 disk only

The 16-bit Macintosh caused something of a stir when Apple
Computers introduced it earlier this decade: man communicated
with machine via a mouse. The keyboard almost became redundant
- operations were performed by moving a pointer (controlled by
the mouse). This friendly environment of windows, icons, mouse
and pointer was given the acronym WIMP.

For almost two years AMS has been selling AMX Art, the first
to bring WIMPs to 8-bit micros such as the Amstrad CPCs. Others
followed: AMX Pagemaker, 3D Zicon and now Max. Max is a control
panel through which you can access all functions of the standard
Amstrad disk-operating system - such as formatting and sector-
editing - without having to remember obscure commands.

Confronting the WIMP

WIMP stands for windows, icons, mouse and pointer. The
mouse is an input device - an upside-down trackball with its
tail plugged in. Instead of entering instructions at the key-
board you roll the mouse around your table, causing a pointer
to scuftle across the screen. Once the pointer is resting on
an icon (a small picture representing, for example, a printer
or disk drive) you “click” the mouse button and a menu pops
down, where you can click on further options.

down menus appear at the top of the
mmnuudm&ra]mmmmmﬂmﬂmngm A window

announcing itself as Control Panel gets plonked in the middle of:

the screen. From the panel you can alter ink and paper colofrs,
redefine keys or select joystick or change the sensitivity of the input
device. Any npunnsyauahﬂrmhﬂsavad. splhﬂllﬂhm?m
load Max it will be set to your liking, ="

Ha.xopem:esmttmtughmmﬁﬁmMandmgmpmmﬂ?
pleasing. The icons are well designed - some are even amusing.
The way windows appear and disappear is stunning. But what really
makes Max shine is that it ¢an open windows anywhere on the
screen and enlarge or reduce them. Icons can't be moved around
- a pity.

Guided tour

The control icons on screen-right cause windows to open. The
topmost icon gets you out of Max and back to Basic. The next
represents a disk drive. It has the letters A and B undermneath
Clicking the pointer over a letter selects either first or second drive.
A farther click will produce a window showing the disk's directory.

26 AMSTRAD ACTION

Welcoms o the thunderdome

The directory is displayed as a series of icons with the file's name
beneath. For axample, binary files show as an apple with a bite
(byte) taken out of it; an assembly file is pictured by a chip.

Below the drive icon are a group of four that give certain control
over windows: windows can be enlarged or reduced. More than
one window can be opern; by clicking the correct icon you can
shuffle between windows or swap between the last two opened.

It is possible o run either Basic or machine-code programs
from within Max by first selecting a file and then clicking the “run”"
icon. Max is the only program [ kmow of that offers this function.
And extremely handy it is too.

The other icons, bar the trashcan (you erase files by putting
them in the bin), are duplicated in the pull-down menus.

Drop ’em, buster

The frst pull-down menu, File, includes options for
(equivalent 1o read-only), unlocking (read-write), hiding
mﬁmhﬁhmmﬂmmmmﬂlmw
rurwnuwﬁlas.?ﬂasmwanbﬂmadb?ﬂpﬂw
Ascii and so0 on) or alphabetically.

From the Disc menu it is possible to copy or { disks. The
copier is held in a prmnwﬂamhﬁ.ﬂﬂmﬁmﬂrhdnum‘l
use the WIMP environment, which mars the overall alfect. You have
to reload Max.

Also included in the Disc menu is a powerfill sector editor.
Aparn [rom being able to fiddle with directory (or for that
matter any sector), you can elect to view {aulr alter) all sectors
belonging to a particular file.

Thammnumnmnumsmmttﬂhnﬁwmanumm
user number.

There is much more to Max multiple erasing, file copying,
extended file information, hard copy of the directory or sector...

Although AMS tends to jump the gun, advertising or releasing
products too soon, you are always guaranteed a well-written and
sagy-to-follow manual AMS products are also of the highest
standard, Max being no exception. It is a utility that looks good,
performs well and has a wealth of features. Deserves to be seen
on your Amstrad.

Desperately seeking Max

The name “Max™ has been scurrying around corners at AMS
offices long belore the product was ever invented. First AMS
splashed “AMX" over its wares - the letter X is far trendier
than S Technical manager John Simpson explained: “It all
goes back to when Alex Blok designed AMX Pagemaker. He
created a cute mouse icon at the top right of the Pagemaker
screen. After performing the AMX shuffle it was given the
name Max the mouse." And now Max “quick-click™ Mouse
lends his name to AMS's most recent product.

Rdvanced Memory Symema & (06535 41 3501
166 Wilderspool Causeway, Warrington, WAL 80A
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W Nicely designed control panel.

B Windows open and close
beautifully.

B Manual is up to the usual high
AMS standard.

B Vast range of useful disk
operations.

W joystick or keys will do, if you're
mouseless.




Create ttgrheg-d'_inﬁﬁsiénal &rawings with
this package from the makers of Max

AMX 3D Zicon
Advanced Memory Systems, §24.99 “ --ﬂm-ﬂ

But for a few packages such as Pagemaker and Max, there is
precious little software that makes use of the AMX mouse. This is
a sad tale, for the WIMP (windows, icons, mouse and pointer) system
is one of the more pleasurable means of communicating with a
computer. Pmth:ifl.ﬂﬂdmmms?ﬂmhukapt

releasing a but steady stream of WIMP software. 3D Zicon is
10 have missed many reviewers' eyes.
is a graphics package that resembles Ammor's Model

Ummna it lats you create vector or wire-frame graphics in three
planes: x, y and z (is this why they've prefixed “z" to "icon™?) Make
sure you have a pet rodent before heckling AMS - Zicon requires
one of these creatures hamessed to Amold.

Zicon's front panel consists of icons (small pictures that
represent anything from a wastebasket to a calculator) and a pointer.
You move this arrow by rolling the mouse over a desktop; when
it's pointing to the option you want, tap one of the mouse buttons,
A window then drops down and displays a menu - all in true WIMP
style.

Most of the screen area is for your design. There are command
icons along the bottom, and the pull-down menus appear obviously
at the top. There are four of these menus:

B File lets you load, save or catalogue files.
B From Utilities you can create tubes or spheres, or edit your
picture,

M Status lets you alter the distance from centre of rotation, distance

moved when salecting zoom icon or angle of rotation when using
the rotation icons.
W With Output you can dump pictures to printer, screen or plotter.

The command icons enable the model or design to be rotated,
zoomed or repositioned. They are split into two distinct groups: the
first lets you rotate the model in either x, ¥ or z planes - both
clockwise and anti-clockwise. You can also zoom toward or away
from the centre of rotation. The second group moves the model up,
down, left or right,

Although Zicon doesn't have an outstanding number of func-
tions, complex designs can be produced without much trouble.
Zooming or rotating a picture is slow, especially if is made up of
many lines. On all other fronts Zicon performs satisfactorily.

Advanced Memory Systema & (06E5) 4] 3501
1668 Widerspool Causewny, Warningion, 'W A4 60A
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readable.
B Simple to produce eye-catching
designs.

Bargain’s the word

Brunword 6128
Brunning Software, £25 disk - 6128 or expanded 464/664 only
Back in December "85 Chris Anderson reviewed Brunword in AA.
He concluded that the word-processor fell down on several fronts:
user-unfriendly, no automatic word-wrap, text could be entered only
in 40 columns, right-hand justification couldn't be turmed off... The
only thing it had going for it was the price (£16.50 tape and £25
disk) and an inbuilt spelling-checker [wruchmﬂdholdmﬂv 7,000
words).

Brunning Software has re-emerged with a new version, Brun-
word §1328. And first impressions are favourable, starting with the
clever tutorial on the disk.

The new Brunword requires a 6128 computer or a 464 with
DE'tronics expansion ram. The reason is that the spelling checker
and dictionary make use of the second memory bank - a good idea
as you don't have to wait while it loads from disk when you need it.

Text can be entered in either 40- or 80-column mode. And
words automatically wrap over. There is extensive cursor control
and movement is generally fast, but moving up or down a line is
relatively slow.

Margins can be set anywhere for the whole text or individual
paragraphs. The justification system is better than that found on
Tasword or Protext: rather than padding out a line with spaces from
left to right, it altemates from left to right towards the centre of the
line, giving the text a more balanced look.

Particularly nice is Brunword's way with superscript and
subscript. Things like H,SO, and a® = x* + y* appear in true size

on screen and on the printer. It's a pity this wasn't taken one step
further, to display beld, ffalic and ynderline on screen.

You have extensive control over documents sent to the printer:
multiple copies, appropriate headers and footers for odd and even
pages. You can even redefine 10 characters, which display on
screan and print (if your printer is capable of this feat). Maximum
filesize is about 10 pages, but you can link several files when
printing.

The spelling-checker has a dictionary of about 30,000 words,
with room for another 5,000, Its beauty is its speed: it's memory-
resident. Pressing a key will check the spelling of the word under
the cursor - handy.

Brunword 6128 represents real value for money. A word-
processor, spell-checker and data-file (to do "personalized letter”
tricks) for £25. Not only does it outperform many word-processors
on the market, but it's friendly and fast.

Brunning Software @ [0345) 25 2854
M Helston Rosd, Chebmsiond, Essex, CM| SJF

G 0O OD N E W S

B Extensive tutorial files and
informative manual.

B Cheap, considering spell-checker
and data-merge are included.

W Can check spelling of word at the
press of a key.

B Subscript and superscript appear
on SCreen.

W Everything we faulted in the
original system has been
rectified.

||r'|| INCre

B Can't read files from ather WPs

AMSTRAD ACTION 21

and the mouse got caught m the clock
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Spread’n’butter “

Richard Monteire.discovers that using a spreadsheet saves wear on fingertips

First Calec

Minerva Systems, £29.95 disk only — CPM Plus only

Minerva Systems is best known for its software on the Amsrad PCW
(and more recently the PC) - namely First Base and Lernloco. First
Calc is its only program that werks on both the CPC 6128 and the
PCW machines. It runs under CPM Plus: if yvou don't have a disk
drive, 128k memory and access to a CPM Plus system disk then
forget it

Spreadsheets arg essentially tools for planning and reporting
finances. With little effort on your part they make ideal personal
grganizers, cost estimators and simple accounts packages. First
Cale is of the sameugenre as Cracker, Scratchipad Plus and
Supercalc 2. Tt is very much the baby of the bunche it offers less in
terms of power, but promiség a low-cost and gentle infroduction.

Spreading the word

Boot up your CPM Plus system disk, insert the First Calc disk
into.the drive and run the startup file. This is the natural reaction
when a product falls on.my desk. Once the program's up and
running, a blank expression usually crosses my face. | say “usually”
because on the odd occasion programs are so simple they need
no reference guide. First Calc is one of these rare examples: the
command structure is obwvious and mowving round the sheet is
painless.

The manual accompanying First Calc has a pretty cover, but
little else is art. The typeface is scarcely better than that produced
from a Sinclair thermal printer - highly off-putting. Still, it's the
quality of the written word were interested in, not its appearances.

First Calc's manual concentrates much on what a spreadsheet
is and how it can be used, Many more pages are taken up describing
simple computer terms. On the whole it provides an excellent
front-end for the computer novice and non-technojunkie.

Calculating spread

First Calc resides in memory: it doesn't rely on overlays. This
speeds up operation considerably. The only time youll hear the
drive whir is when loading or saving.

Spreadsheets are divided into many boxes called cells -
identified by row number and column letter. Numerals, text and
formulae can be entered into cells. Text performs no task in a
spreadsheet, but is used merely for labels or headings. For example,
it can be used to identify sections of data: “Monday, Tuesday, ...
You need formulae to perform calculations on cells. These can be
simple things that could be keyed in on a calculator or complex
equaticns invelving groups of cells.

Entering data into First Calc's cells couldn’t be easier: move
the cursor using the artow keys until you reach the required cell,
then type.
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Spready, ready, go.. Ready, spready, go_. Keady, steady, spready

First Cale lets you use a maximum of 52 columns by 99 rows
(just over 5,000 cells) -~ quite enough for home or small-business
use. Once you've outgrown First Calc, you can port the data to a
more powerful sheet: data is saved in straightforward Ascii form.
Formulae can use standard operators - add (+), subtract (-) and
the like. And of course there are built-in functions: SUM (total), AVEG
(mean) and MAX (maximum value). And that is the sum-total: no
provision is made for logic, trignometric or even logarithmic
operations - this is quite limiting, considering that numbers up to
10* can be entered, and calculations are carried gut to 14 significant
figures.

Seen to spread

If you are ever stuck, you can call up a help screen showing
all the control commands.

With the 15-odd commands available you can erase a range of
cells, delete certain rows and columns, edit formulae, select
automatic calculation of the sheet and of course load, save and primt
data. It is unfortunate that Minerva hasn't incorporated a “sideways
print” option - it is much neater to have the complete sheet across
several pages rather than having to cut and paste bits together.

First Calc performs admirably, the price is unbeatable and it
is simple to use — I wouldn't go as far as saying it's child's play. In
fact Supercalc 2 is as easy if not easier to use.

As only basic formulae are accepted and the sheet just tops
the 5000-cell mark, youll eventually want to move to a more
sophisticated package. As a first spreadsheet, or even a tool for
the small business or home, it's the best a1 the price. But for the
likes of Coca-Cola International it wouldn't be the real thing!

What is it?

First Calcis a spreadsheet. This is simply computerized pen,
papar and calculator. Rather than keeaping the year's cashflow
or stock records on bits of paper, you can keep the lot on
computer. In fact most numeric tasks performed on paper
can be transferred to a spreadsheet. The obvious advantage
is speed. Less obvious is the ability to project: to forecast
what you can and can't spend in future months.

Minarva Systema W (0390 ITTSE
80 Sidwell Strest, Exeter, EX4 EPH
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B Manual is easy reading for novice. R LIE-Ttt R DL IR EE T3

B Command keys are obvious and
soon learnt.

B Does the same as other
spreadsheets for a fraction of
the cost.

vertically.
B 5,000 cells may be himiting
B Limited formulae options
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SERIOUS SOFTWARE

Pocketful of words

Richard Monteiro tries out a new version of Protext and pockets the difference

Pocket Protext
Arnor, £39.95 disk only — 6128 and PCW only

Amor has more wversions of its word-processor, Protext, than
personnel Another has just been added to the heap: Pocket Protext
- and Amorians say it's so new they didn't imow about it a month
ago. But is there any room or need for it?

The Pocket Protext disk is jam-packed on both sides with files.
Side one contains Protext, configuration and setup files as well as
Protext at the CPM's A> prompt will let you start using the
word-processor; however, this is not advisable: it is all too easy to
corrupt the master disk. It's sensible first to create a workdisk -
not all the files are necessary — and store the master safely away.

Apart from a slightly increased loading time, Pocket Protexts
front end is identical to earlier versions. If you have used Prorexr
before, you'll feel at home with the Pocker version: command mode
still exists (and many of the old commands); all the control
exist (in documents all stored commands, ruler lines and printer
control codes are obeyed at the time of printing or formatting,
whereas program mode displays them literally). Of course many
frills have been added making Profext more competent than ever
- unfortunately it still isn't a true “what you see is what you get”
system that shows underline, bold and the like on screen

The new manual is an AS looseleaf binder that makes the old
version's booklet, though adequate, lock a bit tacky.

New functions

From the command mode you can load, save, merge and print
files as with the original Prorext. However, many handy additions
have been made:

B You can SWAP between two documents in memory.

B TYPE displays the contents of an Ascii or Protext file on screen.
B SERIAL redirects printed output to the serial interface.

B PRINTA causes printing to take place in near-letter quality.

B 0coPY loads a utility file that lets you copy disks.

B 0FORN will format a disk.

There are other commands. For example, PHRASE lets you store
often-used text or commands on a key. There are 3] phrase-keys.
A number of these are pre-defined, such as cedilla (), diphthong
(=), umlaut ("). You are left with 26 definable keys. Each key can
have up to 258 characters assigned to it — enough for most purposes.

The HELP command has been altered. It displays a menu from
which you can choose further help files regarding disk, external

It is possible to execute a CPM program from Profexrs
command mode by placing an asterisk (*) before the filename. The
current text will be saved as a temporary file and passed to the
program being executed. Using this function you can create
assambly files and transpon them to Maxam IT - handy.
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External commands

The utilities on the disk can be thought of as external
commands: enter a filename and the program will execute. How-
ever, unlike normal CPM applications youll return to Protext and
the original text. On the disk are Config, Convert, Deopy and
Setprint.

Config creates a configuration file that Protext searches for
when it first loads. This file holds information on the Protext setup.
For example, you ¢an switch off justification, choose word-wrap,
select colours, alter un-delete buffer size, set printing options, define
the size of the phrase-key buffer, set keys... In other words, Config
lets you customize Protext to your liking — very powerful, yet very
easy 1o use.

With Convert you can transform WordStar text files to Protext
files, WordStar to Ascii and Ascii to Profext.
accessed by holding down Control and pressing another key.
Among the new features, Control-O copies a block from a specified
file into the current document, Control-Y switches between docu-
ments in memory and Control-number inserts an accent of sorts
into the text.

Printing options

Within a Protextr document it is possible to have stored
commands. These alter the manner in which text is sent to the
printer. The Config and Setprint programs can be used to change
these printer functions. You usually set them once and for all; the
stored commands are there in case you need to stray from the norm.

A simple effect such as defining the amount of footer space
at the bottom of the page would be achieved by placing »FM 3 as
a separate line somewhere in the document. Pocker Protext has a
few interesting additions to this section. Microspaced text is notable
here - this feature, usually found only on expensive “professional”
word-processors, sends text to the printer justified with proportional
spaces between words. Another addition allows printer control
codes to be redefined during print-time. A further new command
will print a named file in the middle of printing the current
document.

Pocket Protext is really designed for the Amstrad PCW, which
has no choice of operating system but CPM. The CPC machines
can also use the original Amsdos version of Protext — on tape for
only £20, disk £27 or the instant-loading rom at £40. Its maximum
filesize is 23k, about 3,000 words, three pages of AA (38k with rom);
the whole disk is the limit with the CPM version: 178k in ordinary
data format. Otherwise, Pockef's main pluses are its ability to handle
two files at once and to format a disk - will Amor add these features
to the Amsdos version? No, we're told.

Pocket Protext has widened the gap between Protext and rival
word-processors for the CPC, creating a grand canyon. The vast
range of commands, powerful printing options and ease of use
ensure nothing will bridge the chasm for a long while.

Kmmer Lad  # (0733) 23 8011
Protext House, Wairoman Road, Peterborough, PE2 0BU
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B Hard to believe you are working
from CPM.

B Long files possible - limited only
by space on disk.

B Can operate on two files at once.

B Powerful printer-driver,

B Configuration file can be
constructed.

1LF‘M Plus

B 464 and b&4s
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We fly our name a foot high,
testing a sign-writing utility

Tas-Sign
Tasman Software, £29.95 disk only - 6128 and PCW only

Tasman has diverted much of its attention to the PCW and PC
market. A look at its latest product, Tas-Sign, Ulustrates this, It works
under CPM Plus, which means only on the 6128 and PCW machines.
True, you can still use Tasman's latest on other CPC machines if
you have memory expansion, disk drive and can purloin the CPM
Plus system disk.

And of course you need a printer. The purpose of Tas-Sign is
to design posters, notices or banners on screen and send them to
the printer - which simply prints sideways on as much continuous
paper as you like.

Most CPM application programs, Tas-Sign baing no exception,
require a certain amount of setting up or customization bafore they
are ready to run. Fortunately the Tas-Sign configuration program
only needs information regarding the make and model of your
printer,

Boot up your CPM Plus system disk, insert the Tas-Sign disk
and run the configuration program. A list of dot-matrix printers,
ranging from an Admate DP-100 to a Walters WMB0, will present
itsalf. A keypress is all that is required if you own one of the named
printers. If you don't then all is not lost: you can delve deep into
your printer manual and supply the configuration program with the
codes for setting graphic line-spacing, selecting bit-image graphics
and so on.

Signing on

Run the Tas-Sign program, wait a few minutes for the printer-
driver and font files 1o load and you're ready to start designing
posters. The work-screen consists of an options menu at the top
followed by flive boxed lines. The boxed lines hold your text that
will eventually reach the printer.

If the mass of on-screen characters is too much to take in, then
a glance at the manual is sensible. Rather than having chapters
dealing with the commands and what they dd, Tasman introduces
you to commands in the form of a series of tutorials - probably the
best way to familiarize yourself with a system. There are reference
sections once you've mastered the basics.

You can simply enter text for your notice or poster once
Tas-Sign has loaded; pressing Escape sends all the data to the
printer. If you use Tas-Sign in this manner, you'd miss oul on many
of its wonderful features. From the options menu:

B Font lets you choose any of four character styles: Standard,
Western, Block and Casual

B Orientation determines the manner in which text is printed
gither horizontally or vertically,

B Italics gives your text a slant.

B Reverse prints white lettering on a black background.

Many other options exist. For example., you can define the
spacing between characters - either proportional (spacing between
right edge of one letter and the left edge of the next is the same
as for any pair of letters), kemed (allows character overlap) or
constani. You can also elect to print with double-sirike or double-

Toat, X2 2%

SERIOUS SOFTWARE

density - both enhance output.
Text sant to the printer can be virtually any size: there are
options to stretch and lengthen characters.

Embedded commands

If you want words or characters to print in different styles,
haights or even spacing you will need to use embedded commands.
You place these with the text, Say you wanted to print “Hello” using
the standard font and “there” in Block font: Hello \fblock\there.

All the options can be accessed using embedded commands.
S0 you can underline, stretch, italicize, and centre to your heart's
content. Embedded commands are powerful - with a bit of practice
you'll be producing quality material.

When entering text there are several editing features to assist
you. All are accessed by holding Control and tapping another key.
Many word-processors have a comprehensive set of cursor-move-
ment keys — so has Tas-Sign. You can also insert text, save or load
a document and switch into an alternative character set. The exira
characters are useful, giving you numerous foreign letters and
symbols.

The many printer utilities on the market have some form of
editor for the user to produce new characters designs. Not so with
Tas-Sigm. You are stuck with four fonts. Apart from that small gripe,
Tas-Sign performs admirably.

Tas-Sign scores in the user-friendly and simple-to-use depart-
ment: the manual teaches and has handy reference sections. Even
the program can be learnt quickly and without too much grief. As
for usefulness: il you need to create eye-catching banners or notices
then Tas-Sign is more than efficient.

Tasman Software W (0533) 43 AI0]
Springfield House, Hyde Terrace, Leads, LS3 SLN
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B Works with virtually any dot- B Mo font editor: can't create your
matrix printer. own character styles.

B Produces decent posters with B Works under CPM Plus only.
little effort.
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PROGRAMMING

Save space for strange charactersona

poster and wend your way to a working
Quickshot

Character continuum

Here are a few more character sets to complement the ones semt
in by Alastair Scott (AA 21).

18 SYRBOL AFTER 1:FOR t=HIMERM TO HIMEM+(B%255)
28 POKE t,PEEK(t) XOR 255:NEXT
30 CLS:PRINT"Amstrad Action™

To get different results replace line 20 with:
1: 20 POKE t, PEEK(t) XOR 254: MEXT
2: 20 POKE t,PEEK(t) XOR 15: NEXT
Try this:
18 SYMBOL AFTER 1: FOR t=MIMEM TO HIMEM+(B#255) STEP 8
20 FOR ==t to t+3: POKE =,.PEEK(s) XOR 255
38 MEXT s,t: CLS: PRINT“"Amstrad Action”

David Hall
Stretford, Manchester

Wend your way a while

Many programmers neglect the versatility of the WHILE-WEND

loop. 1 have compiled a list of some of its possibilities.
Most of you make use of the fact that the loop will repeat as

long as the WHILE statement is true - for example, WHILE INKEY (58)

(meaning repeat action until R is pressed) : WEND. But if the WHILE

statement is already false on reaching the loop, the program will

jump past it - ignoring anything listed between WHILE and WEND.

This makes it ideal for certain subroutines such as the following

error-trap:

10089 flag=1: WHILE INP(RFSBB) AND 64

10010 IF flag=1 THEN PRINT CHRS(7): flag=@

18028 LOCATE 1,1

18838 PRINT "+PRINTER OFF-LINE#"

10840 WEND: RETURN

Here, once the error is corrected (by setting the printer on-line),
the subroutine will automatically return to the main program. But if
the printer is already on-line, lines 10010 to 10030 will be ignored
and the trap not activated.

The following one-liner demonstrates another use. See how an
odd sequence of operations can be run using nested loops and the
same jump-past principle:

18 a=@: WHILE a<12: WHILE a<>5 AND a<9: PRINT a:"IN":
a=a+1: WEND: PRINT a;"0UT": a=a+1: WEND

WHILE and WEND can also be used for the conditionally
endless incrementation of wvariables, for example, a=8: WHILE
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cstatement>: <do something>: a=a+5: WEND. The use of a flag - as
in line 10010 above, which sounds a bell — will allow an operation
within the loop to be switched off after one or more passes. Finally,
an endless main controlling loop can be set up by the use of NOT:
WHILE NOT finished: <rest of loop>: WEND.

JD Crabtree

Darlington, Co Durham

Joystick check

I own a Quickshot I Turbo joystick and had problems with it: the
letter Z appears on start-up, the computer won't reset, continuous
fire on Elite... I decided 1o set about the problem using this routine:

1@ FOR 2=E2088 TO R2006: READ bS: POKE a,VALC"E"+bS): NEXT
28 CALL E2@88@:LOCATE 1,1:PRINT BINS(PEEK(E300@),8):60T0 28
38 DATA CD,24,BB,52,080,38,C9

The program uses a firmware routine which asks for the state of
the joystick, that is, whether it is moved up, down, left, right or Fire
is pressed. The result (in binary) is printed at the top of the screen

Run the program without the Turbo connected and you should
see eight zeros — this is the result youll get with an Amstrad-

As soon as the Turbo is plugged in, the sixth zero (from the
right) changes to a one - indicating a fanlt with the joystick.
Waggling the joystick causes the five rightmost zeros to change to
ones depending on the state: (from right to left) one=up, two=down,
three=left, four=right. The fifth zero corresponds to Fire two and
the sixth to Fire one. Pressing Fire causes the fifth zero to change,
which means the Turbo uses Fire two as its Fire button.

To fix the Turbo, open up the stick and break the red-wire
cornection; make sure you insulate the break, reassemble the
joystick, run the test program. All the digits should read zero - a
properly functioning stick.

I your joystick is playing up, it shouldn't be hard to mend with
the aid of the small routine.

DW Rostron
Helensburgh, Scotland

Poster printing

This program sends text to the printer, enlarging the text and
printing it vertically down the page. Ideal for creating banners or
posters. There is one restriction: you may not enter more than 80
characters.

18 MODE 2: INPUT"":a$

28 FOR a=8 TO0 (LEN(a$)*8): FOR b=1 TO 2

30 FOR c=384 TO 399 STEP 2: t=TEST(a,c)

48 IF t=0 THEN PRINTHE, SPACES(18);

50 IF t=1 THEN PRINT#B,STRINGS(10,"3");

6@ MEXT: PRINTHE,CHRS(13):CHRS(11);: NEXT:

Paul Bower
Newbury, Berks

NEXT

Saving space

I have discovered that when copying text (using the copy-cursor
method) extra spaces at the end of Basic lines are also accidentally
copiaed. This isn't the only way additional spaces can creep into a
Basic listing: during the normal course of programming it is easy to
press the spacebar a couple of times before hitting Return.

Each space is an Ascii character and consequently takes up
one byte of memory. It is possible 1o slim your program by taking
the following steps:

B Load your Basic program.

B Type SYRBOL AFTER 32: SYRBOL 32, 255, 255, 255, 255, 255, 255,
255, 255 followed by Return.

B List the program. Spaces will be shown as a solid square.

B Rewrite the lines with too many spaces and save the program.
M Enter SYMBOL 32,8, 08,08,9,.0,8,.2.8

It depends how many extra spaces you found, but the program
should be considerably shorter and will execute faster.
David Marek
Edinburgh
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Switch screens
The following routine will set the position of the screen memory in
ram. You can have two screens in ram at any one time - and switch
between them instantly. The high screen starts at &C000 (default)
and the low screen at &4000. To use the high screen call &ADN0;
for the lower one call &A006.

To load a picture to the high screen use LOAD "filename”,
ECBE@ and for the low screen LOAD "filename", R400E

18 DATA 3E,CR,.CD,08,BC,C9,3E,408,.C0,08,BC,C9
Z8 FOR T=EABEE TO LADEB: READ AS: POKE T, VALCI"E"+AS): NEXT

Stephen Lawson
Stoke-on-Trent, Staffordshire

The line exists

As you know, there is an error in Basic 1.0 (on 464 machines), that
doesn't allow you to use the bar (1) symbol in a REM statement.
Well, after a short hacking session | came up with an answer:

To use the bar in a REM statement that makes part of a listing,
do this: one of the first lines must read POKE 32511, 201. After typing
i, leave a space, then enter the rest of the text. For example:

18 POKE 32511,201
28 REM 1 It works

Phil Stockdale
South Humberside

PROGRAMMING

Cursor positioning
Okay, folks, here is a remedy for all the people trying to write the
ultimate program in one line. When you edit a line try this;

B Control-o or Control-{ - send cursor to start of line
B Control-< or Control-{) - send cursor to end of line
Big Al

Solihunll, West Midlands

Getting at fractions

I understand that many people are having trouble printing fractions
on their printers. If you have an Amstrad DMP 2000 or 3000, this
program will let you print them:

18 MODE 1: INPUT"Numerator “;a: INPUT
20 c=a+il: d=b+4B

30 PRINT W8, CHRSC27);"x":CHRS(1);CHREC(2T) ;"5 CHRS (D) ;
k@ PRINT EB,CHRS(c):CHRS(27):"T":CHRS(B) :CHRS(27):"5":
5@ PRINT #B,CHRS(T):CHRS(d)

Before running the program, put the printer on-line. To the
Numerator prompt type the top parnt of the fraction (between 0 and
8), and for Denominator the bottom part of the fraction (again
batwean 0 and 9). The fraction will be printed in NLQ (near-latter-
quality). It shouldn't prove too difficult to incorporate this into your
own listings.

David Giles

Wolkdngham, Berkshire

The section that brings the CPC's darkest
secrets to light If you don't understand what's
written here, bad luck. You'll get no explan-
ation, for this s where the hackers hang out.

Disabled interrupts dilemma

The Amstrad CPC system uses the re-
starts, jump-blocks, alternate registers and
several other locations in ram. Normally, with
interrupts enabled, you cannot tamper much
You can, however, change anything if you
disable interrupts (something protection sys-
tems often do) - you lose control of Basic, rom
calls and other things, though. My advice is 1o
write a set of utliies which ron withom
interrupts.

While the computer is processing a line
of Basic or a direct command, it copies the
instruction into a buffer (&ACA4 on the 464).
When there was only the 464 machine, some
protection systems used this fact to ensure that

protection systems -

When trying to find an infinite-lives poke, the hardest part
and

is overcoming

hair-pulling is just the beginning.
sleepless

finger-chewing
Phil Howard, master poker, shares his fruits of a thousand

nights..

the last command issued was tuy" by XORing
these four bytes against some other vital par
of the routine. This technique is still used, but
not necessarily in this form.

It is as well to know how XOR sequences
work. This iz one of the many ways:
B Take seed number.
B XOR first byte of program with seed.
B Alter first byte to result.
B Alter secd to result
B XOR second byte of program with seed.
B Ewc.
This not only runs through the program alter-
ing it byte by byte, but also ensures that it is
not tampered with on the way.

Cheating XOR

revealing the next section which it then runs
into. For flexibility these routines use relative
jumps and loops: you can relocate the first
XORing routine, use it in isolation (under your
control), relocate the newly revealed second

uncover the enfire system which, when run,
acts as the original program.

Beware of XORs against the screen and
areas where you place your routines

Desperately seeking lives

It may seem obvious, but patching the jump-
block is one of the best techniques for regain-
ing control after a protection system has done
its stuff. Take care, as some systems check
for alterations 1o &BDA37 (JP RESTORE) before
calling it

Program loaders sometimes overwrite the
jump-blocks: it is useful to bear in mind that
the three-byte RST instruction locations can
be relocated and used direct in a routine to
perform standard ROM calls.

I you encounter use of the R (refresh)
register in a protection system, chances are it
is being used to count the clock pulses
between two points in a program: normally to
generate a seed number for an XOR sequence
- any instruction you introduce into the code
will upset the count and corrupt the program.
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Gen. Hachrthu_r . Adm.Yamamoto

NOW YOU CAN CHANGE THE COURSE OF HISTORY

The battle for Guadalcanal has been called the most decisive single
action of the war in the Pacific.

More significant, even, than Pearl Harbor.

The battle lasted six months. It took the combat skills, the courage and
eventually the lives of thousands of dedicated fighting men, both
American and Japanese, to bring it to a conclusion.

The battle for Guadalcanal is unquestionably the finest war strategy
game to date.

It is perhaps the first game to give you a true indication of the awesome
responsibility of the battle commander.

Now you can re-fight the battle for Guadalcanal.

You can re-think the tactics. You can re-deploy the resources.

You can re-live the battle.

In effect, you can change the course of history.
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ENTERTAINMENT SOFTWARE

Commuodone 64128 cassette & Disc ZX Spectrurm &8k 128/ »
Arnstrad CPC cassetie & Dvic (ANl casseftes £9.99 and discs £14.959)
Mail order. Actrvision (UK) Lid, Units 3 & 4 Finedone Road
Industrial Estate, Wellingborough, Northampton NN 45R
Computer software program - Guadaicanal - dessgned by
lan Bird, developed in collaboration with Alan Steal

The game display is
best described as two
halves. Allgeneral
information about the
game is in the top half
while control of units
and info onthemare in
the lower half.

To the top right you will
see aclock face This
runs ata speed of 1
minute for every 10
seconds of real time.
The clock NEVER stops.




CHEAT MODE

Dick'n’'Bob check out your tips, hacks, pokes and game-busting ploys. The best ones *"D:T}:D ” . TR
could win an entire issue's Amstrad Action Raves! So why not send your latest gem for /1 j_,f'xwp IR

AA to test! Send to: Cheat Mode, Amstrad Action, 4 Queen Street, Bath, BA| |El
- l.Iu.l.I <=

10th Frame L:'-r'.r._rj_ﬂc-n houses DC'KF. Oi:'ten
Cunningham. He has supphed
you with a Method 1 poke for
Gremlin's sf'-m'-'.-e_—r.'!-;.ip- and-
sgarch game. The poke gives
infinite lives

Owen's wamning: “When play- ]

Paul Evans

ing the game always leave rooms
near the bottom. Do this because
there 15 a bug in the game where

Getting to the end of the Master level because the enemy will have vou get stuck in the wall after
ronicC game BNl easy so hera are come alive again leaving a room annovineg i
goma tips from Jay Sowdon of The best move is the punch you've got all the code
Headley because it's the quickest. When

First pick up the three tools using weapons throw them and
and go through all the screens on leave the room at the left or nght

the first lavel picking up the idols Then ré-enter. Your opponeént will
Goup and continue antil you reach have lost strength and the wea

Grand Prix Hall'f ||

. i : : ] Hl!i of Leics ome ad Proje
Akuma's Chamber where the last p-e 15 will be ready for you to pick Z viHaia i .
of the seven .'Ttr.wls i5. Now you have p and use again. Idols replensih kst ool b
to return to “Torit on the sea”. Be -.x'.:r ngth so try to find them when =i WAL
careful every time you re-enter a your energy is low SRy
g KE EATDT R ] EARFR
- K £ CHEL

Here 1s the first of Owen Cunning-
ham's golden-cldie pokes. It's for
Mastertronic’s train game. Using
Method | you are given infinite
train-pause time. Pressing Fire
pauses the game; another stab a
the Fire button restarts

3 ' Amstrad Action Sept B
Poke method for tape 10 MERORY 4999:M0DE
All this month's Cheat Mode tape pokes use Method 1. If you '_: ¥ I i ! . ",_,r i
have a 664 or 6128 first type 1 tape. Rewind the game tape I. ,. L:. :1'1
to the beginning. Now type in the poke listing. Then type i didiicn 088
RUN and press Enter (without using the key marked CTRL or e : A28
Control). Press Play on the cassette deck, then any key on 0 POKE E9STA.B:-POKE 95180
the main keyboard. The tape should now start to play through 80 POKE E5524.B:F £952E.0
in the normal way. 50 POLE LOSIC. B:POXE E9530.0
aR K & i & eed
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Zub

Another Mastertronic game bites
the dust thanks to Richard Hod-
ges of Barnet. Endless (makes a
change from infinite) Lives, num
ber-ol-platforms choice and re-
moval of droids are the capabili-
ties of this Method | poke

2 " By Richard Hodges

3 ' Amstrad Aetfon Sept 877

MODE 1:FOR p=RBEEA TO RABE1!

READ p3:POKE p,VALI"E"+p§)

38 NEXT:INPUT"Endiess Llives ":;1%

&l IF UPPERS(15)="7
EBERT @

58 INPUT"Remave droids ":0%

6@ IF UPPERSCAS)="Y" THEN POKE
LBEDS ,BCY

78 IRPUT"Enter number
plLattorms per plLanetl
(normally 183

8@ IF <1 OR s>78 THEN TQ

0 POKE RBEQA,(19-4)

s TRR RO RS AT 1 TITS=E

‘--h-———‘...r ,_--.‘l
Using Method 2 (just skip past the
block called “KT") and Paul Rob-
son's poke you can help Magic
Knight: infinite energy, magic, fual,
“strength and objects held" dis
play are all up for grabs

Enight Tyme

" by Paul Robson
T ' kmstrad Action
1@ WMODE 1:G605u8 108
@ MEWMDRY 4%%9
@ Loap”i™:CALL Sope
48 INK 1,26:IMK 2,11:1NK 3,18
5% LOAD™!™:G050B 10
&8 FOR 1=1 TO &:READ as
'@ POKE VALI"E™+aS),@:NEXT
E@ POKE E1925.0EQ
0 LOoAp™!™ ECRB@:CALL
108 FOk =8 TO 3:INK
11@ BORDER B:RETURN
129 DATA 18ch,18c7,1923

Sept 87

5008
£ 0:NEXT

T BETE YO 1 LT
138 DATA 2902 ,35dc, i

Match Point
R Pratt of Ean

from Jamie M
There ar

1 lamp

iNCSTers

duck thear
ducks co

vl

Scooby Doo
Invincibility for this carnoon-like
game i provided by Jan-Mirke

Maczewski of West Germany
Disk only.
J n L] i L
Y " Amstrad Action Sept 8
18 OPEN i *: REMORY LS
? i ' r PO B 1
@ POKE £658,8: POKE &
. B E50d 1K §
0 POE SALITE " eus NEXT
2 CA i
P SATA d L}
B OATA {*J: J g,

Jailbreak .

Infinite lives have been pr@vided
by Declan Kennedy of Armagh
for Konami's cops'n'robbetSgarme
Entergthe poke using “Method |
and watch those bad guysdrop

A :‘:.l riEnk
Ny BeelEn Kenne
} ""AmEtrad Action Sept 87

18 MERDRY LAQFF=m{bE

20 LOAD" 1" 44100
8 FOR 5=V TO 4:RELLANE
K AT NEET
B BEASNS:PORE 2,88
S0 FRRCESREFOQ TO EeF@s:RERD 4%

SEOPOEE S L "L ¢ a%) I NEXT
T8 CALESEA! Y

80 DARRNG1218 41221 41344
C1EEE L1243 .41285,412T
o8 DATA #f,32,7b,cd,c3,00,10

CHEAT MODE

RpM has been busy attacking the
Bubble Bus cheapo. The poke is
entered using Method 1. Before
each poke there's a REM (remem-
bar that i on the Amstrad does
the same as RER with instructions
on what the poke does. This al-
lows you to leave in the pokes that
you require and omit those you
don't. Certain pokes allow you to
enter different values: the poke in
line 140 (for infinite lives) has a
value 100 after it — alter this to the
number of lives you want.

BB DATA B
118 CALL EBFEQ

120
138
148
159
168
7

1 " Classic Muncher 190
2" by RpM 208

T ' pmptrad Action Sept B7 210
1@ RESTORE 4@ 220
20 FOR t=RBFE@ TO EBF2B+14 458
50 READ a$ 7el
55 POKE t,VALT"B"+a%) :NERT 250
&0 DATA @8,87,11,.88,C0,21 240
&5 DATA 22 ,BF,.Cb,77,.BC,28 270
58 DATA YB,21,FF BF, 77,25 280
&0 DATA CD,B@.BC,58,F9,28 290
&5 OATA B&,.FE.OF . 20,F3,C0 jed
T8 OATA T&, BC,37,09,60,.75 e
80 DATA BE .63 ,.68,65,72,21 528
85 DATA 89,19,11,88.81,.1 13
90 DATA B8,94 EDb, BB, C3.03 Tid

CLASSIC MUNCHER

IEB P

A

' Number of Lives

' st for 00

POKE E13F3+4F0@, 108
' Start level

' sot for 3

POKE E13EL+RFDD,2
Fast ghosts
POKE BYFZ0+EFRR,BCY

' Number of ghosts
and &
POKE ESCD+EFRA 4

! Remove all ghosis
POKE BSCE+EFRD,RCH

' Ho. of deadly ghosts

' between I

' between 1 and &
POEE ELTB+EF@O,4

' Harmless ghosts
POKE B4&71+5FOE ALY

' Trap ghosts in box
POKE BaST+RrFmd £CY

' Add eicitement
POKE EDPA+EFB@, LD
CALL EBF2%

Camelot Warriors

Paul Wilton of Mold, has sent in
pokes for Ariclasoft's game. Skip
past the block called "CAMELOT"
(this is a Method 2 poke) and run
the poke to attain invincibility

dRE I Warriors
v Pa ¥ilton

I ' Amstrad Action Sept BT
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CHEAT MODE

And here's a poke for the
same game on tape. Enter it using
Method 1 for infinite lives. The
man to thank is Martin Pleasance
of Brampton in Barnsley.

1 " Paperboy == tape

¢ " by Martin Pleasance

5 ' amstrad Action  Sept 87

10 FOR n=B@ TO 15: READ h: INK n,h
20 MNEXT n

30 OATA @,28,24,15,6,3,1,2,.28,22
&0 DATA 18,9,12,10,13,16

58 FOR n=B TO 18: READ a¥

60 a=YAL("E"«a%): POKE n+BE@0D, 2

Paperboy

Julian Page of Shrewsbury has
been quick off the mark by send-
ing in pokes for Elite's long-await-
ed game. It's for the disk version
and gives infinite papers and lives

1" Paperboy =-=- disk

2 " by Julian Page

' Amstrad Action Sept 87

18 FOR x=R3C& to BIF&: READ z3
20 rsWAL(™E™+28) :POKE x,2:NEXT 2
9 CALL R3CS

A0 BATA 21, ED,83,11,00,C0,06,09
S8 DATA CB,TT,.BC.21,00,83,C0,83
68 DATA BC,CD,TA,BC,21,E3,03,2¢
TR GATA TH,03,.C0, 00,03, AF 32,AC
B0 DATA 89,3207 ,19.03,00,.8BF 585
90 DATA &C,69,T6,685,2E,62,69,6E

ngﬂax

“.l'he Master ‘Blaster of shoot-em-

38 AMSTRAD ACTION

ER POKE
98 GOTO &@

:I,'I'llttll;ll'ii}: x=x 4]

Dun Darach

Another poke by Peter Feath-
erstone of Leeds. This one is for
Gargoyle's animated arcade ad-
venture, Enter it using Method 1
to unlock most doors including
Ladyos.

1 " Bun Darach == tape

£ " by Peter Feratherstone

" Amstrad Action Sept 87

1@ ROBE 1: MEMORY 4999: LOAR™"
28 POKE EVEAS.B: POEE B14A%,RBE
18 FOR f=EBE@@ TO LBERT: READ af
48 POKE 1, ¥VALC"R"+a3): NEXT

38 CALL B145R

68 PATA Je, 18, 3¢, du,7Y,ch 00,38

T8 NEXT m: CALL BREOD

BB BATA 3e,01,c¢d,8b,be af,cd, Be
98 BATA be,01,00,.08,0d,38,be,¢cd
188 BATA 19,bd,c¥

110 OPEMOUT“"dummy™: WEMORY E3FF
120 LOAD™!SCREEN", RCOER

138 LOAD™!PRELOC" ,RBFD

140 LOAD™!PCODE™, LL0R

158 LOAB™!SCR™,ECOR0

160 POKE B9A9,83E: POKE E9AA,S
178 POKE B%MB,8: CALL BBFED

Saboteur ||

Here is a poke for Durell's kick-
and-punch game. Sent in by Peter
“l1 have been wasting wvaluable
revision time hacking” Feather-
stone of Leeds. Method 1.

1 " Saboteur 11 == tape

2 ' by Peter Featherstone

" Amstrad Action Sept BT

1@ RODE 1:0PENOUT"d™:MERORY E2FF
208 LOAB™": POXE L3ITE, L8

I8 POEE EITF, LBE

L@ FOR f=RLBEER TO EBERT: READ a%
58 POKE f,VALC"E"+a%): NEXT

4@ CALL ET@W

T8 bATA af 32,0e,.96,c3,00,06,00

Fly Spy

If you had trouble with theFly Spy
tip last month it because 'we
missed something out. Pause the
game, type THIS IS Too.HARs and
finally press a ey between 1 and
T 1o get at the cheats:

Jups has'beem given a good pok- rf: i e 20 MODE 1: SYMBOL AFTER 25¢:
¢ ing by Tomy Hoyle of St Annes, i OPENOUT™D": WERORY HIMER-1:
g by 7 | 120_DATA 3¢,55,92,40,00,5¢ 99 Speed King : ’
Lancs: You aré provided with R Nk odited | TROSEOUTS WENORY 2047: PRINT
mvulnerability. Enter using-Meth-  |°F PATA 324e, 08 AVRNESE WHY back 190 iUy Loading Sperd King™: LOAD
odl 1 David German for a Speed King RiSETNon. 2048 :
: 150 DATH e b®,32,00,b9,54 ,4d poke? It never did appear. Wall} it t; ”u,'_, THEN POKE L1524 201
17" Nag Max 4= Lape 160 BATA &48,3¢,2e,32,06,89, 84 just the other day the art team iNtE _H,u’,. YHEN PORE 81098381
¢-""by Tony Hayle 1T DATA Gh.ll,nc,!b;ﬂa,”,i'l prE.‘SEI'I.IEd us with David's mh' 8 1F H“‘r" THEN POKE ‘155,:12!1
3 ' kmstrad-aciVen Sep: 87 188 0ATA b9, c5, 18,45, 11,79.03 It got misplaced under a mound .o t“;Fr-. PR enk B2onE. 3
18 MEMORY L3ZBASLONO"N, R37C1 190 DATA 91,21 Ba 05 ,ae,77,23 of their scribblings. 8 :ﬂ' lu: 0: POKE :w gp AR
20 x=£3788: GOSUS &B Z00-oata-Ad2l, 0 15,28,97,d1 Here it is. Enter it using Math- T uLE g 1
I8 x=EYTEA: GOSUB 4B 210 DATA T95ci, ud 05,20, 08,40 od | and answer yes or no to the b i -
" . . SO PRINY" (/M) 77;: a8="" WHILE
W@ x=RABRE: GOSUB &R 220 DATA 21,49,5b,0%;43, 8060 multitude of questions. 845"y " AND a$<s"n": aS=LOVERS
58 CALL 83788 238 DATA 67,bb,21,4%,80,22,54 R pidy At
Speed King -- tape (INKEYS): WEND:PRINT a$:RETURN
40 READ a$ 240 DATA be,c3,83,bc,3e069,52 4 b B e
78 IF a5="xx" THEN RETURN 250 DATA cl,%a,c3,00,02,:x _

Toot’s Corner

3" Amstrad Aetion Sept 87
1“MODE 1:PRINT™Stop the clock™;:
GOSUB 9@: alS=ad: PRINT"Stop

galbision detection with

bikez":-G08UR F@:2328=a%:PRINT
~atoprgokliFion with grass”;:
GOSUE 9B: alf=25: PRINT"Turn
of{ tune™yz GOsuE G -ais=al




CHEAT MODE

R P il ,'H Pa Ul & T kA

Infinite Stamina for Mastertronic's 3 ' Aestrad Action  Sept &7
MAD game has been provided by 18 mobE 1: MERORY EFFFF: LOKD™™
Julian Page of Shrewsbury. Enter 20 poxE GAR0,680:POKE BARLE,EBE
it using Method 1. 18 FoR f=EBEED TO EBFFF

L8 READ aS: IF aS="MAD™ THEN &8
S8 POKE f,VALI"E"ea8): MEXT

48 CALL Eadiad

i " infinite enErgy

B DATA AF,32,51,19,32,31,9E,32

1 * Stormbringer -- tapt
2 " by Julian Page

5 ' Amstrad Action Sept &7

1@ WMODE 1: FOR x=EBEDR to LBE3B
2@ READ zB:z=VWAL(“"E"#z5):POKE x,.z

- \ 98 DATA &C,1E, 32,856,537
Stephen “there is only one this 100 tot=P: RESTORE 200 58 NEXT x: CALL &BERD B Totiaite. saall sastesy
time" Basford of Crewe, Cheshire, 118 FOR c=EBESD to EBEB! SEAARIA RO, B8, CEyMGAR; 11 RE 118 BATA AF ;E Fb 2 52 E; 2f
is responsible for giving Aricla- 120 READ hS: v=VAL("A"+h$) 50 DATA Co,77,.8C,21,00,A8,C0,83 128 ' no .1;.. :e':'e:r’n:“ 2
soft's game a hard time. You have 138 POKE c,v: tot=tot+u: NEXT ¢ &8 BATA BC,CD,TA,BC,21,1D,BE, 22 ‘lla ;.]_rl; : :-_.q;’ig d
a choice of infinite lives, rocks and 140 IF tot<>4@25% THEN STOP TH SATA S0/A8,C0,00,00,0F,32,51 -.:a ' no ‘r;:t:ﬂ'-;f‘.‘ sirror
scooter Gobots with this Method 150 IF a$="n" THEN POKE LBEAD,81 BE DATA -,9_3;:,51‘,15,?2.&.‘&-35 -:W BATA lF,;E::-i,‘.'i',!E,I'E-,]b,EE
1 poke. Gobots go botty yeaahh. 168 1f bS=*n" THEN POKE BBEAS,6! ol Sffjisf'-':: ?'::’"‘.“. 168 DATA €9,36
T SRS TR e L 178 IF c8="n" THEN POKE BBEAB,&! .i.'! BATA a-.m-'i,c.cf-ﬂ, §,22,40 98" sute IS state 1o T8

j ’ 188 POKE EBBSA,Z01: CALL LBESD § DATA 19,03,88,13 . R o
2 ' by Stephen Basford 5 - B9 DATA 21,64,64,22,E3,41,22,85
T " Amstrad Action Sept B7 179 BATA “"N'H'H*E-": Peter Featherstone of Leeds 198 BATA &0
1@ MOBE 1: BORDER @ Ef'ﬂ i “"H":':"'H’EE"CF has also had a go at Mastertronic's 280 ' start roon
20 INPUT "Inf Lives (Y/N): *,a$ ; jl:‘ tﬂ,li,?j,EI,E;,?; third Magic Knight game. His Me- 218 * change 87 in Line 230 to
38 INPUT "Int rockS (Y/N): ".bS 220 BATA TA,B0,18,08,47, 48 thod | poke gives infinite spells 228 ' a nusber between B9 and 34

230 DATA &2,4F,54,53,2€,42

and energy. There is no need 1o 230 DATA 3E,87,32.C7,16
248 DATA 49,46, 3E,00,32,.50

collect the mirror or wand. And 240 ' don't remove

&0 INPUT “Inf scooters (Y/N):"™,c3
58 MODE @: FOR c=@ 7O 15: REaD d

1 > Fr E
60 IND £,d: NEXT ¢ i“ “'_l :‘?‘::":'g‘f;';”?; you can also start on any screen. 250 DATA 388,13, mAp
70 LOAD® !gobots.scn®, ACHER 268 DATA 3E,08,32,79,0€,03 e
o A Sk 270 DATA &R0 ftorabringe Lape
80 DATA 0,13,26,23,2,2,4,26 £ " by Peter Featherstone

98 DATA 24,15,4,8,9.11,13.17

Krakout 8 tot=@: FOR c=B&B TO RBéd

, 30 READ dS:v=VAL("E"+d$):POKE c,v o o et R ? .
A Method | poke that gives infinite 5 , .....00: NEXT ¢ AR ¢ _ & k-
lives on Gremlins brick'nbal ¢y y¢ s.0=2072 THEN CALL B4D . T £ ! 4
game. Stephen Basford of Crewe 5 ppiyr verror in 0ATAI": END ' : . :

is the man 1o thank. 78 DATA 86,81,21,50,00,11,00,01 3 4
1 ' Krakout == tape 88 OATA CB,77.,BC,27,00,01,00,83 ; ; 3
2 ' by Stephen Basford $0 DATA BC,CD,7H,BC,21,5E,88,22

3 ' pmstrad Action  Sept &7 180 DATA 95,81,C3,00,01,26,AF,32

19 BORDER B: INK @,0: MODE 1 118 DATA 3A, 78,03, 04 LE

Thing Bounces Back

Cremlin's bouncing game has
been given a good seeing to by
Peter Featherstone of Leeds.
There are various infinite pokes:
lives, slinkies, panics and oil
Leave out the pokes you don’
want (they are all rRened) and enter
the poke using Method 1.

] p——

Thing Bounces Back == tape

2 " by Peter Featherstaone

5 ' Amstrad Action Sept B7 :

18 MODE 1: MEMQRY R1FFF

28 LOoAD™!™ B2888: POKE R28@5,R5E

50 POKE K2084 403

L0 FOR =350 TO E400: READ a$

50 IF aS="BOING" THEN T8 - -

60 NEXT 1 This month’s winners

T8 CALL B35@ No, you can't have the top prize two months in a row, Peter

80 DATA 21,80,20,11,00,01,01,00 Featherstone. Still, you're runner-up along with Julian Page and

" DATA 02,ed,b0,c3,88,81,a Tony Hoyle. But the winner this month is Stephen Basford for

H: ::T: ig’;:':; 52"::‘:? : Krakout and Challenge of the Gobots. Gongratulations to the winners
FEtu; SR T and keep sending in your maps, tips and pokes.

Y28 DATA 32,19,92 ' ol Don't worry if you haven't seen a.n'.r. of your masterpieces in

138 BATA 3e,¢9,32,35,93 ¢ Lives print. W_-'e. shall get to them twenluall'yr: It's ]L_J.'sl that the AA _oiﬂce'ﬁ

168 '"Lesve follewing Line are spilling over with Cheat Mode mail We're slowly clearing the

158 DATA ¢3,00,88,B0ING backlog.
AMSTRAD ACTION 39
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Thrill to the action as the legend comes o life!

and the

TEMPLE OF

The Home Computer Version of the Atari Coin-Op Masterpiece v -

5000 games - R A L

—one of them could be yours!
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ADVENTURE

Ahhh... the summer holidays... the sweltering heat... the
waves gently breaking on the sun-baked sands... the
distant chimes of the icecream van... the usual dire
shortage of good software... and the Pilg creeps into the
AA offices with news of Rick Hanson, Special Agent,
readers’ games, and - gasp - more Pilg Programming! If
only every English summer were as hot as the copy from
the pen of the Cowled Crusader!

Rick Hanson, Special Agent
Robico, £9.95 cass

Robico isn't exactly at the forefront of the Amstrad adventure market
- in fact the Pilg can't remember seeing anything for the CPC from
this Welsh outfit until now, Rick Hansorn is the first part of a text-only
trilogy which a year or so ago (according to Robico) wowed BBC
owners across the nation. Will it give us Amold owners similar
treatmeant?

To start with, it's not often that you see a taxt-only game
nowadays. The Pilg was never really much of a one for graphics,
but in recent months some of the pics accompanying, for example,
The Pawn - or Dracula from CRL - have been so good that the
Cowled Crusader has relented somewhat. Yup, there's no doubt
about it, graphics can add something to the enjoyment of a game
if they're good enough. However, most of the time they're not good
enough, and some of the time - as here - they're absent altogether.
If you've grown used to piccies with your prose, are you going to
miss them in Rick Hanson?

The game gives a good impression before it's loaded by coming
in a long black box, complete with a small Adventurer's Note Book
(blank pages for scribbles bound in black card) and a leaflet with

=

a comprehensive list of clues and instructions. The Pilg is all for
clues in packages (as with the Magnetic Scrolls games). You don't
have to read them if you don't want to — though in this case it's
rather difficult to look up a solution without inadvertently seeing the
answers to other problems. Robico suggests that you get a friend
to look up the answer for you, but a little better design of the section
would have made this unnecessary.

The game starts you off in a disused railway station from which
you must escape, having first received some instructions from a
tape-recorder that, judging by its performance, must have been
designed by Mr Bang before he teamed up with Mr Olufsen.
There are some good features to the program, including
ram-load and -save, back-one-move, and the ability to use 1T, string
together commands, and even enter interrogatives like WHERE and
WHO. The parser does not, however, prove very helpful if it's having
difficulty with your entries — simply replying “That only flummoxed
ma” or "Strange” or... well, you get the picture. Fellow pilgs well
know that I like to be told why my inputs aren't being acted on so

that 1 can ascertain whether I'm faced with a vocabulary or a logic

problem.
Once you get into the game there are a number of puzzles to
be solved before you can achieve your objective - to destroy
General Garantz before he nukes the world. Those of us used to
Quill-based text games will be impressed by the large number of
locations in the game and the lengthy text-descriptions. However,
after a while you can't help feeling that the programmer saved more
space by simply repeating phrases in various groups of locations
than by compressing data.

Despite the few nice touches in the programming and one or
two nifty code-cracking puzzles, Rick Hanson doesn't ring any bells
for originality and the Pilg finally abandoned the keyboard without
suffering intense withdrawal symptoms. Robico is obviously used
to receiving plaudits from BBC owners. However, it is 1987, chaps,
and this style of game, despite the effort that must have gone into
both the packaging and the program itself, just wont wash
nowadays at full price in the Amstrad market. Save your pennies,
pilgs, for something better.

Interaction 62%

Atmosphere 48% Challenge 60%

AA rating 52%

Two from the shelf...

The Cowled Crusader is always keen o receive copies of games
written by readers. GAC and The Quill have introduced many to
the gentle art of adventure-writing, and with the promise of PAW
(Professional Adventure Writer from Gilsoft) on the horizon the trend
is bound to continue. This month Pilgy pulls a couple of recent
submissions out of the bag and meditates upon the art of home
brewing.

Malevolence
Quilled by the Page family, London SE17.

Malevolence is a Quilled game in which the death of your uncle
prompts you to set out to restore the family fortune. A lette- from
your departed relative indicates that this may be done only by killing
one of your uncle's old acquaintances.

Just in case you think that knocking off the old man's pal is a
touch antisocial, 1 should add that the aforesaid acquaintance has
fallen on hard times and is now a bit long in the tooth... and he will
happily demonstrate the langth of his dentures by sinking them into
your neck. To wit, the old codger has turned vampish.

Malevolence has a great loading screen but is otherwise
text-only. That in itself is no bad thing, but where Malevolence falls
down - as do so many homebrew games - is in the quality of its
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ADVENTURE

ﬂ

puzzles and the style of the text. But let's not be too rude about it
Looking carefully at a game like this can teach us all a lesson.

The fact is that designing puzzles for adventure games is
extremely difficult. Many adventure designers tend to construct
puzzles on the basis of finding objects. For example, in this game
there is a large spider which you can pass only by burning its web
- hence you need to find some matches.

There are many variations on this “find object, solve puzzle”
theme. Sometimes you'll have to find several cbjects and combine
them to make another - there's an example of this too in Malevo-
lence, where you combine different cbjects to make a fishing-red,
catch a fish, and use it to pass a hungry wildcat, Puzzles of that
particular sort are quite common (making a blowpipe in Morden's
Quest to kill the pygmy, for example) and can sometimes be
extramealy difficult - as anyone who will remember making the sonic

screwdriver in Ship of Doom will recall.

A few “object puzzles” in a game is no bad thing, but in many
homebrew games (and sadly in some commercial releases) that's
all you get. What's more, they tend to rely for their difficulty on their
obscurity - the only reason the sonic screwdriver baffled people
was that no one in right mind would ever think of making one.
However good they are, though, if object puzzles are all you get
then the whole feel of the game suffers. Malevolence relies almost
exclusively on object puzzles, and the effect is, in the end, to rob
the game of any real excitemeant,

S50 what's a good puzzle? Well, 1o a large extent this is a matter
of personal preference, but generally speaking a good puzzle will
involve interaction with objects and characters in a way that reflects
some of the frustrations we experience in everyday life - or, even
better, invents new ones. For example, you can't lift a floorboard
because you've forgotten to close the door, which has swung out
across the board and is preventing you from raising it (see The
Pawn). Or in Infocom's Ballyhoo, you can pass a guard only by
imitating someone else's voice: the trick is to inhale gas and alter
its tone.

That's not to say that object puzzles cant be great fun - the
best example must be the Babel Fish in Hirchhiker's Guide to the
Galaxy. Those of you not familiar with this puzzle should know that
the fish pops out of a dispenser and down a drain. If you block the
drain, it gets whisked away by a floor-cleaning robot, and so on.
To get the fish you have 1o employ several objects at once. It's worth
pointing out, however, that even this puzle succeeds largely
because of the humour of the text rather than the logic of the

Malevolence has quite a few locations but here we come up
against problemetie number two - style and originality.

There are a couple of spelling mistakes in Malsvolence, but
these are really not a problem. What is a problem is that none of
the locations shows a real sense of invention. There's a place with
a big nasty spider - well, 'm sure we can all think of at least one
famous adventure with nasty spiders in it. There's a grassy hill, a
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cobbled path, a little harbour with a rowing boat, a maze... All
acceptable, but nothing that really zonks the brain with mind-
blowing originality.

It's not all like that, thank goodness. There is an unusual
underwater scene in a sunken wreck, but here we come across
another stylistic error - inconsistency. There in the wreck, beneath
the waves, is a book lying open on a desk. Now books simply do
not lie open on desks in rusted hulks on the sea bottom. And if they
do they certainly aren't readable. Of course they could be readable
- that might make the basis of an excellent puzzle - but in
Malevolence you just hold your breath, duck under, and read the
book, Hmmm!

Mrs Page writes in the letter accompanying her family's game:
“Are we wasting our time?" She and her family have been sending
their game to software houses in the hope of getting it released. It
hasn't been, and honestly the Pilg is not surprised. But that's not a
problem - of course you're not wasting your timel There's an
enormous amount of satisfaction to be had out of devising these
games instead of just being a consumer of purchased packages -
and there will always be a friend or relative who will get a lot of
pleasure out of solving them.

However, if you rely for your satisfaction on the wider public
exposure that comes with commercial release then you must
improve the way you think about puzeles, and develop more ideas
like your underwater scene. You can get a lot of help in this from
other adventurers - try joining a club like Pat Winstanley's
Adventure Probe, dedicated to helping people write better games.

Brainless

GACed by Paul Thomas, Hucknall, Notts

This is really a bit of a joke, this one. However, the Pilg thought
he'd mention it because it's the perfect example of a game with
some great ideas that needs the support of other adventure pro-
grammers 1o improve it.

The game is so full of bugs that | couldn't make much progress,
but the basic idea is that as a newly-alected champion you must rid
the land of the Black Knight. On the way you encounter such
characters as Deal, Flesh, and Pain - as well as Sunflower, Cinemen,
and Gorm.

“Loock out for the biased judge,” wamns the author in his letter,
“and the pouting wood-nymphos.”

The combination of characters with names like Deaf, Flash, and
Pain and “pouting wood-nymphos" was ample encouragement to
the Pilg to load up this game. There are some nice original touches,
including a joust where you mus! sélect different weapons in order
to win, and a bottle of grog that induces romps in stables. However
the program itsalf is a major disaster area.

The spelling is so bad as to be occasionally mislsading. I'm
not sure if Deaf is really Deaf, for example - I have a sneaking
suspicion he should be Death. And although 1 love the idea ol
celluloid characters, | suspect that Cinemen are not little people
from the movies but actually a single person called Cinnamon. Ah
well...

The bugs, however, are unmistakable and quite inventive, First
they corrupt the text, substiniting graphics characters for words,
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and then the graphics rebel and take over the entire display, having
magically converted the text to Mode 0 and reduced the graphics
window to a single black spot.

Brainless is quite unlike Malevolence. The latter is a carefully
programmed, thought-out game that simply doesn't manage 1o seize
the player's imagination Brainless is anarchic, chronically pro-
grammed, but shows an energetic imagination that could, with
considerable dollops of help, produce an interesting game.

Most homebrew games fall between these two stools - and in
all cases the message is the same: the best games are collaborative
efforts. Many players will play-test your software and assist in other
ways without charge. So let's see some more software, home-
brewers, and where there's space we'll fit you in.

- L]

Wot, no tips? Wot, no mailbag?

Unfortunately we are still very short of space in the Pilg section. I'm
wvery touched by those of you who have written in demanding that
we should have more room, but at this time of year magazines grow
somewhat lean and we all have to restrain our pen-pushing. Next
month the Cowled Crusader will make it all up to you with a bumper
mail section, and the largest Tips column that we've had for a long

Knight Orxc
Lewvel 9Rainbird, £14.95 cass, £19.95 disk

Magnetic Scrolls with Guild of Thieves, Infocom with Bureaucracy
- there's no doubt that the boys and girls at the top of the class
have been wheeling out the big guns recently. But what about our
old friends Level 97 Apart from Silicon Dreams - a rehash of older
games - they seem to have been keeping a somewhat low profile.
And in today's competitive climate that just won't do. Level 9 has
been in serious danger of becoming yesterday’s software house -
can they keep up?

First, they needed to do something about their awful graphics.
Whatever your own feelings about the pictures in, say, Silicon
Dreams, the Pilg thinks they're rubbishy. I don't really believe that
the Level 9 people - in their heart of hearts - think much of them
aither. Cartainly whan you put the graphics alongside something
like The Pawn they begin to look sick. In fact put them alongside

Lords & Ladies of Adventure

Here's this month's list of brave and virtuous souls who have taken
it upon themselves to offer their services to other, less fortunate,
adventurers. In doing so, they run the risk of making Iriends around
the world, achieving immonality and making their friends green
with envy. So il you've completed a game and are willing 1o help
othars, drop the Pilg a line.

Participation in this column is an honour but remember it also
involves actually helping others - Lords and Ladies who do not do
their job properly come in for some fierce criticism and will certainly
be in for a pasting from the Pilg. Think twice before wrting... but
you will find that, if included, your life will be the nicher for it.

Just one point here - some Lords and Ladies occasionally send
in “updates” to their lists. Because of the way this system works, uf
you wish to make a re-entry in the column (which changes every
month) you must submit a complete reapplication. Please remember
this or risk disappointment.

Hirchhiker, Speilbreakns

Charlie Cant, 95 Bouverie Road West, Follkkestone, Kent, CT20 I1LR
= (0303) 53268 on a SUNDAY ONLY please

Massage from Andromeda Forest at the World's End, Heroew of Karr
Derek Oliver, 11 King Edward Road, Ramsgate, Kent

lewelds of Babvlon

Adventureland. Foresr &t the Workis End The Hobbn, Clesee Advesrwre, Weroes of Karn
lewels of Rabylon, Message from Andromeda, Mordon s Cuenr Red Moos Sl Wariord,
Never-ending Story, Famtama Diamond, Spellbound. Seabase Dela, Dun Daragh "-:‘er;-u
Soveery, Dovil's Crown, Warm o Paradhes. Sanly of Darkon. Emerald [ele. Betem o Edan, Wid
Bunch

Tim, Thanescroft Cottage, Lords Hill, Shamley Green, Guildiord, Surrey, GUS 0T]

Red Moon, Warm in Parsdise, Price of Magw Heroos of Karn, Forest ar the World e End lowels
of Babylon, Message from Andromeda, Subsunk, Seabase [elta, The Expénence, Spytrek
Imaganation. Collossal Adventure. Adventure Quest. Dunpwon Adventure, Morsers of Murodsd

Kennla

Bob Werks, A Lydney Close, Panlsgrove, Portsmouth, PO§ 3QG

Emnowball
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any graphical adventure from CRL, Interceptor, Delta 4 or Mel-
bourne House and they still look decidedly peaky.
Second, they needed to do something about the programming

of their games. Other programmers are developing the art of
interactive characters with each new release. Level 9 cant afford

to lag behind in this race - anyone can introduce interactive
characters in a game, but getting them right takes a bit of practice.
The Level Bers haven't even been going through the motions here.

The fact is, the adventure marke! is changing. More and more
people are changing to disk-based machines, and that spells death
for the old way of life when a game loaded from tape and had to
be squeezed into memory all at once. Level 9 excelled at that son
of thing - its compression and parsers were second to none in the
old days. They still are. But who needs them when you've got 128K
and a disk-drive?

I know there are lots of pilgs out there without disk-drives. But
do not despair - the prices are dropping rapidly. And if you're not
interested, think what you're missing out on - no Infocom, no
Magmetic Scrolls, no Koronis Rift, no Tau Ceti Special Edition ...

Meanwhile, however, Level 9 has come back with fists flying
- and released Knight Orc through Rainbird, featuring - yes, you
guessed - interactive characters, souped-up graphics, and an
upgraded parser.

The game concerns an orc by the name of Grindleguis and
comes on three cassettes or one disk. The Pilg has played the ST
version and much enjoyed it, though I do have reservations. First,
we're stuck with Middle Earth scenarios still, when other companies
have struck out into other, newer game arenas. Second, the
interactive characters are just a bit self-consciously programmed
and their responses are sometimes incomprehensibly inappropriate.

However, you can now FOLLOW other characters, address them
directly, give them one or several commands, and even WAIT FOR
them to arrive. In addition, the game features G0 T0 and RUN TO
commands which enable you to move directly to a named location,
with location descriptions en route printed or not printed respective-
ly. FIND does similar things with objects.

The game comes in the usual Rainbird sumptuous packaging
complete with a poster and booklet containing a novella that sets
the scene for the game. It also forms part of the anti-piracy system
so you shouldn't throw it away unless you really know it by heart.

Stay uned for the Pilg's definitive review of the genuine Amold
Version — coming soon...

Speilbound, Mission I Propect Volcana, Meroes of Karn, Foresi at Workds End
Meszage from Andromeda, Krught Tyme, Jewels of Babplon The Bagor Bored of the Rinos
thanks to foar Pancoit), The Hobba and Trapdocs

lain Purdie, § Glassford Road, Strathaven, Lanarkshire, MLI10 6LL & (0357) 22663

Forest ot the Workd's End. The Habbat, The Lord of the Rings, Warksid, Seabuase Delis

Mariin Empson, 24 Robin Hood Lane, Hall Green, Birmingham, BZ8 OLN

Dracila. The Boogit. Absr Shock, Warlord Heross of Kam. jswels of Babylon The
Forest & the Warid's End Advenrmure Oues. Colossal Advennure
John Vincent, 62 Hillside, Stowmariet, Sulfolk, [P14 ZBA

[ Fat ¥ ]

Heavy on the Magnck, Dun Darach Tir-Na-Nog, Farbghe fewels of Darlmess Proce of Magik
Rid Moon

Irene Allen, 15 Seventh Avenue, Garston Park, Tilehurst, Reading, Berks

Emerakd lsle, Retun fo Eden. Worm o Paradiee, Frooe of Magnk, Viera Crax Affair, Questprobe
{1 Lord of the Rings. Hobbit, Bopow, Robin of Sherlock, Souls of Darkon, Abersbock, Wariord,
fowwels of Rabyion Dracula, Termormolmos Mordons Weesr Clasie Advennre, Mindehadow
Seabape Dela Subsunk, Spy-Trek Imegenatiosn, Mecris Dome, NMythybel Theseus Muamd Vioe
The Marrmtage, Teacher Troubls, Kaaght Tyme, Spelibound Kentlla, Swords and Sorcery, the
Fourth Protoc], The Mural Microman Galsxias. Enchanier

Tyron Rustin, 1] Warner Place, Llanelli, Dyled, SA15 INW

Enchamter, Mordon 5 Quest, Foress Ar Warkd g End fewals of Rabylon, Hetoes of Karn Meidiage
from Andromeda, Wariord, Worm an Paradise, Bed Moon, Marsport, Den Daragh, Advenhure
land, Clagsic Advennue, The Hobbwt, Splynx Advennure, NMeverending Suory, Souls of Darkon
Kobsn of Sherwood, Fandares Duamond Spallbound Knghd Tyre. Seabase Delia Emerald like
Rosarn to Eden, The Bogow, Bugey, Wikd Buach

Tim Gumey, Thanescrolt Cottage, Lorda Hill Shamley Green, Guildfard, Surrey, GUS 0T]
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Programming
with the Pilg...

PART

After three months of a space-shortage curse,
the Pilg programming course resumes its rightful
place upon these hallowed pages. The listing you
typed last time is made lucid.

Adventure programs, as we said earlier in the series, require one
to make a lot of 1F-THEN type decisions. This is easy in Basic, but
it does take up rather a lot of space if you have endlessly to repeat
| F statements in your program. In the previous two instalments we
began to look at other ways of taking decisions - let's just back-step
a little and examine the problem we set ourselves.

First, you were asked to type in the following listing and run it.

1 ' Program for pilgrims to puzzle out

2 ' Amstrad Action  May 1987

18 CLS: node=1
20 RESTORE: FOR n=1 TO node: READ a$: NEXT n
30 PRINT a%;" (Y/N) ": GOSUB &&

48 IF node<B THEN 20 ELSE RESTORE 68: FOR n=8 TO node:
READ m$: NEXT n: PRINT: PRINT m$: END

&4 15=INKEYS: IF 15="" THEN &&

45 IF (LOWERSC(iS)<>"y™) AND (LOWERS(i%5)<>"n") THEN PRINT
"ANSWEr yes Or no... = GOTO &&

bé node=(nodex2)+ABS(LOWERS(i5)="y"): RETURN

5@ DATA "Are you happy?", "Oh dear. Do you get on well
with your parents?”, "Hmmm...VERY happy?", "Do you
live at home?", "Have you got spots?", "So there's
something wrong...?", "Been drinking?"

&8 DATA "Go home and sort it out then!™, "Leave home at
once!", “Cheer up then - it can't be that bad!", "See
a doctor!™, "Ye gods! A NORMAL person!", "Boy! Are
you mixed up!"™, "You must have religious tendencies.”,
"“That explains everything..."

The program, when run, asks you a series of simple questions
and, depending on your answers, prints an appropriate message.
The logic of the questions and answers is shown in Figure 1. We
call the type of structure shown in the diagram a “tree”, for no better
reason than that if you turn it upside down you can see that it looks
a bit like ona. There is a root box, or "node” at the bottom, and the
tree then branches out to other nodes.

Do it in your head

Without running the program, you can now imitate the logical
process it is cartying out by putting your finger on the node
numbered 1 and asking yourself the question in the box. If your
answer is yes, then you trace your path along the branch marked
yes until you reach node 2. You then repeat the process, branching
either left or right depending on your answer, until you reach one
of the nodes on the bottom row. This node will contain the message
that would have been printed out by the program had you
responded in the same way to the questions when running it. Try
typing it in and running it a few times to see it in action.

This particular tree is a very limited and rigidly structured one.
You can see that each node has only two branches leading from it
= of, in the bottom row, no branches at all. A node that has branches
leading from it to other nodes is said to be a “parent”, and the nodes
it leads to are its “children”. In this tree, all parents have two
children. The nodes have also been numbered systematically,
starting with 1 at the top and working down sequentially. In this
case therefore there is also a strict numerical relationship between
the different node numbers,

We can express this relationship by saying that for any parent
node, the "yes” branch leading from it to one of its children will
lead to a child whose node number is double the number of the
parent node plus one. 5o if you put your finger on node seven and
answer yes to the question “Been drinking?”, you will end up at
node 15, which is 2x7 + 1.

Now let's look again at the listing - which incidentally the Pilg
forgot to renumber before printing and for which I apologise. Having
odd line number sequences like 44, 45, 46, 50 is very bad practice
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and makes entering listings tiresome because you can't use the
AUTO function. However, the listing was originally printed in this
manner, and to avoid confusion I didn't want to change it.

Step by step the Pilg expounds

Back to the nifty-gritty - if you're an experienced Basic
programmer you may want to skip this bit, but have patience
because even a simple program like this can be incompreheansible
to some readers. We'll explain it line by line. The program first, in
line 10, clears the screen and sets the variable node to 1. So we're
starting off at the top of the tree.

In line 20, the program sets the data pointer using RESTORE to
the first data statement in line 50. If you look at the diagram, you'll
see that this is the question for Node 1. The program then goes
through a loop, reading data statements into the string variable a$.
The number of times it does this is determined by the value of node.
Since right now it's sét to one, it does it once only, and we end up
with “Are you happy?" held in a$.

Line 30 prints this question on the screen with a Y/N prompt
to the reader to answer yes or no. It then jumps to a subroutine
held in lines 44 to 46.

Line 44 checks for a key-press and recycles until it detects one.

Line 45 checks that the key pressed is either a ¥ or an N. If it
isn't, it reminds the player to enter yes or no and jumps back to 44
to try again.

Now line 46. This line does all the work. By this stage, the
player must have entered either a Y or an N. So the program knows
that an answer has been given. You will remember that earlier we
pointed out the relationship between the node numbers, so we know
that if the answer was Y then the new node we want to jump to is
the current node number times 2, plus 1. If the answer was N, then
the new node number should be the current node number times 2.

The important function here is ABS{LOMERS(iS$) = "y"). By
referring to your Basic manual (if you're puzzied) you will see that
this returns zero if i$ holds anything other than “y" (in other words,
it will return zero if the answer was no) and one if the answer was
.

Once it's processed this line, our program has calculated the
new node number depending on the answer we typed in. It now
jumps back to line 40.

Line 40 now checks to see where we are on the tree. Because
of the rigid structure of our tree, we know that once we reach any
node with a number greater than or equal to 8, then we've reached
the bottom of the tree and wish only to print the relevant message
and stop. So the program first checks to see if the value of node is
less than 8. If it is, it cycles back to line 20, reads through the data
list node number of times, thereby arriving at the correct question
for the current node number and then carries on as before, printing
the guestion and waiting for an answer, calculating the new node
number... and so on.

If the node number is greater than 8, then it's a simple matter
of setting the data pointer to line 60, where all the messages for
nodes B to 15 are stored, reading the correct message into =3, and
printing it on the screen. Voila, hey presto, fiddle de dee — and go
back over the above again if you can't work it out. It really is
astonishingly simple, so don't be put off, no matter how poor a
programmer you think you are.

A kemnel of great power

However simple it may be, though, don't let the simplicity blind
you to the fact that this small program has demonstrated a very
useful function. We've avoided lots of 1 F statements - there may be
three in the listing, but the point about this method is that there
would still only be three if the tree had 10,000 nodes and 9,999
decisions to process. By looping through the same three IF
statements we save programming space and keep our code more
compact.

Howeaver, the real value of this technique is actually something
quite different - and which we haven't mentioned until now. The
great bonus is being able to use a method which allows you to
sketch out the logic of your game in diagrammatic form, and then
translate it directly into Basic. The decision structures in your game
will be far easier to fix diagrammatically. And in the next instalment
of Pilg Programming we'll explore the advantages of using this more
visual means of designing a game's logic, as we continue with the
programming of our mini-adventure.
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There's a slightly different look to the start of Action
Test this month. We've dispensed with the full list of
games, and from now on we’ll indicate just the Raves and
Mastergame on the Line-Up.

This month’s Mastergame is Exolon, a really stunning
game that will make your eyes pop out when you see its
colourful graphics and wild explosions.

The Raves are packed with action of all sorts. FI§
Strike Eagle is a very advanced combat simulator. Zynaps
and Starfox take a more futuristic stance, whisking you
off into space. Starfox in particular will amaze you with
filled-in 3D graphics and lots of space zapping. There's
also the new James Bond game, which didn’t get a Rave
but is bound to cause a lot of interest.

TRIO

Hit Pak, £9.95 cass, L1495 disk, joystick or keys

Another compilation where they use one good
game to dump off a couple of slack games?
Not quite, but closal

The first of the trio is Afrwolfl II. The game
intro tries to make Simnglellow Hawke seem
like an avenging angel. So, to decipher: You
control his new helicopter. Shoot everything
in sight. Along the way, you will find extra bits
of weaponry to help you. A good game, with
detailed but single-colour scenery. Movement
is at a senzible speed. As with all three of
these games, the music is catchy. This gama,
however, has more music than the others, and
it's all great! Sound-effects are also enjoyable.
By far the best of the three games

construct a submarine. Control is rotational
You can pick up as many as six objects al a

3DC - a strange name for a strange game.
You are a submariner who must wander
around the seabed in search of parts to

In this & biscur?
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time. You also get the opportunity to control
an eel - useful for getting into small spaces
Those without much patience have the option
to send away for a solution. Graphics are dull
and lifeless in colour, though the bubbles and
animation are good. Music is comy; it recites,
“I do like to be beside the seaside.” | suppose
| could play it once or twice, since it's on the

him by flying nasties. By hitting certain objects
with your sword, you can increase the energy
of your sword, shield and armour. Every now
and again, he will have to fight an awesome
warrior. Use shield to fend off his blows, and
sword to stab him. Graphics are big and very
colourful Sound-effects during the game are
bad. The only music is during loading CB

same side of the disk as Airwelf II.
Creat Gurianos is the last of the trio. You

control Gurianos on his most difficult mission
yet. He must fend off namural missiles fired at

SECOND OPINION
I enjoyed all three of the games, which

of action, but all of them will prove lesting
in the Jong run. [t's nice to see a
compilation of games that havent been
released before. Let's hope there's more
o come. BW

GREEN SCREEN VIEW
All three are OK

The Verdict
GRAPHICS 59
[] Large and colourful in Great Guniancs
B Dull in 3DC.

SONICS 82%
[] Fantastic range of good music
GRAB FACTOR T3%

[ Airwoll IT is the sasiest to play
B The other two are more like space-fillers

STAYING POWER Ti%
[1 Lots 1o get into with all three games
[ Airwolf If and 3DC are mappable

AA RATING 7Ti%

[] Three very different games for the price
of one.




WONDERBOY

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

I have bean playing this game in the arcade
near me for quite a while. I'm still no good at
it, but there was something about it that kept
me playing — until, that is, I saw someone score
over 250,000 on it. I don't know why, but [ felt
quite inadequate after that. Anyway, this ver-
sion 1 looked forward to, though I did in no
way expect it to live up to the arcade stand-
ards.

The Verdict
GRAPHICS 58+«
M Dull colours and slow movement.

[] Great loading screen.

SONICS 5l
[J] Good music.

GRAB FACTOR 65

B Slow movement takes a while to get used
to.
[ Interesting quest to complete.

STAYING POWER 12%

[ Seven territories of four lands of four
areas.

[] Life gets harder as you progress.

AA RATING 68°.
B Not quite what it could have been.

You play Wonderboy, in his long and
arduous mission to rescue his girlfriend Tina.
Tina has been kidnapped by the evil king in
a land far, far away. To get to him, you must
traverse seven territories. Each territory con-
gists of four lands and each land consists of
four areas. Gnnilmad“!datmlin?wa? you

FIFTH

Mhﬂﬁmillgmﬂwhp
Fifth Quadrant is based on an cld and tired

theme. It mixes Aliens with the standard Enight-

lore qualities. In other words, you have a
choice of four robots, each one in a different
location.

The Verdict
GRAPHICS 622
[ Intricate robot designs.

M Drab colours.

SONICS 48+,
B A few zappy effects.

GRAB FACTOR 57+

[ Slog is less confined than the rest and
thus lets you see some of the ship.
B Not easy to get into.

STAYING POWER 659
[J Difficult mission to complete.
[] Tasks and multiple characters keep
things interesting.
AA RATING 60-,
B I'd have preferred it in the budget range.

You start as Slog, the captain and pilot of
the ship. Slog is annoyed that his old compu-
brain is slower than the other robots. You can
swap roles among Slog, Plot the ship's naviga-

UADRANT
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will understand if you play the game. At the
end of each terrtory you will come face to
face with an ogre. Defeat him at all costs -
mainly because you cannot get onto the next
territory without doing so.

On your way you can pick up fruits, by
jumping into them. There are also eggs which
contain a useful item: an axe, a skateboard -
which you ride - or a guardian angel. Be
careful to jump over obstacles and to throw
your ever-replenishing axe at the killer frogs.
bees and snails. If they hit you, you die.

The first thing | have to say is that in
almost every “true to life" aspect, this version
is similar to the arcade one. The music is the
game - or rather, attempts to be the same. The
graphics are dull in comparison not only to
the arcade version but also to other games for
Amies. However, this game is not too bad. Its
glow animatian is annoying, but [ got used to

tor, Enut the engineer, and Bodd. (What a
name! [ often wish | had been christened
Bodd.) Bodd is a bit of a coward and, to be
blunt, pretty thick - the Lofty of the spaceship.

Your mission is to use each of the four
robots to rid the ship of the intruding Zimen.
You do this by freeing each robot and logging
it into the bridge computer. (What's Bridge
got to do with it? This is no time for games!)

The Zimen appear in most rooms and can
be zapped by the robots if they're carrying a
weapon. You can access various pieces of
instrumentation replenishing energy, for ex-
ample, or activating a computer display. This
is where you'll need to decipher the alien
language - not an easy task.

Graphics are detailed but lifeless and
uninspiring. Sound is reminiscent of the old
Vespas. Don'l expect o be stunned by any-
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it. I enjoyed it, and | wish it were mine to keep
- mainly 'cos it saves me 20p a go! CB
FIRST-DAY TARGET SCORE

23,000

e

SECOND OPINION £ 1—*‘5
I found this lhﬂm,
nvmdmm
Mndmuﬂh et
ummmmhﬂ
mumm i
It gets better. rmmhm
it to get anywhere, and there will be
plenty of tasks to keep you going. II'*‘

mmm
No problems here.

thing, but you will find plenty to keep you
interested. The biggest annoyance is the
speed of the robots - a bit too hard to control
at times. CB

FIRST-DAY TARGET SCORE
Free Slog.
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SLAP FIGHT

Imagine, £8.95 cass, £14.95 disk, joystick or keys

No sooner does one game appear in which
you pick up objects to enhance the power of
your ship than a whole shower of them do. It's
basically a logical extension from adventure
games, where you can pick up objects that
expand your abilities, which was then adopted
in arcade adventures and now shoot-em-ups.
I've found it's got boring rather fast but at least
it provides variety in what might otherwise ba
ordinary games.

This iz of the vertically-scrolling breed of
shoot-em-ups and is another of those oh-so-
popular coin-op conversions. The concept is
simple enough: just fly about the screen as it
scrolls beneath you and wipe out any aliens
foolish enough to wander into vour sights.

The background is colourful and varied,
scrolling smoothly but slowly downwards. This
slowness would be more annoying if you
warent usually busy concentrating on staying
alive, rather than hurrying forward.

As you blast the aliens you'll notice some
of them leave gold stars lying around when
they're destroyed. Pick one of them up and it
cycles one step through a menu of additional
powers. Choose to have one of these and it
will refurn to the start of the meanu.

The eight facilities are: exira speed,
return to normal shooting, shoot sideways,
increase size and fliring rate of ship, bombs in
front of the ship, laser beam, homing missiles
and shield. Of these the most useful are the
homing missiles, which last indefinitely and
home in on their targets. Once you've got these
you can use them in conjunction with the shisld
and exira speed to create alien megadeath.

SHADOW
SKIMMER

The Edge, £8.95 cass, £14.95 disk, joystick or keys

This game arrives with quite a reputation for
its graphics on another computer. As ever,
we're not going to judge a game by comparing
it to other machines, but it has certainly
retained much of the graphic quality.

You're flying a skimmer on the outside of
a larger starship. The defences have been
activated and can't be switched off. To survive
you've got to make your way through three
defensive zones and find the entrance back
into the starship.

On each zone you have to locate and
destroy an object that will cause a barrier to
disappear, allowing you to pass on to the next
zone. The object is the same in all three zones,
so once you've found the first one you'll know
what to look for in the next rwo.

Many of the locations have portals which
produce various types of defensive craft
These fly aimlessly about, loosing off a con-
stant hail of fire - which will will damage your
shields. The shields also run out with the
passage of time - so you have a time limit
You have three shields with which to complete
the game.

The rest of the scenery doesn't do much
except look pretty and get in your way. Your
craft occasionally needs 1o flip upside-down
to pass under an obstacla, a more vulnerable
position because you cant shool. You also
have to take detours inside the ship vsing
hatchways leading to internal corridors.
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It's a playable game with slick graphics
and plenty of variety. The weapon-choosing
i unoriginal And in the long run [ think the
game's jizst a little easy. Still a good game that
won't disappoint action fans. BW

FIRST-DAY TARGET SCORE
20,000

SECOND OPINION
A tired subject: pick up objects lo
increase firepower; blast away. It may not
win poinis for originality, but is very

GREEN SCREEN VIEW
Looks good in green

The graphics are very colourful but where
the game falls down is on the action. The
defences provide no son of challenge - just
shoot wildly. The three objects aren't difficult
to find; youll crack the game quickly. It looks
impressive to start with but it's a game you'll

solve quickly and never come back to. BW

FIRST-DAY TARGET SCORE
Complete the game

SECOND OPINION
The graphics are very prefty and sound-
effects up to scratch. Unforrunately there
iz lirtle in the way of gameplay. Will hold
your inferest for a while, bur tends to be
slow-moving RpM

GREEN SCREEN VIEW
Fine.

_T;

STAYING POWER
[] Lots of tough aliens and variety.
pace of action going.

AA RATING

[] These games are still fun...
B but the theme is wearng thin.

The Verdict
GRAPHICS L
[] Colourful, varied backgrounds.

[] Smooth, slow scrolling.

SONICS 7%
] Good title tune and effects.

GRAB FACTOR 78+

(] Lots of blasting right from the start.
L! Nice vanety of additional weapons.

76+
B Scrolling is a little too slow to keep the

ﬁ )
e s i il /
| —/

The Verdict
GRAPHICS
(] Detailed and colourful sprites and
backgrounds.
] Kice explosions.

SONICS

[l Good title music.

GRAB FACTOR
[ Interesting to explore.
B Defences provide little challenge.
STAYING POWER
find
enough.

AA RATING
B Don't be deceived by good looks.

[ The object to shoot isn't always easy to

n The.ga:ne isn't large or complicated

83«

68+

T2%
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AVAILABLE
FROM

19th AUGUST
at
your
LOCAL
INDEPENDENT
COMPUTER SHOP

H&D Services
1338, Ashton Old Road, Higher Openshaw, Manchester
MI11 1JG Tel. 061-370-5666

FORGET
WIRE-FRAME 3D.

IS SOLID!

= A YES CHANCELLOR—

EVER THOUGHT YOU COULD RUN THINGE BETTER THAN
THE GOVERNMENT? "YES, CHANCELLOR!" IS A COMPLEX
MODEL OF THE ECONOMY, AND OF THE EBB AND FLOW
OF DEMOCRATIC POLITICS = UNEMPLOYMENT, STRIKES
OFINION FOLLS, FINANCIAL CRISES, INFLATION, TAXES.
THE SIMULATION FOLLOWS GENERAL ECONOMIC LAWS
AND ALL THE OUTCOMES ARE LOGICALLY TIED TO YOUR
DECISIONS. CAN YOU STAY IN POWER LONG ENOUGH
TO WIN THREE ELECTIONS = AND A LIFE PEERAGE?

. PC 1542, PCW 8256/8512, CPC 664/6128
£17.50 INC DISC, MANUAL VAT & P& P
A # v ¢
| TQPDL:JGIRQ tel 0733244682
PO BOX 39

S

STILTON P’BORO PE7 JRL ="

DISCOUNT SOFTWARE

DISC BASED CASSETTE BASED HARDWARE
World Games 1198 Mini Officn 1l 11.95 DMP 2000 Printer 15685
Arancsd (RE- . — a5 DO Disc Drive 16595
Coioma s Chass 1185 podel Universe 1308 FO1 Dawc Orive o 85
Elta 10.96 Prrdar Pac 11 850 2nd Drive Lead 785
Starghcier 1586  goh Turbo Basic 1208 Amstrad V2170 Modam 9595
Lsaderaan Cholf 1198  pabian Tutor 1495 RS 232 Face GPC 55.95
Wonapoly NS Oprmar Masier 1408 Sorean Fler Colour 14.95
Serabble 11,96 French Misiress 14,95 Screen Fiter Mano 12,85
Tha Pawn 1896 o Tiar 14cs AMK Mouse Package 8508
Final Matris e o Tﬂ;'ﬁ DT 84K Expansion 3595
Saastaker (6128) 1905 F oM ’ DKT TV Tuner 61,95
Pranetial (68128) 1995 Maxam 1885 DKT Spesch Synth Rom 3695
Tork 1 (8128) 1065 Tasword 464 1996 e Studio Light Pan .65
Hichhia (6128) 2008 Taspeint 464 B Gunahot Joystck .95
Adv Art Studo 1895 Tascopy 464 B850 Quckshat Tuto 12.85
Ady Musc Syslem 2565 CPM POW Ribbons 4 55
Wasierfde | 3208 DiP 2000 Ribbons 395
Mastercaic 128 20968  Protet CPM 5098 Snge T Disc 29%
Mazam 21956 FTL Moduls 2 4095 Bom 10 Arrmoh CF2 2505
Protant 2198 Supecalc ? 41,95 AMS 20 L Dec Box Bas
Frompm! 20856 DA Draw Bas Spika Prolecior 1185
Prormsgs 2086 DA Gragh 3088 RS2 Lead FIF 11.86
Gasrrras blaster 1695 Msoh 7 Basic 4SS RS 72 Laad MM 1195
Spanash Tutor T6.95 A Last Database 2495 CPC Printer Lead 10,95
fealian Tutor 1888 gkt Hand Man 2506 CLICassetie Load 150
G SR o4y (Caxion Cardbox 48.95 DMWP BK Bulter K2 595
L 125 Nevada Cobol 3505 6128 Monkor ExiLaads 795
'h;ru'd 10gs Mevada Forran 35956 454 Monlior Exl Leads 895
Tascopy 1098 Hioht G Compler ¥  BOOKS & MANUALS
Tasdiary ngs Hmol Pascal B 3405
Tas Si 71658 Heolt Devpac B0 V2 MOS Concise Ferrwware Spac 1795
AMX P agermaia 4595 Cracke: 2 41,96 DO Fermware Guide .50
Oddyob 1005  lanwysi Two Fingen 2195 The Amstrad CPM Plus 1205
Weni Oitfice | 1595  lansys! Crash Courss 2195 As above — Loose lead 1605
EPROMS EPROMS
M anam (raches ooce Ase/dhs] 3285 Rombo Rom Board (hold 8 Roms) nes
Protex (word processor) 208
Lhopsa (utility rom) 2495 Special Ofler: 1 you purchass any rom you
Proaped (speding chaeckar) 2995 can have the Rombo board for st 2095
Prormsrgiis |mil miegia) 20.05
LABELS: fanfold — 1 across x 1000 OUR PRICE £5.96, 2 across x 2000 OUR PRICE £10.55
All prices nclude postage, packing & VAT in the LK Overseas orders weloomes —
Disase wrie for aport pooes. Please pend chogues POSs fo

MJC SUPPLIES (AA)

. N
'SCOJA' LONDON ROAD, HITCHIN, HERTS. SG4 9EN
Tel (0462) 32897 for Enquiries’ orders — oul of hours Answerphone

FIXED PRICE COMPUTER REPAIRS

Al types of home computers: Amstrad, Sinclair,
Commodore, BBC etc — prices from £7.00 (for minor
faults. e.g. keyboard type faults) inc. VAT and post and
packaging and three month guarantee. Also, we
buy, sell, rent new or used home/micro computers. Also

available, spares, software, cables, peripherals &
maintenance contracts efc. Tel (0702)
618455/527864/613741 for immediate prices.

Packaging matenals supplied.
SPECIAL OFFER — Spectrum+ upgrade
£31.00 inC. VAT & P&P
ANALYTIC ENGINEERING LIMITED,

Analytic House, Unit 18a, Grainger Road
Industrial Estate, Southend-on-Sea, Essex.

How To Save Money

Don't spend It. But — you've got 10 live. So you've got 1o
ipend money on food, clothes, fuel and %o on,
S50 how do you save? You use the tools at your disposal: your
computer, your intelligence, your skill.
You use the Home Finance Program — designed w help you save
money,
The HFP. It runs on Amstrad PCWs and the CPCE128,

It gives you an instant picture of your finance and caters for up to 15
accounts. The HFP is fast, easy-to-use, and comes with a
comprehensive manual. send cheque/PO for £24.95 and your
personalisation message ton

Datavise (aa)

20 Drumnaquoile Road, Castlewellan, Co Down BT31 9NT
or sag for further details




ACTION TEST

EXOLON

Hewson, £8.95 cass, £14.95 disk, joystick or keys
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Raffagle Cecco may not be a familiar name to
yvou, but if I tell you he wrote Equinox from
Mikro-Gen, you'll know he's building quite a
reputation for great games. His latest is re-
leased by Hewson and should be an enormous
SUCCOSES

The hallmark of Equinox was a combina-
tion of briliamt graphics and fascinating game-
play. This is repeated here but in a completely
different rype of game. If's an unadulerated
bomb-bullet-and-blast'ern game across |25
screens of action. It's split into five zones of
25 screens each. You have to make your way
from left 1o nght across the screens, and once
off the edge ol one screen there's no going
back

The character you control has two weap-
ons and fwo fighting modes to deéstroy the
deadly alien forces. The weapons are a missile
launcher on your back and a blaster. The
missiles arc out in front of you to destroy larger
abstacles in your path, and the blaster shoots
straight in front of you to kil the smaller alien
forces

The first aben you come across is a large
piece of artillery that fires off single shots at
you. Tou have 1o duck underneath s bullets
and loose off a missile that will shatter the gun
into a myriad of (hying pieces. The explosions
really are something else - chunks of alien
equipment flying all over the screen

The gun is followed by a few more large
but harmless obstacles. Then the fun really
starts. Allens will start flying on from the right
of the screen, in movement Patlerns that
wobble up and down, circle around or accel-
erate towards you. The blaster can zap them,
but their constant height changes will often
force you to leap up and down io get them
They will keap coming at you until you near
the right-hand edge of the screen

The way the allens stop when you get
near the edge of the screen is a measure of

\

the thought that's gone into the gameplay: it
means you dont! get surprise deaths from
things appearing just as you're about to move
off screen

A particularly malevolent alien is the
birth-pod: a large sphere full of wnggling
objects. When you m it, i releases a
horde of red spheres which have to be quickly
zapped with the blaster before they disparse.

Missile launchers are tricky because they
launch shells straight at you, which have to be
shot by the blaster n two levels,
g0 you have to duck and stand up very rapidly
as you advance on it. This is another instance
where the shells stop coming as you get close,
in order to give you a [air chance

One of the nastiest dangers is the guided-
missile module. This sends a missile after you
a5 SOON A5 yOU appear on screen You can
sometimes avold the missile but the best
solution is to destroy the guidance module
with your own as last as possible
There are many other dangers including land
mines. combined guns and launchers, and
hammers that appear from the floor

That linie lot gives you plenty of trouble
not halped by your imited supphes of both
bullets and missiles. The layoui of the screan
can also be awkward, forcing you 1o jump over
things ar choose between two possible levels
to proceed lorward. You get betwean platform
levels by means of teleporters - which can
also come in handy for gefting you out of
trouble

The news is not all bad. There are plenty
of replenishment units for the blaster and
missiles to keep your blasting ability going.
Each of the five sections also has a module
where you can put on an Exoskeleton. This
gives you a double blaster and makes you
invulnerable to things like land mines and
hammers. However, if you use it you don't get
a bravery bonus at the end of the saction
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Birth-pod releases hordes of swarming red spheres

The here o el

The graphics can't be praised highly
enough. As well as the explosions there's good
arimation, marvellously designed objects and
screens and excellent use of colour. The
gameplay is compulsive and needs constant
concentration to survive. You'll not only marvel
about how this game looks but you'll be totally
hooked by the action BW

FIRST-DAY TRARGET SCORE
40,000
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I'm a stumiber-hack and F'm oy
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i Hiow t that for an expicsion!
s et you out of trouble fast ow about ¢ =iy

| encskeleton using this module

A tricky gunc just keep advancing and firing

SECOND OPINION
Just eyeing the graphics rells you you're
in for a winnar - superb. Loads of
breathtaking scenery, the bast
explogions around, fancy sound-effects -
and it's highly playable. My kand of game
blast anything and everything RpM

GREEN SCREEN VIEW
Sho-sho-shoot it up. 'Cause it'’s all visible.

| oap all nighy end | sioep all day



ACTION TEST

STARFOX

Reakror Anolasofe. (9.9% caw, (1499 dak, joystck or keps

Il bet lots of you remember the Starstrike
games. Number one was one of the earliest
Amstrad shoot-em-ups and number two feat-
urad solid 3D ships. The team that brought
you those games and did the conversion of
Starglider calls itself Realtime, and this is the
latest project.

SECOND OPINION
Eye-catching graphics and smooth, fast-
moving filled vector shapes make this
game a real rreat. The sound is suspect,

bur & small point when compared to the

overall gameplay

RpM

GREEN SCREEN VIEW
No problems

It's another game set in space and feat-
ures filled-in 3D graphics similar to those in
Starstrike II. It takes place within a cube called
the Rubicon, where you have to complete sight
tasks to get through the eight levels of play.
The cubée contains eight home planets, an
invading planet, fuel ships, storms and an
awful lot of hostile ships.

Your cockpit display provides information
on your co-ordinates, weapon selected, fuel,
speed and rear-view monitors. The alien ships
comeé in several varieties - all solid and all
fast They attack in convoys, each convoy
atacking in waves of one, two or three at a
time

The Verdict
GRAPHICS 90+
[] Fast, filled-in 3D graphics.

[ | Excellent docking sequences and
explosions.

SONICS 47,
B Blasting effects and little alse
_GHAB FACTOR 87+

(] Initially you'll enjoy the blasting.
B You might have trouble sussing out the
Holocube.

STAYING POWER 91

[1 Tasks provide lots of challenge and
vanety

[ Aliens adopting your weapons brings in
a strategic element.

AA RATING
[ Well thought out and extremsaly
playable.

You are initially armed with a weak lasar
but can upgrade your weaponry later. You'll
nead multiple hits with this 1o destroy ships,
which explode in a satisfying ball of light. The
task on the first level is to wipe oul enough
alieans, made much esasier by a visit to a planet.

You first have to locate planets by flying
near them - the instructions tell you how to
find the first two. You can then activale an
autopilot that flys you to the planet. You have
to fly down a wormhole without damaging your
shields against its sides, and dock with a
mothership orbiting the planet. This graphic
sequence is delightful, particularly when the
mothership's tractor-beams pull you in stern
first so that you first view the saquence in tha
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We come in peacD

rear monitors, and then are enclosed at the
front.

The planets refuel the ship, replenish the
shialds and allow you to take on board more
powerful weaponry, Each weapon produces
a different graphic effect when used, but you
can only find omt their relative strengths
through trial and error. This is important
because on the next level the aliens will have
adopted the weapon you used previously and
developed a delence against it. This means
you have to upgrade in the right order or get
killed very fast.

Once the planets and alien convoys are -

detected they appear on the Holocube, a
three-dimensional map of the Rubicon which
can be viewed, rotated, and zoomed into or
out of When you come out of the Holocube
you'll be facing in the direction that you were
facing inside the cube.

The wvarious pieces of nstrumentation
come in handy for keeping you alive. Thera's
the enemy-locate option that automatically
swings you to face an incoming ship, very
useful because they're quite difficult to track
otherwisa. The fual and shield indicators show

Mothership
ronge

you when you should run for safety or oy 1o
find a fuel ship. These provide another good
docking sequence as you refuel through the
nose of the ship.

The combat is enjoyable and testing, but
the crucial aspect is the missions you're set
Cn the second level you have to find an
electron storm and repaort its location to one
of the planets, as well as bumping off a good
few aliens. The game now becomes a real
battle not just to shoot ships but to complete
taslks and get through the levels, not forgetting
the strategic side of choosing weapons. A very
slick and enjoyable package, stuffed full of
great graphics and gameplay. BW

FIRST-DAY TARGET SCORE
Complete level |




F-15 STRIKE EAGLE

Microprose, £9.95 cass, (1495 duk, joystich or keys

You may be forgiven for thinking “Oh, no, not
another flight simulation,” but Microprose has
come out with another classic. To my mind
this one incorporates the skill and agility
neaded to fly, with the excitement of air battle.

What sets this aside from the others is the
four skill levels: arcade, rookie, pilot and ace.
Arcade doesn't give a tue flight simulation
but lets you get used 1o the aircraft's systems.
The other three levels allow true flight simula-
ton with the line of the horizon changing as
you bank the aircraft.

Your plane's cockpit is very sophisticated,
with all the latest technology crammed into it
- there's even an ejector seat. You have a radar
with three different range options. There is a
display of weapons status showing how many
of the on-board weapons you've used. It also
shows when auxiliary fuel tanks have been
used. This is very useful as you might want
to drop them to make your remaining fuel last
longer. You also have a Horizontal Situation

The Verdict
GRAPHICS 68+
[] Fast drawing of the vector shapes.

B Boring shapes for missiles and targets.
SONICS 48-,
[ Good for a flight simulation.

GRAB FACTOR 83
[ Arcade level lets you get into the game.
[ Excellent instructions and presentation.
STAYING POWER 874
[ Four sidll levels.

[ Each mission gets harder.

AA RATING 84-,
[ Love the game...

B hate the nationalism.

Display showing a map of the area over which
yvour mission will be flown.

Your purpose is to fly eight missions,
described fully in the manual. You can take
any of the first seven missions but must
complete the seventh mission to be able to try
the aighth. The first mission is set in Libya in
1881. You must patrol the area and engage
with any hostile aircraft only after they have
shown some sign of aftack. It doesn't really

SECOND OPINION
Moans first: | don't mind re-enactment
mussions, but when they're all in the
Middle East or Asia where good old

my nose. Why not warmng over
Washington, bombing Beverly Hills or

nuking New York?

Apart from that it's great. Skill levels
to sunt everyone, plenty of difficulty and
lots of vanety. My adwvice: buy the game
and ignore the jingoism if you can BW

GREEN SCREEN VIEW
Clear and green as Mr Spock’s biood - no
problems.

matter whaether they engage you first or not —
you won't be penalized for it.

The jobs is to fly over the enemy air-
command centre and blow it up. You do this
by arming your bomb. This will produce a
small web in the middie of the screen. When
the triangle, which represents the target, is in
the sights, press Fire. Then you must fly back
to bassa.
steadily getting harder. The third is Haiphong
1872, then Syria 1984, Hanoi 1872, Irag 1981
and the Persian Gulf 1984. | didn't pass this on
the "arcade” level

Thare is no landing or taking off in this
flight simulation. It's just mid-air flight and the
massacre of as many enemy bases and planes
as possible. Your fuel is limited and wil
deplete at a rate comparable to your speed.
You have ten speeds and an “afterbumer”
option. This will increase your thrust to 100%.
If you need rapid deceleration you can use
speed brakes.
siles, which you must avoid or confuse. This
also applies to surface-to-air missiles. You
have an on-board ECM jamming system which
You can release a flare to divert heat-seeking
missiles. You can engage enemy aircraft with
medium-range missiles, short-range missiles
or cannon gunfire.

The second mission is to fly into Egypt
(1973) and destroy the command centre. The
rest of the missions take the same format,

ACTION TEST

The politics leave a lot to be desired. 1
am sure that Microprose released it in this
country (a conversion of the American origi-

nal) only after the present UK government
allowed British bases to bé used in the recent
American raid over Libya. - Oh, didnt [ tell
you? That's the eighth mission. You must
re-anact the pant played by the F-15 in that
conflict.

I personally found this game extremely
exciting. At first [ thought it just plane sailing,
but when “incoming SAM™ messages and the
lileas started 1o appear on the screen, my blood
started 1o race. When [ got hit, the plane
became extremely difficult to control and I
battled with it all the way back to the base -
but ran out of fuel just before reaching it. I
ajected and was saved by my comrades.

The ground underneath you is a grid
scrolling left to right and up and down. All
targets appear in vector graphics. As I say, |
likked it. You might think me a flight-simulation
fan. You're right. CB

FIRST-DAY TARGET SCORE
Reach the eighth mission on the “arcade” level

ahoot 1o ikl
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ACTION TEST

ZYNAPS

Hewson, £8.95 cass, {14.95 dink, joystick or keys

THE LIVING DAYLIGHTS

Domark, £9.95 can, joystick or keys

S
i ! ’};‘E

54 AMSTRAD ACTION

Watch out, watch out,

o kB e
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The firm Bond game two years ago, View 1o a
Kill, was hardly an auspicious affair. All the
more reason for Domark te get its second one
right - and it looks an awful lot berter. [ haven'
seen the film so | dont know how closely the
game relates to it But that's a good thing: judge
the game on I8 own merits, not the film's

The game is split into eight secti
represanting a location from the film
to fight your way along the right-to
ing levels, facing different danger
You can mmp and do forward
stand or run. Moving the joyst
cursor onto the scroen - it
your gun or any other weapon

The first location is
supposedly enjoying a harmies
against the SAS. However ther

out 1o kill you SAS men pop up in the back-

ground scenery and shoot at you; you have
jump over rocks in the eground that
otherwise trip you up. At the end of the k
is the enemy you have : , and then
can progress to the next IF\r{*l

y

A strength gauge goes down as bullets

hit you or you bump into or fall over things

When it reaches zaro yvou lose one of your five

lives and have to start the current level
Strength can ran out very quickly, so
always need to take lots of evasive action
stay alive

Illllll}""
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Here we have a space-based shoot-em-up
looking similar to Nemesis, but one that | feel
will give enjoyment for many hours. Tou play
the hero (there's a noveltyl), who has escaped
from an alien space station. You have stolen
a Scorpion fGghter which you must fly through
all of the defences thrown at you by the
swrounding aliens. Exciting, ain't it

Imagine your pulse rate rising as you set
off in your Scorpion fighter. Aliens blocking
your path. Your only way out is to shoot like
crazy. When you shoot some of the aliens they
drop little capsules which you can pick up.
The capsules can be used as weapon en-
hancements or just collected for points and to
step through the weapon options available
The frst option increases your speed, the
second increases your firepower, the third
activates your bomb thrower, while the fourth
and fifth enable missile targeting and seeker

At the end of the level a screen représent-

You have only a short time to decide, and only
one of the objects will be of real use on the
next level

The cbjects vary from night-glasses and
a hardhat on the defensive side to bazooka,
missile-firing pen and ghefto-blaster (rockets
rather than rock) on the offensive side. Some
weapons can be used only once; others will
be in continuous use once activated.

On the second level youre joined by
Koskov, a KGB defector, who will follow you
through the remaining levels, On the third you
have to jump over and duck under pipes while
men on gantries throw things at you Next
comes a very tricky level where a milloman
throws deadly bottles of gold-top at you at the

missiles

The method is similar to Nemesis. Every
time you pick up a capsule your “weaponry
activation indicator” displays the next weapon
option icon: speedup, firepower, bombs, mis-
giles or seeker. To activate this mode you must
keep your finger on the Fire bufton untl your
ship starts 1o flash. Keep your finger there and
collect ancther capsule, which enables the
selected mode

The most comemon enemies are the small
craft, which can be destroyed with one shot
by a laser, bomb or seeker missile. Homing
missiles cannot lock on to such small targets
Along the way you will encounter ground
installations, which are difficult to destroy both

The Verdict
GRAPHICS TT%
amooth-scrolling scenery
Good use of colour
SONICS Tl
Brilliant title music
GRAB FACTOR 85+

Fast and easy shooting
B Collision detection is rather annoying.

STAYING POWER 82%
Varying weapon choice adds to the fun
Plenty of tough levels to get through

AA RATING 83-.

Waorth buying for the funky music alone
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ACTION TEST

in respect of firepower and accessibility

Alien command ships are bigger than the
other spacecrafi but to my mind can be
destroyed a lot more sasily than the instruc-
tions state. Al the end of level one you will
encounter a very aptly named mothership. I
found it almost impossible to destroy. But if
you hang around long enough without getting
destroyed yourself, you will gain entry to the
next level

On the next level you will be confronted
by one of the many “natural hazards™ which
will hinder your attémpt to reach safety. These
hazards are astercids, shaped very much like
the cabbages in Moon Cresta. They move
about quite well for astercids and cannot be
shot. It really starts to get difficalt when the
alien craft appear as well

The collision detection is poor, and very
annoying at times. After a few goes youl
realise where the danger points are and how
to steer through them. It took me quite a while
to beat the mothership - the key is in the
weapon you're carrying. Every time you get
shot or crash into the scenery, you will stan
off at the beginning of the level without your
weapons. On later levels there are inter-
mediate starting spots to make things less
frustrating

Graphics are befter than games like
Nemesis - much cleaner and more colourful
Anyway, a very good game worth gefting just
to listen to the music. It has that funky sort of
spaced-out feeling to it with an unexpected
chord here and there CB

FIRST-DAY TARGET SCORE
16,000

avoid their bullets, and therefore the element
of skill is diminished. Daylights is not a classic
by any means but should provide plenty of

entertainment. BW
FIRST-DAY TARGET SCORE
10,000
The Verdict
GRAPHICS T0%

Colourful scrolling backgrounds
Good animation of Bond

SONICS 66

[] Some good bits from the theme tune

GRAB FACTOR T1%

[ ] Good mix of jumping, rolling and
shooting

[] Different challenge and weapons in the

eight levels

STAYING POWER
[] The levels get tough

B The action is a bit stop-go and can all be
over very quickly

AA RATING 68°.
[] Much better than the last Bond game

65%
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ACTION TEST

MUTANTS

Ocean, (8.95 cass, L1495 disk, ppmuhep

The ship in this game is called the w i
Warrior”. Could this be coincidence? mm :

the programmers members of L‘..reenp“ or

the French secret service? The gam& h
nothing to do with ships being blown up s

New Zealand, so let's presume it's the proddét
of a warped mind

The whole thing does in fact take place
in space, where you have 1o collect a com
ponent from each of 15 zones and assemble
a self-destruct mechanism in the 16th zone. In
sach of the 15 zones there is a different breed
of alien mutation that has to be overcome in
order to get the componant

You can choose to take one of three
weapons into a zone: missiles, barriers or

A mutant web surrounds the ship
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I have ro disagree with Bab: he has been
too harsh on the graphics. In general they
are pleasing and there's plenty of variety.
An enjoyable game to start with, but the
action becomes (oo repefitive. RpM

GREEN SCREEN VIEW
All the mansters from miles around are
il

have no effect on you but the mutants
jass through them. Photon torpedoes are

Mﬂﬁﬂ and just like any other bullet.

BThe mutants come in various guises:
that create a deadly web, clonds of
jcles, boxes that release swarming
\heres and several other nasty problems
e can be deal with only by a specific

= Weapon, while others can be got past with a

The Verdict
GRAPHICS 564
Some mutants are interestingly
presented
MW Most things are dull and simple in design
SONICS 24+,
B A few imitating effects
GRAB FACTOR 59%

15 zones are mtriguing at first.
B Mutants don't always seem to brhave as
originally intended

STAYING POWER 52%
| Tricky getting all the components
B Some zones are too similar and too easy.

AA RATING 54-.

B A disappointing game with a good idea.

prayer and flying by the seat of your pants.
It's a very intriguing game that is initially
fascinating to discover. However, some of the
Fones just aren't up to scratch and show strong
signs of having lost something in translation
The graphics are also disappointing, mostly
drab and simple in design. A tuly average
game. BW

FIRST-DAY TARGET SCORE
Clear six zones

QUARTET

Activision, (9.99 cass, (14.99 disk, joystick or keys

The derivation of this game is obvious - it was
a four-player arcade game trying to follow up
on the success of Gauntlet. Like the US Gold
smash on home micros, it allows action by two
players only, rather than fouwr. The gameplay
is much different from Gauntler but will it be
anything like as big a hit?

The game is made up of 15 levels. They
cycle around, getting harder. The aim on each
level is to destroy a large mechanical monster
to get a key, and then use the key to get
through the ext to the next level You can
control one of four characters, all with very

Detailed characters but drab screens
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Springy jumping powers, a weapon and the
ability to crawl under things.

The levels are made up of platforms,
obstacles and conveyor belts which you have
to geat through to find the monster. On the way
there are lots of portals that spew oul other
alien creatures to aftack you The monster
takes many shots to destroy, leaving behind
the exit key

The aliens come in many forms: a flying
fist, spiky balls, robots and other bipeds. They
Can sStun you on contact, causing a loss of

The Verdict
GRAPHICS 37%
[]1 Datail on most characters.

B Appallingly bad use of colour
SONICS 22%
B A few simple effects

GRAB FACTOR 42+,

| Some interest in exploning first 15 levels
B Action is repetitive and won't get you
going

STAYING POWER 354%
B Levels lack variety,

B Even two-player games lack excitement.

AA RATING 38-,

B A disappointing arcade conversion

S e

Hung, drawmn and quarterisd

energy. four energy reserves are substantial
and take a long while to use up

There are objects to pick up along the
way, including a shield and a jetpack with
which you can float instead of walk and jump.
Others provide axtra jumping power, change
your weapon, siop the aliens, or destroy them
all

SECOND OPINION
It is hard to believe that a game can come
ouf looking worse when converted from a
Spectrum. Activision has managed i A
real pity, as there is a good idea behind

Sounds okay so far, but the problem is
that the graphics are appalling and the game-
play monotonous. The characters are detailed,
but the use of colour is terrible portals
disappearing in the drab backgrounds. Games
last for ages and you get stunned (die) so many
times there's nothing to get your adrenalin
going. Disappointing is about the best to be
saud for 1t BW

FIRST-DAY TARGET SCORE
See all 15 levels



SAMURAI TRILOGY

Gremiin, (9.99 cass, £14.99 disk, joystick or keys

Yawn, yawn. Another combal game. Surely
this type of game has had its day. Samurai
Trlogy does in some way aftempt to give
somaething new to combat gaming. But ah, wall

Apparently deep in the oriental province
of the Nang River there lives a breed of
fighting warriors highly skilled in the ans of
karate, samural, and kendo. You play the pan
of a trainee under the Supreme Master Chu
Yu - it gets cornier. Chu Yu will impart his
wisdom to you as you battle to become a
samurai warlord.

You can choose one of the three disci-
plines. In karate your possible actions are
flying kick, spin kick, mam, punch, backward
and forward shuffles, high kick, jumping kick
and a swapping chop. In kendo: jumping cut,
exchange cut, lunge, overhead cut, and the
usual forward and backward movements. In
samurai: overhead cut, side cut, paint thrust,
overhead parry and kick, and the usual move-
ments.

Before facing each opponent, you must
decide which of the five defence and offence
options you should put more bias on. You do
this by allocating points - you have five - to
each option. It's complicated, but you'll under-
stand when you play the game.

ELECTION

Viegin, £9.95 cass, joystick or keys

Virgin missed the election by a mile when this

game finally hit the streets, but if [ know them
theyll st re-release it the next time an
election comes around. As a game it still holds
together anyway, and you dont need all the
hype suwrrounding the real thing to appreciate
it,

You can take the role of one
of the five party leaders: Matcher,
Ninnock, Owing, Pig-iron or Daniel
Pauls (the leader of the Idealist 5
party composed of celebrities). S

The task of each is to get 10] votes A
by a mixture of dodgy dealings. '“;L\l‘t.
SECOND OPINION
Not my type of game, but it will appeal o
those who enfoy a spot of electioneering.
RpM
GREEN SCREEN VIEW
Few graphics. All visible.

There are 40 characters in the game and
many other votes that can be gained at named
locations. Some characters start off with party
allegnances and can help you in your task to
win others over, The main method of getting
votes is dropping manifestos in named loca-
tions, each location gaining you ten votes.

As you race around the 108 locations you
can access a manu of options. You can take,
drop, give, ask, order, pause, canvass or shur.
Take, drop and give refer to objects; ask,
order, canvass and slur refer to people.

Objects in the game can be given to
people as incentives or o increase your
shuring power. Some objects enhance your
credibility rating (resistance to shuring) or the
financial incentives (bribes) you can give.

The hack and thrust of combat action |

there's not a lot else going for it. !'lll
combat game doesn't have anywhere
élse 1o go except downhill I'm afraid. |
think someone should decapitate them
quick BwW

GREEN SCREEN VIEW
No viewing difficulties.

I'm very sorry, but I don't like this game.
The movement of the characters is sluggish
and badly animated The differant moves are
very limited and lack potency. The graphics
are made up of boring colours, though more
than one colour is used in drawing the charac-
ters. Sound is uggh! Certainly not one for my
collection. [ will be glad to give it back to Bab.

CB

FIRST-DAY TARGET SCORE
Beat someone!

' N
-

You can ask characters}
what they think of you or ry
ordering them to help you. If
they aren’t co-operative you
can ity to canvass them 1o win
tham over to your side, or
resort to sharring them to
reduce their credibility to zero
and putting them out of
action for a while

The game is emeraining with funny
touches and an interesting task. 1 found it
difficult to get anywhere because it's extreme-
ly difficult to build support, not helped by
occasional crashes. [ think the path to victory
needed 1o be better thought out but otherwise
it's an enjoyable game BW

FIRST-DAY TARGET SCORE
Ger over 50 votes

Liwss, darmned lees, and polbcwans

ACTION TEST

The Verdict

GRAPHICS 46
B Drab colours used for everything.
B Poor animation.

SONICS 39+
B Say whart?
GRAB FACTOR 49+,

[J A combat buff might like it inidally.
B Tape loading is a long yawn.

STAYING POWER

47 %
[ Three different disciplines to get into.
B Same old combat stuffl

AA RATING 47 -.
B A poor combat replica.

m—
MNinnock visies Mo 10, but dossn't pet inside

The Verdict
GRAPHICS 59%
| 1 Good caricatures of the politicians.

W Most locations are plain and
uninteresting.

SONICS 47+
B Similar 1o Geoffrey Howe's speeches.

GRAB FACTOR 68%

| Interesting explonng and trying 1o win
volas

B Crashed several times.

STAYING POWER 67%
| Difficult to get elected
Several different electioneering tactics

possible

AA RATING 674
[] A bit late but enjovable still
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ACTION TEST

MOUNTIE
MICK’S
DEATH RIDE

Reaktor, [4.99 cass, joystick or keys

A race along a train, similar to Express Raider.
As the train scrolls across the screen you have
to make your way along it, shooting the bad
guys. Watch out for tunnels and leaking gas

The Verdict

GRAPHICS 52%
[_] Fairly good scrolling of the train.
B Characters and carriages are chunky.

SONICS 61
[] Some nice music tootles along
GRAB FACTOR 55%

[] Tricky task getting along the train.
B Control is awkward to get used to.

STAYING POWER 60+
L] Tunnels, gas leaks and many trains to
deal with.
B Some obstacles are frustratingly difficult
to get past.
AA RATING 6l

[l Not bad for a fiver,

DEATHSCAPE

Starlight, (8.99 cass, £14.99 disk, joystick or keys

Back 1o the good old days of trench flying.
Hordes of aliens whiz straight at you to be
blasted away. Not very subtle, but there's no
shortage of action. You've probably seen
others like it

The Verdict
GRAPHICS 64+
[} Some nice ship sprites.

B Little else on screen.

SONICS 659
[] Good music.
GRAB FACTOR 554

[] Certainly no shortage of things to shoot.
B Not much differance between the attack
pattermns.

STAYING POWER 484
B Wave after wave of the same sort of stuff.

B Definitely overpriced for what it is

AA RATING 47 -

W A%
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BAL LOON The Verdict
CHALLENGE | orhis oo sk rosioscatyt ©

- aclers.
: SONICS 445
B A few unstimulating effects.
GRAB FACTOR 524
“| Always something to shoot at or do.
B Tasks tend to be simple and unexciting
STAYING POWER 56%
' L] Difficult to get across the pond.
Re-live the hot-air balloon crossing of the L] Two-player game adds interest.

Atlantic with some silly bits thrown in. Com-
pete against another balloon; control eagles AA RATING 530
to protect your balloon against the weather B Lacks variety, making it repetitive.

and man-made dangers

The Verdict
GRAPHICS 25%
B Single-colour graphics
B Movement is soo0o00 sloooooooow!
SONICS 34.
B Not very impressive effects
GRAB FACTOR 24+,

B Takes ages to get anywhare in the game
both in terms of movement and puz-
zles

STAYING POWER 32%
[ you can persevere, the puszles may

GR.EYI'ELL provide you with interest.

Starkight, £8.99 cass, {14.99 disk, joystick or keys B But the frustrating gameplay is likely to
prove too much

The sloweast isometric-3D game I've ever seen

I the single-colour graphics didn't put you off, AA RATING 28

the ternbly slow gameplay will Even hard- B Nowhere near the standard of other
ened 3D arcade adventurers will find it difficult isometric-3JD games.

to stick with this one
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Arkham Manor comp winners

Congratulations to those who
worked out that it was Norman 5t
lobn Gilham MP who committed
the murder in our “Detect a prize”
competition (AA 22). Many of you
thought it was Dr Ebenezer Mon-
teiro or Lord Nagel of Maple, But
it wasn't Dr Ebenezer because a
burglar wouldn't have left £20
notes lying around. And Lord
Nagel was a tee-totaller, whereas
there were two glasses of whisky.

The winner of the first prize,
a pocket camera, is Kyle Cham-
bers of Ascot. The 30 runners-up,
who get a copy of the game, are:

RG Messenger of Abermnethy, R] Twmey of
Premon, lain Mclinnon of (Gasgow, Brian

Disk pri
Many readers are obviously eager
to get hands on hardware goodies:
the response to the “Silicon Slices"
competition in AA 22 was phano-
in. Few answered the questions
incorrectly. Just to put your mind
at rest, here are the correct ans-
Wers:

1 The Megadrive can store TO6k
of data.

2 Your Amstrad can have a total
of two drives.

3 Amram contains sideways ram.
4 RAM stands for ramdom-access
memaory.

All entries were shuffled
around in a large trough, and
finally the highly trained Future
Publishing llama drew out four:
B Vincenzo Vibio of Torino, Italy,
was the first name out of the bag.
He gets the Megadrive - he asked
for 5%-inch. (Who says overseas
readers have no fair chance in AA
comps?)

B RG Allan, serving with the Ar-
my in Germany, receives an Am-
drive, which will sit neatly on top
of his Amstrad's built-in drive.

B Jason Hamlin of Parsiow, Bucks,
wins the Amram [, containing 32k
of ram and sockets for four roms.
B And AP Freeman of Rodington,
near Shrewsbury, wins the original
Amram with 16k of ram.

AA small ads

For sale

6128 wystem, colouwr and mono momitors,
R53% macks of sclftware: languages, applica
tons, games on disk and cassette. Technical
manuals and books, E400. Won't splis. 5 (0409
1) 4 weakends or évenings if hacley
Mahjong mock clearanos Amstrad Action
overall rating T0%, Ssptermbar 1986, Pal
insructions. £1.50 inc plp whils stocks last
Checque or PO 1o Liflsoll, 51 Garretts Green
Lans, Yardiey, Birmingham, B38 IHP

Back sumbers of Amstrad Acton, Amiix,
ACT, Computing with the Amstrad. Indnadual
copies TSp each or 20 for £10. Enclose large
SAE with order. Tony Perldne, § Calder Closs,
Rosshill, Bishop Auckland, Co Durham, DL14
ORT

Masstro stereo amplifier £25, 10 used thres.
inch disles £10, AMX mouse and an software
£38, Rombo romboard with Maxam, Profest,
Progpall and disk wiibtes on rom (60 & lan
(0935) 85 0858 after Tpm

DDI-1 inderiace only (25 2k baffer for MXBO
£15. % Dublin (0001) 84 TES3 or write 1o Tony
Enright, "Crossfiald”, Firhouse Rd, Temple

tonal scrolling, escape and reset onoff,
double hewght and lots more! Only £7.95 wmpe
and £8.08 disk! Package inchades disk or taps
and comprehensive |T-page manuall Any
Bassc programmer can use it 1o add spectacs-
lar afiocts 1o masterpssces’ Male the chsqus
payable o “Bascaid Productions” and send
it 'o Basicasd Productons, 32 Hillkde Gardens,
Edgware, Midx

Amstrad REZIZC (noe Pace R5233) Com me
£50, sell for £30 Guarantesd not laulty, Good
for anybody thinking of going info oormemand
cation ora. M Mohd-Salleh = 01-581 5887 or
01-581 1543

adull computer game lor over-lis
anly An::d- sdwventure wth over 50 disgus-
ing screens. Send L5 (pdg incl) o David Shaw,
11 Baliour Court, Kilmarnock

10 Lilac Growe, Dunfermline, Fife, EY11 SAR

128 owmeral?™! Tape-lo-duk CoNVerEGNS
only §] incloding pAp. Send oniginal tape(s)
plus a disk and L] per tape o EP Shephord,
32 Egenton Rd, Strestly, Sunon Coldfisld W
Mids, B74 IPC = 02]-353 BA36

Eprom service: Transler your sofreare to [Bk
eprom. Only 8. Send sae and your detais
Andrew MacPhos, |0 Bayvew Crescent, Latle
Qakley, Harwich, Esssx, C012 SED

This new section of the magazine offers you
tha chance to speak directly to the huge
waiting world of CPC owners - or would-be
owners. Users report good results.

You can place an ad of up to 30 words

for just £5. So you could use it to sell a printer
or launch a user group or publicize a piece of
software you've written.

Omne thing you can't advertise is the sale
or swap of soffware you've purchased. Such

ads can be misused by software pirates.
Just fill in the application form and send

it to us together with payment. We'll then place

the ad in the next available issue (published
2-T weeks after we receive your order.)

Classification; [

| Services

] User groups

Cradit oand SEpIEY ARt ..o v s et s s s ss—

Please make cheques and POs payable to Future Publishing Ltd

[J Other

e

Wrirte your advertisement here, one word per box. If you want your name or phone number printed, they must be included in the boxes.
e ST S AT S e R e AT S i e R e e I S R e R B S A RN
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SPECIAL OFFERS

SUBS
SUPE

Taking out a £16.50 subscription to Amstrad

Actior you 12 issues of

GoSsSn 1 JUst guaraniee
the magazine you love
It also brings you a gorgecus plec
software completely free of charge
For 464 owners there's Krakout on cas
Gremlin Graphics’ ar gly addictive
Breakout game (an AA Rav

selle

Or, for 6128 owners, there's an AR spe
cial, a unique version of Amor's widely-ac So whatever machine you own, we've laid
claimed spelling checker Prc w ol onith ex ed. The
the fancier features of the fu (RRP better time Lk you d
£239.95) have been removed, but Easy Probpe B
till offers a lightning fast spell checking

{7
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At Now only
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1071 NO Ie play should b
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- '3,4 Kour
rsion of 'S Rave arcade

Unce-em.up. RRp i5 £9.95/
ELL:
allow yay

EASY PROsp

A Stunning digle Program which will

10 spell-check
dictionary 1ext files agains; 30,000 word

EAT MODE

B The Amstrad Action Collection 85-86
£3.95 -

save £3!!

Now only £3.95 — save £3!!

This book is basically a cleverly-presented
library of type-in programs for people who
want to put their computer 1o good use
Programs included are Graph, Pie-
Chart, four separate clock and timer utilities,
3D Bar Chart, customised character sel, high
resolution designs. music, Unifile — a
personal powerful filing system, Name and
number dictionary, Text-ed. MultiQ, Banker

THE WORKING AMSTRAD

and Accountant.
The working of each program is
explained in detail, so you should be able to
lailor them to your own requirements. And
what makes the book particularly good is that
each program is divided into separately
explained modules - you automatically leam
structured programming as you go along.
216 pages of high-quality material.
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SPECIAL OFFERS

B1G LEAGUE
SOCCER 2

UNDER HALF PRICE ! - only £5.95 on disk!!

This AA Rave has to be the best football
managemant program available on the
Amstrad. It puts you in the role of a
league manager and all the financial
and personnel decisions that involves.
Experience the agony of
sweating over your team selection and
then watching your players
outmanoeuvrad on the pitch during the
graphic highlights of each match! Or

2-piece set only £6.95

Ever wondered why you many
adverntised? U's

Over a

sS8e S50
puter dust
1.'()'.1|FZ"J':!‘H-
time 1t
drives and
fer serious, sometimes fatal damage

COVers
like dust

Can IMmMAXKe !‘i"u'lil Very

Qont

cassefte decks in particular

Sul

A set ol

there's the added bonus

the hardware's

solution. And

smartening 10
whien it

‘s not in use

period

AA DUST
COVERS

com

because
of proof PVC. They're

indead: disk with

can

dust covers provides a neat

maybe you can cheer up Bob Wade by
guiding Wimbledon to the top of the first
division...

This game has been really
hard to get hold of, but we've managed
to find a couple hundred disks at a very
special price, so take your chance while
you can. We're over the moon aboul
this one.

The specially-comm

107 COVETs are madcli

gmart blue Immmuing and matching
strad Action logo
You can order a @

lor your CPC system L Cl
order code from the list next 1o

appéarance




SPECIAL OFFERS

PROTEXT +
OMBO

The ultimate word-processing
combination
For Amstrad CPC 464, 664 and 6128

PACKAGE | - save £I5! PACKAGE 3 - save £45!!
B ROMBO ROM-box B ROMBO R( X

B PROTEXT on ROM

Only £59.90 complete

PACKAGE 2 - save £30!!
B ROMBO ROM-box
® PROTEXT

@ PROSPELL on ROM

Only £79.90 complete

teén to the Amstrad s strenmhe - that's Protext
And you run it from a ROM chip plugged
directly into the b your machine. That

gives two big advanta it loads instantly,
and it doesn’t use up any of your RAM, so you
can handle long documents in memory

The combination is startling. You'll find

you can zoom around a S0K file at lightning

speed, far more effectively than on any other wm mmESSOR
CPC word-processor. Formatting, copying,

search and replace are all done at a pace

which puts to shame more expensive pac-

kages. And the speed isn't achieved at the

expanse of features - Prorext boasts a fully

prof nal spec. We kmow, because we use

it to write Amstrad ]

The Rombo ROM-board which were
supplying with Profexr is probably the best
available. It includes some clever electronics
which allow you to run any CPC ROM on any
of the CPC machines. And after you've fitted
theProtext chip there's space for seven more
should you get ROM-addicted. We're offering ,
packages which alsc contain Amor's superb
spelling-checker ProSpell and maillmerger
ProMerge

Frofext alone normally costs £38.85 on
ROM while ROMBO ratails at £34 95, the same
price as ProMerge and ProSpell when bought
rately. 50 our packages offer you a MAMUAL

THE AMSTRAD EXPERTS

I arkable bargain. And if you'd prefer. we
can also ply the software on cassatte or
disk at discounted prices - details on next

sination you choose,
ous word-processing

HOW TO ORDER

Use the form on the next page i(the order

code of the product you want is listed next

to the form). Or telephone us with your

credit card details on 0458-74192 (24-hour AMSTRAD ACTION 63
answerphone) or 0458-7401 1 {(a human being

in office hours)




ORDER FORM - AA 24

OUR
TEM PRICE

SUBSCRIPTION

g
:

Machine owned: J CPC454 J CPC 664 3 CPCs128
Please send me the following items from mmnsmm. al offer pages.

with Easy Prospell disk...... £16.50

CHEAT MODE BOOK ............. £3.85
THE WORKING AMSTRAD ... £3.95

HEWSON GAMES
Exolon CABS .........ccimmasesned £6.95

558 Bp 5% B

§

Zynapse DISK..................

BIG LEAGUE SOCCER 2
b e R £595

2

33

TOTAL PAYABLE | I

Plaasa circle your mathod of payment:  ACCESS « VISA « CHEQUE - PO
Make cheques + postal orders paysble to FUTURE PUBLISHING LTD. ¥ paying by credit card, please enter detals:

CREDIT CARDNUMBER | | EXP. DATE |




[TEM

PROTEXTenDISC........... £2296

PROTEXT on CASSETTE ...

AA DUST COVERS

CPC 484 colour
CPC 884 mono ..

CPC B84 COMOLIT..........ccisonminns

CPC B128 MONO ...co.ooovvvese

CPC 6128 colour
THINGI

lef-of-screen ...

right-ol-scraan
DISK BOX.

AA BINDER

£8.95

£6.95

OUR ORDER
ERICE COOE

A204
A205

AZ208
AZ209
AZ210
A211
A212
A213

A28
A215
AZ18
AT

A230

WANT A THINGI?

Only £5.95- save £2!

What's white, dangles papers next to your
computer screen, and costs two pounds less
than in the shops? Yes, a Tlgn.q: bought
through Amstrad Action.

This remarkable comp
an idea so simple it's .‘;ﬁ"l
matically ease your hours 4l

But with a Thingi on your
documents, letters or pr
right next to the screen

position

24-HOUR HOTLINE

Any task involving copying offl paper is
thereby made much easier and faster. In fact,
the clip supplied is sturdy enough to support
an issue of Amstrad Action open, say, al the
Type-Ins section.

Tha Thingl comes in two versions, one
for positioning to the left of the screen, the
other to the right — the Velcro adjustment
allows easy readjusiment or femporary re-
moval.

sangible, cost-effective add-on

L'/‘J ‘-_‘_:--""' —=

for your C

3 0458-74192

If you own Access or Visa credit cards you can place your
order by telephone at any time of day or night, seven days a

week. Just dial 0458-74 1592 and be ready with your name and
address, credit card number and expiry date, and the details

of the software you wish to order. Alernatively, if you prefer
a human being to an answerphone, you can ring 0458-74011
during office hours and ask for “Credit Card Orders’




e

REAR
VIEW

After our own glossary of silly
jargon terms last month you've
come up with a few of your own.
Some seemed to reflect a degree
of bitterness towards a few soft-
ware houses - we hope you got it
off your chests. (NB: the following
is a complete pack of lies.)

AR Bruce of Harrow actually
gsent these in before our jargon
appeared. Warped minds think
alike, right?

“Amstrad” = Alan Michael Sugar
TRADiIng, lormearly known as Hi-Fi
Lids Ltd.

“Amsoft” a cunning ploy de-
vised by Amstrad to palm off
aforesaid hi-fi lids as computer
software

“Banchmark™ = the size of the
soorchmark when you overheat-
ing Spectrum finally melts.

“Load” = your baby brother tells
you he's succesfully loaded a disk
into your 464. Then you realize

your 464 doesnt have a disk
drive...
“Inkey” = wasnt he one of the

Pacman ghosts?
"Log" = another name for the
Spectrum because they both bumn
equally well.
"Wait" = a word so popular in the
Amstrad Consumer Enquiries
Dept. that they decided to include
it in the Basic.
From Paul Page of Solihull
wa have these:
“Brilliant wector graphics” = the
programmer can program only
straight lines.
“Superb two-player game” = you
have to wail your turm while a
smart-alec scores 4,000,000 points
These are from Neil Selwyn
of West Lulworth:
“Here's what the reviewers think
of it" = an extract from a Commo-

dore mag about a completely

different game.

“Very addictive” = [ haven't got
round to playing this yet.

“The best thing since sliced
bread" = the best thing to do is
eat it.

“We had a sneak preview” = we
saw a screenshot from the ZXBI
version.
“1 blame it on Toot” = | was drunk
at the time [asholupley niggikulos
edsh]

And lastly some from Mark
Parldnson of Longridge:
“Baud rate” a unit of measure-
ment used to calculate the time it
takes you to doze off when listen-
ing 1o someons talking about inter-
faces.
“Parity” something you go o
with jelly, ice-cream and a funny
hat
“Near-letter quality”
can almost read it
“Poke” = something you do to a
software house (no names, no
pack drill) after a naff conversion.

= 50 NBar you

“Bar-command” use this when
ordering a drink.
l'-'mH Baclie ™ WIS (AT PIECE OF CRUNPET VEUOARNAL S Hifu AR C
x TASCA o AodeT ,jcu.’f BY Seom Aud 'y THE pa
= R |

"Il'i_ncr‘ ar Cre- L) U_‘N.'-'H- E‘uh—ts_,

Il bet you've been wondering
what the terrible twins at Domark,
DOminic Wheatley and MARK
Strachan, had to do to get the
licence to The Living Daylights.
Well now we can ,exclusively
reveal the truth through a photo

snapped at Pinewood Smdios.
Mark has been cleaning “Cubby”™
Broceoli's car (he's produced
nearly all the Bond films), while
Dominic has been hoovering the
office and making the tea for him
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The Best loysticks Under The Sun

MicroProse Ltd. 2 Market Place, Tetbury Gloucestershire GL8 8DA Tel: (0666) 54326 Telex: 43422 MPS'UKG
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IMAGINE SOFTWARE LIMITED -6 CENTRAL STREET -MANCHESTER M2 5NS - TEL: 061 B34 3639 - TELEX: 669977




