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n the summer of 1986 the crew of VIRGIN
ATLANTIC CHALLENGER once again
attempt to win the coveted BLUE RIBAND
title for Britain by crossing the ATLANTIC
OCEAN in the record time of 3 days and
— 10 hours.

Virgin Games brings you the VIRGIN
, ATLANTIC CHALLENGE GAME. This arcade
game is a fun simulation of RICHARD
BRANSON'S part in this exciting and
' dangerous event. You must guide Richard
at BREAK-NECK SPEED from one piece
of equipment to another to keep the
boat ON-COURSE and in good time and
take vital MONEY-MAKING (or breaking)
decisions that are telexed to him from
all parts of the VIRGIN EMPIRE.

‘:-F‘FLIHUM 487128 AMSTRAD CPC 464 /664/6128 COMMODORE 64/128

.£795 . £8 95 £8......_..

Available from all good Software Retailers or directly from 'u'lrgm with the tear-off slip below

Please rush me my copy of the Virgin Atlantic Challenge Game!

NAME

ADDRESS

[ Spectrum 48/128 £7.95 | | Amstrad CPC 464/664/6128 £8.95 | | Commodore 64/128 £8.95
Tick approgeiate bin

Please make cheques and pus.lal orders to VIRGIN GAMES LTD and post to the address below. Please do not post cash
VIRGIN GAMES MANL DRDER. 2/4 Vemnon Yard, Portoballo Road. London W11 20X
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believed the PC will be available as
mgmamlh opinion is initial
machines will use Digital
Research's Gem graphics running
under the Dos Plus 5y5-

Gary Liddon in the Tea Room).
Gary Liddon has left Newsfield to
become Technospert for News-
field's new software house
Thalamus. As a result, ha's not
allowed to write reviews anymore!
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B Here we go
g ate and impartial
g Amstrad ona! So

comments

letters

Dear On the Spot

My latter contains a subtle amount
of back-slapping, it also includes
| some constructive

| criticism, butnmmalllhupavm

| Fmtr,rlm!wﬂ';a'llhava
bﬂ“mlﬂmm AIAZINE
CRASH since

in 1984

grew; now no
rormystrx{dm? ou can
i {no not the software
alking into my local néws
to find a relati rew
called AMTIX! Wowilee,

hurray, three cheers (over-
going it a bit wotl)
TR mmlhahmmm

TURES) 1y
sslstmtﬁdcﬂnctm'CHASH I

e of tha letters are reasonably
g dlways, a reminder to address your letters to the correct department

of the magazine. Technical letters should be sen! to AMTECH while ]
of a light hearted nature sho

. another selection of well informed, humorous, liter- B
on the state ¢

of the nation. that 15 the B
intalligent too! As g

d be sent to On The Spol. Right g

lat’s cut out the banter and get down to the nitty gritty. The writer of g
the first letter wins a voucher for £20
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of software

only ca:ﬁht the last episode. But!

ief, the full story in

AMTIX! as a conversion copy obvi-

, ously have no idea of the cost ele-

ments, even when it comes to
mpﬁngnmpsmmmm

mmmmmuwimto
give AMTIPS more sp

I350e,

axira

: arnoantmrry'ﬂ.ltmrwns

- ]l!l‘!l‘

h-elptut

23 Weeks in P
Robin, three c

Now | come to the Sy usmnui
alore mentio Jrovel, | am
that A PUid be

. el does cost an
50 | would pay it, so

e for money already.
br be prepared for the rush of

from the miserly Amsters).
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the backnumbers. What apparent
isation. | sent forissues 1-
4of X! and | waited (bafieve it
or not) for three whole weeks, talk
about a harassed postwomen,
What's up with them? For good-
ness sake change their batteries,
they’re slowing down a bitl
Subscriptions offer an out-
and very tempting ser-
vice, great in fact. | mean giving
two games away and special
offers for subscribers. Whatever
next? I'll tell you. Why doesn't the
Subscription Department give the
potential subscrnber his/her own
dmeulga‘rm far more tempt-
. don't you think?

following is a list of my top
five sactions or features that are
presently in AMTEX!, They are in my
order of preference. Alsothereisa
column which | think gives a fair
account of how many pages
Mb&nhnmdiuumhm
tion. And the percentage that each
received of my vote

1&“%5%3 - 48%, 2:

15"!’: 4: Amtech - 10 - 5%5
Adventure - 12 - 3%.

That should leave about 40
for PROFILES, PREVIEWS,
RTISING, and COMPETI-

TIONS, need | say mora? Well I'm

going to.
Muvi%mmwmmmvm
in AMTIX! As you see it figures
highly in my table. Why not! If it
wasn't for your reviews | wouldn't

aven know what games there were
let alone if they were any A
would like to see a list of all places
that sell Amstrad software (pretty
pleasa), no doubt of W. H. Smith
though is thera?

Are you yawning yet? Good for
']

' God!)

One penultimate point . . . (no
poetry wasn't a strong paint) . . .
you ran a competition in issue 3/4
1udmimap:wntoingm:and
compute your IX! top twanty
chart. Is it won? Has anybody
enterad? Can | have a bash? (wil-

, ling. of course, 1o send it to you

without obligation of getting the

(Hah! The and. Thank
don't you introduce the
Hotline for AMTIX! surely
anyone owning an Amstrad com-
puter wouldn't stoop to levels of
mmmmnﬂnm
obtrusive messages on the ans-
wer phona. | mean if you want us
tovote should we 1‘4#:1':1
a stamp. On the other
haven't got a phona think of tha
phone bill you're saving.

That's it, no more now . . . the
saga continues. Maybe? OK than
mﬂhﬂrngainfrm me soon!

Da-Silva, Atherstone, War-
wickshire

PS (Oh no not morel) Yes (What is
it then7) Thanks for AMTIX!
What a scribe you are Mr Da-
Silva, If we answer every point
gumm will certainly

bigger this issue. | am cur-
rently for a mega-
scribe to rival LM and take over
the reins of this column. Julian
Rignall has now succeeded
Robin Candy and is
m-ﬂtol

extent receiving, more space for

Iﬂsmntlﬂd.'rhh.:'ﬂdhrmﬂnf
and the result appears in

prize).
Final

! issua.
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“Wythall,

. Mll-.a T‘hamu[
" Worca

<4 That is certainly & good idea for
" @ comps minion, Who knows,
| the winning antry might get

snapped up by SOme company

. and bacoma naarty as nch as

_+ Crumbly overnight! We'll ask
‘ Super Ed to look into it

g OTS

INCENTIVE SOFTWARE LTD.

Dear OTS
| would like to comment on the arti-
cle haaded ' Amsoft, Where Are
Thm_.r 7" in the February edi-
tion (page 37). | can tell you where
they are . it's nowhere fast!

Aftera Ol' weeks bafore
receiving my 56, then a
further three weeaks for the second
disk drive to arrive (which eventu-
ally proved to ba f anda
further week for the CF-2DD disks
to arrive, | was by this time a little
disanchanted with AMSTRAD, but
| cheered up thinking of the prom-
ised news of software hints and
tips etc. which they promised on
receiving my guarantee card
Tmmmbrnaﬂ'ﬁrg sol
for the latest
software news and airing my other
grievances, lo and bahold two
woeks later, a reply, apologising for

inconvenience, but no
naws that's not really trua

because they did tell me that the
Simplex Accounts System that |
enquirad about (which was men-
tioned in the above article as being
available from Amsoft) was not ona
uring, and

the Simplex program couid be
obtained. | happenaedtobeina
local Dixons and wers kind
anough to contact plex. Yes,

“A very clever and friendly
piece of software”
KEITH CAMPEELL

Please rush me, for my Amstrad CPC Computer
THE GRAPHIC ADVENTURE CREATOR

Casvette £22.95 Disk £27.95
1 endose Cheque/PO for £ or please debit my X
Credit Card No L
MNarme Address

the program was available, but the
cost was £150.00 plus VAT. Where
did you obtain the information
from price and availabil-
, 88 the price quoted in your arti-
was £40.95,
The point | am trying to make
hunis.uﬂmlpwchaaadmy

that six weeks later | am still not
abla to apply it to my business
mmmlackufiﬂmmﬁm
promised, and no sacond disk
drive, which is at some far off dis-
tant place, 10b&rapiacaddand

the chance of prowding a
really professional game”
STEVE COOKE, YOUR COMPUTER

“Offers the urskilled programmer

TiB0
Jason Bradiey, Har‘llupﬂ-ul
Cleveland

Flattery will get you everywhaere,
even into the pages of your
favourite magazine. Only 83%7
We'll have to try harder.

oTS

Eﬁ

54 LONDON ST, READING RG1 450
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beside the point (It isn't really—

i, courtesy of Mr Brackets). | was sit-

mm ; ?;;Saﬂenl. 50 | also bought ti %Nmmgmmnmmw

Daar OTS Tha point | am trying to (Speit this time)

Aftor owning 48K Spectrum 1 across i that il oo W“""“ﬁ;ﬁm';ﬁd

since 1982 | decided, in October who have produced good titles going to ort ?Inm '

1985, to lake the andbuya | should stop following them up with g"“‘- elephant | had ordered

CPC6128. | was greatly pleased third-rate overpriced, ‘ one— the local giant Wﬁdm
I e R R i e eSS Ol | fluffy elephant shop. And then | 9
well as enjoying its great program- © games! It's just not fair on the turned a page and saw OTS. Great

ming potential, | found it had a | peopie who spend their hard I thought, get the letter of the ]
salection of good quality games saved pocket money on their pro- maonth win the cash. | was only

Christmas came and | was given || ducts. haH through writing the first | Dear Amtix! I
money by some relations to buy So Imagine, Datasoft, and any letter of this letter (The man's | am not going to say what a won-
what | wanted. By January Iwas || other software producer reading drunk) when | realised you could ldu‘l'ullrmgnnmrwaa.mmnm I
down at the local computer shop this, Pleass!, Pleasa!, Pleass! keep only win software. Reaching for going to start saying that you are
scanning the shelves for some | tothe best standard you have the whisky (the cat), | thought what i my best ine and your I
games to buy with my money. it attained or many more peopile ke the heck? You can do without the nearest rival has still another 10
was then | made two mistakes: 1:1 | me will become disappointed. money (Liarl), you'll survive (Hal), Imtummmmﬁ the new I
tﬂ.@'l‘l”mmlmw Thiaml'ﬂrmcwngmdm Wm‘m“w | 4]
smmnzmbﬁ'” 'W'-ﬁm:‘gm_“ﬂ mtmavﬁmppar!lkmwa | Immlmam!m I

By February | had compieted I fidence of your customers. s tor e pilentp L | o are 10t boffine nor whzz kids |
ool Mo b el Qo iguashepbber o Universe? Everything? ‘No',came | but are FABULOUS Amstrad own- |
them. | know you are probably say- Imﬂmgnmmmlmbufumlbw. 'm?msmﬁc;dﬂ'mn : the mmmml to -8
b Bkl s thm""" SV B MO W S & FOViOW I your et Ay Bl i | thatmcmgamﬁlrmmfmimr |
Py e s cmeraitt. LT Dt AR, Wt Hyloham O K Chris Winstanley, keeper of | as amonitor and not as a TV well |
notallow demonstrations. So, fool 3 Lincolnshire the faith, caped crusader and all now you can tell them to go buy a
hardy as | am, | decided to buy on ¥ Lastabiiity is one of the hardest round wierda must once again | Commodore (this is an insult). For.
the reputation of the games pro- in a game to nasess. step into the breach . . . | have . Sl O o Dnapdts
“'“.”é“m owned Yie Ar Kung Fi mmmru?m i mwrmSha!P":fT‘d vt " r“ d

Y -] ung Fu you qgal . r T monitor
iy ot ik, ::mn.m. drpimesiit b i I I%“i e of
COme onm ont ow for one more piece
@o, but wiill tell hit from market and Miner Willy is lovely 1o |ma.Hmyuuw1Mu9‘ﬂl’mw

: . watch. But this is not all a one X came Lo ke cuobos

Datasoft and U S Gold's reputation LE sided argument. A few pink AR L rat 15 SITDte Al they dic
ittt | ©°0"20' vouc hevo gone 1" was eview computer gamas for

: you 30 z "

wouid like to point out that sending , mean what else. One last thing to

CALDERDALE NEEDS A partly because there are few good | yeas through the post is not a I ail you Amsters out there go and

software shops in my area, though - . B
USER CLUB itdoes seem that new releases aro good idea — the stamp just won't .y 1ol iy Spmstms wociol
Dear OTS shelves. The long delays in the ms”;'-'“"?mu wv?wr abWﬁ. | Qwnedby Amstrad. Keep up with g
Betore! go any further, Iwouldjust | release of a game after much 000 ri0e g Wﬂgwﬂlm“‘dm 1';1““
like to say that Amtixl advertising is also cause for con- : m I"”""“ straddies in your |
: rating in 1 of course it could ¥ offices (did | hear you say you iﬂ

L] *ﬂ?w"wm"um :
sy wat { am Bt the quality of a jot- m_ftm”"‘“m“w‘:mw g Sdnt eiihereians

B
fve raceived 2 lot MMMWXM sl London i
Now there's a ¥ You forgot to tell us what this !
Chris Frackleton, lm:loohhhﬂnlm [
Lancs convert an Amstrad monitor into .
Sorry, still not letter of the )@
month. Perhaps a 300 page

no straddles
Wﬂhmm |hm'rhuthdlin-.'lhhlulﬂhﬂ |
alephants might lots, somatimes it
swing it { or a wad of used they are breeding!
:STS A !

QT e e

ard

LG8
C Edward Price, Newport, Gwent
07) WD n r 5, I Thare are & number ol excUBeS

Hi Guys! It's me agal

L LNELS

companies maks for not putting
screenshota on thelr ada. In

#- Igmnlvudnﬂmmnnmgul
er Club, or the sefting up froe ;
running of a new club, 't they 7 T encugh ques-

deacending order of crasaneas,

é My '"‘B[g s t-:-ﬁ 0 g ltﬂ " H'_I '.-':-.- . o theas are a:the game lan't rmeady
Millyare, its availability and qual- .o e that | didn't get [ 5081 yot; b the graphics aren't worth
! eotly, and have been e te month in issue five and = . _ : - o
ity. g LELED Y . ATl Tl L B . f juals such as The Edge kxoking at; c: somebody likea
for 2 -3 - RRLHEERSEE SN 5Yen more niffed that after entering drawing pretty pictures.

difficult to get hold ATRATOMhe | ALLNINE COMPETITIONS | didnt v s SR EOE T -
new releases. This | appreciate, is | win a damn thing!!! But that's
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Dear Sir

Computi
would like the oppo
to Mr Fowell's letterw

e "_—_H*
. N
: i

3

Ig-

Besimne

B |

proper
“kuﬂmmmmmm-
ot Furthermore, perhaps the
edtorial

least ascertain the full and correct

facts before proceading to print

miclaswhbchmuldprm more

embarassing to the publishers

than tha retailer for whom it was
intended.

St Compte e
Shekhana Computer

Thank for your letter Mr

mnﬁmmﬂdmm
to get lost in transit. As stated in
thea last issua of AMTIX! tha let-

------

Justin Huun Shnnhlm Isie of
Wight
Scooby Doowaa heid up for var-
lous reasons, like they couldn®
shoa hom tha thing into the
computer memory. A whole new
ama ia now being written by
rgoyla and should be ready
‘real soon now'. On your other
points: no, yes, who knows?
OTS

A BOOK
PLUGGER

&g W
............

......

: .rluilhamw? ast
mwwﬂ-——-—i

o "t
spamtumeDTS mpslor
Adventure Arcana sections. Also

the fact that ro-ur cartoon, m‘

na.!.'hll‘m

% givi ng other
more important leatures. You
should have cartoons but don't
give them so much room and
make them something to do with

computers.
Now that | have finished nag-
ging, | would like to ask if there are

to put
,mal a
mera mortal, who's anl'g,r mmgni-
tion is as being a Lord of Adven-
turasin dare | say it, | dare, another
mag if anyone is interested could

prlm&smdapmm—andsn

ﬂm'salllhavuumamapt
that there are still a lot of superb
columns in your mag (creep,
cringe, crawl) and keep up the
work

?ﬁﬁ“m. 10 Garwyn Avenue,
Presta-

QUILL QUERY

pnany thanks for i my let-
tefinrouru.&y issua. Init | expres-
sed my inability to understand

more than ol' the con-

lrmwnﬂdnicnmpmmgm
gniat is why | say that your method
. nfastnblushlngthu'

i

| ad infinidurh.

- licokad forwand very much to

I Quill as | rather fancied my

in the imagination field

but | was soon defeated and have,

: On several occasions, been temp-

| tad to turf it out. Approachas 1o

Gilsoft have been met with a two
| line circular type letter. I'l pay
I handsomely for a good method of

sorting it out. So many firms pour
| stuf out with a complete lack of
. understanding ol‘whatgood

sticky month. Don't forget o
acdress your 0T3S iefters propery,
that is: 0TS, AMTIX! MAGATINE, PO
BOX 10, LUDLOW, SHROPSHIRE 5Y8
108, otherwize all the paopie in

angry and
deal with. x-pm ideas, com-
plairts and (biush) praise com-

I
-
I
I
]
I
|
1
i Wadl, that's it for ancther fot and
-
|
L]
|
-
|
-
|
L]
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el ready for a new type of game which
will be coming your way during the
Autumn.Power Play,subtited
The Game of the Gods, is a sort of trivia/
arcadey style reflex game which tests the
old grey matter as well as your manual
dexterity as you battle against up to three
other players o0 eliminate one another
from the game

The game is played on a coloured
chesshoard with each of the players” four
pieces taking up positions at each cormer
of the board (the layout of the pieces
depending on how many are playing).
The first player is asked to select one i
his four pieces and once he has done so he's asked a question on

a certain subject, depending on the colour of the square he's
standing on. There are four different colours and each colour is
relevant to a specific subject — general knowledge, sports and
leisure, science and technology and history and geography

The guestion appears near the bottom of the screen and
undemeath are printed four possible answers, each on the four
points of the compass. Moving the joystick in one of the four
directions selects the answer relevant lo that direction. You've only
got a certain amount of time to choose the right answer (2.5 1o 10
seconds, depending on the level), fail 1o make your mind up within
the imposed limit or get the question wrong and your go termi-
nates. Get it right and you are able to move your chosen player one
square forwards (or which ever direction you wish). Once the first
player has moved, or failed to move then it’s the next player’s turn.

As you answer more and more questions correctly your ‘wis-
dom’ rating increases. Answer enough questions and you're able
to mutate into a more powerful creature. Starting out a mortal
Hercules, it is possible o eventually grow into one of the most
powerful creatures around, a Satyr (eeek)].

The program comes with 2,000 questions, 500 loaded in at a
time, but just in case that isn't enough there’s a question compiler
on the other side of the tape which allows you to compile your own
files for use against friend or foe. Great eh? Imagine it — ‘What
colour undies did | have on last Tuesday — Red, green, black or
blue?” They wouldn't stand a chance!! Look out for this program,
we should be reviewing it in a couple of issue's time.

Jullan Rignall
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Arcade bits and pieces together with brain
stretching make up ARCANA’s next offering
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s reporied briefly in last month's issue,
the latest offering from CRL s
Room 10, written by Pete Cooke,
the author of Tau Ceti. CRL intend a series
of games 1o be created around the Tau
Ceti mythos and this is the first in the line.
To explain the title, Room 10 is tradition-
ally the room in a Galcorps leisure com-
plex reserved for the popular low gravity

‘ sport of Glyding. This is the game of the
sport.

On loading the game up, there are
options for display colours, one or two
players, redefinable keys, instructions,
difficulty and speed settings. On the final

version there will also be a choice of languages for the instructions.
Once you have decided to play, the screen changes to a split
screen view . Player one's view is at the top with player two beneath
lincidentally, when playing against the computer, you still have the
choice of using either player one or two)

To the right of the playing views is the score board that displays
both players” scores in large digital figures. Player one serves first
In case you're wondering about the term ‘serves’, it becomes
immediately clear that this game is a three dimensional ping-pong

I'l legend continues in this next
game from CRL

:.l |

hoe i wod il gty tensareds he player 'y
:m“fqﬂ- Erpen — Pl o Watches im ithe
top aTaem e what he wndl do

The room is in some ways similar to a squash count, closed on all
sides. The ball cannot go “out’. Each players’ views is taken from
the middie of the player's goal area — the wall behind the bat. For
this reason the bats are transparent. The ball floats when stationary,
just in front of the service player’s bat,

Once service has taken place, the game is simply a question of
always making sure your bat gets behind the ball in order to allow
a return whilst hopefully making the return difficult enough through
spin or bouncing of walls to get passed the other player and score
a goal. Each goal is worth five points. The fist player to get 1o
thirty-five is the winner.

Sound effects are used to signify hitting a wall or scoring a goal
whilé the graphics have details like the shadow below the ball o
even for perspective tricks. Because the player's view remains
unchanged and considering the forced perspective used in the
game, it may appear that the ball is going to hit the edge of the bat
and yet a goal is lost to your opponent. A little skill needs to be
acquired therefore to ensure a good game

Apparently, all that needs to be finished (apart from the addi-
tion of foreign language instructions) is some alterations to the size
of the bat and the routine that checks for the collision of the bat with
the ball. S0 hopefully we will soon be able to bring you a full
e iew

Jullan Rignall

roomcten
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El sl  Palace, £5.99 cass, £12.99 disk

Irmmmmmmmﬂm
mists of tima you may reameamber
a great little game called Cduidron.
In it you played a nice old hag who
battied against an evil, bloated

ing who ruled the woods
with his Broomstick. His
power was complete but he unde-
restimated the scheming hag. Ona
dmtnmnﬂarﬂmﬁmmmm
his mirkons had had a particularly
raucous orgy, Witchy gathered six
sacrel | and cast a spell
to distract the Pumpking while ha
was still fuzzy from his alcoholic

chappie
and found that he was the only sur-
vivor. Now, you'd think that he'd
be all upsat about losing his avil
and -like friends, but no, this
the bouncing vegge had joined
thea ranks of the swollen hordes
was because the king had raided
his Pumpkin village and told all the
young male Pumpkins that unless
they joined his army he'd tum their
family into haloween haads, Now,
what could he do but sign the con-
smphnnl'mn?

So, freed of the Pumking's
threats ha bounded back to his vil-
lage and led a happy life, being
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one finé summer's day.
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worked out a plan of action.
The Hag's castie is very large

00113
212

F‘mwnytrwtrymmmmttnm
him damage.

The game is viewed and playsd
flick screen style as the pumpkin
moves from one location to
another, Chunimemnstnmﬂ

fnatwuufl‘han?m

— b-c-unm modal The aﬂ'llnuﬂhc
tuber ngs around the place
like his ican Bean cousins and
can parform thres differant
of bounce: titchy boings,
sproings and mzad

jump works him up to a ginormous
spadoing, essential for

some of the wider crags in the cas-
ta,

The castle's interior is a pretty
horrible affair and the bits of fumi-
ture and other objects look ke
they've been half-inched from the
local tip make a Pumpkin's life a
difficult ona. Thera are also plan
ninut‘mtuavmdarﬂmt

dmmtad club wialding i'u"l
chbacks, airborme spikery
s-pharmds maler'ls mice, sharp

and grabbing
hnnds Nlﬂmndnmbmlutry
o touch our ever-lovin”’ hero and if
any of them actually achieves its
aim Pum loses some of his energy
{maa'nmgm'atlfmtmufme

wicked way. The reactions of
baing grabbed by a hand are even

stranger — the joystick controls
become reversed for a few sec-
onds. Whenever a loss of life is
incumed the Witch cackles mer-

ci . Oh, soma of Haggy's
hou ﬂﬂactshavﬁnmmﬂr
terminal effect on the Pumpkin —

ends of spears, axes and it can-
dies all kil if bounced onto and
whan that happens the witch gets
mone hystencs at your axpense.
Tha wilch is rather a carsless old
Umbaﬂamﬂlahasbﬁm
spots scattered about tha
which, if jumped into, restore the
pumpkin's energy to the full. The
first one collected gives Pum the
ability to fire bursts of energy at
the marauding baddies, but at the
expense of depleting his magic by
one unit. Sitting on the gables on
the battlements are (not
the ones from who write
) stona platters that
%idhmmm
onto. He to be careful when he
bounces ono a tray to collect an
— if ha doasn't
t-mn::ubadcqmck anough, the
and he plum-
mets to the forest below. Luckily
pumpkins are turgid anough to
bounce and a loss of life doasn't

oCCur.

The game commences at any one
of four locations, but no matter
where the pumpkin starts he can
only complate his task by collact-
ing seven different objects. Dotted
around the castle are six items: a
book of spalis, a goblat, a crown,
an axa, a shield and a pair of sci-
ssors. Thesa give respectively the
ability to complete tha game,
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immunity from the marauding
hands, immunity from tha nasty
guarding the Witch, the ability to
open doors, defence aqamf.l
sikaletons and finally the ability 1o
cut the Witch's hair. When all of
thasa things are in the pumpkin's
possassion, along with the lock of
Witch's hair, he can boing down to
the bowels of the castle and dump
everything in the cauldron found
there. Doing so breaks the evi
spell of power and everyonsa can

| live happily ever after, just like a

fairy tale should end.

CRITICISM

P S i
Y htle bit adpm:
what more could one ask for?

| Pum's control method is very
| novel and requires soma getting

| verence

used to, but with a little perser-
're soon

around the place like a good 'un.
i you're after an unusual and
addictive

.' This is a vary tough game
2 which offers plenty of chal-
L—Jllenge. It's frustrating to
play, but s addictive rather than
unplayable. The title screan music
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is amazing, and is aasily the best
I've heard on the Amold. The
sound effects are also superb, and
complemant a ftruly excelent
game. Go out and get it now, you
won't be disappointed!

avoiding a close follow up
fo Cauldron af least in

gamu style, so there is plenty of
ash rmatarial in this ona. Nothing

kS—] Palace has been clever in

| completaly starthng, howeaver, just

a highly polished, thoroughly

| aryoyabie and delightfully frustrat-

ing game in which the folal adds
up to being much more than the
sum of the parls. Addictivity is
guaranieed by the dasire o
axplore the wholae castie [0 586
what’s in store for your pumpkin

Presentation 82%
Fantastic attract mode and title
SCreen.

Graphics 94%

Excealient sprites and backdrops.
Sound 94 %

Title screen tuna is réally atmos-
pheric and the sound affects
enhance the game no end,
Playability 93%

Bounce, bounce, bounce —
instant fun

Addictive qualities 92%
Once the witch beating LL’ﬁQ‘U&ST
bagins you won 't want to stop until
you've won

Value for money 92%

A quality game which is well worth
shalling out for.

Overall 94%

A great follow up — fans of the

anginal won't be disappointed.




Beyond, £9.95 cassette

[ SHADOWTIRE hooics s imited o o MG o
1 sounds pood but it s & thet can be humed wp o
PIY vy aifficelt game tn  down wsing e arTow
sctually gol imls. The icoms on Ow feam
insiructions arv vague screen and am mlarm
ond fhis meked Ow  thl sounds o if some-
program  difficall 0 one b being shet ol The
piay. The graphiics are  game i sirangely
quite good and o wide  addicive and a2l The
variely of colours o price i pood value for
el The sound &  money.
This Is quite an unusual game and it
is really difficult to know what to
make of . Shadowfire has quite
= w-ﬂlw
of colour. The sound

opinion it seems to lack the staying

power necessary to make a game

addictive. Another drawback (if

seen the 18 montf-old Spec-

trum wersion) s the poor Amstrad

[ | (muiidididecimioy  inevilably | fired of e

od.  playegtis game st sl guscisn. A lot of tme

(1 N just soemed jo bo s will be required lesming

' il slow and onevent-  how I move botween

ful. The instrucions s~ screens and command

simos! incomprehensi- e characters. I has

bie mndl appear o hove B same appeal &3 2

o misBonship o B el adventors and |

sreen with which you  would rPComenend thal

o psgoied A people whe enjey

sboul five minutes of adveniee  siralegles

experimentistion | wven-  lake & ok ol IL N you're

ey found bow © 0 cade plapwr who

pogen o e s wanis aclion on screen
screen. This was 0 ghwllamins

cpares i e Pirs! and
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Inth&mtureywcmbnmmmnwngs;
technology will gt better and the baddies
will be even more evil. All of this is strikingly
apparent in Shadowfire which is a pure icon-
driven adventure where you are in control of a
task force, of very differing backgrounds and
abilities, who are sel a spacial mission . . .

Technology has leapt forward as has
spacecraft design with starships being able to
jump between star systems using their hyperd-
rives. Unfortunately 1 hasn't come
far enough to let the galactic throttle jockeys
jump straight into parking spaces around
planets orbits. This has two consequences:
one baing that it's still as difficult as it aver was
to find somewhere to park and, more impor-
tantly, the dastardly trartor General Zoff can sit
on the other side of a perilous asteroid belt in
his skyfortress, Zoff V, and plot the invasion of
planets supposadly under the Empire’s pro-
tection without baing disturbed.

Zoff's plans, however, are about to be upset
by the arrival of a sat of plans for a starship that
can make the planet 1o planet jump that would
make his impenetrable foriress more open for
house calls once the Empire them, but
there again, if he had ihe plans e couid con-
quer other planets with remarkable ease,
Luckily, Ambassador Kryxix has tha plans hid-
den to his heart, on micro disk embed-
ded safely in his spine but unfortunately the
Ambassador is embedded safely within 'S
fortress. If isn't going to take old Zoff very long
1o discover where they are and use the plans
for his own ends.

The future of the Galaxy, once again lies in
your hands as you co-ordinate the actions of
the Enigma Force, a band of the Galaxy's finest
Griminals, ~ cybemelics ~ and non-hurmans

which 1o accomplish tha mission undertaken,
and the 100 minutes slowly tick away on the
clock to the left of the screen during which
three objectives must be accomplished; the
rescué of the Ambassador; to put Zoff under
lock and key and finally to capture or blow up
Zott's spataship fortress. The mission calls for
clever use of each of the six Enigma Force
members, each having properties that must be
utiised to their greatest adv . The
characters are: Sevrina Maris, a cri

locksmith but loyal only to herself: Torlk, a fast
bird-like being, a useful scout with a know-
ledge of explosives and weapons; Zark, the

team leader, a strong fighter and useful trans-
lator; Syyik, an insectoid and Zark's right hand
thingy. Very strong and wears battle armour;
Maul, a weapons droid, slow moving but well
protected, and, finally, Manto, a transpon
droid and the only member of the team that
can operata the transporter,

The game ins with the six characters on
a "team’ screen from where changes of control
between the various members of the Enigma
Force are possible by using the | iCK Or
keyboard to move the cursor over the charac-
tier HEM wish to command, and then pressing
FIRE. Various further interlinked icon screens
allow monitoring of strength, speed and fitness
for the selected team member a with
weight cammied. Other functions are camed out
from a movement screen, an objact screen
with pick-up, drop and use icons for the
objects/weapons on offer, and an attack
scuraﬂn. these controls

sing you must get your team
l.hrn-.u';]h the starship and succeed in your mis-
sion. It won't be easy, so take care and — May
the Enigma Force be with youl

Presentation 68%
Suffers from complicated instructions that
make control hard a

Graphics 78%
There's no animation but bright and clean
graphics are easy on the eye.

Sound 65%
Background tune h
sound is utilitanan

s, but otharwise

Addictive qualities 60%
Despite apparent complexity, the game is
actually quite thin

Value for money 64%

Worthy of any adventurer's cassette rack
but lacking in genaral appeal.,

Overall 66%

An adventure g

p aresd th

little gated against s




- +"'.t"-‘

SL T T

PRy |
F Ry =

magine a medieval scene: a brave knight just

about to propose to his dusky-eyed maiden
when out of a dark sky swoops a huge salivat-
| ing demon and whisks her off without so much
| as aby-your-leave.

Thus the scene is set for the latest Capcom
arcade conversion. Tha knight in question s
' slightly peeved that the love of his life has been
swiped by such an ugly monster so he sels out
to rescue her. Quickly buckling up his suit of
armour he heads towards the demon king's
lair with a determined expression spread over
his handsome features. The path to the
demon's abode is a treacherous one and is
patrolled by his evil minions who all want to
end the knight’s mission of mercy prematurely,
Contact with any monster results in the knight
losing one of his five lives, and each time a life
is lost he is returmed to the start of the curent
| segment of the game.
| In the first zone, the gallant knight batties
| through a graveyard filled with zombies crawl-
| ing out of the tombs, ams out-stretched to
| meet him. Unfortunatedy they're not going to

pive our haro a sloppy kiss on the chaek, killing
him is more what they have in mind. Apart from
the zombies patrolling around the graveyard a
number of other nasty creatures hinder his
progress. Evil eagles perch atop the graves-
toneés and swoop in for the kill whenever the
knight draws near and camivorous plants
shool copious amounts of acidic digestive
juice at the chivalrous crusader.

The knight is not totally defenceless and
comés armed with an unlimited supply of
lances which he can bung at the maniacal
marauders.

Once the knight has managed to get through
the perils in the graveyanrd it's over a river on a
raft 1o meat Mr Guardian. This mini
demon has to be blasted a coupla of times to
kill him and you can't pass before you can
ramowve it from this Earth. Once that has been
negotiated it's through a dark wood, avoiding
more swooping knight ghosts and flying
hooded creatures to reach a fat, stomping
ogre. When the knight manages to blast him
into little puffs of oxygen and ozone he gains
the key to the lce Palace. This section of tha
?ama is played on a backdrop which scrolls in
platform to platform killing evil goblins that look
rather like winged teddy bears. They are far
from cuddly, swooping down from great
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heights with murder on their minds. Just to
maka life more difficult fireball-spitting veggies
also inhabit the lce Palace and gob their heart
out if left undisturbed. Mistiming a leap can be
fatal — the lce Palace is built above water, and
knights can’t swim in their armour . . .

After the ice Palace comes a ghost town,
populated with all manner of weird and won-
darful monstars that swoop out of shutterad
windows and chase the questing knight. After
the town the hero has to negotiate a platforms
and ladders section — the Monsters’ Den
populated by by large and hardy demons that
only die after a handtul of hits

A double dose of guardian demon has to be
overcome at the end of the Den before access
is gained to the final saction of the gama — the
Cavemn System. The mission is nearty over. Mr
Knight's beloved is within sight. Unfortunatedy,
she is baing guarded by a rather large Chinesa
dragon who doesn't ook very friendly at all.
The knight is rather tired after his long and
pearilous joumey. I he makes ona last supreme
effort, then his bride 1o be will be his for ever-
more and he can carmy har over tha threshold in
true romantic style as befits a knight of the
realm

Presentation 78%
Nice title screen and highscore table.

Graphics 81%

Nice backdrops and the sprites are pretty
good.

Sound 92%

An ace tuna pounds away as you battke the
meaanes,

Playability 79%

Tricky initially, but once you leam the land-
scape things become aasker.

Addictive qualities B1%
Zombia bashing has never baan mora fun

Value for money 78%
There are worse programs 10 Spend your

Overall B0%
Anice gamea which s warth having a look at
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" HARVEY HEADBANGER |

8 Firebird, £1.99 cass

unusual avent and neither, unluck-
, Is it for his arch rival Hamish
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anca’s award wlnning, role playing epic now avallable in English

Available for:

Amstrad [Dtsk and Cassette)
CBM 64 (Disk and Cassette)
Apple |l (pisk)
MSX and Spectrum
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SAI COMBAT __

Mirrorsoft, £8.95 cass,
£13.95 disk

Bashnng each other with hand and fist
saams to have becoma the standard for-
mat in computerised fight entertainment. Now
the mould has bean broken with Mirrorsoft's

latest fighting game — you can now beat up
the local competition using a pointy stick! Sal
Karafe is a sport where you use hands, fists
and bits of wood to thump your opponent into
a jelloid pulp, much more fun than just limb to
limb combat!

Like most martial arts the Sai Karate evolved
in Japan, way back in tha depths of time. Stu-
dents of the art were taught how 10 sucCCess-
fully wield a stick, or sai, to make attacking and

ending moves as wall as using the more
conventional kicks and punches. pointy
stick involved in Sai Karate hasn't always been
used for fighting — there’s a type of gymnastic
exercise called Sal Kata practised by
Japanesa keep fit fanatics as a solo art form,

Presentation 85%

Great demo mode and one or two player

'-"F 3

Graphics 86%

Nica animation and very good use of colour
with varied backgrounds.

Sound 79%

Nice jingles and some excellent sound

affects

Hﬂnbll 87%
Init dtﬂkmﬂlfywﬂhthamnlml.bmﬂ ‘v
p

this sort of game before you'll be

Addictive qualities 85%
F /e, but the opponents
3 in difficulty only

Value for 80%

ifyou like bashing binary baddies then part
with your yen.

Overall 82%

A competent fighting game that's

I at

but that doesn't appear in this program so all
pu Asrobics people will have to wait for Jana
onda's Ammy Workout!

The garna follows the traditional pattem of
most Eﬂmg games where you start by
fighting the weakest opponents and as you win
you're promoted up a rating. In the game you
can either play against a computer or human

t, but whichever you play you have to

eat sixtean opponants in oné on one com-
bat 1o go from First Dan to Black Balt Sai Mas-
ter. Each level in the game has its very own
oriental backdrop upon which tha action takes

Once loaded the program automatically
goes into demo mode, showing two combat-
ants bashing each other as best they can, illus-
trating the sodeen different moves made avail-
able to a computerised Sal fighter. Selecting
gither one or two player breaks out of the demo
and tha fighting begins proper. The players ara
controlled in the now rather standard beat em
up fashion using all sight itions of the joys-
tick (or keyboard) in unction with the fire
button to produce the various moves, Tha con-
trols are intelligent so if a player goes past his
opponent the controls switch to their mimor
image making it easier for the player to control
his fighting man. When the players gets back
to their onginal position the controls switch
once again.

As tha game progresses, the state of play is
monitored on the status area at the bottom of
the screen. This shows the scores achieved by
each fighter — 100, 200 or 300 points are
awarded for sach blow landed, depending on
tha complexity of the manoeuvra involved, and
600 points are won for a knockdown. Each of
the competitors' Chi, or energy level, is dis-

yed on a dragon’s head in the status area.

rting off white at the baginning of a bout, it
fills with colour as the player bashed. A
fully coloured Dragon's head signifies that the
fighter's Chi has run out and the next bit of
punishment he takes knocks him out.

When playing against the computer the
binary opponent has to be knocked down
three times before the human is promoted to
the next level. Once you're fighting at Dan level,
an extra hazard is introduced in the form of
Ninja stars which whizz around the screen from

time to time. A clout from a ninja star knocks a
load off your Chi level, so care has to be taken
to avoid them.

The single player game starts on novice level
and granis six falls before your game is
terminated. the lives finally run out, the
game returns to the demo screen but it's possi-
ble to restart at the level you just expired on —
but you only have three lives when fighting
recommences. Two players can choose the
lavel at which they want to do battle from the
start sCreen, and slug it out over their favourite
background.

What 2 great game! I've  crunching sound aftecs . ———
been looking lr agoed  are really neal The 1
fighting game wince |  game is playable 1o |PJ9
boughi WAY OF THE and 1t kept me coming
TIGER snd ber i SAl  Back o my Amstrad
COMBAT has emcellen!  again and sgain. i you
graphics with beausl- ke fighting games this
fully snimated men, and s & must for your collec-
some of e bone- fion.
| liked playing Sai Combat an =
it was good fun. The

was that | found

bored once I'd played it
for a couple of sessions. It's not that
the game is poor, r-l that it's
ancther bash em up. I'd like to see
some sort of new format for fighting
games, they're all getting rather
samey. Still, if you like the then
| would recommend one
because everything works weil.
This s o very good  fhing. The graphics >
fighting game, aithough  aren't bad #t o, colour g,i
| think fhai mors varls-  has been used wery i
Bion s neoded o ghve it offectively and e
that specisl  whole thing pleys well
Really the whole thing is  to0. It's worth taking 2
Iy an EXPLODING FIST look af W0 see whether
with sticks, I'd hawe  you think i mor or bess
Bosd to see difforent b han EXPLODING
opponents of  BoMe- FST.
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Imagine, £8.95 cass,
£13.95 disk

GREEMBERET s aslight  the animalion on the |

1 Gsappointment, bul  men ks just Mk the

FIY| perhapsiwssexpecting  arcade version. I3 a
§ litfe oo much, How- fiew game and guite an
over, I's by no means original ong in the way
easy and 1 takes a fal ity played. Take o look
bt of perserversncs ol I, Bave aren't many
befors you can actuaily MTade COoversions on
gl emywhern The  ithe Amsirad of this high
graphics arn fine and b quasiity,

subject — sometimes the home |
micro just doesn't lend itsell. Green |
Barat, it must be said, is an excellent
conversion to the amaller
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irst, in a blaze of action, came arcade

toughiea Commando. Then along camé
another hundredweight of sinewy flesh,
Rambo. Now, just 1o show that if you practise
twice nightly you loo can be a haro, in bursts
Green Beret, continuing the military microchip
megalomania of destroying millions upon mill-
ions of enamy soldiers and risking life and limb
just to rescue your good buddies who are
being held prisoner. Forget negotiation, forget
diplomacy, in this game it's you versus the rest
of the world. The ultimate action man, Gresn
Beret, has to penatrate deep behind anemy
lines to reach his imprisonad chums, and this
daring escapade involves rushing through a
missile base, around a harbour and over a
bridge before he can finally rescue his hapless
helpless buddies.

(Grean is a real hard man and has dacided to
takea on the enemy amed with only a knite, and
with this he has to fight off Gl Joe Kung Fu
specialists, ?ur'- toting commandos and kilted
kamikaze killers. They all have one thing in
common — they all take one of Green's threa
lives if they touch him. To gat knifing just press
the fire button repeatedly, any anemy soldiers
who are dumb enough to stroll into the flashing
blade disappear in a frazzle of exploding flesh

Grean isn't only hard, ha's also a pretty
acrobatic fella and can leap about and lie down
whilst knifing — the w%ust don't know
what they're up against. one man anmy
can also also climb up and down ladders and
other bamegmund objects d'ant. Once In a
while Green comes across a white swathad
Commandant who, if dispatched with a swift
thrust of the blade, drops a three shot fiame
thrower or, on later levels, a barooka loaded
with four missiles or, later still, three greanades.
These can all be picked up and used against
the enemy with devastating results.

Each of the three scenarnos is made up of
separate areas. Whean Grean reaches the end
of a screen more of the aréa is scrolled into
view until the end of the saction is reached.
When that happens a lorry pulls up, the anemy
pour out en masse and a pitched battle ensues
({if you don't have a flame thrower then ring

cﬂPTIU[g

your undertaker)

All the scenes have thelr own distinctive
landscape — the first starts with a series ol iron
girder bridges connected to the ground by lad-
ders. Green can climb thesa and trundia along
the catwalk, missing most of the enemy sol-
diers who stampede below. Once the girder
bridge has been crossed it's over three rocket
launchers and through the missile base to
reach the end. When all the baddies have been
ramoved ha's automatically tmsported for-
ward to tha next mission

Points are awarded for blowing away enemy
soldiers and anamy installations and five lives
are granted to Green to make his difficult task
slightly sasier. Oh, marauding soldiers arent
the only hazard to his health. @ are mines,
parachutists, dogs, mortar bombers and
bazooka carrying nastias who make the going
tough, but then when the golng gets tough the
tough get going .

Presentation B1%

High score table, but no game opltions

Graphics 83%
Podgy, but colourful sprites and soma
decent backdrops.

Sound 60%

Driving drum baal whilst playing and affes

Playability 77%

It's a tough game and is consaquently
difficult to get into, marred by Green's mis-
stab mode.

Addictive qualities B5%
Getting to the end of each scenario is very
gesirabée, Dut very difficult

Value for money 78%
Batter than a knife in the bedly

Overall 81%

if you fancy being hard, take a whirl




An Action-Strategy game
for the fearless
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. w - Can YOU free me
M“ (f ~ from the curse?
| + £ ™.\ 1amthe Toadrunner

‘ T g, and must not fail
" /’ ~ - in my quest, if |

‘ £ & am to regain my
-~ ! human form.

Available from all good software retailers — If it's not there, please
order it - or in case of difficulty send your crossed cheque/
P.0. made out to Arlolasoft U.K. Ltd., including your own name and
address. to Ariolasoft, P.0. Box 461, London NW1 2ND.

Toadrunner Amstrad Disk £14.95
Amstrad or Spectrum Cassette £8.95%
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Accurate
900 screen
scrolling map of the
Royal St. George’s
Golf Course. venue for the
Open Championship 1985,
Can you make par on this
course of Champions? With strong
winds and deep bunkers you'll need all
the help your caddy can give vou. Full
animation and live action bring your game to life.
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Argus Press Soltware Lud., Liberty House, 2
222 Regeni Sireed, H
London WIR TDB .
Telephone 01-439 (666 :'
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Mirrorsoft, £9.95 cass,
£14.95 disk

Presentation 78%
Reasonable title screen but no game
options

Graphics 59%
Blocky sprites and poor scrolling.
Sound 71%

t anything to write home about

Playability 50%
Even spread amongst all three games
there's not much

Addictive qualities 56%
Initial imMeres! genarated by the film
soon fades

Value for money 50%

Even tha four games together dont
merit the axpensive price tag.
Overall 54%

Anothar poor game of the film

e
argn

mgglaﬁ. is everyone's favourite pllot! You've
¥ read about the heroic chappie in his top-
hole novels, seen the fellow on celluloid in your
local picture palace and you must have heard
his thrilling shows on the old wireless set. This
game is based on the recent film, where Big-
les (set in World War [) and his time twin from
present, become entangled in each other's
adventures through a time warp.

The program comes in two parts, each
loaded independently. The first section, called
Timewarp, is in fact three separate games in
one and the sacond, the Sound Weapon, Is a
gsort of helicopter fight simulator with a pur-
posa.

Thae first section of the Timewarp plonks you
instantly into the saeat of a WWI Sopwith Camel
biplane. Flying at a low altitude over scrolling
enemy terrtory in Scrambie fashion you must
avold enemy ack-ack fire and German Fokker
planes who try to shoot you down (although
you can shoot them down 100). You've three
bombs to drop onto guns below, and dropping
one successfully onto an enemy ammo dump
mysterously gives you three more. You must
keap flying until you reach the enemy’s new
horrible secret sound weapon and then photo-
graph it.

The next part {similar o Green Berefj has
you delving into enemy territory on foot. Natur-
ally the enamy soldiars object to your presance
and try to stop you with averything they've got,
but luckily you're armed with your trusty ole
machine gun and a couple of grenades. As you
cross the landscape the screan scrolls to show
more of the landscape until you eventually
reach the sacrat waapon.

The final sub game is yet another scrolling
affair which takes place on the roofiops of Lon-
don in the present. Biggles has mana to
steal a secrel code (which helps in the nd
Weapon gama), but the police, not knowing he
is doing the right thing, are heil bent on captur-
ing him. The only way to avoid them is to leap
from rooftop to rooftop. You control both Big-
gles and his time twin and pressing fire
switches the control from one 1o the other, One
problam when playing this game is that the
screen can't be scrolled if one of the chaps is
lagging behind. The other big problem is avoid-
ing the police patrols — if one of them touches
gither hero you lose a life.

Throughout this sida of the program Biggles
is randomly whizzed from one sub game to
another, which can be quite unnerving at
timas. Whan he dies Biggles is automatically
thrown into the next gama. He has five
lives at the start and has 1o usa thasa to com-
plete all sections.

The other side of the lape/disk is 3 3D point-
of-view helicopter flight simulator with added
bits. Using the helicopter you must fiy low over
enamy teritory and seek and destroy the
anamy s secret sound weapon. To do 50 you
must pick up various objects and people who
will halp you complate your task, Tha helicop-
ter can carry up to four people and four objects
simultaneously, it's up to you to suss out which
objects should be carried to whare and whean.
halicopter is controlled in the usual flight

simulator fashion and thare is on-screan infor-
mation to help keap you flying. When you're
whizzing about the airways two maps are avail-
able — radar and detalled. The radar map
shows the whole battlefield area with you
depicted as a flashing group of pixels. The
ather map shows in detail the area immeadiataly
surmounding you and displays the location of
enamy troops, people and objects

Actually completing the task takes some
doing, but beating the hun single handedly
never was an easy affair,

Asgopehhl Another of  wubbly scrolling. Why
the drsaded games-of-  companies don go for 1
original games. lnstesd | P19

binary
The graphics arv really  emtirely. This i rubbish
pathelic with unim- and 3 prodect o be
sginative sprtes and  avolded ol all costs.
i thought that this might be I
ﬁimmm‘

film. Unfortunately it's far from |
that. mi:.ﬂ is ﬁiiﬁiﬁ =
snough graphics are
passable. It's the game that's the
most important of all and even
that is poor. What a let down,
Fve jusi seen Bee fim  lent fim. The graphics
and was comaquently  lesve & ot o be desired 8,
really mucied shoul the ond way e pame
prospectof a pame. The  works Is & el bors
big problem was thai  (Cames of fhe fm lond
ofier & couple of sec- 10 be & prefty umsec-
ond'y playing | realised  oessful penry and this
Bhat s was just  one falls ot hat cxteg-
angther con cashing i ory.

i
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DR WHO AND THE MINES
OF TERROR

JAOCTOR

WHO/
AND THE MINES
OF TERROR
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Micropower, £11.95 cass,

85 disk
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the universe in the Tardis and fighting
such lovely creatures as Daleks, Doctor Whois
now a computer game from the Leeds
software housa, Micropower.

As usual the good Doctor is pitted against
that well known time bandit, The Master. The
nasty man has managed to get his hands on
the plans for the Timelord's TIRU device, a
handy little bit of technology that is the tem-
poral equivalent of a video editor. Slices of time
can be chopped from the continuum and
altered allowing the future of the universe to be
changed. Obviously if you are a megalomanic
lunatic then the possibilities are endless and
one thing The Master wants to do is to make
himself immortal, setting himself up as the
Devil at the beginning of time. This has to be
avoided like the plague for as the saying goes
better the dewvil you know!

The Master has holed himsalf up in the Mines
of Terror on Rijar — a unpleasant place where
Heatonite is mined, the mysterious raw ingre-
dient needed to make a TIRU. The day needs
saving and time itseifl needs a saviour who is
used to saving days (and the universe): in fact
someona like tor Who

The whole game is a full graphic interpreta-
tion of an adventure with a large number of
psychologically contortionate problams to be
solved. Unforfunately, as emissary of the
Timelords, the Doctor isn't allowed to possess
any weapons when he beams down to the min-
ing complex on Rijar, not even the awesome

Aﬂar year upon year of wemdenn?

sonic screwdriver. This leaves him a little |

defenceless should he come into contact with
any of the controllers patrolling the mines in
search of intruders. These devices are quite
dumb but if the Doctor ever comes close than
they become raucous in their mash-up-the-
civilian mode. The controllers’ main disadvan-
lage is thal they can only travel along the metal
walkways constructed for them,

The Doctor himself remains cantral within a
scrolling window as he roams up, down, left,
right and jumps about collecting and using var-
ious objects found in the huge complex. Four
objacts can be held at any glven lima and thesa

are shown at the top of the screan. Lising the
function keys. it's possible to manipulate the
tems.

Though there are no weapons supplied to
you, a Splinx is. This weird creature looks
exactly like a housahold moggy but is in fact a
highly sophisticated robot that's immune to
detection from any of the aliens. Pressing S
takes you to a programming screen which
allows a set of instructions to be created and
executed by the Splinx. These are fairty simple
but can enable the Doctor to get at items he
normally wouldn't be able 1o reach

To complete the game the plan has to be
rétrieved from the lab and then returnad 1o the
Time Lords. A fair bit of help is given via the
packaging which includes a full blown, though
not very detailed, map of the mining complax.

Presentation 70%
Above average but over long and not oul
stancing

Graphics 50%
Not up to the standard achievable on the
Amsatrad.

Sound 49%

Just a few boring spot FX.

Playability 45%
Lacks the compulsion to see through to tha

end.

Addictive qualities 44%

The ingredients simply fail to add up to any
lasting appeal despite the large playing
area

Value for money 45%

Al three quid more than the usual, this is
wisll overpriced for what ia on ofer,

Overall 48%
Disappointing end product for a cult televi-
SO prugr:lmm{:




ccording the the great one-eyed god,
television, a load' of alien spaceships
cama to Earth. They werean't filled with bug
eyed monsters but, to everyone's chagrin,
| looked just like yar aver Amarican. As not
| much was known about t , oné fine day a
! true blue American hero called Donovan
sneakad onto one of the spaceships to find out
axactly what the abens did in their spare time
and saw what he thought was a beautiful
imu woman gobbling a live guinea pig, fol-
owed by a whole hamster (the animal, not a
computer buff)l Shocked, ha sat there ponder-
ing, when suddenly he was atiacked by a
guard, who tried to rip his clothes off. In the
midst of the fight he scratched the guard with
his nails. ARRRmip! Bad move Donovan! The
guard's face came off 1o reveal a scaly lizard
head below! Oh dear, the alien visitors were
lizards in disguise and they had come to Earth
to eat lots of humans and steal all the water.
Dan dan dan dahhhhhl
Donny rushed back and told everyona about
his adventure and a resistance movamean! was
formed which drew up a plan to destroy the evil

Presentation 48%
Oddly incompetent title screen and no
game options or instructions 1o spaak of

Graphics 41%
| | Pathetic, flickery sprites and boring
backdrops.

Sound 6%

A lew crummy spot X

Addictive qualities 21%

Run about a bit

Value for money 21%
Not a lot for your pennies.

Overall 22%
A great way of sending the Lizards homea —
just show V1o tham

. boring raalty

alians. Donovan was smuggled aboard the vis-
itors” motharship once more, this tima armed
with a laser gun and a comniputer stolen from
the visitors. His job sounded pretty cushy —
just troll round to the five key points of the ship
and plant a bomb in each. Nice and sasy, ah?
Just get out in time and detonate the bombs to
blow the slimy lizard to kingdom come.

You play the role of Donovan and take con-
trol of his actions just after he's boarded the
ship. There are five differant sections to a ship
and each has many levels. Like all TV aliens,
thay have no | ination when it comes to
intenor design, 50 the vanous levels look rather
similar and it's all too easy to get lost. Thank-
fully, only two levels of the ship are shown on
screen at one time. Donovan can move either
left or right along a comidor and when he
reaches the edge of the screen a new saction
scrolls into view. Red mat transporters appear
at regular inmtervals along the fioor and by
standing on them Donovan can move up or
down a level

The game starts at the end of a comidor.
Oddly, the Lizards have gone on holiday and
consaquently there are none roaming around
the ship. What they have left though, are four
different types of droid: mainlenance, cleaner,
surveillance and sacurity. If Donovan touches
any of them the electric charge generated
strains his heart, and if he spends too long in
the presence of one he dies of a heart attack.
The gun can be used against them but he can
only shoot at shoulder haight and s therefore
defenceless against maintenance and surveil-
lance droids, as thay trundia out of reach along
the floor or ceiling. urity and cleaner droids
whizz around at head height and can be
blasted with ease. The gun may be recharged
from terminals in the walls on some levels,

There is another method of destroying of the
robots, but first you have to find and assemble
the formula for the Lizard-killing Red Dust. The
parts of the formula are dotted around the var-
ious laboratories in the ship and if they are
found and the dust is made and dissipated
then lots of visitors get killed, slowing down
robot pursuit in the process.

Donovan's comniputer has twelve func-

tions, each displayed as an icon but they're in
Lizardspiel, and it's up to you to work out which
icon does what. Clever use of the comniputer
can reveal your currant location and the loca-

tions of the key points.

What 3 compiete animalios and lawgh
witer joad of rubbish —  unless you've bough il,
another friumph for  Bhen cry. The sound s
hype over game quality.  rubbish, the game plays
Tho graphics are really  badly and the whole
owful and the Donovan  program s & shoddy
weits i absoltely mess. Avold | ke e
pathetic — look of e  plague.

mmnﬁnﬂndmh-
come up some gems, and to
their credit, the rest have generally
been very good to above average.
unfortunately, goes down as proba-

where it ends. There simply lsn't
enough game or variation in
the content to make enjoyable
to play. In fact the word | would use
to describe it is 'dreary’ and | have a
ﬂhﬁm that invention ran out
on in the game's design.

Of deari Whai e Ocsan  playability and
playing o Vessabril-  graphics. ¥ has lefl me
llani pories that kopt ma  wery dislllusioned and |
enthralied pvery time 1 jondy hope that someons,
was on, but this ls com-  somewhers can  show
phetely the opposie. The evoryone thel it i posss-
colowr iy sbout the best  bis o tramsists o TV
Bhing in e game, show b0 2 compuisr
everything slse s vory  game successhully,
poor Including the

&
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h no, halp, halp! The cries of a beautiful
fair maiden recede into the distance as
she is carried off to be held captive in the dusty
and gloomy recesses of the Wizard's temple.
She is fair and innocent and as such must be
rescued from a fate worse than, well.you
know. The task of her liberation falls, not sur-
prisingly 10 you. Not being a Chinese transves-
tite you can't enter with drag-on (sormy). No,
using only the awesome skills of Kung Fu,
taught to you by the Grand Daddy of 3r3,5-
shoppers, you must liberate the displaced
damsel from the the less-than-savoury atten-
tions of her captors.
Sha is held on the fifth lavel of the tastefully
furnished apartments and heavily guarded by

blows. Each time contact is made the bar, rep-
resenting the enemy's energy, reduces until
someone loses. The vanquished is forever fal-
len as he is thrown to the ground which unfor-
tunately is quite a distance balow.

As the progresses, the task becomes
more difficult with knife hurding hooligans,
jJumping dwarves and killer bees to contend
with, as wall as exploding balls, dragons and
floating globes. Well, no-one said heroics wera
aasy, Your score is displayed on the right of
the screen along with how many of the threa
lives are remaining. Bonus points are awarded
for how much energy is left when movingup a |
level and an extra iife is awarded with each
increase of 40,000 points. Should you prove to

pagoda. lastesd you ars 390 game and thers an numearous oriental thugs. They are all lacking in be a worthy adversary and amass a reasonable
0 3 bullding with ifts.  Defter martisl arts ones the scruples deparimenit and forgo the score then it is displayed on the high score
The gome is nol amar-  siready on the markel. Chinese water torture and use lever table along with your name, initials or even a

In computer terms Kung Fu Masteris
no spring chicken with the original

inscrutable means is at their disposal to bring
your daring rescue to a premature and grizzly
end. Like all baddies they do not respect the

number if you have a name like Pork Ribs

Data East arcade gracing fact you have no weapons other than your
many a pub comer several months speed and skill. Not only that but with the Presentation 69%
ago. The game on the Amstrad falls orientals being known for their lack of risk tak- Colouriul packaging and comprahansive
tfar short of the arcade version with Eﬁnﬂng'lmin;:umumﬁumw ﬂtmumnmiant S‘Eifnmitl; instructions. |
animated characters being i i
Poorly defined and the need 1o uss | | boomerang looking doobries—al of which | | Graphics 70%
the space bar to between pack nasty punches to reduce your mdgy Colourful but could have been more Clearty
Mcks and This is shown by the player's energy bar, dis- defined.
_J"‘""""“ wreily aes '.m""..: played just above the action packed scene. Sound 37%
. If you've never played atch it! Once energy reaches zero it's a Unimaginative spot FX and no in-game
the version may enjoy l-::.ng way dw:m back tnfll":a ll:_:a-grnnmg of music ]
Master the current level to use any of the lives remain-
f:“uf:’ m""‘ Yound 1 %he | | ing. By using either a joystick or the specified | | Playability 71%
arcades ago you keys, the player must control the progress of Loses out because of its limited number of

i
!

the Chinese chappie as he beats his way along
the raised passages of the temple using the
four cardinal joystick directions for jump, duck,

attacking moves,
Addictive qualities 70%

|
{
' Wriel toie gamee 0% hovn s nied ember of ight. P | i With martial arts games it's very much a
becorming II'I. I-l slacking moves. The :m:‘g Eﬂﬁ,ﬁ%ﬂﬁ'ﬁ%ﬂﬂﬂﬂﬂﬁ? case of survival of the fittest
more popular Graphics are quite neat ging between the two. Being a newly refur- mone
- Amatrad and | howe fo  butinot The bust e over bished temple, itis mpleluﬂ\?mh all mod cons ‘{}f'ﬂ‘“gmf;’,’m S a,?afff% martial arts
condess | am starting o seen for & beat em wp. as the hot and cold running nasties testify, so 1mg e
tre of all the physical  KUNG FU MASTER doss upon reaching the end of a coridor the next .
effort roquired. As con-  have a let of addictive level is up via the lift. Overall 71%
! vorsions go this Is very  qualities and s wery Unfortunately each lift has a guardian who Disappointing conversion of a popular
!'l playsble but it does  playabie won't let anyone use it and the only way to arcade game.

-
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handle him is to fell him with a few well-placed
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GET YOUR NAME ON THE

have ever bought another golf  Quite honestly, leaderboard makes  This is the sports simulation of the
#ywm' Mmﬂﬂu all other golf simulations look clumsy year — if not the decade!

are ever considering it -
H!:: A and antiquated in comparison. ZZAP64

And swing your way to a record round
Now you can become a pmunde:puimmﬂmﬁﬂd Features:
H?,g m@m m;;wam ® Choice of

Lnﬁu undﬁnut?ﬁggghmnun

M from amateur to touring professional you'll
concentration and control to come in under par.

AMSTRAD Coyon e e

| LCNDCRBONRD || 5
T GOLF ¢

club, distance, type of
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TRASHMAN, o smash hit on the Spectrum 48k, is now available for the
Amstrad CPC 464/664/6128.
is @ humourous arcade game in which you play a binman working in the neatly
kept streets of suburbia.

| In this time of high unemployment our Public Health Operative must impress his employers by
working very hard.

Laden with heavy bins, he has to follow the dustcart. He can pick up a nice bonus by helping out the
eccentric locals but too much framping on well tended lawns may make the household pet

o mon-eafer.
A game no Amsirad owner can REFUSE - available from all good software retailers - or drop
o B et PR S U A 1 B AL SAA S SR 0 Pre HOO

---------------------------------------------------------------------------------------------------------------------------------------------------

SpectrumC]  Amstrod CPC 464/664/61280]
Tick appropriate box.
TRASHMAN cosis £7.95. Please moke cheques payable io Virgin Games Lid
and post fo the address below. Please do not post cash.

Virgin Games Mail Order, 2/4 Vernon Yord, Portobello Rood, London W11 2DX
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high percentage Qbﬂt%} of your

existing games to disk without the
need to amend the original prog-
ram too much — If at all. More of
this iater.

The first thing you are presanted
with on loading Bonzo Meddler is

yright wamning and an ear
bending note designed to grab
mnnwbnwmurﬂmm}s

o

system). It is possible to bypass
this function if so required — say if
the program s too large for the
memory available with AMSDOS
in placa.
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INTRODUCGING
ANEW TAPE TO DISK

TRANSFER UTILITY

PAUL SHERREARD tries out the BONZO MEDDLER
from NEMESIS and discovers it is good at its job

Option 3: is for flashicaders or
turbo loaders and with this option
it will either work or not, no amend-
ing is possible. However, Nemasis
say it will transfer Jet Set Willy,
Bruce Lee, and some of those
listed below.

Option 4: catalogues the disk
with the facility to examine more
closely the contents of the header
information for each file, ia file type
(BASIC, binary etc), the start
address, file and the execu-
tion address. is can be dis-
played in either decimal or in hex
— the cholce Is yours.

There is also a "toggle’ switch from
tha main menu which allows you
to tum the tape motor on and off,
which saves pulling the remote
rlmg to position the tape for trans-
er.

As mentionad sarlier Nemesis
claim that their utility will transfer a
high pearcantage of pr 5 from
lape to disk, includi Wm&u %
Cavidran, Frank-n-Stein, Mm‘cg*
Scrabble and

day.,
McGuigan Boxing, as well as
those mentioned above. Yes it
does — with a few amandments to
the loader programs. Howeavar, |
had aofdil‘ﬁmn time transferring
some own programs to disk
— avennzﬂh all these options
available some still would not go!
Still Nemesis do not claim that it
will transfer ALL programs but it
will cope with some of the more
difficult ones which it does admira-
bly well. They also provide a news
sheel which contains hints and
tips on those more awkward -
rams FREE! (Just enclose a %

And thara's mora!

Also contained on the tape is a
am called Cutedisk, which
Bonzo will transfer from the

tape onto disk using a very small
amount of memaory so it is quite
feasible to keep a copy of this on
your disks.

My only reservations apart from
the problams | exparenced in
transfering programs, 1o disk (al-
though this is no fault of Bonzo just
tha ams | was trying to trans-
fer) there is a silly very annay-
ing display bug in the extended
cata function — in that the
headings, ie length, start address,
exacution address etc. are erased
by the actual file information as
you must keep your own copy of
which column of figures refers to
which heading. The other t
that worried me was the amount o
back-up support that can be
offered. | refer 1o Pride Utilities of
coursa with their TRANSMAT
tape to disk utility. They now have
in their library nearly every prob-
lem pr and the solution in
transfering it to disk — something
that must have taken a very long
time to accumulate — and this
should be considerad when pur-
chasing a tape to disk utility,
because although Bonzo will
transfer a lot of programs there are
many that cannot be transfered
and so the back-up is probably
more important that the transfer
utility itsalf!
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from Brunning Software

Every computer has its fair share
of word processors but the
Amstrad seams to have developad
@ habit of producing a new one
avery faw months, this could lead
to problems over which one 10
choosa. But for great all round use
Brunword from

Software seems (o be a clear win-
ner. The package boasts most of
the well known features including
a 21,000 word %Hng checker,
expandible o 30, words, anda
word count facility (something not
found even on Locoscript) with

PU

the major omission of a mall-
m«% facility. The manual seams

litthe on tha small size for such a
complicated program but the
instructions that are there are clear
and precise with useful examples
at every step, Including an exer-
cise section to teach you the fun-
damental steps of wordproces-
sing.

TIRED EYES

The program supports a full 80 col-
umn display for normal use and a
Tired Eyes 40 column display for
use over long periods or when you
have a colour monitor. Switching
between the two modes does not
upsat the layout of your text as it is
stored in memory in an 80 column
format. Unlike Tasword, Brunword
does not automatically right jus

tity, instead you must type CTRL
and W to justify tha whole laxt or
CTRL and B to justify a single
paragraph when you have com-
pleted your work. Text is entered
in the normal way with any words
that overflow to the right hand
margin wrapping round to tha line
below

A quick axperiment with this
found that if a word is longer than
thie current line and &t a later date
the paragraph is justified then the
program could either lock up or
change 1o mode 0, though it is very
unlikely that you will ever be in this
situation. Full cursor control is

ed, using SHIFT and
C also, as is INSERT and
OVERWRITE modes. The typi
spead s very fast, aven touc
typists will have trouble beating it,
but the same cannot be said for
the screen update which happens
avery few seconds when the text
may lag behind a little, Each time
the screen s updated the antire
text bufler is emptied onto the

screen S0 the text seems 10 appear
32 AMTIX August 1986

ANTHONY CLARKE examines a new word processor

mbt:mts Thmwﬂuidbe?oprm
lem for copy t but if you are
composing W it can be
al:d'luﬂplm_ . Both margins are
supported with the abifity to set n:ﬁ
local margins so that a paragr
of text can be set in from the sur-
rounding text.

TEXT ON SCREEN

At all times the text is shown on
screen in the same way that it will
be printed, for exampie, instead of
using control characters in front of

current text being worked
The opposite of get is MEM
save which saves the whole work-
space to memory, after requesting
a filename, but does not clear the
workspace, this is useful if the
workspace text is about to be
manipulated in such a way that
might render it useless. The FIND
command is used in the normal
ge restricts the length of text
found to 15 letters, treating
up-p-uf and lower case letters as the
same and all gaps as one space,
this means that if you were looking
for the section containing ‘Dear
Sir' then searching for ‘Dear Sir’
wiould still yield the comect result.

UN
EMIC

tha the relevant text for super or
subscripl the screen shows the
%ammers 'n‘; the relevant mode.
is s true for nearly all printi
styles with the exception of bo;ﬂ
face and italics, (See note 1),
Brunword prides itself on the
neatness of the text and so it s no
surprise that it uses a different sys-
tem of justifying text to other word
procassors, instead of filing up the
line with spaces from right to left, it

places spaces firs! before all
punctuation marks il t have not
already got spaces tham

and then adds spaces aqually to
the left and right ends of the laxt
moving in until the last word
reaches the end of the line,

This has the effect of stopping
the text looking bunched up atone
end. At times this effect may not
be desirabla and so fixed spaces
may be included in the the lina
using 14 key, these are never
moved 5o, for axample, the start of
a paragraph will not move the left
hand edge when justified. Full
block move and block copy are
supported s0 marked paragraphs
can ba moved if they seam to be
out of place, but the most usaful
additions to these are the WEAVE
and TEAR commands. TEAR
allows you to “tear out’ a section of
text and save it to memory so that
it can be 'weaved” into thetext ata
later date. Each section of text tormn
out is given a nama for tha intemal
directory or file space. When text
is sa you are given the option
of saving the file space so that fre-
quently used sections of text ma
be stored for later usae. If the G
command is used instead of
WEAVE then a file is loaded from

the file into the main work
area then KILLED from the
directory.

Tha GET command is used

mainty when the workspace is not
empty and have triedto load a
new file, thus safeguarding the

0SCO

nter functions are sup-
wuth default settings for
EFSON and EPSON compatible
printers. If there are some codes
spacific 1o your printer then you
are allowed to send up to 15 codes
to the printer before any text is
sent. Both single sheet and con-
tinuous stationery are supported
with a facility for up to 255 copies.
It's possible 10 set the number of
lines that your sheet of paper cov-
ers, usually 60 unless you ame
using a footer, in which case this
must be calculated, headers are
automatically accounted for, Pras-
sing ESC H allows you set up both
headers and footars or swilch
them off ding on your
needs. Special characters can be
usad to format left, middie or right,
the T1 bmngusadm nify the
start of the middie and 1o
show the end of the middie.
if a ‘7" is encountered in either
the header or footer then the cur-
rent page number replaces it when
inted from between 1 and 999,
nstead of printing out files one
after the other 1o make up a book
etc, it's possible to print group files
that could be saved on any
number of disks. Group files have
&34 or ARAE before any other text
s0 that the software knows that it
is a group file. 884 signifies that
before aach file is printed a form
feed is sant while S&&F turns this
option off, Headers and footers are
taken from the last file loaded and
there is provision for a change of
disk during the printing process.
Text files can be saved in either
ASCl or in Brunword's special for-
mat, with a security code baing
used to ermdﬁ taxt saved in
the spacial format if you 50 dasire.
Pressing Z ailnwa the sacurity
code (up to B characters) under
which the text is saved 1o be
changed. Once the security code
is entered and verified the

am
can encode the saved text. If the

text is loaded back at a later date
then there is no way to read it
unless the security code is known,
this option is not available when
the text is saved as an ASCI file. It
is unfortunata that ASCII files from
Brunword cannot be ported
across 1o other Word processors
such as Tasword as each parag-
raph is saved as a very long line
whereas Tasword saves a file line
by line. All the normally available
BAR commands are available so
files may be renamed or deleted
from the disk. CAT is accessed
using the bar command structure
also,

The spelling checker is quite

large, with 21,000. When called it
loads the dictionary in four parts
and once loaded need never be

loaded in as it is stored in the
upper 84K of mamory, unless you
are using a 464 or in which

case you must load the dictionary
éach time you wish to check the

text. ¥ X is pressed then the
chacker s to work, flashing
aach word as it is tested at the bot-

tom of the screen, text can be
markad for comection and when a
mistake is found you have the
option of entering the editor to cor-
rect it. Of course you can save cor-
rect but ‘mismatched” words to
the d:cﬂc:na or continue without
doing anyth . Spelling help is
offered through a hunt for words
which match closely the word that
has been mis-spell. This is done
twice, the first search being very

and the second a bit more
hit and miss. This means the most
likely word are shown up first fol-
lowed by the less likely ones. If the
screen gets filled up then the
search pauses to allow you to
abort or continue searching.

The spalling checker is reasona-
bly fast with a rate of about 450
words in 15 seconds, barring
emors, the 464/664 version is
much slower at 450 words in 60
saconds. There is, though, one
major mistake, and that is its
refusal to ignore numbers such as
50 or 464, instead it wails as nor-
mal for you to cormect it or savea it to
the dictionary etc, surely a small
patch could have been antered 1o
rectify this?

All in all Brunword is a very com-
petent program incorporating
many features missed from word
processors double its price. At
£32.00 for the 6128 version and
£31.00 for the 464/664 it Is very
well priced and should bacoma a
classic word processor with only a
minor niggle about the screen
update spead.
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QOur educational expert, DAVID PAUL,,
peruses a book on DR Logo

The Amstrad version of Logo —
DA Logo— seems to suffer froma
remarkable lack of attention con-
sidering its educational potential.
who has used any version

of Logo in an educati context
should have no difficulty with DR
Logo as it is an enhanced version
of the most widely accepted form

was let down by a reference man-
ual organised in the same way and
disliked by almost everyone who
had to use it. Surely the aim of a
good reference manual should be
to make life easier and not to pre-

sent extra problems.

of the | — LCSILogo, CONTENTS LOOK CURIOUS
originally developed by Seymour
Papert and Joseph Weizenbaum. The contents pages also have a

curious look about tham
more reminiscent of a Victorian
School Primer than a book dealing

Al presenl any book dealing
with DR Logo is unusual and
should warrant some interast from

educational researchers, wilh a computer language. For
teachers, students and interested  Chapter Two, for example, the
parents. contents page reads:- 'Having

Glentop are one of the first pub- mastered some fundamental
lishers on the scene with Using DR  commands, the reader is now

Logo on the Amstrad by Martin
Sims. The book deals with DR
Logo version 1.1 which is provided
free when the Amstrad disc drive
is added to the CPC 464 and is
bundied with the computer in the
case of the CPC 664 and CPC
6128. An additional enhanced

5 also included with the

equipped with the ability to usa
procedures (programs). Readers
aré encouraged to 'nest’ these
procedures as subroutines. The
need for planning and forethought
in the of procedures is
astablished. concept of angu-
lar rotation is introduced and
Logo's ability to use both text and

126K computer to take into  graphics acknowledged. Recur-
account the larger ; sive activities are introduced with
In its 240 pages and eleven  theuseolthe REPEAT command.”
chapters the book takes the reader This reads as though Mafekin

tly through — from actually  has not yet been relieved. Why not
Eﬂg from side two of the  just call Chapter Two :- 'Proce-
CP/M System — Utilities disk and  dures, Recursion and using the

Textscrean and Repeat

or 50 Logo commands,
mands'?

Inpmgmmmmwﬂmguand

com-

phymg a numerical guessing In spite of the odd page number-
ing system and contents page, the

Th-a themselvesaranum-  book is easy to follow and moves
bered wit rnfmceiotmdmp- at a slow pace to accommaodate
tersinwhich t —gothat the newcomer to Logo. As each
il you want to up thn primitive, and its abbreviation, is

lntodbyuoed it is indicated on the
page by being enclosed in a box
which commands attention. There

Primitive (command) setpe in t
gg.l will find it listed as
setpc meaning that thera is

information on this topic on page I8 no summary list of commands
nine of chapler 6. This seems a  which would have been helpful.

rmmmwﬂym Chapter One explains the use of
your way around a reference the direct commands to control

and is a method used in some
Amarican software manuals. The
otherwise good Terrapin Logo,
running on tha Commodora 64,

the screen turtle, using these sim-
ple commands it is possible to
draw basic shapes on the screen.
By Chapter Threa, the commands

for moving the turtle in a non-
drawing mode and line erasure are
dealt with so that more ambitious
pictures should be possible.
When encough commands and
the idea of procaeduras has been
axplained the command Printout
(PO), is introduced, this will display
the contents of a procedure on
screen for checking. This version
of Logo does not send or
text to a printer d from the
keyboard and the usual com-
mands to control a printer — prin-
tonand , are not available.
The Make command for includ-
ing variables appears in Chapter
Six and this makes development
of proceduras much mone flaxible.

Thera s a good mathematical
input in the book but a lot can ba
achieved by younger childran
without any involved maths being
Iad'g{iun the usual

n to graphics
with a turtle the manipulation of

: mmw wmﬂvhhﬂwmm

conversion
* Simple operaton for lant loaders - scoursle even i cver 480 None and baud rate

reeasy e}
Ll
* Dea
#05
FLUS

loadders -
o with TP2)

wiith ¢l
drive trang

State narme of drive system [
ONLY £11.99 on tape OR £12

MICROTRANS - M/drive utility
a must for sl midrive owners. Fast and EASY DRIVE to DRNVE
back-up, TAPE TO DRIVE (inc headeriess)
Multiple erasa program (ing thae cat, Drinted Dulpul) ete, elc
cartridge

Two programs -

OMNLY £4 99 on tape, £5.99 on
OVERSEAS: add £1 Eur

ritod headar reader. manages baader s blocks
comvarts COMPLETELY 1o normal Tor tape oad iplus

AMNY OTHER FEATURES - A UNIOUE PRODLICT!

COST only £6.95 on tape OR £7 59 on mJ/drive cart
TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANSFER
Package ﬂmm INCLUDING TUB. other utilities, allows drive transier of many

L

De‘lirh ghvan on tr analer of 40 programs

* Manages virtually all clicky leaders. Bytes chopper fsplitter, header reader, sic
mdrmes, Dpus disc, #ic)

on m/ drive cart, INFORMATION SHEETS {1 sach (up
to Mo 11 svailabile) includes manmy top 70 hits - SAE for list

, £ others for sach. UPDATE SERVICE - SAE for detsls
MONEY BACK ARANTEE |not updates)
LERM, DEPT CR. 10 BRUNSWICK GDNS, COREY, NORTHANTS NN1E SER

text is met in Chapter Ten with the
primitives Butfirst (bfj and Butiast
{bl) and the scope of Logo to

include work in E as well as
Maths and Logic is explored —
there is a procedure for a random
sentence generator and a random
poetry-writing R
Al the end of each chapler there
are projects and problems to work
on to ensure that the point made in
the chapter is understood — to
save you kicking the k
about, the answers are given in
ar twelve,
book is well produced and
indexed (with the odd page refer-
ance system) but there is no men-
tion of the importance or develop-

does NOT CONVERT PROGRAMS
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What should one look for when
choosing software for a small bus-
iness operation? The software
must do its allotted task well and
behmmmmmmha
a ill suit every range
i and commercial

circumstances
application. Large concems use
computer consul-
tants mmwmﬁwm
tallor made, this is efficient but
costly and anyone who is consid-
ering this sort of expense will nol
b

Tnmmiacmmumtngmw
as the business grows application
programs should be capable of
34 AMTIX August 1986

yuld you look for if you are
~imaag. ? D J "nTnD
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program to deal mmmmtw

problems found in a
typical small business. The prog-
ram can be purchased either as an
inte package of four suites
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Setanta’s Sprite Designer

Setanta Software have in the past
given us some pretty useless
software and the ‘new’ Sprte
Designer is no exception. Once |
had loaded the tape version after a
frustrating hour | had a sensa of
deja-vu and readily used the pac-
kage without even reading the
instructions, This seemed a little

strange at first but a quick
around my ine ives

revealed that the Sprite
and program were mmm

That aside the package features
a full sprite designer, various
assorted scrolling commands, a
FILL command and some fairly
useless box, triangle and circle
cnmmt?“r?ds, It is nol easy to start

commands, as you must
mmmumm
then tell it to save the sprites which
will also save the commands in a
form that can be loaded directly,
the sprites being saved along with
the machine code, which sats up
and exacutes the RSX's.

The FRAME command is used

rom the bottom right to tha top
left. Any screen operations taking
place at this time will not be visible
until the screen updates and so
can stop the flickering that is
associated with many sprite
routings. The addition of this com-
mand is, however, nol needed as
calling &BD19 will have the same
affect and take less time as the call
command does not nead to ba
looked up in an RSX table first.

SCROLLING TO LEFT

LSCROLL scrolls text lines to the
left, wrapping the characters
around the screen, ie, any charac-
ters going off the left hand side wil
%ﬂgﬁﬁm“'mﬁﬁﬁﬁ?
t . It a
range of nes as with many scroll
routines you must instead specify
all the lines you wish 1o scroll, so i
the whole screan is to be scrolled
then you must perform the labori-
ous process of typing 25 paramet-
ers. RSCROLL works in much the
mwuLﬂCﬂDLmeﬂim
scroll wrap around are per-
formed on the the right. USCROLL
scrolls the whole screen up but
has no ton for scrolling indi-
vidual lines of text so it to
right some sort of SPY HUNTER
wialmpmsbhu slatus
would be lost. DSCROLL
scrolls the screen down and suf-
fars from the same problem. if
wigh only 1o scroll a *“WIN "of
text one byte left or right the the

36 AMTIXAugust 1986
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NOT MUCGH LIFE
IN THIS SPRITE

Our new technical editor, ANTHONY
CLARKE, makes a detailed investigation of

WRAPL and WRAPR commands
can be used.

The left and right columns must
be specified along with the text

row, unfortuna only one text
line can be at a time so
scrolling a of more than

one line will take more than one
WRAPx command and therefore

to perform. EXITR and
EXITL take the same
as WRAPL and

. TRIANGLE, BOX, FULLBOX
and FILL commands. The CIRCLE
cnrnmmdhnﬁtrmmgmﬂlu
the Spectrum's CIRC com-
mmdugitl‘mddiﬁnnﬂin

kage. Both require 5 parameter,
the bottom left, top right comers
the pen to draw the

IE: sprites do nol destroy or
XOR with the background but
instead remove do a complete
sSwop with the ite in mamory.
This means that if your sprite has a
large area unused within itself then
this area shows up a large back
area on the screen, it is my opinion
that XOR's are a much better bat
than tha this primitive form of

sprite command. To make things
worse the sprites can only be used
in made 0, multicolour mode, and
can only have a size of 16 by 16
pixels, so all sprites are twice as
long as thay are high, surely a sys-
tem of muilti sprites could
have been programmed in with fit-
tie difficulty.

The Spriie Designer has only 6
commands. C clears the current
designer grid, | sets a specified
pan 1o a new ink or pair of inks, P

THE NOT SO UNIQUE

selects a new pan, N selects a new
/ old sprite grid to be edited, G
loads and saves sprite grids and S
saves the sprites and commands
lo tape or disc. The G command
does not save sprités in a usable
foom but as information about
each cell in the grids to be saved
Once again | think Setanta have
wasled tme and money on
another turkey, my advise is to
mymu pennies and buy Lasar

MACHINE CODE MONITOR

ANTHONY CLARKE analyses a util
from SETANTA SOFTWARE and concludes it's nnlttyal!

itis claimed
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to the menu.

H allows you to look at the BASIC
Interpreter ROM in the same way as
the lower Rom but this time there is

mare to whet the appetite. The first
thing to note about Amstrad's Ros
is how well documented it is, with
remarks before each routine. It
didn't take long to find and copy
tha random number formula for my
own use. Also a quick at
the keyword list a few

that have not bean

implemented, ReseT being one
example.

B allows you to look at any addi-
tional roms that you might have
attached. You are first asked o
antar a RoM number from zemo to

seven, this in itsell is str as
the Amstrad can handle up to 240
background Rowms and nmtww it

is highly unlikely that anyone will

Ep— lh#
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particular F{‘Jﬁl ﬁmwnhf'iﬁ“;ﬁﬂﬁ'l Iﬁﬁ
you are greeted

wotT rounD followed by nothing.
You still have 1o select the menu
npnun it you wish to do anything

Tm!mnw is only for 6128
owners and those 464 OWners
who have bought the DK Tronics
meamory axpansion packs. When
sedacted you are asked to give the
bank number to be displayed from
0 to 3. The contents of bank 1-4
are then shown, logical isn't it7 |
was quite disappointed that only
banks 1-4 could be accessad as |
have a G4K memory expansion on
my 6128 for use as a AAM DK, Hav-
ing said that there is very litthe use
in looking through the extra mem-
ory as you usually know what is
there at all times except when it is

used to store screens, and
who in theér right mind would want
io look at a screen? | don't quite
know whether it was my 6128 act-
ing up or someone pulling a fast
one but when | loaded data’ into
the banks all | could get at was the
contents of the main memory,
which was at the time my data
base program.

The | command is for use in con-
junction with the R, L. H, B and X
commands and allows you to set
the memary location to starl when
a listing is made. Each press incre-
ments the pointer by 256 bytes but
thera is no option to réduce it or to
be more spacific. To obtain a lower
value you must go round the loop
again, although Il you hold down
the key then this process Is
speaded up.

8 allows you 10 save RAM to tapa

or disk. You are first asked for tha
output, tape or disk, then for the
start and end addresses then
finally foF the file type, from BASIC
to protected binary. It seems that

one nowadays is saving

g codé In a protected

form but | will tell you now
that it doesn't work and never has.
The save routine lacks the option
to save the contents of a rRom and
s0 finally makes this utility of very
littie use whatsoever. you
are prompted for the file name you
must make sure that, if you are
using disk, the filename is no

hangs up.

Tha T command loads a fila into
meamaory. First you must give the
filename and then a four digit HEx
address toload at, even if the loca-

tionisonly 1,2 0r3 80
hadmmmmgw
PROMPTED

W allows you to change an area of

RAM axcept that in which the Mam-
ory Boss is situated. You are
prompted for a four digit wex
address to start at and than a list-
ing of the memory form that loca-
tion onwards, is given. Pressing
enter skips a and typing a two
digit HEX nu alters the loca-
tion. Although the contents of
memory aré shown in ascn at the
far right there is no option to type
Asci characters directly into the
machine. P turns the printer option
on and off, the curent state of
which is shown at the top of the
meanu screan. In the manual it says
you must be careful to ansure the
printer is connected before you
select an option that may send a
printer output, if you don't then the

ogram remains in an infinite
gop! Adding a few bytes ol code
could have rectified this problem.

The most important key must be
Q which returns you to Basic; cal-
m&m retums you to Memory

The comprehensive manual is a
an eleven page work of something
ing with anT, most of which is
dedicated to warni
ha.zardanfc i

ngemant.

mtfagm with the pac-

but they are fairly clear.

The final five pages consist of a

HEX t0 DECIMAL converter and a list

of a!! the zso opcodes, printed in

Le t way so that cm

aasily when you

sembie any code by hand.

Who this package is aimed at |

ing little more than a

few firmware calls and a loop. The

cover says that it is A great aid for

the beginnar in machine code, ’ but

as the program has very little to do

with machine code | would not

recommend it to a beginner, and

as any competent programmer

would k%hn“rrl to access the

AOms and through memory

mlthsuﬂmiﬂusatu him/Mer

el

_onthn

All | can say, Itho;lt bemg
brought up on 5, is there
no obvious use for this package as

there are many betler versions,
with more features, which have

been on the market for along time.

TOOLKIT FOR
YOUR AMSTRAD

Our Southern technical correspondent, PAUL

SHERREARD,d
set of extension com

In the dark misty past before mic-
ros became as popular as they are
toda]r | can remember reading

rough and seeing
ﬂd’k‘ﬂ'!ﬁ for ‘Toolkits'. My first
impression was that thesa ware
tiny toolboxes containing Fttle
brushes and screwdrivers, cas-
satte head claaners elc all for the
purpose of caring for and cleaning
your computer. It was only after
reading the adverts and reviews,
such as these, more closely that |

realisad how wr | was (lat's
face it, we all started somewhara)!
Just released from Setanta

Software Ltd is such a package
— Toolkit — or, in other words, a
sat of axtension commands to be
usad as a programmer’s aid. In all,
the machine code program will
add 18 new commands to basic in
the form of RSX's (Residant Sys-
tam extensions). These are the
commands that are reached by
using the 'bar’ () command, that is
tha character above the ** * key.

Let's take the extra commands
one at a time. First of all let's look
at :FRAME. This is used for
P'npnm programming and waits

the frama to occur
before updating screen. What
this does, essentially, is to do away
with any flicker or jerkiness of
moving characters usually
associated with graphics move-
ment whan written In basic. For
those of you with a CPC8128, you
will already have this command
available as :FRAME.

Mext let's look at :LSCROLL.
This will scroll text to the laft of tha
screen with wrap-around. In a
similar manner :RSCROLL s the
same as :LSCROLL only the text

will scroll to the right of the screen.
Maxt thera is :U which
scrolls the entire d up ona

screen line, bul with no wrap-
around. If the text passas the top
of the screen display then the line
s lost. The next command,
:DSCROLL scrolis the display
down one line and, as above, if it
drops off the bottom of the display
then tha line is lost. Command
'WRAPL wraps the text line
defined by the user one byte to the
left, that is it moves the texi
defined to the left by one charac-
ter. Command : is as
above, but moves the text to the
right.

The command :EXITL moves
the text line off the screan to the
left and nol surprisingly the com-
mand :EXITR exits the text to the
right of the screen. A nice com-

s deep and unearths a new
s to aid your programming.

ron

3 -II

mand is :LARGE which axpands
the text to cover 2 lines 50 giving
doubla helght text which, with the
inbuiit character set, gives a very
good appearance to the screen
display. :CIRCLE is salf axplanat-
ory, in that a circle of any size and
pan colour can be drawn with this
command and in fact it is a very

circle (i@ it"s round). :BOX is
just that: It draws a rectangle again
in any number (mode parmit-
ting). :FULLBOX is similar to the
ﬁ;cﬁ“m but is a solid fillad

specified colour.

Command TR draws a
triangle; :FILL fils any enclosed
area with a colour (screen mode
permitting); :SOUND sounds a
m sound in a choice of 3

; last two extra com-
mands are for printers enabling
mam to produce a shadad screen

ump :AMSTRAD for the Amstrad
r:rrnlar (DMP1) and :EPSON does
ikewise for Epson compatible
printers,

That's it, 18 new commands 1o
add to the existing commands
available in BASIC. are very
easy 1o use and if you do a lol of
programming yoursell this prog-
ram could save you some time,
Howaver, as hall of tha extra com-
mands are to do with text manipu-
lation, and the others cover such
basic things as boxes and triang-
les and ‘beeps' etc then the actual
Emgrmm'ng scope is rather
imited, perhaps o text adven-
tures and educational basic prog-
rams efc.

The cost of Toolkit is £9.95 for
the cassette and £14.95 for the
disk and £24.95 for the ROM ver-
sion (this is an enhanced version
with extra commands, but | can't
commaent on this as | haven't seen
it yet). Included with this is an
instruction booklet and, most use-
ful, instructions on how 1o save the
machine code part with your own
program 50 it is even possible to
re-load Toolkt under the control
of your own . A very good
demo is also inc on the tape
which explains fully all the extra
commands available and then
laaves them in memory whan i's
finished, ready for you to carry on.
All in all a but one
that is limited really to text and
'2'35"3 ?BPH'-‘-S programming only,

is parhaps slightly on tha
exparnswe side. Although having
sand that, what it does, it doas very

wl! -
; s S
AT - S
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PCW SHOW . ..

No, not the Personal Computer World Show which everyone knows
is a September institution in the home micre world, but the fourth
Amstrad Computer Show organised by Database. Despite rumours
of bad luck — the show opened at the Novotel on Friday 13th — the
only unlucky people were the arcade addicts who paid their admis-
sion fee to find 8 mere handful of games software houses exhibiting,
and very little in the way of exc product.

For the Joyce owner, however, show was well worth visiting —
a veritable comucopia of PCW products was on offer from a range
of companies offering goodies as varied as copyholders, dustcovers
and graphics utilities; every possible serious applicat
machine was catered for, from telecoms to training, from databases

ATRIP TO THE JUNE £ jom oora uncr

to megabyte drives with a bit of CAD/CAM thrown in for good mea- Gl 2 THINGI lo hang from your Joyce.

sure. The cunning fellows at Overbase Once upon a time, and until
Limitations on space this month prevent us from going intomuch  Ltd have come up with a cheap quite recently, home-made Fred

detail on individual products — Malcolm's show report in the News  and cheerful solution to the Karno clothespegs and washing

section in this issue takes you on a whistle stop tour of the wares on  copyholding problem. Copyhold line contraptions were all that was

offer. Next month, however, the Powers That Be have decided that  ing problem? Well how do you available at tha budget end of the

we will have a real, meaty section of the magazine all to ourselves. prop that magazine, book or draft market, with ‘professional’

We have been promised at least a dozen by way of Joyce letter up so you can key text into costing around £20

s0 look out for the issus of AMTIX! — your computar? Don't h, until  or£30. Now, for less than a tenner,

essential reading for all Joyce owners and would-be owners. Mean-
while, on with this month's column. . .

we persuaded our contributors to
supply their copy already on disk,
the battle for the swinging lectam
could be fierce!

DASTARDLY
DATABASE

you can get a Thingi which is
attached 1o the top of a monitor
with a self adhesive Velcro strip
and is capable of supporting quite
haavy documents. A neat little pro-
duct all round — watch out for
further details next month. . . .

JOYCE JOYSTICKS

Wwﬁm‘?’;ﬁm JUST AROUND THE
the tnattoucnesto Frstatabase  CORMNER

— @ very sensible approach to
introducing databases to first-time

By the end of July, Cascade

users. It's all very well lashing out should have a joystick interface on
hundrads of on a whizzo, tha markat which connecls to tha
all-singing all-dancing database axpansion siot of the PCW
which you feel has so machines and allows any joystick
many facilitiesthatit'sboundtobe  with a standard D type connactor
able to with your needs, but  to be plugged into your machine.
what if it n't? An expensive Details are a little hazy at the
way of experimenting with time of writing, but Cascade plan
database software . . . to sell the interface on its own fora
Minerva reckon that the best mmwmﬁﬁw
way 1o get into databases is via rmiay well it with a couple of
their First Database software, and a joystick for the
—— 2 ﬁch Mmgﬁ complete by Ef:at hristmas market. Full technical
] SL530rS, glue and fingers ks all that's required. Mr - |pr just missing a full specs are currently being circu-
E:ﬂlmmm-ﬁmlww--- rﬂmnﬂxiissw.uhwmplanm lated to software houses and sav-
AVIRTUAL PUTER... £29.95 — not a major investment  expressed a firm interes! In pro-
VIRTUALLY A COMPUTER? % iEe et oo Clscover  Bit Wil he e
“. time dalabase users can discover  ble with the Cascade standard.
the sort of things databases can Further detalls, as and when
NewStar supremo, Bill Poel, carefully leaked rumours that his company  do for them. they become available.

would be unvelling a new PCW compatible computer at the Amstrad
Show, and gentle references to this astounding launch made it into print

The First Database is quile a
powerful piece of software,

in one or two ications. according to its specifications,

Friday ﬂrhmnpormntmus day indeed for NewStar Software — for and mwm will find that it mnm m
thara, in the middle of a complex of stands, was the new machine forall  sarves neads adequately.
to see. Following the example set by Clive Sinclair in the day of Novice users will be able to key THE mn?
home computing, Poal decided 1o market his machine in kit foorm —and  their data into the and
entered the market with a very competitive pricing policy, although inthe obtain serious fromit — lankey and Caxton Software both

ormance stakes it loses out to virtually every machine previously
aunchead into the homa market..

while identitying their database
needs. It may well be that the First

ish well-established typing-
tutor programs, and now =

The new computer is easy (o assemble, requiring no technical know- Database proves capable of stor- ter One have entered the market
ledge and litthe more than the level of manual daxterity possessed by the ing and accessing your data, butif  with a keyboard familiarisation
average Blue Peter viewer. Even Cameron, our pet photography person  it's upgrade time atleastthe  program that includes a Hangman
found it a doddle to assemble. files you have already created type game to encourage the learn-

For tha launch was indeed a jolly jape, perpetrated by Mr Poel in collu- should ba compatible with more WW.%WWMW
sion with the fellows at MMM, wﬁ:usmﬂwam authors. Theaskingprice  expensive suites of software. ng wind we should be able to
was pitched at a polite request level, and visitors to the show withminimal ~ When it comes to which  stagea E.umeniﬁ'.aTypuE' Tutors
communication skills were able to acquire their very own kit. upgrade path to follow, experi- nextissua . . . if keyboard skills are

AMTIX!is cmmﬂy negotiating a marketing and distribution deal for the
new machine with Mr Poel, and we should be able to bring further details
to all you scissor, cardboard and giue freaks naxt month. . . .
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ence gained with First Database
should enable you to avoid expen-
siva mistakes . . .

not included in your repertoire,
hang on in thare before spanding
your money!
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Theet screens from OCEAN's first arcade adverture for the Joyce, BATMAN. Bat ROMs next . .. 7

. |
Al work and no play makes Joyce a dull girl, Or so the argument goes inal -— everything's thera except the colour. Somehow, the game seems |
when it's time to take a break from slaving over a hot green screen, pro-  to play that bit faster, too . !
cessing words, Quite a few companies have realised the immensa poten- The Bat-tune rollicks its way out of the Joyce squeaker as you bagin

tial of providing entertainment software for the Amstrad PCW machines, play, and the full keyboard definition menu system found in the first ver- I
but until now text-basad adventuras or a bit of on-screan chass is all that sion of the game allows you 1o sét up the control keys to the most com- |
has been available on the fun front. fortable configuration. Keyboard play is very responsive, the graphics are |
The race to produce an all-action, singing and dancing arcade game detailed, neatly animated and amusing. Overall, a stunning game which |
on the Jo has been won by Ocean: freelance programmers John Rit- marks a new smggul development in Joyce softwara. Well worth the ask- |
manicocﬁ]?and Bernie Drummeond (graphics), who were responsiblefor  ing price of £14.95.
the 30 arcade adventura Batman on the mainstream games machines, As soon as the game arrived in AMTIX! Towers it was passed from hand |
have solved the problams involved in tickling Joyca into a bit of fantasy. to hand, loaded into évery Joyca in the office (we now have eight) and |
Areview of the CPC version of Batmanappeared inthe Juneissue, col-  judged to be an ACCOLADE almost instantanecusly. The reviewing team
lecting an Accolade on the way — check it out for detalls of the full-colour s already clamouring for BatROMs to plug into the back of their worksta-
gamaplay. . . . Tha PCW Batgame is a very faithful conversion of the orig- fions. ..
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SUBJECT TO AVAILABILITY. ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT

All prices include P&P and VAT. Send cheque, Postal  EVESHAM MICROS MICRO CENTRE
byptmnr Callers welcome. Wide range of goods WORCS., WRT1 4RY. COTTERIDGE, BIRMINGHAM.
stocked. Trade enquiries welcome. European orders Tel: 0386 41989 Tel: 021-458 4564
send price as advertised. Outside Europe £2.00 for R
alrmall. Mall order to Evesham please. e =

| in Australia contact: MICRO ACCESSORIES of S$.A., 390 Anderson Walk, Smithfield, South Australia 5114 Tel |08] 254 4284
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GETTING TO GRIPS WITH o= smsioones
tion. Starting straight in, the manual is a
little bt of a let-down — the
INCOME AND OPTIONALACCESSORIES s 10 oo o
The option fields allow greater ing disk are straightforward
EXPENDITURE = = & oo s
. ing
- 60 17L%- 85w and ultimately, the quantity of ‘ad-  detail available falls short of ideal,
AN e oo M- MM WP MUKW 100 ditional® information youinput with  and you are left 1o find out the full
Change BEOBREO- BB AT WM 65 47 MB §8 Wi records limits the number of  potential of the package for your-
récords that can be crammed inlo  salf.
Birika B - M. 0 vl LW N.§  asingle month or into a single fila. After a brief introduction to the
hirina L3 M- W W HEA- DN 1607- 17 8- 8- 1L Up to six characters may be input  kind of thing you may wish to bear
Biffarence 13 1M W W MOM @0 M MK NS ®WE 1o the reference field, to identify in mind when setting up the
- 4 2 : cheque or invoice numbers for software to manage your money,
T WA R W SR S s 18- 08 N 1% instance, while up to eighteen  theuserisadvisadtoload inoneof
, : characters may be wused to the data files and romp
Tetal 4e nE x 1o 0h 100 08 M M M. describe the transaction: ‘Pay- around menu driven options,
Tetad out BT WD HE MN BN BN D N0 BN wH  ment for review’ maybe? A sing experimenting with the facilities. It
o p letter Mark is also optional, and  would have haipful 1o the
wiRe-CEe could be useful when analysinga  new user embarking on this voy-
Are you the sort of person who month totals transferred to joint account for instance, if "h'  age of sell- to have had
keeps cheque stubs and receipts  another file which is used to con-  Wasused to identify the husbands  some form of map. two sam-
in a large cardboard box in a dark  solidate a broader picture. transactions and 'w' used as the  ple files are presented totally cold:
corner of the house? Regularly mark for the wife's dealings. while reading sections of the man-
ared by Hate Mail from the MODUS OPERANDI Records with, or without, specified ual and experimenting with the
k Manager, Taxman and other  The program is menu driven, and  Marks may be analysed separately ~commands does lead to familiarity
financial institutions? Tired of once the working disk has been  lateron. L e with the way the program works,
being intimidated by bills, pay- booted up it's time to load in a VAT may be dealt with a when it comes to ing your

ments and faceless beaurocrats? datafile that has already been Marker 1o indicate that VAT is due  own record structure, the manual
Money Manager could well be the  created and saved to disk, oropen 0N the entire transaction amount  advises that you think carefully
program for you! a new file into which records may (2t the rate prevailing, which may  and avoid rushing into things. It is

Connect System's completed be entered. Files are organised D@ edited), or another marker to  up 10 you to examine the sampie
Money Manager a little over ayear  into Accounts, which are num- ndicate that the entire amount is  data files 1o see how they have
ago, when the tape-based bered from one to the maximum Or zero rated. Alternatively,  been set up, and it's up to you work
software received good reviews nine, and Class Codes —youcan the VAT element of a transaction, out how the reports that can be
for the CPC computers. The have up to fifty class codes under  Which may be a compound of sev-  obtained depend on the set up. A

advent of the PCW computershas  which entries may be analysed ral items, can be entered directly  little more written explanation
prompted Connect to ifytheir and consolidated. Class Codes Into the VAT field. if your enterprise  would have down well.

software — a VAT analysis facility are prefixed by a letter and iden- S VAT registered, the dreaded L full telep: sup-
has been added 10 the latest ver-  tified by a number, so HO House- Juarterly returns are not actually  port is offered with this product
sion, which is now available inone  hold ' into Tlled in by the program —  which is a laudabile step. If, like me,

package for all the non-Sinclair
Amstrad machines, Two sample

i
gI
:
3
|

it imt

Mortgage . rather, a VAT analysis for each of cannot understand the
R Yl nens the three months in a quarter has Eﬁl gener vy
to be collated manually before the will not produce

data files are included with the under a zero class heading allows ran anything
files on the master disk, analysis for an area of expenditure  dreaded Return Form ligible, no matter how the

which les up 1o a 24 page later on. tha structure Can be and posted off parameters are altered — aither an
mmi ide a videotape sized furyt;tflﬂdujhﬂ? important 10 Customs and Excise ﬂwmw.mmwmp-

; part Money Manager. esen

Money Managerdoesnotaimto I a new file is being set up, itis  ANALYSING THE INPUT monthly positions was all | could
provide the facilities offered by an  possible to start from scratch, or, At any stage it is possible to con-  ©0ax out of the software — then
integrated suite of accounts prog- to save time and effort, the duct a detailed analysis of all the  help is a telephone call away. Silly
rams, and is not intended 1o cope  Account and Class Codes may be  record data input, or of subsets of  boy! When the
with the demands of a large busi- t:c;?iadfrnmanuimmﬁla.mm the data by Class, Account, 8n account nu . for some
ness which has to cope with the a file has been set up, accessing Marker. Summary statements for  reason | was entering “03" rather
formal accounting requiredtodeal  the codes menu from the main  Accounts ormonthsmaybegener- than '3, which rather threw the
with stock, |, bank reconcili-  menu allows the title of the cumrent  ated and full year Account balance  Software. A quick telephone call to
ation and soon. It ismoreakintoa file, the account codes and class  statistics can be drawn off. Tables  Connect Systems solved the
financial database, which can be codes it contains to be edited — showing the totals in each Class F‘m and | was away. A very
set up by the user according to  but care needs 1o be exercised if  Code for each month of the year  1air service, given the cost of the
needs and used to analyse finan have

1
:
88
g8
%
:

reports, which may then be used delete or amend class codes with-  lated form or can be represented excellent

in the preparation of formal out thinking about it, for records  as a Bar Graph is you so wish tion to implementing financial
accounts. ‘di * from the system The range of options available on the
Limitations on the number of cause major grief later on  during the analysis phase should ;ﬂ:wbﬂﬂmbwhw
entriés per month (a maximum of when it comas to making every- be ient to cope with most pre-

100), on the number of accounts  thing tally. sentations have to make their financial affairs for the first

personal financial or twelve months to be t on when it comes to keeping track of  Money . upgrading can
planning, but would record with a Muﬂhknrﬁmﬂ'l expenditure and making fore- Decontemplated from aninformed
useful in a comparitively | month zero, usedtohold detailsof  casts perspective.
enterprise, Some on slanding orders which are then
tha level of detail included in indi- copied into the month

S 0YCE'S CHOICE

A special Bupplement to
of producta Tor this

Dvar 1o .-lh'lnr'nqluuu oty

number of data files which maybe  the data area for a given month. WhoBS sales are outstripping othere, | ©' Machines,
opened — although only one can  Each record consists of the date, We'll Be looks

be addressed at any one time —  the account number to be debited drives @ wordpe . 2'M gene

so with some forward planning a or credited as a result of the trans- detabases @ ilabeling & o

hierarchical system could be action, an optional reference, the ® communications ¢ desk top e n PO

defined under which areas of activ-  class code, an optional descrip- And on top of 1 Bt
ﬂ?mmm hﬂb-m.wﬂ'ﬁ m.mmlm,mm rolax e mrved ‘:"" for the BErious unar Who wanis o

aain, a wiy
Bre on their way : Ols ranges of Joyoce games
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THE AMSTRAD DISC

COMPANION

By Simon Williams, price £7.95

| When you decide to take the

plunge and add a disk drive (o your
CPC464 or indeed buy a CPC6128
which has the integral disk drive
unit, you will no doubt have many
quastions about the use of disks,
This book sets out to answer
these, and also to describe the
many advantages of disk storage
over cassetie.

The book shows you how to use
disks with your Amstrad and later
chapters outline some of the many
application programs which are
particularly suited to a computer
with a disk drive. These sections
of the book concentrate on small

| business uses of Amstrads and

the use of languages other than
BASIC. Disks are most suited to
businass as they offer the facility
o store a large amount of informa-
tion and to transfer it very quickly
o and from the computer. Thera
are two main ways to obtain prog-
rams to user with your Amstrad

| disk. The first is 1o buy a ready-
| made program to do the job. The

book looks at several examples of
some of the best software cur-
rently available.

The second way s 1o write your

pwn program. i you have only

YOUR AMSTRAD

, Sigma

used the programming language
BASIC until now then you will be
interested to know that adding a
disk drive to a computer gives you
the option of several aitternative
languages which may be befter
suited to certain jobs. Indeed a
second lang , LOGO is
supplied with the DD1-1 disk drive
and with both the 664 and EIEB
micros, This uage was or
nally designad to help in the teac

ing of mathematics and 'Iogacai
thinking but has also found many
uses in Artificial Imelligance.

Another language which is par-
ticularty wedl suited to use with disk
is Pascal. A version of this lan-
guage is available for the Amstrad
micro and its particular advan-
tages are also looked at in detail in
this book.

To show that writing your own
software is not as daunting a task
as you might at first think, the book
rounds off with the listing of a

made application program
whi you can type into your
Amstrad and use with your disk
drive,

The Amstrad Disc Companion
should provide the reader with an
understanding of the following in

CPC-464/664/6128

By Alan Trevenor, price £8.95, Sigma

This book aims to halp the reader
éxpand the hardware of his
Amsirad by giving detalls of eleven
projects. range from mak-
ing one's own RS232 serial inter-

| face, to an EPROM programmer,

and the basis of a CPC network.
The book gives all the information
needed, alth Amsoffs
Filmware Guide may be useful if
thé reader wishes to alter some of
the projects. As the level of know-
ledge required is quite high, half
the book is not concerned with the
projacts themsaives but with gen-
erally usaful information, suchasa
comphate list of Z80 machine code

| mnemonics. This is accompanied

by a chapter dealing with the dif-
ferences between BASIC and
assembler, and how 1o use
machine code in conjunction with
BASIC. There are also chapters on
the differemt chips inside an
Amstrad, and on the Firmwara
There are seven appendices

including one aimad at somaona
completely new to computers and
this is a good introduction for the
novice. This book is a must for
those who want to get out a sol-
dering iron, buy a few parts, and
stick everything together to make
something which can be bought in
the shops for five timas as much,
Certainly ROM boards, RS232
interfaces and EPROM biowers
are all available commercially, but
not the tacility for adding a second
keyboard, or for making the
Amstrad into a burglar alarm. The
ZB0 was originally designed to ba
able to control a large number of
dumb devices, and as the author
says, ona could use it to monitor
the signals and junctions of a
model railway! Full circuit diag-
rams are provided, along with a
detailed guide to the chips used in
tha projects. Terms such as DIL
(Dual In Line) and TTL (Transistor -
Transistor Logic) are explained in

Amstrad Dlsc
Com

Panion

R THE CPC-464,664, AND 6125

varying degrees of detail: how a
disk and disk drive work;
AMSDOS and CP/M and how to
usa them; a machina code assam-
bler and monitor; LOGO and PAS-
CAL; a word processor, database
and spraadsheat; how 10 write an
application program using disk
files,

By introducing the CPCE128,
with its more sophisticated CP/M
PLUS operating systam and extra
64K memory, Amstrad has added
a worthy maching 1o the markat.
To fully cover the extended
facilities of this machine, each

ter of the book includes a
‘6128 special' section, which
describes the additional featuras
of the machine and tha diffarancag

full, and Mr Trevenor's continuous
supply of terrible jokes and com-
ments make the book very aasy to
raad.

Complicated subjects are dealt
with clearty and simply, but with-
out leaving out iImportant details
One diagram appears 1o have
been damaged on the way to the
printers, bul in al they are
very good. Complate listings of the
Vanous programs are given, and
printed circuit boards and kits are
available, to save some of the
work. Throughout the book, the

in the way the new CP/M works
The aarlier sections of each chap-
ter are also applicable to the 6128,
however, as tha CP/M 2.2 operat-
ing system is supplied by Amstrad,
to ensure compatibiity with
software written for the 464 and
664 micros

Thera is no doubt the Amsirad
CPC machines offer a high quality,
low cost antry into computing, and
with the addition of one or even
two disk drives, they may be used
in many business and educational
applications. This book is essan-
tial reading for al those who want
to get the most out of their disk
drive and their Amstrad

Malcolm Harding

amphasis is not only on particular
pleces of hardware, but also onthe
techniques of good programming
and good hardware design, so that
other projects, totally unrelated 1o
thosa in the book, will still ba made
easier by having read this work. If
you want to learn more about the
hardware of the Amstrad, and
some of the considerations of
accessory manufacturing, or if you
want your own speech synth-
asisar, then this is tha book for you,

Michael Jampel
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The fead you ot from & shol, judging ihe degree of
& SWAng neaded (0 sand the ball on (18 way, and
hen walching s Might through the ar and its
shadow on the laireay, makes this not only a game
of skill but also of excifemant i great game for
v yona, —PS§

Asfarasitgoes, that be an accurate
tion, but there's a mmnggmgﬂmﬂmgﬂ

ZZAP! 64 voted LEADER BOARD a

£2 off US Gold’s

Save £2 with this special AMTIX! Readers’ Offer
this latest golf simulation from US Gold. “The
object of the is to sink the ball into each

hole by the ball with a club the least
number of times possible."

there's a lot more to Leader Board.

MEDAL (97% Overall)
Here's what the reviewers said:

[ was more (han pleasantly swprised by Leader Graphically the game is supart — Hhe animaian on

Board, i fact | was amazed, It's nof just a golf simu- the goffer 5 stunning with incredibde raalism The
&ation on a computer — it 15 goif on a computer SOud iE great 100, NO Music but amaringly sccurats
Lsader Board 8 withou! coubl tha 80018 Sirmulaiion spol FX. Even i vou don't ldee golf ook af this sports
af tha year, f not the decade! —GP simudation of the year, you'll be amazed —JR
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DESIGN

TAKING... _..TIGER|
| el MOUNTAIN |

THE ODDS ARE
AGAINST YOU!

You'll have to plan for the future
and use your tactical skills to
take the attack-tank through

to “TIGER MOUNTAIN'!
“TAKING TIGER

MOUNTAIN" is in 3D colour,
set in a real-time battle
environment, which makes

it the most advanced

battle simulation

available.

For the AMSTRAD

CPC Range.

NehledD

THE COUNTDOWN
HAS BEGUN... )

One man stands alone to defend the //"'
ultimate weapon “NEMESIS" from
the Andromedan robot forces.

I He has to escape with the
“NEMESIS" intact, or start the
countdown to self-destruct.

Time is running out, every

second counts. ..

For the SPECTRUM and
AMSTRAD CPC Range.

Selected “Design Geﬂgn" titles
are available from:—

I WOOLWORTH WHSMITH
LT COMET Design Design Software,
125, Smedley Road, Cheetham Hill,
and all Ieadlng software MANCHESTER M8 7RS.

stockists, or direct from:—

Trade enquiries: 061-205 6603 _J

NOIS3A



THE ULTIMAT]

IVING TEAM.

bl COMMODORE 64

SPECTRUM: iHh

o aaan ¥

AMSTRAD
| Ocean Software Limited, 6 Central Street

este H‘-‘ NS Telephone "Its B3l 6633 Tel l 669977 Oceans G
LA
LT brhw*l-ﬁrm-m 1 Trad €3 W

A5 WHSMITH " ST WOOLWORTH LASKYS j
T GIVRER Liniversal Gty Budos ing Al rights reserved m.. u' f" sal Cily Hm:ius inci
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Whizzo Hologram up for grabs!

20 copies of THE HOBBIT and 25 copies of
LORDS OF THE RINGS for runners up

| suppose AMTIX! reviewers could
be related to Hobbits — or at least
be the result of a st a8 mutant
sirain of Hobbit genes. Yes ... It
gort of fits. Hobbits have furry feet,
and AMTIX! reviewers have furry
tongues on account of late nights
atthe and Ferret quaffing tan-
kards of Old Flatulence Bitter and
nibbling Cheesy Waotsits.

Hobbits live in burrows in the
ground, while AMTIX! reviewers
geem to exist in pits — sort of
underground chambers — sharing
thair humble abodes with all man-
ner of creapy, crawly slimy things
that make you go Ugh! when you
tread on tham,

And by anyona's standards,
both Hobbits and AMTIX! review-
@rs wear very strange clothes
indeed . . .

But thers the similarity ends,
Hobbits are peaceable, friendly

creatures. AMTIX! reviewers are
quite the opposite: nolsy, loath-
some, belligerent (especially after
the odd pint of Oid F) and generally
not very nice 1o know. Espacially if
you happen to ba a Competition
Minion, forced to tramp around the
office in persuance of your daily
tasks.

Thera's Lee Paddon, the new
Software Editor — a real
Ringwraith if ever | saw one, draw-
ing on the power of his Pet Black
Hole to suck in any stray important
documents and generally doing
his best to thwart your faithful Min-
ion when it comes to succassully
procassing lists of winners' names
and addresses.

Balrog wise, Jazzababes
‘Mateyboots’ Rignall is one maan
sorcerer when it comes to casting
ego around the shop. Half the tima
it's impossible to walk across the

offica floor without tripping over a
stray chunk of ego, hurled along
with a host of abusive invactive in
the general direction of someone
who claimed to have scored a
point or two more than Mr R at the

latest game.
Golium Masterson normally
manages to place himsall strategi-

cally in the way, whining and
moaning for another samie from
the shop or proferring a ciggie ina
rather ingratiating manner before
sinking his teeth into the nearest
piece of human flesh. Yeaowch!

NE&I:.‘:.I brave, oh AMTIX! read-
ers? id you draw these foul
reviewer characters that inhabit
the region of Muddle Earth in
which they live and ‘work'? You
could?

Well, Melboumne House are hav-
ing a Tolkien Bonanza Month this
month, and to celebrate they'ra

offering a limited edition Hologram
of the head of a Rider of Nazgul
created by Holografix as first pnze
in this competition. They'll be
throwing in a 1987 Tolkien Calen-
dar and a set of books as well as
THE HOBBIT and LORD OF THE
RINGS adveniure games. Mal-
bourne have thair hit
game, THE HOBBIT, without the
book this time, and are selling it for
a few pounds less than the o«d
price. No less than 25 lucky
AMTIX! artists will receive conso-
lation copies of the two games for
the pains they have had to endure
during the rendition of these evil
likenessas.

Whizz those drawings of The
Homid Ones, to AMTIX!
REVIEWER PORTRAITS,
AMTIX! TOWERS, PO BOX 10,
LUDLOW, SHROPSHIRE, 5Y8
1D8 and make sure they arrive by
14th August.
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Aggghhh! It's so flippin® hot my 8256 keyboard is nearly melting and
I'm knackered 'cos I've bean watching the World Cup (who sald
cheats never prosperT). Oh well, no matter what the heat or score
I've still got to get the AMTIPS doné for you lot, gro-o-oan! The
weather may be hot, but then so are the tipa (double gro-o-oan —Ed),
Right, some jolly tips abound within these pages — Heavy on the
Magick map and solution (brilliant game) along with zillions of
POKES and stuff. Feast your Amstrads! Oh, excuse the mistakes,

I've got a King Cone in my mouth . . .

‘Wahay' he said through a mouthful of icecream. I've just had a
word with Roger and the nice fella said that | can have £20 of free
software 1o give to the sender of the bast tips EVERY MONTH!! Gat

scribbling dear gamars

GET DEXTER
(PSS/ERE)

Tato Daniel Webster of Buckin-
gham, He's provided these tips
on ERE’s brillo arcade adven-
ture.

®To freaze all the robots in a
room drop a flying saucer — it'll
take off and all robots will freaze
in thair tracks. Take care,
though, the freeze only lasts fora
coupie of seconds and if you
touch a robot while he's frozen
he'll become reanimated.

@To get the punks and nurses
out of the way drop wine bottles
and flowers respectively. 'Pogo
stick” and "Wheelbarrow" droids
are distracted by the candle and

D‘?gz and ‘Birdy” robots are
mada harmiess by cannisters

and lamps respectively
®Magnets are usaful: drop one
nexttoarcbotand t'll stick toit,
rendaring it harmiless.
@If you can't find a key card to
open a door look around the
adjacent rooms — thera's nearly
always one within tha vicinity
@More oft than not a vital object
is on a sheif too high to reach
directly, but don't give up.
Whenaver this happens thare are
always some articles nearby
which can be piled up to make a
staircase. Walls can also ba
negotiated in this fashion.
@Lifts can be activated by walk-
ing on a floor pad. There are usu-
ally three pads in a lift room, ona
works the Iift and the other two
knock ten points of energy off
your total, so leaam which are
safe and which aren't
@®Put an objact in front of tha
Professor's button when you
anter his room and no robol
uards will appear.

ind a cartain wardrobea
there is a secret passage which
leads to a Professor

46 AMTIX August 1986
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D = Door

Pu= Punk
Pr= Professor
A= Nurse

R = Robots




| WAY OF THE TIGER
| (Gremlin Graphics)

| Mark Weson from Hendon has
been bashing about with Gram-
linGraphics’ latest fighting game
and has come up with these tips

UNARMED COMBAT

To kill the: first Ninja keep using
the middie kick. Tha Masterson-
like goblin comes next and he's
easily disposed of using a middla
kick and low punch, although
walch out for his leaps. After that
homd little character comes the
cloaked matey who can be
beaten if you thump him around
the aar-hole using high kicks and
back high kicks. The ugly skull
craature creature beatlas into
tha fraccas next and he can be
defaated if you wait for him to
come close and bett him in his
skinny bedly with a middie kick
Twao trolis ara the next creatures
awaiting punishmaent and these
can be booted about the screan
courtesy of a flying kick. Kick
these two guys into the middie of

the following weak and you'll be
judged to have mastered the
nobie art of unarmed combat

POLE FIGHTING

‘This is dead easy, says Mark,
Tokill tha skeleton bash the bony
beastie with a high blow a couple
of times and ha'll réturn to the
grave. The first Ninja is over-
come by low jabbing — when
you do just that ha’ll become
trapped and consaquently
there'll ba no worry of losing any
enargy — just keep poking.

The little man: use the old low
jab and he'll be forced to shuffle
off this mortal coil without so
much of a mumour. Ninja two is
dealt with in the same way as
Ninja one, defeat him and you'll
have mastered pole fighting
When you're fighting be careful
not to jump otherwise you may
and up in the drink.

Obviously the next bits aren’t
50 ‘dead easy’ because Mark
hasn' sant any tips on tham.
Perhaps someona else can
obliga?

This section of gemlattes
kicks oft with a coupla of tips
from Zak Sherlock from
Peacehaven, which sits in the
wnnduﬂul county of East Sus-

ELITE
(Firebird)

A Wong from East Ham, a borough in our capital city of Londinium
says thal you shouldn’t bother with military lasers — mining ones are
the best, and to prove his point he’s compiled a *strike affect” chart.

PULSE

THARGOID 24
PYTHON 24
FERDELANCE 16
ASP 16
COBRA 16
VIPER 12
KRAIT

SIDEWINDER
THARGON

BEAM

24
24
16
16
16
12

}g m-
puter will come up behmd you
and try and do tha sama 1o you,
only ha'll get hur and Not you.

BEACH HEAD
(US Gold)

Having problems with the Kuhn-
lin gun. Faar no mora — hare ara
the comect elevations (o allow
you to blow it up with easa.

53 49.5 .5
41 T
5 - 5

The following two tips are from
Mark Dugdale of Reading in
Berkshire. Nice one Mark,
keep 'em coming.

ZORRO
(US Gold)

if you beatle down to the crypt,
position yourself over the
moneybags there and collect
them, keeping your finger on the
fire button, your score will
incraase until the fire button is
released! You can now score two
hundred zillion points without
even having to ift a finger

ROLAND IN THE CAVES
(Amsoft)

Anyonea wish
secnnd level

o reach tha
e plawng lhr&

anﬂA I-ctr_.rﬁ Dc::lngﬂ.u wlllmdth-ﬂ
and you can restan on

level two, Whoopasae!

MILITARY

12
12

MINING

i B3 PO G 8 e fu ORUR
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a8 it fun). If vou wish to
the order in which things should
from time (o time if you 50 wish
ition out every so often just i

start again whe
Ready? Hera wa go then

Pick up the Grimoire in the first
location, but for goodness
sake DON'T be a silly billy and
pick up the book! it's poisoned
and you'll lose a whole pile of
stamina (it's a crummy old
book anyway). Go east and
pick up tha gold bag (it's tha
one on the hand side of
the table, the left one is filled
with balladonna and will
poison you). Pick up the loaf on
level two to earmn yourself some
more stamina and then find the
nearest locked door (make
sura it's marked with two cir-
cles side by side with the left
hand one slightly higher) and
open it with tha gold .Note
— all doors marked in
fashion can be opened with a

bag.

Go to the room called ‘Sec-
unda Porta’ and get the clue
from your good old happy
chum, fatso Apex. Say ‘Apex,
Door' and ha'll answer with
‘the word is no word’, You can
then make your way to the
nearest door and say ‘Door,
Silence’, doing so makes the
rusty portal swing open on its
ancient hinges. If you go
through the door you'll
increase your grade from
Neophyte to Zelator. You're
now on level three and it's time
| to look about for a number of
objects — locate and pick up
the clasp, magnam kay,
bronze key, mantos (to
increase your ) leaf

add Call spell to the

rimoire) and then go SE from
a location nearby to add the
Transfuse spell to the
Grimoire,

Stomp your way to the
‘Room of Nami® and open the
door you find there with the
magnam kay. If you then find
the correct location nearby
and read the leaf there you'll
be told *Achad is one for the
pot’. Go back to level two and
find the Lithic key and place it
in your possession, then go to
the ‘Room of Ywo' on level
three and open the door with
| the key rw‘nhﬂﬁckﬂrﬂm
| Go to tha 'Kitchen of Al' a
| examine the cauldron there
| and then axamine what is

within to get a clue.
| Off to level four now to
l locate and pick up the thigh,

skull and ulina. Once you've got
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u're halfway t

HEAVY ON THE MAGICK
(Gargoyle Games)

L= |

the bones return to the caul-
dron and drop them all three
into the cauldron and from a
safe distance say ‘Cauldron,
Achad'. Kapow! Al will magi-
cally appear and is of use later
on in the game. Go back to
level two and pick up the snake
Mﬂ 's hibﬂhll'll'frham
soit's ni
wﬁhu].ﬂnmwummmdrgm
{don't blamea me, it's his writ-
hmjgo-tdﬂ:ﬂﬂu'ﬁuahnf
Flox® and open the door thare
with the bronze key. Now goto
level four and find the iron key,
then go to level two and got the
{minwﬂting?mmhhmg-
lyphic, so look for a someathing-
rrmmﬁhﬁﬂpﬂﬂ.
rudge about and find the
‘Room of Homs® and open the
door with the iron key, then
maka your way to the ‘Room of
lethys' (also on level two) and
open the door with the some-
thing pper key.
Gltlnhu?nmﬂum
by “Guards, Door’,
they'll answer ‘an eye for an
eye to enter Paradise’. Return
to Al and say ‘Al, Door’ to get
| the answer ‘the way to
| paradise is long'. Retum to
level two and find the door
| which opens when you say
'Door, Long® and go th it
to get to ‘Heaven’'. This is
first of three exits and entering
increases your axperience
points by eight and you will get
thea message "well

done Axil
the very Able. You have made
it to an exit’,

Go and find the Alum key
:ndﬂunqntﬂﬂu'ﬁonmmnf
Purity' and open the with
it. Stay on the same level, find
the ‘Quadra Porta’ and get the
clue from the guards who
stand there. You'll need
another clue now, so go down
to level one and get one from
the guards there: “cry to enter"

£5§383
i
il
T :
§22s
HH

Get the clue from the guards,
‘toaﬂw; number of
magic s', open the door
go through reach sec-
ond exit, 'Pile Collodon’.

Now go and ot the flash
MLWWWIMW
uptwal ta levael three and

past the water by saying
ater, Fall'. Once that's
safely negotiated find a room
where you can drop all your
(except the shell and
). Mow stroll around
and locate a room with an egg
and it by replacing it with
the . Go down to level one

It's all hard work as you trudge
mmwhﬂmtu
three to find the mirror.
Return to the room where you
dropped all your possessions
and retrieve them all. f you

have the snake you'll be able to
the hydra without fear of
any stamina ts.
Because you have mirror
you'll now be able to find
GENERAL TIPS
®S5tamina:

Can be added to in two ways:
‘Eating’ jars, bones and rocks,
although this can be danger-
ous since some are polson-

is bﬂ::inkhm val
up valu-
objects such as the sword
and mantis and also by reach-
ing set points within the game.
Also a kill adds points to your
experience, on
mopputmmqﬂ
stamina. Remember — never
attack anything thana

Wyvern unless you it's
downfall in your possession ie |
, mirror etc. |

Medusa and kill her — just
walk into her (but don't forget,
you MUST have tha mirror
otherwise you'll be a dead
matey). Pick up the brass key
and then go up to level four and
open the door with the nickel
key. Because you have the the
flash in your possassion you'll
be able to pass the chasm.
When you've done that find
two doors, one that can be
opened with a gold bag and the
other which can be opened
with the brass key. Whan that
has been accomplishad find
Rabah the Dragon and say
unto he ‘Rabah, Water, that
raalmnlhl'ﬂmwun'hdmd
you'll be able to pass without
him laying so much as a claw
on your bod.

Get the clue from the guards
‘no south door, what a shame,
seek Eristone for the name'
and open the door in the
‘Room of Rains' with the
cobalt key. Clue sniffing is the
order of the day again, so enter
‘Tertia Porta’ and ask the
guards for help. ‘Seek firebird
to enter door® (they don't mean
the software company, so
don't go ringing them up) they
will reply, so beetle your way
back to the phoenix on level
one and say 'Phoenix, Door' to
get the answer ‘LAZA’, Go all
the way back up to where you
just came from and open the
door by saying ‘Door, LAZA’,
then go north to increase your
axperiance points.

Pick up the sunflower from
level two and uu.lnﬂ':hls object
invoke Magot to give the
Eristone. Go to level four and
find Belezbar and the
mantis invoka him. * P
Pebble’ forces him to tell you
that Eristone is inscribed
‘Lichgate’. Visit the three por-
tas in turn, ie Secunda, Tertla
and Quadra to increase your
rating from Neophyte —
Zelator — Practicus —
Philisophus. To open the door
in 'Quadra Porta’ take every
starting with the S to got

to
BOHGHFIDEmdm?Dﬂmr,
SORONROS’. Invoke Astarot
with the sword and Transport
to Lichgate: ‘Astarot,
Lichgate’. Using the ruby,
invoke Asmodes and then
destroy the locked door in the
‘Room of Shame' by saying
‘Asmodees, Door'. Now go
narth from the ‘Tombs of Taro
the third" to get the the third
and final exit . . .

INVOKED DIIHHIGIJII:T NEEDED Iﬂﬂlﬂl NEEDED

Asmodoe Ruby Philosophus
Astarot Sword Neophyte
Belezha Mantis Zelator
Magot Sunflower Neophyte




“Cauldron II looks
good, sounds good,
and plays even better.
Miss it and you'll

-Zzap! 64

“Don't delay, buy it
today.
C+VG
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EQUINOX
(Mikro-Gen)

Here are some POKEy-poos
courtesy of Justin Garvanovic
These give you unlimited lives,
energy, thrust and time! if you
can't solve the game now then |
SUQQeSs! you throw your Amstrad
away. Typa inthe g and run
put tape in drive and press play

10 MODE 1

20 MEMORY &1FFF

30 LOAD *'I" 82000

40 POKE 82030, 4BE

50 DATA
af,22,3,41,32,14,3,.32 41 41,32 T
0,63,0,3

60 FOR n=84BEDO TO ABEOF
T0 READ a$: POKE
nq‘v‘Li“‘" 3 'S}

BO NEXT n

80 CALL 82000

MONTY ON THE RUN
(DISK ONLY)
(Gremlin Graphics)

Mora POKEs from Justin. This
listing gives you about three tons
of mole flesh (well 255 moles) to
play with. Just type in the routine
and run it with the disc in the
drive.

10 MODE 0: OPENOUT “d™:

MEMORY &45TF
20LOAD " motrdata.sbl™ &580

(Activision)

Justin the hero sinkes .jq_aln this
timeé s unlirmit !

you along. Type i gt
remnd thﬂtupﬂ and rul‘l thﬂ

10 MODE 1: MEMORY &7000
20 LOAD **" ATS530

30 FOR n=4&BEOO TO ABEOC
40 READ a$: POKE
n,VAL("&" +a%)

50 NEXT n

60 DATA
Je.M,32,72,78,30,c9,32,41,88,c
3,15,78

TO POKE ATO4C.0

80 POKE &T04D . ABE

90 CALL 87530

KUNG FU MASTER
(US Gold)

More stuff from Justin, this time
more Thomases than you could
ever imagine. It doesn't exactly
make tha game aasier since
avery tima you die you ravert
back to tha beginning of the
level, but you cen practise!

10 MODE 1
20 MEMORY 12345

52 AMTIX August 1986

30 b=0

40 FOR n=&BEOO TO &BE28
50 READ a$

60 a=VAL ("&" +a%)
TOPOKEn,a

80 b=b+a

S0 NEXTn

100 IF b<=>475T7 THEN PRINT

E:gqqqhhhl Error on data.";

110 LOAD ***

120 CALL &BE0O

130 DATA

3e,c3,32,02,39,21,14,be

140 DATA

22,-&35.21 JM,ab,11,40

150 DATA

00,c3,a1,39,21,30,83,22

160 DATA
30,02,13,11,c9,af,32,de

170 DATA

79,3e,c3,32,d1,79,c3,37

180 DATA bd

TURBO ESPRIT
(Cassette or disk)
(Durell)

Justin tha promiscuous POKE
péerson proudly présents these
two listings which supply unii-
mited cars as you try to break the
drug ring. If you have the disk
version then slip it into the
greedy disk portal, type in the
histing below and RUN it.

10 MEMORY 6000: LOAD
*tecode.bin" 6048

20 DATA
&21,400,817,811,0,8,1,8a0,48
4, &ed,&b0,201

30FOR i=0TO 11: READ a:
POKE 40000+ i,a: NEXT |
?5FGH i=0TO3: INKI,0: NEXT

36 LOAD" gdata.bin" 48152
40 CLEAR: MEMORY &7FF:
CALL 40000: POKE 8800,254
50 POKE &8669,0: CALL &1955

If you've only got the cassatte
version then never fear, just type
in LOAD """ and press ye olde
returne key. Once the first file has

loaded type in LOAD "' again
Once it's finished doing its load-
ing business type in the routine
below, run it and press play on
the tapa,

10 MODE 1

20 PRINT " PLEASE WAIT ME
OLD MATE, EVERYTHING'S
HUNKY DORY."™

30b=0

40 FORn=&4BEODO TO ABE1F
50 READ a%$: a=VAL (" &" +a%)
60b=b+a

TOPOKEn,a

80 NEXT n

100 IF b<> 2076 THEN PRINT
“ERROR ON DATA, OOPS™:
END

110 DATA

21,0,40,11,68,42, 30,16

120 DATA
cd,a1,be,ed,0,80,21,0

130 DATA
8,11,54,a1,3e,16,cd,a1

140 DATA
be,al,32,69,86,¢3,60,19

150 CALL &BEOOD

DEFEND OR DIE

(Alligata)

Are you getting a bit bored with
Alligeata’s Defender clone? If so
never fear — here ara somea anhi-
lation POKES from Jon Rocatis
whao lives in Hojbjergve) 202,
DK2730 Herlev in sunny
Danmark.

Plonk in ye tape and let it run until
the tune has finished. Hare the
fun starts. Reset the machine
(switch it off or prass SHIFT,
CTRL and ESC all at once) and
type:

MEMORY &3FFF
LOAD*"™ B4000

Then load the rest of lhaé}mﬁram
and start it by antering

84025, then ?.m back to BASIC
by pressing the AT key (the one
next 1o the P key). You can only
do this when actually playing the

gama, nol on tha menus, 50 have
a little whizz first of all.

Get everything into BASIC if
you haven't done so already and
ruu can now do several lhm%ﬂ

or instanca, if you thought t
program was fast then wrap your
fingers around this lot:

10READ A

20 IF A=998 THEN END

30 POKE A,0 (CHANGE O TO
&CD FOR NORMAL SPEED)
40POKEA+1,0(CHANGEOTOD
&19 FOR NORMAL SPEED)
S0POKEA+2,0({CHANGEOTO
&BD FOR NORMAL SPEED)
60GOTO 10

TODATA &4183, 841A1,&45E23,
&62C2, &62DB, 999

Whizzzzz. Fast eh? How about
some unlimited lives to help
combat the speed? You wani
soma? Then anter:

POKE &60E8,0
0 to &D6 for finite lives)
POKE &60E9,0
{change 0 to &01 for finite lives)

Oh, surely you'll need an unli-
mited supply of smart bombs
too? Type in

POKE &5E07,0

:;:Oha:b?e 0 1o AD6 for finite lives)
&5E08,0

(change 0 to &01 for finite
bombs)

W‘rthbt'rﬂnlt- smart bombs it
can to blast-
g et
ing all the tima the eyeballs are
somewhat strained. So to cure
it enter this lot:

POKE &5EOE, COLOUR
POKE &5EOF, COLOUR
POKE &5E14, COLOUR
POKE &5E15, COLOUR

Easy eh? How about typing this
in.

POKE &B4F5,0

He ha!ll Although you can tum
everything back to normal by
changing the 0 to 8AF. i you
want soma more fun than try out
this one,

POKE &B4ED,0

Again normality is restored by
changing the 0 1o 8AF. Quite a
tun set of POKEs are those! How
about soma more Jon?

Dyna ni! That's it! Finito! C'est
tout! More stuff next month —
and remember that £20 worth
of software will be winging s
way to the sender of the best
tips of the month, so how
about soma on Mowvie, Fair-
light, Swords and Sorcery and
the like? Chuck your tips into
an envelops (or parcel) and
sand them to ma at AMTIPS,
AMTIX MAGATINE, PO BOX 10, LUD-
LOW, SHROPSHIRE SYB 1DB. A spe-
cial thanks to Kathy for heiping
me type in the POKEs and to
Ben for testing them out.




GIVE GADGI’S MATE A NAME AND
PERSONALITY

Summer is here in the sleepy and
sunny market town of Ludlow and
various seasonal changes can be
seen within the staff in AMTIX!
Towers. Tha humbile compeati-
tion's minion has taken (o roving
round the office in aslittle clothing
as is possible 10 wear befora
attracting the awesomae attentions
of Aunt Aggie down from mail
order. The young and aver-so-
trendy AMTIX! reviewers are all
looking very summeany in their
designer shorts and Fila T shirts
Even our supercool editor, Mal-
calm, is feeding the heat and has
forced the poor comps minion (o
install a sun roof in his 1956 axecu-
tive bath chair

The summer madness has cer-
tainly spread 10 the vanous mem-
bers of the AMTIX! team, who
when they are not parading around
town showing off their instant tans,

are sitting outside, their beach
brolleys set at rakish angles, sip-
ping gently at glasses of cooled
Pimms gamishead with garden mint
that jumps steadily to the pulsating
strains of their ghetto blasters.
They really do know how to
enjoy their summer and Now you
can join them in this Great Gats-
bian litestyle by entering this com-
patition and winning yourself tha
sell same PAN IC sound
machine but unlika the AMTIX!
parsons who had to scrape
togather the pannies from their
meagre salanes, you will get yours

FREE OF CHARGE, courtesy of
the clever people at MIKRO-
GENM. They are the boffins respon-

sible for tha birth of the Wally fam-
iy, along with Sir Fred and lastly,
and most importantly for us,
Equinax. In this game you control
adisposal droid called GADGI who

must remove dangemuslif unsta-
ble radicactive canisters from the
intarior of a vast asteroid. This
learless and cuddly droid's work
is not mada any easiar by the
humans who, when thay aban-
doned the asteroid laft tha defence
systems on resulting in poor Gadgi
having to contend with various
nasties as ha batties to save tha
homely rock from blowing up.
Mikro-Gen are rightly proud of
Gadgi and thaey are planning to
gevelop a follow up to Equinax and
once again feature the droid. Their
problem, and this is where you can
help, is that they are a little short of
time to work out a new name and
personality for Gadgi's fellow
droid

So. ., . what they'd like you to do
is to dream up a name for Gadgi's
brother droid and give a brief
synopsis (meaning no four volume
best seliers!) of the new droid's
personality and more important, a

highly original name for it

8, how simple could it ba? if
thay like your entry you'll be tha
proud owner of your very own
GHETTO BLASTER with which to
grace your locale and, ganarally,
send the Noise Abatement Sociaty
running for cover. Not only that but
MIKRO-GEN will use the name in
the next game thay write, making
your idea go down in the annals of
computer game history. If you
don't win the GB then don't fret
MIKRO-GEN won't let you sulk for
long. Ten runnars up will aach
recaive the complete works of
Mikro-Gen, that's all the games
they've done up to date, and thera
ara also ten third prizes of a copy
of Equinax

S0, ?el thinking about a mega
name for a new droid and send
our antries to NAME THAT
ROID, AMTIX, PO BOX 10,

LUDLOW, SHROPSHIRE SY&
1DB to arrive at AMTIX! Towars
before 18th August.
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MASTE
Our resident leprechaun, SE20 1 rrers of Level 9 and meet

SPLINTERS OF MAG

West Country to
the Family of Fantasy.

pose for a rare family portrait.
They didn't enjoy it but will probably ba
grateful in years to come. o

| thanked the chatty taxi driver who had taken
me from the station at Weston Super Mare and
climbed out of the car onto the dusty hill road.
He pointed upwards to a point where the ver-
dant wail of trees was broken, intermittently, by
a few imposing, but brightly coloured houses
ovariooking the valley and the river Avon. Then
he was gone, sunlight gli from the rear
wbgnmdnwﬂfhmmhasnmd back to civilisa-
tion.
Uhirl?trmmmutraﬁganmcmﬂmbh
ﬁhﬂﬁﬂvgmym , | started up the hill.
road was namow and pitted but | soon
' found myself approachi well tarmaced
drive that led to the hil abode of the
19 numatin :dv&ntums this side of
t pond. In tha gentla Spring sunlight, the
_ mammmmwMM|
| could | the same scene on a cold and
A winter night and could see where some
of Pete Austins chilling descriptive prose was
' rooted.
! | was met on the patio by Margaret Austin,
the lady responsible for Level 9's advertising.
She had come over from Reading where her

was filled with computers of all descriptions.
i From an IBM PC and an Atari ST to a Commo-
dore 128D (which was running some colourful

{ aphics on an impressive 26 inch monitor).
room was enormous and made 10 seem
aven bigger by several picture windows over-

looking the valley below.
oft this room was Pete Austin's office.
Though smaller than the main room, it was still

{ containing material for new and oid

Then there was a massive wall map, made by
| Peta. This was 1o form the basis of the mult-
user system, Avalon, The map was one
| hundred by one hundred squares. Some key
areas could be expanded by a further ten by
ten to allow axploration in detail by a character.
| Avalon will ba big!

Pete spent a lot of time going into the details of
Avalon. He's fairly proud of it and hopes it
should be up and running before tha and of tha
rw. 'I dont think MUD is fair’, he said. 'l was
llled for carrying a lighted candie down to a
coal cellar. Apparently the flame ignited coal
icles in the air my character was killed
n the explosion.’ He shrugs his shoulders
nonchalantly. Such things may be possible but
in his gama, people will have a fair chance of
avoiding death,

Apart from all this techno-junk downstairs, a
couple of tha upstairs rooms held yet more
machinery for the conversion and play testing
of the games. If Level 9 were ever to hit hard
times, they could always open a musaum of
home computing.

m‘lhbmﬂﬂﬂf of amuch neadad coffea, | was
lured downstairs and DIUQEI'I chattir g 1o

and Pete. | was introduced to Mar-

's new assistant, , not a member of
family, but a new recruit to help with Mar-
jparet's ever increasing work load. Another sign
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RSON, travels to the

that this company continues to go from
strangth to strength.

Pete continued to talk about his new muilti-
usaffanmyw_ltwilll"ﬂwwﬂ interest-
ing featuras. of his gripes about the estab-
[ MUD is that there are not @ adven-
ture type puzzies in it. it plays more like a rat-
race with scenery. What's with that?
Well, Pete F‘rlnks individuals could a lot
more out of a tem that ted a more
hoct challenge o thevese.

There will also be a hierarchical system of
representation. In MUD, you are always told
when someone else enters a room or location,
This won't necessarily happen in Avalon. ‘H
gm'm a thief, you would probably want to

lend into the background,’ sald Pete, ‘and if
you're a noble, you are not going 1o take too
much notice of the peasants ing around.
After all, a lot of them will be non-player charac-
ters. So to the noble, it doesn't appear that
anyone important is around, while to the thief,
the noble's appearance is obvious.’

Everybody also had a when Pete
pointed out that the system would be set
up to run Avalon would only cost a fraction of
that used to moderate MUD and yet be both
faster and much more . Pete n
Q0N inko the el of 48 game and b

i 5 and i ra-
tion had been o from wide m
sources and vanous established role playing
games to add trimmings to their avante guarde
project.

HACK ‘N’ SLAY

Much of the team's current work was with The
Price of Magik (reviewed last Issua). This was
being converted on to various system stan-
dards when | visited them, the main program-
ming long since having been finished. Pete




another monster and kill it, but
@ a friendly bat and you do need

Eyes Right! Wonder who's just walked in?

its halp.

"You can't win this game without remeamber-
ing two things. You mus! interact with other
. characters and manipulate magic.” He went on
to explain that the form of magic used in this
game was more of a flaxible tool than a series
of offensive and defensive spells as in other
games. Spells could be bullt up or combinad
to gat different effects. Thasa combinations
were ong of the fundamental puzzies of the
gamae. A lot of work also went into character
development. The Austinsg would have like to
have alaborated further with the characters but
there was too little memory.
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trilogy will be Jewels of Darkness and will com-

mer, Time and ik will appear and will con-

sist of Red Moon, Price of Magik and Lornds
of Time. This latter trilogy will actually be pub-
lishad by Lavel 9 however, and not by Rainbird.
Both will be disk only trilogies.

One of Level 9'%s older relationships is with
Mosaic Publishing and at least two more col-
laborations are plannad here, The first of these
will bea one of the most unusual software

) year. Probably
based on Growing Pains, the game Is likely to
retain the muitiple choice format established in
the onginal.

There is more 10 these deals than another
axcuse to keep releasing or re- pro-
ing the American gaming Ut 10 Lavel 5,
ing ic to L
Something which has not happened to date.
Level 8 have an almost unshakable reputation
in the home computer industry in this

but in the states, they will have to contend
the gaming giant Infocom and its many
imitators.

Though Infocom is seen as the only threat,
the Austins are confident that they can match
the quality and r of thesa com-
petitors. They see Infocom as being as falable
as anyone else. 'Hitch-Hikers wasnt very
good,” exclaimed Peter. When | asked him to
elaborate, he mentionad how silly it was to be
able to get almost to the very end of the game
without so much as a hint that you might have
made a mistake earlier on. Nor did he and the
mmmg:malmddmm' Forever L
In biggest game to date. Nice .
they l:h(ﬁht but ¢ not magnificently
|| s

cannot match the American

glant's reputation for being classic game desig-
ners world wide, it's important to note that they

have aiways developed their products i a far

game. Something which is now history as far
as the US market is concerned. Yet it's

whether Infocom could match Level 9's ability
in areas such as data compaction. The rela-
i British micro user has lad

, The company's graphics are not famous 8o

; MOVING WITH THE TIMES mmm"fqmmhmmm;a GREEN AND PLEASANT LANDS

| _ cartain surreal charm) so much as their quan
Of course, The Price of Magik was only the tity. There are usually as many graphic screens  Level 9 respect other of adventure
latest in a long line of successful games that as thera are locations — over two hundred in but are perhaps a little immodest about
stretched as far back as the Nascom compu- most of their games on the other  thair own abilities. Howaver, whan
ter. Since those early games, the Austins had  hand, no longer handles just two-word inputs  they can do something, they're usually right
improved the parser used on their adventures, but a whole string of complex structure com- are surely one of the most unusual

axpermented with unusual (and sometimes mands and multi-command inputting. On the software companies in existenca. A family that
unreadable) character sets, and had intro-
duced into their games. They don't

rest on their laurels. Again, graphics were intro- m

;
]
3
-

. YOu can back step works together (even their parents still have a
a Level 9 game using an OOPS com-  working hand in the and succeeds

and 128K machines have been taken  with every move it makes. ideas are

duced because of public demand but where  advantage of with RAMSAVE facilities. stacked neatly in folders, computers hide in
possible, the company try to cater for all tastes. The reason for digging up all those old  every comer of their beautiful house, the cows
“We think we have the balance about right bet- Monty Haul' dungeons and reworking them  graze| in the fields of the valley below
ween graphics and text. Of course, you can  arises from a new deal that has been sturck  and somehow, the combination of these fac-
always switch the graphics off.’ S with the software house, Rainbird. The new  tors keeps the fertile and
Now they are spending much of their ime  deal will mean a new life for the improved ver enthusiasm of the Austins . | wonder i

re-hashing the older games, including  sions of these on avariety of machines  they listen to Pink Floyd as well. I'll ask them

i graphics and implementing the new parser. from the Atari ST and Amstrad B256. The first naxt time I'm thera.
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Available from
John Menzies and
all good
computer stores

p‘_ﬁ.
PSS

I
173

£9.95

FOR SPECTRUM, Liberty House,
COMMODORE 64 222 Regent Street,
AND AMSTRAD London WIR 7DB

AFTER. THE EorCOMES:. . .
ENCY TRANSMISSION |, . . EMERGENCY . , . EMERGENCY TRANSMISSION . . . EMERGENCY . .. EMERGENCY TRANS

Distress signals received from Eroc | suggest all human life threatened . . .
Expect to find terminal situation . . . Prepare accordingly . . .

From A 'n' F comes CORE; teleport into this fully animated, icon-driven adventure and explore over one
thousand full-screen locations. Will you find the pieces of the scattered brain and put it back together
before yours falls apart?

In case of difficulty, Core can be obtained from Argus Press Software Ltd., Greenwood House, Dewhurst Street, Darwen, Loncs. BB3 2EN.
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GLITTERING

. PRIZES WITH
RAINBIRD AND LEVEL 9!

“Collect Your Share of

Ace adventure writers Level
teamad up with Rainbird
Software and have a range of
stunning products in the pipelina.
Rai will ba taking on the
and marketing side

:

3

3
g
it
111

1

)
i
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3
;
1

invalved, and the trio of adven-
tures now featurs the whizzo Level
8 parser which can cope
iple gommands and a
vocabulary of 1,000 words, Each
game containg 200 qtmphk: loca-
tions, 80 youshouldn't be short of
pretties while you play.

And talking pretties, the
AMTIX! yobbos seem to have
taken it int0 their heads that bodily
adommment 18 the New Thing.
Pianker of tha Month award has to
go 18 Sean 'Hang out yaur wash-
ing on the Maginot, Ling™ Master-
son, erstwhile strateqy/wargamser.
Retuming from & tip to the dark
satanic Masterson homelands of

:

£200 worth of jewellery

again, the lummock remembers to
wear his watch — a cunning digital
device which he W to go
‘BEEP BEEP’ at or tweanty
minute intervals to remind him that
it's timato have a nibble. Or even a
byte. . . . But jewellery wise, Cap-
tan tends to opt out.
Ego I, who gets through
ife on the epithet | AM, therafore |
néadn't think, has been toying with
bodily art and is currently experi-
menting with tattocing the letters
¥ K HTA and his wimpy torso. At
the moment, his only item of jewel-
lary is a Boys Own Diver's Watch,
ranteed waterproof | to__ihe
g;;th of 0.0006 fathoma, which
ves in his pocket, being devoid of
a strap.

Why all this talk of the Spdus;
Haired Ones and their | lary
Well, Rainbird have £200 worth of

H Samual Jewsllery vouchars to
give away — a £100 voucher for

of Jewels of Darkness. What do
you have to do for all this amazing-
ness?

Uncla Tony Rainbird cameé up
with a gem of an idea foracompet-
iticn! Mo mantion has been made
of MY jewels, you will note, dear
réadars. That's bacause |'m a poor
minion, and can't afford lo pretty
mysall up you see. Design me an
item of adomment. s | may
parade in front of the AMTIX! cuties

al e B | wp
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THETHRILL OF CONFUSIO

elicitations dear readers, Ugh, how can anybody start
an intro like that? Wotcha scumbags! Bit vulgar but
more in character. No, something new is in order, after
all, 'm always warbling on about the same old things
in these intros and you will have already noticed that
this is the adventure special issue so there’s no point in
¥ I going on about that, is there?

[ I know. When | was at school, we used to play this
= silly game where someone would begin a conversation

| and then just when it was getting interesting, stop speaking in mid

Oh well, none of this seems to be working so | suppose I'll have to

| continue in my usual vein. After last month's request for “home-grown’

software, three GACked games have found their way to my untidy desk

| All of them are the work of amateurs and all were sent in with a thought-

1
|

ful amount of detailed documentation. 1 found all the games encourag-
ing and would like to see more authors sending in their work. It is also

encouraging to see more people using GAC

% this is now ready for

release on other machines, it looks set to fulfill its promise as the new
standard adventure wnhng utility

Fanzines also arrived this month and these too were enthusiastic and
encouraging. If anybody writes a fanzine out there and would like to
have it mentioned in the Arcana, then please send me a copy and 1I'll be
h.swr}' to print all the details along with a brief critique. Adventurers are
well supported when it comes to Amstrad computers (something |
made a paint of back in issue one) and it's good to see hobbyists using
their own talents in the field rather than passively letting "professionals’
do all the work

I hilpl.' vou have fun over the summer huhd.t:l. 5 and take *“l""””"F':" of
any patches of bad weather by diving into a good adventure. Actually,

I'm busily cultivating a Dreyfussesque, half body tan (qv CE3K). Well it's |

all a matter of taste — or lack thereof
and hot and vellow
Be seeing you

and it's the sun — it's so bright

et tettt ¥
h I ®
Ll I- B S targotesftarifitoratiree - bargr bee arrbirtodarar tetgtod B33 ba |
S B850 SRR F858F S04 RIS EEEE s S0E beses ahbedagdrdidndn il diahibiafabah 18 PSS SRR B
- R RS U S i At b et SOt EE o R EEEEs SR St R e Rt I s TR M ]
" verefresoftaregrranfuonagiossfonnapesaid e PSSR ENE SR Sa e e e o

prersoranerE ] n unusual one is

Sl ihis. It appears
that CRL might
: have found the
o] equivalent of the
executive toy for
1 users of the PCW
. M 5256. 5AS Raid is

et sold as adven-
ture and an adventure it is — of
sorts. It's more like a senes of
tightly inter-connected mind
| games revolving around the dubi
||uu1'1 F’llnt of a Who Dares Wins
scenario. To my delight (and mild
surprise) this one works

i

base have been stolen by the
nefarious enemy (whoever they
may b¢). You have only one hour
in which to find them, unaided
and return to base. [f you fail to do
| this within the iime set or die in
| the attempt, the base will be
| hr"-:}.\l.‘d out. Mot much of a future,
| &

All you are aware of is that the
plans are being held in a castle
nearby. Equipment must be unco
vered from the surrounding area
that will enable vou to continue
the mission. Some of this equip
ment s absolutely necessary —
some of it depends on where the
castle is located. As the actual
location changes from game to
game, different equipment will be
needed each time you play.

The screen display is a very
important aspect of this game as
there is no text input as such. The

l

AMS fur yvour undercover SAS

lower screen, separated from the
upper half by a one line message
window, shows how many sec-
onds have been played during the
current game, what equipment is
being carmied, the numerc value
of your location along with a brief
description of what that location
actually is

Movement is carried out using
the cursor kevs. When you r-.*.u'p
a location with a piece of equip-
ment in it, that item is displayed
next to your character in the grid
It may be picked up using the A
key. Two items which are always
useful are the radio and the map.
All the way through this part of
the game, vou must avoid being
1.‘1“_’&! by enemy patrols. With
the radio, vou can discover the
current Il)ll.-lh{'l'll of each patrol
(and actually see it JP[‘IH\.}(EIHR]
With the map, location numbers
are displayed on the grid, making
progress much more straightfor-
ward

Should you get caught by the
enemy, the game can come to an
untimely end. If either the pistol
or the uniform is being carnied,
this can be avoided. Unfortu-
nately, each of these devices only
last for one encounter and one of
them must be in your possession
before the castle may i:* entered
(when it has been found). There
are four other pleces of equip-
ment, only one of which may be
held at any given time, Each item
will negate up to two obstacles.

Once the castle has been disco-

The sixteen rooms constitute
the main part of the game. Each
time a room is entered, an expla
nation of the puzzle within is
given before you continue. Some
puzzles are word based, hand co-
ordination based, eye co-ordina
tion based, or require instant
recall techniques. Each time you
play (or even if you enter the same
room more than once), the exact
nature of the puzzle to be solved
within will be changed. Some of
the puzzles are downright easy,
others are extremely demanding

veresd and entered, the
changes shape somewhat. The
castle has sixteon rooms,
arranged in a circular fashion,
each of which may be entered in
any order desired. You have to
search each room until vou find a
kev. Once vou find the key, you |
must discover which room holds |
the maps (as long as you have the
key, it can be entered). Finally,
once you obtain the maps, you
must find the way out of the castle
and make your way back to base

game

top half of the screen shows a | By trial and error, the castle may | with very little equipment — and | Here'sa little tip. Make brief notes
| three by three grid in which you | be found on the other side of one | still have to avoid the patrols. A | as you progress through the game

are alwavs the contral leattire. The | of these obstacles lot to do in one hour! or you could end up It'r-.m;.: at the
I 62 AMTIXAugust 1986




last minute

| played the game for nearly two
days solid before 1 finally com-
pleted it on the lowest of its four
difficulty levels. You don't even
get onto the high-score lable
unless you do fimish the game |
enjoyed it thoroughly even
though there was some frustra-
ton when | Ihuu;',hi that some of
the puzzles were purely random
This did not turn out to be the
case. However, | can’t say [ want
to play the game again. It's hard
enough on level one

But anvbody with a PCW 5256 | Overall

— =TT T T TT T TT TT

BLACKSTAR

Compasy

eh- 0 Villase Wall
45 - 0 Line of Trees

= i River

4]
59 - Beside a Lake

who wants a refreshing break
from word processing (perhaps
wants a challenging lunch break)
should find enough material in
5AS Raid to keep them happy fora
long time

Atmosphere 50%
Plot 48%
Interaction 89%
Lastability 85%
Value for money 83%

82%

T T TTTT

CRL, £14.95, disk 8256 only

nother from the
CRL stable
specifically for
users of the 8256
is a revamped
4 version of CKL's
l||l.’ ';_-.IJ‘-.'|I!"
Blackstar game
=l Ji's a text only
based around the

adventure
rather hackneyed theme of col-
]1'1‘ILI1H treasure from a castle and

underground
returning it
1.‘: S h'l."rl.'
The game has the familiar style
of location and score updates pre-
sented at the top of the screen,
whilst the main L dy of descrip-
Hve along

network
o a safe

and
place

bext with slaver

responses, scroll up the rest of the |

screen. It also appears to have
familiar puzzles, mazes, jokes
and lack of atmosphere. To tell
you the truth, it's all a bit of a
yawn. At one paint you even
| encounter a dwarf who premptly

throws a knife at you — and mis-
ses (a la Colossal Adventure) and
says, ‘None of us are very good at
this,’ before departing in the same
fashion as his ill-fated predeces-
sor. Well, you could see it coming
a mile away ol Suppose

Though | may sound pretty
despondent, the game isn'l acty-
ally that bad — just extremely old
fashioned (yes, n!_zhl down o the
parser). In fact 8256 owners might
not have seen too many products
like it in which case the game is
worth baring in mind. However
prospective buyers should
remember that for a few pounds
more, most of the Infocom range
becomes available and there is no
comparison between this and
Zork (or anything else from that
great range)

For those who find the puzzles
more important than atmi H-j"lh.l'l'!'
or story (or most of the ingre-
dients of a good game) then
Blackstar does offer something of a

bt

v

PR e

challenge. Most of the mazes are
sickeningly difficult to get
through even old puzzles are
dressed in attractive new guises
A map is an absolute necessity for
those intent on progressing

You begin the game on a road
with only one obvious destinabon

a castle. Around the road, in all
but one direction, is a dense forest

- 80 dense that vou get lost the
moment it is entered. However,
there are locations worth your
attention should you figure out

how to reach them. The castle

strong clues and some deft
archery will lead you further on
your quest. Then there's the well
A wuil with oil in it? | wonder
what that could be for

sure enough, this well leads to
a complex maze of underground
caverns in true Zorkian tradition
replete with lakes, islands, dead
ends and traps and nasties of all
descriptions. In fact it seems the
only qualification a potential fea-

ACHETON

appears impenetrable but a few |

ture needed to be included in the
game is that it must have
appeared elsewhere in another
game. Ho hum
I'm going to keep this one brief
There's very little that warrants
sarticular attention in the game
f you haven't tred an adventure
on your 8256 then this is certainly
Iu'lil,-r llmn a |"HL!.' in the eve wit
a sharp stick. Even if you're a
sucker for cliches. vou could find
vourself ‘tluhung the r11|¢ir11|.;hl oil
over this one oh dear, I've
ziven the game away! Otherwise,
Suﬂ'! bother with this one unless

you find fifteen pounds a reasona-
ble amount o HF"q'!I'IL_! on vawn
material

Atmosphere 67%
Plot 63% |
Interaction 60% |

Lastability
Value for money
Overall

716%
62 %
B64%

Newstar, £9.95, disk (PCW 8256 only)

X Amtix! Editor
Jeremy ngru:-.-r
| may no onger
grace these
pages with his
witty and origi-
{ nal editorials but
M if vou think he is
longer
involved with spreading the Good
News to thousands of Amstrad
owners, you are mistaken. For
Jeremy now works at Newstar and
controls their Ambyte division
Ambyte exists for the purposes of
bringing out cassette based games
on disk for each and every
Amstrad model on the market. In
his involvement with this com-
pany it has become thanhlc T
arrange for several games to
appear on the PCW B256 that may
never otherwise have seen the
light of day

Acheton is one of these. Origi-
nally programmed and released

by Acornsoft in the haicyon days
of the BBC micro, Acheton is a trad
itional text adventure with all the
trimmings that go to make up a |
good game. The plot is dated Eut

then so is the game. However, itis
executed with such polish that
waorth

Clovae ook at this |

advenhrer hie eali

one

Az you may have guessed, the
basic premise of the game is for
the p{m;rr o wander around a
series of underground dungeons
and mazes in an attempt to
recover treasures lost long ago by
people who, by and large, should
wve known better. The game
loads from CP'M in a matter of
moments. The top of the screen
contains double height characters
to display the curreni location and
score. The rest of the screen is
used I conventional manner for
text display |

The parser and vocabulary are
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WRATH OF OLYMPUS

both respectable given the age of
the product and make for very
easy interaction. If the program
really doesn't have a clue at what

ask for an explanation. One of the
more interesting features of this

e game comes with a list of
numbered problems. When you
reach one of these problems and
cannol discover the solution, the
rame offers a way oul. Typing
elp prompts the computer to dﬂt

this is entered, a hint appears,
Depending on the complexity of
the solution, several hints may be
offered for a problem but they are

you ask for them. Finally, the
program always wams you when

NOCTURNE

=reyert ] he title Nocturne

; conjures images

: ol vampires,

B stakes and all the

rest of the gulhn

horror  features

that were the

staple diet of

: cinema  goers

| only twenty years ago. Not so,

however. The author, C Sharp,

| who i= also n-np{ma;hlu tor th-_r

abortive Wrath of Olympus has

used this title on a fully flt*dp.-_*d SF

| adventure game. Horror of hor-
rors!

You were walking home late
one night when something inter-
rupted the tired monotony of
your day. You were kidnapped by
| illegal aliens not the ones
Lenesis sing about — the ant-like
ones. Ant-like ones? Yeah, the
ones in the spaceship. They
knocked you out, dumped you in

1] £ - -

you're getting at, it does its best to |

rame however is its Help facilitv. |

for the problem number. When |

only shown one at a ime, when |

ture authors can be analysed in
detail and make the process of
playing such games far more
straightforward for the unin-
itiated

Ultimately the game appeals at
all Jevels. There are faults, The
game crashed whenever | tried to
enter a mineshaft for instance
and its not clear whether this bug

has been fived, For the most part |
l[I"lIv

however, the game mn smoo

It may be too traditional for old
hands but I think that this literate
effort, coupled with somethin
trom the Infocom range woul
provide an excellent package for
those Joyce owners looking for a

new  challenge once the sales |

ledger has been put away.

Alpha-Omega, £1.99, cassette

where you awake, bu.'pimrung the |

adventure. Wow, looks like Mr
";h.|rp comes from the Hulk'l‘hﬂt‘f

l school of plot writing

But before you dismiss
game through its total absence of
intreduction, Nocfurne has a lot
more to offer than WOY. At first
this would not appear to be the
case, This cargo hold you start the
game in is more like a cell (or a
room in some Adventure Interna-
tional game) than anything else
I've come across. Four walls, ceil-
ing, floor and a door — and that's
vour lot. Hit, kick, scream, feel,
ninnlp_ whait, punc h, stab, suck,
jump, wlak, exit, open, examing

everything was tried but to no
avail, | phoned the company

‘Bash Wall," they sai

Bash Wall? BASH WALL??7111

Well actually it works. But that is |

no excuse. Quilled games have
their imitations but surely ceating

their cargo chamber and that's | a synonym with Hit or Smas
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| Zeus.

this |

Alpha-Omega, £1.99, cassette

FrFea] those of you
l§ unaware of the
- L1;1‘1.|!lrmt;mch.
} Alpha-Omega is
d CRLs hﬁi’svt
b which
they're
il petting a  fair
= —r- 3 amount of cover-
age this month. As might be
expected for an adventure game

in this price bracket, it appears |

Quilled, with a few graphic
screens. The text is reasonably

| wrntten and the graphics are

adequate.
But I'm getting ahead of myself

| Back in the days when legends

lived, Aiolus, Lord of the Winds
stole a golden apple from Lord
noe  caught, he was
punished by Zeus with the curse

| of forgetfulness and sent down to

Earth. You play the part of the
exiled Aiolus. Despite your unen-
viable gnﬁiwament, there is hope
Legend has it (and we all know it
has to be true) that somewhere in

| down is ifts lack of atmosphere. iis

all very sterile. Wandering around
derelict locations only to be told
I'm wasting my time by examining
things is not my idea of fun, Sur-
prising as it may seem, [ have bet-
ter things to do with my time

And there are problems with
the interaction. Sometimes you |
want to pick things up and for no
apparent reason you cannot,
Locations seem badly laid out
without good reason. | thought

| life in those times was exciting

Yawn

It might well improve during |
the later stages but I'm afraid | met
I'I'Irl.' maltch in a cav e nirance
Couldn't get passed the bouncer
[:ut".\"* I 5hL|LI"Li hli'\'l‘ l'h.'l.‘ﬂ ’l’\'l_‘i'll'[nn
a tie. Wrath of Olympusis neatly

| packaged and presented and |

could reward perseverence but it
didn’t quite have the spark of Sea-
hese Della which | reviewed last
issue. My advice is to leave this
one alone

the final solution is about to be Atmosphere 78% | the Halls of Hades is the Fool of | Atmosphere 37% |
presented Plot 60% | Rememberance. If you can find it | Plot 48% |
hThur fuaﬁm ;:]undlud 0 Iwnvll:] Interaction 84% | and drink from it, you should be | |nteraction 47% |
that it makes the game an excel- able to cormect what !

lent cholce for Ih::i':t' unfamiliar Lﬂﬂ‘tﬂb“tty 85% WIOMNg = nat you G Lﬂﬂtﬂhﬂ“}' 50% |
with adventuring. The devious | Yalue for money 83% And so a plot is hatched. I've Value for money 44% |
logic employed by most adven- Overall 80% | heard worse. What lets this game | Overall 42% ‘

Hhat now 7w
A well 1t corridor
spade .

AL now e
You are on the
stairs.You can also
sunglasses . , Ain

hat now 79et spade

would not have been too difficult
Apart from the fact that only hav-
ing one word when others could
be applicable is extremely silly
and unfair, | wonder at the [Q of
anyone who chooses Bash againsi
another, more commonly used
word h:.- those members of the
population who have left nursery
school. | stopped reading the

W_—

You can also

land ing of a
s B e
UNCONSC1DUS

| things begin to happen

see. A

flight of
:Braken |
MAT

Beano fifteen years ago under the |
impression that it could no longer |
offer any inspiration. Evidently [ |
Was WTT Fll_i.".

Okay vou bash the wall and |
This is
where the game really starts to |
take off (well, it couldn’t get any |
worse). After dealing with a
guard, vou are fairly free o wan-




Dl “One of the best” — Popular Computing Weekly
- "ltis good, no-nonsense material arts stuff with some really good
animation” — Your Computer
“Good fun, graphically excellent, and if you've so far steered clear of

martial arts games, this could be the one to get you hooked” —
Computer + Video Games

SPECTRUM £6.95, AMSTRAD CPC TAPE £8.95, DISK £13.95

Purnell Book Centre, Paulton, Bristol BS18 5LQ



YOU KNOW THE REVOLUTIONARY
AMSTRAD RANGE IS TOTALLY EQUIPPED
FOR WORD PROCESSING. BUT DID YOU
KNOW THAT SOFTWARE FROM MAP, ONE
OF BRITAIN'S LEADING ACCOUNTANCY
SOFTWARE PRODUCERS, CAN
TRANSFORM YOUR AMSTRAD TO
PROVIDE THE COMPLETE BUSINESS
ACCOUNTING SOLUTION?

OUR COMPLETE £}49# PACKAGE PROVIDES:

INVOICING & SALES LEDGER WE GIVE YOU FREE AFTER-SALES

Keeps track of your goods and services support for one month, to familiarize you with
| on credit, VAT, and offers complete all the facilities the package offers. Twelve
invoicing facilities. months support is just £50 (inc VAT).
PURCHASE LEDGER
Keeps track of your purchases, retains FOR MORE INFORMATION, ENQUIRIES ON
files on all suppliers, and money owed. BULK PURCHASES, MAP DISTRIBUTORSHIPS
OR DIRECT MAIL ORDER SALES JUST FILL
' NOMINAL LEDGER IN THIS COUPON AND SEND TO US.
- This gives you an instant summary of all FOR IMMEDIATE ACTION RING
your company's financial transactions. SHEILA GREEN ON 061 624 5662
Trial balance profit and loss account
balance sheet
LN N N § § &8 § &8 B N N &R §} ™
STOCK CONTROL PLEASE SEND ME: | enclose: & !
This powerful and versatile system ¥ O Further Details I
controls movement and levels of your il O Invoicing & Sales Name 1
. Ledger (£49)
company’s stocks. B [ Purchase Ledger £49) Company i
[] Nominal Ledger (£49)
: 0 s:::‘kngnmmﬁ;ﬁsn Address :
INDIVIDUAL PACKAGES ARE JUST i qgﬁmuﬁ‘ﬁ: i -
£49 (INC VAT] EACH i i {Dm"r not include Payroll)  All prices INCLUDE VAT 1
MAP’s Amstrad Payroll package is just @ MAP COMPUTER SYSTEMS LTD i
£49 (inc VAT). 105-107 Windsor Road. Oldham, Greater Manchester
O ] ‘e Tel: 061-624 5662/3 amio 1§
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der much of the ship as you

please. There are all manner of
objects to be found, some famil-
iar, others not so obvious. The
ship itself is full of surprises for
the unwary and the more you
explore, the more menacing your
unseen adversaries seem to be,

A menagerie of human life best
sums up what I've seen of the ship
so far. Magpies to mongeese
and vou of course have all been
left unguarded in the wvessel
There is even a self contained
desert, its purpose unkown

Now this is better. The graphics
are competent and interesting
The descriptions are short but
neat and you can only wonder at
the fact that this man also wrote
Wrath of Olympus and think
perhaps there must have been
some divine inspiration involved
here. | admit to having failed to
solve it in the time available — not
because | met any specific prob-
lem but | wandered around too
much

This game is far from being a
classic in any catagory. However,
for the asking price it appears to
be worth it, despite the inexcusa-
bly bad beginning. It has restored
my faith in both Mr Sharp and
Alpha-Omega’s ability to turn out
respectable budget adventures
Not bad at all

Atmosphere 7%
Plot 34%
Interaction 62%
Lastability 64 %
Value for money 67 %
Overall 68%

ooy

[} o is a SUCer. An
Pt agent  of the
i SUPREME UNI-
d VERSES COM-
N MAND, that is
This game is all
about his
34 exploits on the
R v \planet Qor. QOR
is a mined graphic and text adven-
ture written by Steve Baker with
Incentive’s GAC Somewhat
irrelevantly, | feel that Mr Baker
may be a Troveller player. Or
perhaps he reads the same mate-
rial that inspires those involved
with that ageing EPG. Whatever
the inspiration, QOR has an above
average plot line which should
-I_Epl‘ﬂ] to those fans of hard core
l.'

%

The haa‘kgmund then requires
an explanabon of the history of
the planet Qor, or Ra as it used to
be known. Ra's ruling class was
formed from a detached aristoc-
racy who ruled over a plethora of
E.:.mmﬁ within a senes of Bal-
canised states, These states were
geographically and socally
unctuated by the existence of
isolated groups of magicians. Qor
emerged when nomadic space
pirates finally chose to settle on
the planet, forming an alliance
with the aristocracy. The peasants
grinned and the magicians disap-
peared

One generation later and the
new breed of Qor based space
pirates have been busy buying
arms for a large computer com-
plex on the planet. Itchy fingers?
Nell, nobody's too sure but the
people at SUC want an end to the
situation. Subtly, they decide to
blow up the computer installa
tion. All they need now is a way to
get Jo onto the planet in a Qor crait
so that the mission may be carried
out

| make a

Enter interstellar guy with a
grudge, Zaucu. Zaucu was a
member of this slanet’s
unsavoury breed of nobility. His
palace was destroyed by Ueev the
virate and his minions. Reasons
Fur this are not too clear but
-»t:r.'ug]":t .1Ilrth'.||'d- erl:f:t
moved into the deserted City Of
Magicians, Right now this despic-
able person is off world, attempit-
Ing to acquire extra equipment for
his men. This pressures Zaucu to
timely re-appearance.
SUC manage to make the unlikely
arrangement that Jo can be used
as an intelligent muscle. A ticket
to ride, pd.'I%hlp‘?i. but where are
the repatdation bonds, eh Mr
Baker?

Unfortunately, this plot is
about the best feature of the game
Arbitrarily complex it may be but
it does pack a Lrl of atmosphere
into a few paragraphs. The rest of
the game is filled with spartan and
often awkwardly surreal dialogue
‘complimented” by graphics of
varying quality. Some of the
graphics are well drawn and self
mpli:mntury while others attempt
to make crude allusions to irrelev-
ant subjects through the process
of implication. Yes | spotted the

hallic symbolism and if it wasn’t
intentional, then | can only
suggest the author's subconsci-
ence should be put on a leash
Most top shelf magazines have
more clarity, colour and have the
added advantage of being
cheaper,

The game is too glib by far,
hence my frustration with this
review. It could have been bril-
liant and almost is. Avant garde
music isn’t what I'm looking for
on an Amstrad (1 have an embar-
rassin "I'g' L‘n e L‘uﬂl-l,t]ull ol 1,1|.d
Pink Floyd albums to satisfy my
needs). Even so, the ‘music’ com-

MALT4a(E

bined with the original and some
how L:i.JIJ,Lp-:ﬂing opening sequ-
CNCe manage o convey a sense of
better things to come. This expec-
tation is not fulfilled.

I'he Jo-jokes are s0 bad, you can
| let them pass without too much
| nausea but the futurstic ‘rap’

| used to t!'rm*nl most of the text |

stinks of self-indulgence and is
quite off putting. A matter of
taste, | ARTEC, but annoying to
most, | imagine

Malidale were kind t'l:uugh o
send me thé full solution (one
thing this game possesses is size)
and the ending is one of the mos!
| unusual, unsatisfying and yel
| curiously appealing | have ever
encountered. | would like to see
another game by Maltdale and
Steve Baker for all my criticism
Maltdale appear to like new ideas

no fool and has more than a mod-
icum of imagination. However, it
would be better if the consumer
had a little less ego thrust down
his throat and more fun. Nodoubt
none of what | say will prevent
QOR from achieving cult status
That's fine

The game is available from
Maltdale Software Lid, PO Box
292 London, SW11 68BH

| Atmosphere 89%
| Plot 90%
| Interaction 66%
Lastability 72%
Value for money 63%
Overall 64%

can’t enter) and at the floor-disc to
the bridge..

~——=—ilhat

he ship, in

Now?=—=-- w
One could leave this

_ the crossroads of
? directions.

HiEt
ot s it
T
32 s8858 1
nhing

|
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1 econd part in the
*-:;.f_ﬁf L:-sld - Ph:rrﬁ::-
i uadri &
” ?m&llg.r nﬁ.];'m\red
a4 from Vidipix. A
lot of fun it
turned out to be
ld as well. Playable
. [] as an adventure
in its own rigcht, this rticular
Quilled effort begins on the planet
Earth (the destination made an
objective in the first game), This is
| more of an information gathering
exercise than anythi else.
You're still on the trail of that elu-
sive lost vessel, the Phirious. You
need to get information and trans-
portation for the next stage of
your adventure.
Let’s get one thing straight right
| now Tgl' more | E}' Ih%‘ﬁll.‘ &d
| ipix adventures, the more | enjoy
them. The consistency and and
continuity of these adventures is
superb. At the same time, they
work excellently as stand alone
games. A rarity if ever there was.

Ocean, £9.95, cassette, £14.95 disk

=] uasimodo is

el

L ll back. Mo longer
fa“p ol in e 5
‘ & form though, as

1Y this latest game

/ |fq from n
g I must be the first
=~ A1 to take a charac-

PR e T dter from a fam-
ous arcade game and write and
adventure around him. The e
uses a multi-load format a .
sentation style both similar to
those introduced in The Never End-
ing Story (reviewed back in issue
two), The result is, unfuﬂumleli',
a dire game but one that should
rank amongst the prettiest of
Amstrad adventures.

Loading the program is a joy in
itself. Once the main program has
loaded, com with its colour-
ful title screen, a Tk-asing theme
tune bursts into life to compli-
ment the credits. Unfortunately,
unless you just want to sit there,
]éalming t;;“ this lirllndthre;-mim

itty, ve to end it abru

m?ﬂﬂ" the first section nfpti}jt];
game to load. The result is a Ianﬁ
winded process that isn't wort
the Tﬁff-::rt. T

e game proper has a very
attractive dis Ey. The top third of
the screen is taken up with a sup-
erbly drawn scene with an inset
on the left hand side-to display a
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THE LOST PHIRIOUS PART

TWO: THE PLANETS

Vidipix, £2.50, cassette

The sense of humour so evident
in the first game has not been lost
here, the author still taking
advantage of any opportunity to
place his tongue lirmly in his
cheek with every response. No
longer are you referred to as an

old goose gog but this rather |

unusual terminology is replaced
by such affectionate terms as
‘Mulberry Bush’. More impor-
tantly, the terminology used con-
veys a deceptively friendly atmos-
phere to the player and adds
greatly to the simple enjoyment
of playing the game. There are a
few let downs. Too often the game
responds with the bland state-
ment that nothing interesting is
gleaned when the player
examines something. Most of the
replies or prompts are more
interesting however.

The game itself involves using
teleports to travel across the solar
system in the quest to gain the
necessary equipment and infor-
mation needed to continue your

close up of the main character or
event. If an object is picked up, an
image of it appears in a smaller
:ju'.et to the night of l::'.*.lfi pil;iu:.:j.
to six objects ma is

atpnnu- (but no nm:le than 'ch.i_z.r as
only six objects may be carried at
any one time).

ow this graphic area, a two-
colour redifi character set
scrolls up to describe the locations
and, of course, respond to any
input the player may wish to
make. These responses must be
improved if Ocean expect their
adventure to be taken seri-
ously. The limitations of the
parser make it evident that Ocean
simply want the game to look nice
but care little about what a player
actually wants from a game.
Mulﬁl;ﬁ:ﬂ commands are quite
possible with only the simplest
punctuation and syntax but the
variety of commands is severely
limited.

You cannot, for instance,
examine things! It doesn’t give the
bland response, “You find
nothing unusual,” but ‘1 don't
understand examine.” Ocean’s

ment would bly be that
you don't need the word. Any-
thing worth picking up can actu-
ally sm:}m tht:;crwn. 1 dont
suppose it's wort inting oul
that to thousands rﬁm ﬂdveﬁtum

THE
LOST
PHIRIOUS

Part 2:
The Planets

| means Vidipix will take advan-
| tage of the more sophisticated

quest. On your way, you
encounter a humbled but hungry
service droid who can make a use-
ful ally if fed, a disassembled
Amstrad 664 which may appear
to create more problems than ils
worth but is invaluable if progress
is to be made.

The Lost Phirtous is a real boon
for Amster Adventurers in that
it's cheap, well written and
thought out and playable by

fun io

game addicts, it's actually
examine things. No, that would

be asking too much.
The plot (something that Ocean
realised  adventurers  would

appreciate) is that girlie idol

beginners and experts alike. A 1
couple of the solutions to prob-
lems depend on very comy jokes
but they're so bad they work.
apart from that, the u.m'l}* gripe |
have is that the Help sheet sent
with the adventure told a muEIL*
of fibs — through error rather
than a sense of fun, 1 suspect
Anyway, as with its predeces-
sar, the game makes use of a
multi-load format to make up for
as many shortcomings as possible
and is a pure text offering once
more. A nole in the instructions
mentions that part three of the
series will be written with GAC
but will retain the text format of
the original. | hope that this

rser GAC has to offer. They can
rardly lose out if they do this in
conjunction with a multi-load
l.‘f;lmv In the meantime, consider
this another l"l.'hpm.‘t-'lh't' and
enjoyable effort which won't rob
you of too many pennies.

Atmosphere 78% |
Interaction 65% |
Lastability 68%
Value for money 73%
Overall 74%

Esmeralda (also the source of
many unprintable jokes) has been
kidnapped by Cardinal and his
spineless lackeys. You, as

asimodo, have to get passed
the guards surrounding Notre

H
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1
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Dame and reml.:-: her. Nutf sur-
isin, ou take the risk of get-
Ejl:g hﬁlﬁ a few times a!unggthc
way but all this can be offset by
watching the beautiful scenery.

This may sound cruel but |
hated the game. There was little
incentive to pl.lg' except to see
what wonders the graphic artist
had managed to come up with. As
an adventure, it's a waste of time,
space and money. |'m not criticis-
| ing Ocean’s ability to program.
They have proven themselves
time and time again in arcade

me programs. [ do feel that they
E‘:wnEl a clue about what makes a
good adventure. If only they put
as much effort into the presenta-
tion as they did with the content,
they might even produce some
classics,

For the same amount of money
as it would cost you to get your
grubby paws on a ¢ of this

me, you could easily pick u
about four cheap but good Quil-
led adventures. Rnd that's exactly

what [ suggest you do.

Atmosphere 32%

Plot 31% |

Interaction 58% |

Ve tons 20%
ue for money

Overall 30% |
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| . . s
- TEL: 061 834 2808
M

P :m:lT £99.99 gt:-;. Gur'l-r i
op. nts X tro
AMSTRAD Pop. Accounts/ Payroll

RRAP OURPRICE ::;rl:l:;cwms g w

CPC8128-Colour £399 £arTe Plus £149.95 PSIS Stock, Inv.

CPC6128 - Green £299 c£284 Payroll £69.95 gs Sltl;‘l : £99.95
459 £439 Invoicing/Stock tock, Inv.,

Pcmw gﬁg Eﬁ‘;‘ C549 Cnnirnlw £69.95 Sales, Pur, Nom. £149.95

Database £69.95

RS 232 for 464/664/6128 £49.95 £44.95

RS 232 for PCW 8256/8512 £69.95 RPNIE e R e ioa th
v

DMP 2000 £159.95 £149.95 £69.95 ScralchpadPlus  £69.95
SSA1Speech Synthesiser £29.95 £26.95 Magic Filer £69.95 Brainstorm £49.95
MPZ - Modulator £29.95 £26.95 Retrieve £69.95 Touch'N' Go £24.95
J¥2 - Joystick £14.50 £12.50 Accounts Smartkey £49.95

Modem - £136.85 £126.00 Super Combo £199.95 DIGITAL RESEARCH

PCW 8256 Modem & Sage Software £189.95 £172.00 HISOFT DR Draw £49.95
each Boxol 10 Pascal 80 £39.95 DR Graph £49.95

CF2 3 Discs £3.99 £37.50 Devpac B0 £39.95 Basic Compiler C49.95

e <ot R £39.95  PascalMT + £49.95

CF2003" Discs £5.99 £55.00
KeyboardTutor  £24.95 Printer Extension

FDI - 2nd Disc Drive £89.95 £84.95 o L etCash Cable 825658512 £12.95

DDI - Disc Drive £159.95 €149.95  trader £99.95 Covers

AMSTRAD CPC6128/PCW 8256/ Microfile/ R0 Swmie si2%e
PCW 8512 SOFTWARE Bridge Player e Wi £12.95

Personal Assistant £94.95 Touch 'n’' Go E24.95 Hitch Hikers' Guide 256K Expansion
Pocket Wordstar £99.95 Mastercalc 128 £34.95 tothe galaxy £28.95 kit for 82556 £49.95

{plaase stale whether Pyradev £29.95
for 6128 or 8256) Protext £26.95 ALL DISC GAMES LESS 10% OFF RRP.

JUST SEND YOUR CHEQUE OR P.O. WITH A NOTE STATING
£49.95 Promerge £24.95 WHICH TITLE YOU WANT.

£49.95 Prospell £24.95 Post and Packing FREE. ALL Compulers ADO 6 for value UNDER £250
C£19.95 Al paymants cheque or P.O. 1o LM PRIESTLEY
SHOWROOM NOW OPEN ALL PRICES INCLUSIVE OF VAT
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come issue’'s high the Arcana is here. Albeit
shrunken. Space has been the culprit which means we've had to
mnz:ylhingln a tiny area, maps and all. Still it's not the size that
counts, it's how you use it. Something different for you this month.
The code used in the tips is simply a reversed al s0 A becomes
Z, B becomes Y and so on. But apart from the and maps there's

-------------------------------------------------------------------------------------

Theseus parts | and [l were sent (o
me this month by Anthony Col-
lins from Birmingham. Together
they deal with the adventures of
the Greek hero, Theseus during
his adult life. The game was writ-
ten with GAC and takes advan-
tages of both the excellent graphic
mri'i interpretative features of that
utility.

The game is too massive to deal
with in detail but believe me, it's
excellent. The author was also
thoughtful enough to send some
d and well presented
documentation to help make my
life easier. | have no doubts as to
the amount of care and hard work
the author put into this game and
the result is a well- while,
professional game,

KeY: S
8| 7o 3o fom A 9B dyoe ENTER B (o ENTER Dook i door is pibatar)
Te 1“ E’Jl Py kﬁt Md\ﬁw wtﬂhdx b}w (‘{'.‘u'ﬁ o, b 2

s || epaen a sl
cFriis “P| — SRS '_| . oL
L

By
3| pooti wa |10 E_ s N
| P

o i e, | [

£ oom

i S .

Bedgocm &L PCE fT

luns.mﬂ&*;ﬁgﬁw g{ pPROJECTOR S
-fLce  Remore S% MOGWA | (m C 3

LADDER SwowPLovGH  Cl KNiFE ASIRK 8 "1" o ; e
MRAIL Box ST(&PE 4 hntrev..(mbwr# ) 4
weLDing TORCH BOTTLE DI CAmely PeisTic 1Pe El m ™m:

it sy it %:%;haﬂ&{numunu\ Fa |

L
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FEATuRINC-/AS GIAL A

WiTH THE FULL STORY <OF I?OOI"IPAKK f\KNﬁE
‘.,,___._______—-_—‘

Doo mduksiﬂevewe 8 {han adveniure, might

Doomdark's Revenge s avaliable now from software dedler: everywherns Ir
T
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FremHouse N THE FOREST
FARm TRACK N THE fOREST LEAFY GILAPE
+ {
GREAT VRALLEY W fREST 1N THE FoREST IN THE FOREST foEsT oF SIGHS FoRET OfF
| [ ‘
ET TR ENTHA
VALE OF SHADDWL FARA FoR&LT PATH | WoNS>
1 |
FRUIT GRWE RET AT
FOREST PRAY EPIEOF OO { - .
TANGLE
KEY: |—,. }
—  GOES Bo™ WS g
——  ONE Wity
——  FOREVER
Mr Collins wants to start an man ?eophl!lud have access  large, the game was well coded, take the time to
adventure club with a difference. 10 GAC. E ,zgrﬂtduluf oly a and intri- mmmmm :
He wants tosend himorig-  care and work will be cate te a few niggling envelope. |
inal andideassothathe  from anyone interested but I do |
may translate them into GACked  wish Mr Collins and anyone who Mr Betteridge’s second game, | ETTERS
adventures. But he wants more takes part in his scheme a lot of Guardian is over with
than a worth of luck. Anthony Collins can be : and . The
ts should be reached at 17, Larch House, 37 title refers to the ofa INVISIBLE INFOCOM
well out if aretobeof  Shawsdale Road, Bromford, Bir- pact between the forces of Good
real use. Above that, theamount  mingham, B36 8DG. and Evil. The pact allows free pas-
ddtvdrtnlwmktHﬂwl sage to Heaven or Hell for each Dear 5M, !
m sending in the E Betteridge can almost soul ing the living world 1 am writing to ask a simple gques- )
— but the more the bet- himself a man, coming on the judgement tion. Where on Earth can |
ter. from Telford, not a million miles ﬁﬂ, . the pact has Infocom Adventures from. I'm !
In return, each member would  away from this very keyboard. He broken by the forces of evil keen on getting Planet- |
receive a copy of his own game sentme two GACked adventures,  who have forced a soul destined mmtmwﬂ .
’wwwmmmu one with and one with-  for Heaven into the firery order department doesn’t do
by other members out. Again, both weresentinwith  of Hell. You have to follow them. By the way, my friend sa
| be obtained for £1.50 or £1.00 if a useful notes (and fullmapsinthis  and get him out and back up to your Hi aH%dm*t |
blank cassette is sent in. MrCol-  case) and the adventures were before an all consuming Fﬂﬂytmn Y
lins would also try to get each sent on disk (never to  warbreaks out between Good and G Ross, , Oxford
game reviewed and even tempt be scoffed at with our deadlines).
ldtwllhhumhbt:mhuﬂm mw.ﬂui:iﬁldh mll;du I':_lmhlhlhﬂm
i LAUs more
e s I, . gt e e LR G e el
wmma ignored of the Sec- intriguing in many in touch with them
mﬂmmmmm ond World Warto put you inthe  respects. [f the games have one your quest to an end, There are
author). role of a in a Japanese fault common to both, i Hikers
The idea is to say am”dmhhmpe.mh must be in the slightly limited the word that has to be typed
the least. It's also tosee  in difficulties % Il;l;frtpl into the 1s semi-randomly
enthusiasm from someone asca within the camp and finding a is offset by the integrity and con-  selected. To avoid lﬂfmmn,
“w“mpﬁﬁﬂ%% pmghgl rrounds it ﬂy]ﬂmtﬂh tubuth.w E Cwmnvm'!guwwi ::iu“ ]
was ; : su : Common 1. :
I have some doubts about the via- Some of the are on the can be contacted at 39 &%wﬂhuﬂuﬁnﬁwfﬂ: i
bility of this scheme. If ve side but much of the , Hollinswood, Telford,  second verse. '
was F sCenery SCTeen A : As to my other tps nol working, [
'mﬁnd ve his work cut are respectable. A couple of ﬂnﬁ?nm?cmw m?ﬂ: [
out for him. m {one of Hopefully, there willbe more  back when dealing with the Improbe-
make the quality of these acquired me whichdoorlwas  homegrown material to look at bility Drive hook-up. However, [ cor-
mawdn'lhﬁmmh mm;-ma next mofith. Incidentally, anyone  rected this @ month later. Apart from
- And the success of his there was only whnmulhd‘:&ma that, all my tips have been accurate.
scheme also depends on how one door ahead of me) butbyand  will have their granted so SM
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AT of SLIME

Dear Sean,
gl gl 7
t can be just as a
dnm:w,lufur:imummnlem
in your column from a certain Pat

W of Wigan. He asked
other GAC owners to get in touch
with him. You went on to wish
him lots of luck with the response
to his letter. This was impossible
of course because you

to publish his full address.

this your way of ensuring cor-
m;wndﬂllxe
not. As a fellow owner of GAC, 1

Ak, caught out at last. Crime doesn’t
pay does it? My toadstool isn't
mfortaﬂrmgmmdiml to
add little detals [ike readers” addres-
m.im.ﬁumndﬁﬂm
either beaause Pat Winstanley isa she
and not @ he. The address is 13, Hol-
E:ml'hy. Wigan, WNIBLS.

tle we"re on the subject, Mrs

Winstanley collaborates with one Mrs
Sandra Sharkey to produce a fanzine
called Adventure and a joily

contacts and notes on getting the best
from GAC are the usual fare in the

details, an S, mmmm
;ﬂﬁ'giﬂmﬂts,

Dear Sean,
| have wrntten several times to all

t1 do offer is help — by
step or full solution to any of the
games | have listed. For the price

ally busy with helpline services).
If your readers want help, all you
have to do is bring this to their
notice instead of always nsk.ing
ythplmplc don’t write in, offer-
"‘% P .
ive old Whitey in Zzap! a
and tell m o 2
I 1f you don’t want hel
e r readers
Brook, Stafford,
Staffs, ST17 9EB. Tel: Stafford
56723,

o
en
rdis-

1 always nd
Eﬁ;&.ﬁ%ﬁﬂim

b I've been sent (one reason

mﬁgf!mr'l int it), I'm not ahoays
askin mﬂ:mfmmrm:ﬁ /
already sent in useful
#ﬂ;ﬂﬁ.l'mhﬁg’l:—ﬂtdﬁﬂ-
ing what to use and . Your letter
is uul ndl"mi:;f;l;ﬂy
W
offer but lhmummminuaf ym!:ruk:-
ter is totally un- :
I can also assure ye l:ry
coun in Zzap! opens
ﬂhunm;i}kﬂrm;a;w
gkt i _ :
murﬂlguf:ﬁuurmlnmuﬂm
available on the Amstrad. uw
required, recommend hi
mmhﬁrkmbrhﬂhynuq;:dpur

M

foom PR LRSS
Towr

FOREST AT WORLD’S END

This month’s major tips is from
Carsten of Denmark who
has sent in the full solution to
Interceptor Micro's Forest at
World's End. Carsten also sent the
map used this month. Many
thanks and twenty pounds worth
of software are headed overto the
t‘;:nﬁmmt The solution goes like
this:
TLMV.MVM.TVCOLT.TL
D.HHHHH TVGSLIM. TL
MV.H WILK OLT across
cavern. TL V.V.V.H.D.D. TVG
ILEY. TL V.M. LD across nver
in the boat. TL M.M.M.M.M. At
this point you will be attacked by
wolves. Alter three ntt“irl:]lpts to
move a woadnymph will a r
and heal your 'Jmupnds_ mfﬁ:'
SV1 to say thanks. She will give
al to protect you from
V DRGXS.

TLD.S.V.V.M.YOLDSLIM to

to the top of the .TL

HHH. TVG .TL
DMMMMVY.MMV.F. GRV
ILKV to rock and lower the other
end into GSV ELOXZML.
XORNY WLDM. TVG XSVHG.
TLEW.D. LKVM XSVHG with
the key. TREV QVDVOH to the
blacksmith. To get the sword,
EVZI TEGLM\F 'l%sl'l!;H.D.H.\".

LFXS - i rwa
V. V.V with the sword [ﬁmy
Bﬁfw m Wh EHSEMH TL
GL WFJTVLHH. TLW.TVG
KIRMXVHH NZ1Z.

To finish the adventure, TL
F.D.D.D.M.D. YOLD SLIM.
D.D.D.H.H.H. ILD YLZG.
M.D.H.D.D.D.M.M.D. And
that's it.

" Thank you for your letters,

games, zines and ma
sending the stuffin

. K“:rmu

be used sooner or later, Next
month | should have tips for Red-
harwk with a litthe huck late

than never). The address to write
tois: ARCANA,POBOX
10, LUDLOW, SHROPSHIRE,
SYB1AQ.
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MALCOLM HARDING
takes on the mighty
British Rail (noteasy
from Ludlow}, and
travels south to
London to inspect
the goings on at the
fourth Amstrad
Computer Show.

It was hot, it was Friday the Thir-
teenth, and | was ‘getting there'
courtesy of British Rail but, sur-
prise surprise, nothing went
wrong, and once again thare was
loads of new matenal, even if most
of it was for Joyce owners.

It is very sad that, despite the
fact it was hald in the capital, there
was still a marked lack of interest
from mhwmw with
naw games. Was
showing the Amstrad conversion
of Graham Gooch's Test Cricket
while Alligata invited punters to
play Meftdown, Over on the CDS
stand trade was lively for their best
selling game Steve Davis Snooker
and Colossus Chess 40. The Price
of Magik generated a lot ofinterast
on the Level 9 stand while Mikro-
Gen was doing brisk business with
its latest offering Equinox.

On the M stand cus-
tomers were able to marvel at the
axploits of Bi and have a
paep at tha it Straatl Editor for
the CPCE128. A new name,
Maltdale of London showed two
new games QOR and The Student.

Of the 80 stands at the show at
least a quarter of them had only
racently climbed aboard the
Amstrad bandwagon. More and
maore the Amstrad show is becom-
ing dominated by serious software
and hardware, parti for the
thin and fat sisters, the B258
and the recently introduced
PCW8512. Briefly | shall run
through the various stands but in
no order of preference.

Backenham basad, Transform,
specialises in business software
lor the 6128 and 8256 and they
were demonstrating Mastarfile,
Mastercalc, and Draw. Caxton
Software had travelled across the
city. As one of the leading pub-
lishers of business software they
were showing off a host of acces-
sories including Carabox, an elec-
tronic card index: Touch 'nGo, the
24 hours to keyboard mastery
program; Brainstorm, the world's
first ideas processor; and Scrateh-
Pad Plus, the virtual memory
spread sheet.

The similar sounding Saxon

, based on Humber-
side, showed would-be punters
their database Microfile, formerly
known as Flaxifile. Together with
Microword this is now an official

Amstrad product configured torun
74 AMTIX August 1986

an the Joyce and Fat Joyce and
also tha 6128, Also on show was
Flexilabel, a powerlul labelli
program to print mail list | 5 Or

multiple copias of the same label;
and Cashbook Accounts,

accounting for cash retail busines-
ses to VAT Scheme D.

Exciting developments in the area
ol electronic cnmgmnicatinns
wera provided tockport basad
MicroLink. ﬂﬁmp&ny's user
friendly format provides access to
features such as WeatharLink
which enables you to download
the latest waather satailite pictures
to your micro and FloraLink whera
you can order flowers 1o be deii-
vared anywhere in the United

Kingdom.

On stand 21 Loadplan were
offaring Panasonic CF2 and
CF2D0D diskettes for the B512 ata
speacial discount price. The
Dartford based Load and Run
introduced Cavalier Software for
PCW owners and showed off two
new products, Tedeadd and Stock
Control and Invoicing. Grampian
based Grayfield, are specialists in
computer training and they run
Locoscript word processing
courses in London evary Wednes-

b b

et

THE AMSTRAD ROAD SHOW

day and Thursday. Courses are
also hald once a month in Birmin-
%ham, Bristol, Manchester and

|

The Croydon Effective Educa-
tion Assoclation offers training 1o
give famifiarity, understanding and
confidence in computer use 1o
business people and all courses
include training in how to learm
naw technologies, practical
experience and individual atten-
tion. Minerva Systems of Exeter
offerad a simple to use database
for tha J and Fat Joyce for
under | Next door London
based Connect Systems
demonstrated the latest version of
Maoneay Manager, 'a flaxible man-
agement system for personal and
small bl..m.lrry\:ss use. Saeveral book
publishers had stands at tha show
including Bernard Babani, Glen-
top Publishing Sunshine Books,
- Books and Phoenix Pub-

Educational material was not
overiooked, either, for LCL Edu-
cational Software was showing
off its first product for tha PCW
entitied Micro Maths, Cirkit
unveiled its long awaited
anhanced software package for
tha Amstrad Prestel Link. It pro-
vides not only telesoftware
downloading facility and text
dump, but many other improve-
ments such as off-line aditing of
Prestel frames, user-defined func-
tion keys, and the option to con-
figure to other modems all for just
£19.95 on disk.

Electric Studio had a light pen

and graphics program for the 8512

and B256 as well as several new
programs for the CPC micros
including Music Box and Multi

RETURNSO

Text. One of the biggest stands at
the show was taken by New Star
Software who, it is fair to say, have
been one of the leading forces in
producing realistically priced
software for the Amstrads. If you
want to transport your Joyce from
home to office or to site visits then
stand 46 was your destination.
Here Vidix Case of London were
selling a Vidix Transporter which
holds everything — monitor,
keyboard, printer, modem, cables,
manuals and even disks — yet
costs just £21.75.

Dorking based Compact
Software unveiled two special
products, Daybook, an antry laval
accounting pacl;age for the first
time Joyce and Fat Jayce user,
and Compact Accounts, which
includes sales, purchase and
nominal ledgers and sales invoic-
ing. Sandpiper Software of
Clwyd, North Wales, specialises in

writing business software and
database m i systems
for the Amstrad saries and
unvedled File Manager,

Nearby Sagesoft was showing off
its full range of accounting and
payroll programs including
Retrieve, Filer, and Chit-
Chat which this year won the
British Microcomputing Awards
Trophy for the best Communica-
tion Software.
Timatic Systems of Fareham
specialises in Amstrad peripherals
and released several new pro-

ducts including a five and a quarter
inch 1 megabyte disk for the 6128
and 8256 with the ability to read/
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write MS/PC DOS, and a 10mega-
byte hard disk for the 8256, Graf-
sales from Watford introduced the
first digitiser/graphics/CAD tablet
for the Joyce and Fat Joyca. This

represants nwl‘ﬁ‘r m‘#ﬂtfﬂl and

wurh Mamhe&tal s
ﬁhn Software was Dmc
Mate for the B256 and B512,
complete directory aditor whi-::h
allows you 1O recover erasad files

and pravent files from
dentally erased.

beaing acci-
Mem-
ory of Wi on
launched no less than five new
products to complameant tha
highly successful AMX Mouse.
They included the AMX
Pagemaker which allows you 1o
produce your own nawspaper or
poster. They were also displaying
AMX Digitiser, AMX Magazine
Maker, and AMX 3D Zicon.
Northern Computers (Che-
shire) launched the Amstelax Sys-
femn for networked and stand-
alone Amstrads to use a direct
telex line without tha need for
list software, Close by
Amor was dispiaying the first
Spelling Checker for the two
Joyces. Prospall has bean
developed to work with Locoscripl
and all other Amstrad word pro-
systams. Vanguard Lei-
Preston launched a music
or called Music Master.
is software is available on cas-
sette or disk and enables the com-
puter keyboard tobe used as a
music synthesiser. A multi-pur-
poseinterface for the CPC micros,
called Multiface Two, was
unveiled by Romantic Robot of
London. Evesham Micros

allows the transfer of all memory-
based programs 10 disk.

That in a nutshell is the lowdown
on the fourth Amstrad Show. The
next ane is again being held at the
Novotal in London will ba
another three day event, from
October 3 to 5 inclusive. It is sure
to be another financial success!

CDS -: |.|r|r:

hat make

ampar

machines. On diﬂmliynwmlﬁl
for £19.95 and is scheduled for
relaasa mid-August.

Hat on the heels of our exclusive
feature last month revealing how,
for a meagre £20, you could

upgrade your PCWB8256 to Fat
Jayce status, albeit without the
second disk drive, Citadel Pro-
ducts Limited, have come up with
a conversion scheme, costing
£189.95, which adds a sacond 3
inch disk drive of 1Mb capacit
and triples the RAM disk to K.
The one & unformatted
sacond disk drive is identical to the
new Amstrad 8512 drive and fits
internally. No mesasy axternal box
and cables of other kits now on the

markat! Tha axtra mamaory

AMSTRAD SAY NO
TOTHOR QL

to !‘Iﬂp CST from producing their Thor

Amstrad have acted
version of the QL. tclaims

from Sinclair include ﬂmrﬂlﬂmwh
intends to block any attempt to produce a machine based on the Ql's

CSTis confident it can acquire Gir-
cuit boards for the machina from
one of Sinclair's suppliers, but an
Amstrad spokesman insists it has
all tha intellectual property rights
{o the QL. The company is insis-
tent nobody can produce a micro
based on the QL hardware.

The Amstrad added
CST would have to ask them for
permission 10 use these compo-
nents and even if they did so the
apglrrrg! would not be given

intention with risto
sell it as a £550 upgrade to the QL
incorporating disk drive and inter-
faces, and then 10 eventually sall
complete machines Cir-
cuit boards bought by CST. A
number of these could be pro-
duced from early production runs
but if the company is to produce
the machine in any large numbers
they must first persuade a man-
ufacturer to re-start production of

increases the RAM disk from 112K
to 368K and will now allow a full
disk of programs from drive one to
be simply moved to RAM disk.
The U512 kit comes com-
plate with all tha itemns neaded and
full instructions how to fit. The only
tools needed are screwdrivers and
a small hacksaw, Citadel claim it
can be fitted in under 20 minutes
by any person with the k
to change a plug fusa! However, if
you are not feeling creative a net-
waork of computer dealers has

been set up to enable purchasers
mw have the kit fitted by a

rights' it bought
L circuit board and it

the boards.

It's rumoured Korean manufac-
turer, Samsung, are willing to
resume production for anyona pra-
parad to make a commitment of
taking at least 8,000 circuit boards
a month, this is much higher than
1&?11 000 a month projected by

This controversy over owner-
ship of rights to Sinclair products
does highlight the confusion which
has existed since Alan Sugar

ht Sinclair for £5 million. Al
the time Sugar said he had the
rights 1o produce and sell all
Sinclair machines throughout the
world with the axception of Por-
tugal, and possibly Maxico, where
Timex has the rights. Timex Por-
tugal has since arranged for
800,000 Sinclair machines to be
sold to Poland and would appear
to have tharights to sell in all East-
arn Bloc countries.

Just about in time to catch the
season, Software

CPC machines. Out last year for
the B4 and Spactrum, tha Amstrad
varsion costs £9.95 for the cas-
satte and £14.95 for the disk, it is
claimed to feature litelike animated
ﬂrnpricl achoice of simulation or
uﬂuds IE.--nﬁ.nm:iw:“:"l w
Australian test squads and full
scomboard display batween
OVErs,

SPEEDING UP THE
CENTRONICS GLP SERIES

Centronics has recantly
announced an increase of 100 %
in the print spead of its ' Graat Littia
Printer" (GLP). It now produces
draft print at 100 characters per
sacond and claims excallent near
letter quality results at 25cps.

The GLP 11 is a titchy light-
waight dot matrix printer, maasur-
ing just 13 inches wide by 7.7
inches deep and hing in at just
under 8lbs. It fits eaa:;y Iﬁt}ﬂ bn{:t"’
case making it ideal for use with
portable computers, as well as
home computers and desklop
micros.

In spite of its size, the GLP 1
offers a wide range of features
including IBM PC bilock and pin-
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PERSONAL COMPUTER WORLD

SHow eI | E—
tional character sets and a vanety
i of print modes such as con- E TB £ mun
i densad, emphasised and double- 1A
strike, as well as subscript,
| superscript, and underiine. It also ;
provides flexibility of paper handl- .
ing, accepting A4 cut sheets or b
fanfold paper as standard, whilsta b
paper roll holder and tractor
- assembly are available as options.
Tha new GLP11 is available with o
| both RS 232 Serial and Centronics
Erallai intw_‘l‘gﬁaﬁ, and is IBM and
mode switch salaectable, ensur-
COURTESY OF PCW AND AMTIX! | s compatbiity win simost svery
popular PC. it costs £199.
The PERSONAL COMPUTER WORLD SHOW is is one of
the world's leading exhibitions for those interested in
| every aspect of from hardware to software, AMSTRAD FAIR
games to business use. We've got 10 tickets to give IN MADRID
away in this little = mmm%rum-m
show guide thrown free (worth This year's Over 1 people attended
Comrum World Show is, as usual, at Olympia in London first yﬁﬁ?:d Fair wr:;tn it wmwh:u
and is open to the public between the 5th and Tth of in Madrid where more than 40
September — the tickets may be used on any of these | | exhibitors showed off the latest in
; days. So if you would like to get into the show for free, ] software, peripherals and books
i ?um!ﬂuﬁnﬂﬂmmmm dedicated solely to Amstrads.
| ath drawn will win one ticket and a show guide, L
PLUS an cap to wear. are over 200,000 people who own
Amstrads in Spain and the number
i rising rapidly every week.
PERSONAL The success of the show has
e g WORLD prompted Indescomp, the official
11 words representatives of Amstrad Con-
Find the following AMSTRAD sumer Electronics in Spain, 1o hold
hidden in H“CL"’* " AMTIX a similar event in the Autumn.
and ring them name,  OLYMPIA i
to fill in your .
(oG es and _islephon®  1iCyET
number (f you, 1Y cauare i GUIDE TEXTNET DATABASE o s et Ao
phﬂt “,ﬁudﬂﬂ"m Lm 'I'IIIHMHIH m ter set and electronic mail capabil-
to cut up the magazine! m‘r‘}m | ity the translator is no longer time
m lﬂ and distance depandent when
SOFTWARE IEII!_- seaking assignmants.
| [remjidion frem r]-il L GaLa r;rr;r:matws,hfm canbe b?&ﬂd
2 BRI Y el R
cUIKNODNOLWAN | [N e
:rm. nm m“s:r-‘.m includes registra-
. tion. All they nead to gel started is
| WORCNERAWTTFOS SER NV | on Amstad an inberface, and &
sar Pri - modem. Via thair electronic mail-
X H AR L X-Re LR ST ICR SRR | [0, o ok or transia-
L''T'KT GOl DEBT KY R 2™ i-.:t..m.n-.“"l.._.., e tion and send the transiated text
._ﬂ,"*} :L.-,t Serviee Prowidars back in the sama way. This text can
LTRXPEMRSI NSMD g W vevieieutin Prevders i then b transmitted via Telecom
A M S T H ‘ H E B u H H D dﬂw directly 1o a typesatter,
@sign and print specialist, ora
'r- N AA I HH I NH ﬁ G F A be rmslete ts Daglish © laser printing sarvica without tha
) need to re-kay in the taxt, thus
' Ol RCKHARDWARE making significant conomies.
S PTKXSOFTWART A quiet electronic revolution has ,
H “ s E I P M Y L 0 H D 0 been taking place in the world of mmm
transiation. Too many peoplhe
E YMT XACT I RNID believe translations are done by PURSUIT
academics living in garrets and
PLAPSHOXDLI UG indeed, such misconceptions die | | Domarkare bringing out the co-
L 0 H D 0 A M s T D G x hard. However, the arrival of the ﬁﬂx:turumn m‘
: Joyce and Fat Joyce has enabled mﬁnnrd has sokd almost
' N : graduates but also, their well the comput sicn will feat
TR oo ooniisnin e it il i st s s il At et i Ak et i ik it 1 established GD'HBHQLFEE to be able Br ver & Wil leature
Address ! to invest in micros 3 nany of the questions from the
........................................................................................ IﬁllﬂllfilrﬂlﬂiEiﬁthiﬂ.|r|ﬂ£kjﬂﬂﬂﬂ.
......................................................................................................... ' The inventor of the Textnet net- | | hecause computers offer the
....................................................................... § | Jorkof Service Providers. «. | |ddedbonus of sound and
.................................. ; s i o i ios:
POBADOON ioscoinciina rasasichonssninsonsonss I work, coupled with the affordabil- m;ﬁu questions will mlq:;,nr.
TOIORNONS -.....ooovieiiiresririsns - ] ity of the PCWmachines, has bred |pqrmnd
] a r.:rni\:‘?:tnerﬂtu?’n of 1;alr‘lsl.li'm-r?M|I | Advance orders for tha ﬁﬂwpcw
1 , which can be accesse which will be launched at
mmm: AMTIX! PO BOX 1'“1 i ary of Telecom Gold's 44,000 mail- Iﬂnwnﬁamm.mB
box holders, offers companias on- axceed 40,000 units in nited
LUDLOW, SHROPSHIRE SY8 1DB i ' 40.000 the Uni
| line access to a wide range of text Kingdom alonda.
" related services, with particular |
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ALL OF YOUR VIOLENT DREAM
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desperately trying to hold t and for a
miracle. All around mmmwﬁmm mmmm
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Can you imagine a world which has been struck down
by a series of unknown viruses? That is the scenario
for the latest release from PSS/Ere, CONTAMINATION

Atthis party n the

slnge . the epidemic hasn't had much ime
to spread. Sull, there's

baautiful map to oghe over,
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TIMETO DIE? PREVIEW

. fdn Y i z H £ 4
work in more than one case,
though you can never be abso-
lutely certain.

if populations are falling fast and
hope of staling the epidemic
evacuated and then bumed untii | seems slight then there is another,
only the barest of barren land- huumgubnopontﬁﬂm
i of the disease even more | weapons may halt the outbrealk.
d for the invisible terrors. | This is a last ditch attempt
More important, the player can | however. these weapons oo
investigate the virus in the hopea of | soon and you will be lynched by
an antidote being found. what's left of the desperate popu-
When this course of action is | lation. Over use will bring about all
chosen, the player is transferred | the devastating effects of a nuc
from the main screen to a laborat- | lear winter. But then this game is
w.Mwamﬂmlﬂ all about the end of the world
tag on the and examine As the game mechanics are
mmm;gﬂmmn complete | can say that it's m
an attempt to build antidote. | good indeed. High playability
Once this has been achleved, the | tense ara
antidote may be tried out on the | with a but
affected area. f it works, noticewill | and logical, plot with the result of
be given in an information window. | an excellent . | look forward
MNoles are important as it is quits MMH.MW
possible that the same serum will | with eager anticipation.

inside the laboratory, the player-tumed-mad-sclentist gets to grips
with a desperate attempt to create an anti-virus.
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FORMULATING
FIREPOWER

The dilemma facing any designer of strategy games is how much authen-
ticity should be forsaken for the game to be made playable. It has to be
realised that the line must be drawn somewhere. So how is the decision
made on what details go into the game and which are left out?

The bast way to analyse this problem is to take the case of the develop-
ment of a historical simulation in which all the factors that brought about
the outcome of the battle are known and then define a hierarchical set of
conditions with the most influential factors at the top of the list and less
important ones lower down

Deciding which factors are important and which are not is a process
which is likely 1o produce different results in different subjects, though
thera will be some similarities. The number of fighting operatives
(whether they be counted in infantry, ships, tanks or aircraft) on each side |
is arguably the most important single factor in a conflict. If the probability
of which of the two sides s most ikely to win (given equal parameters for
both antagonists) is calculated, all the other conditions can become
stay in a bigger probability sum

mast boring wargames are those that pit two entirely equal sides

inst each other without any special circumstances. This just results in

attle of wits with the opponent. Such things can be fun but, as | hope

to show, thara can ba much more to wargaming than this. If tha two sides

are not evenly matched in terms of the number of units available, then a

naw way to achieve balance must be found. For instance, most schools

of thought suggest that if A has twice as many jet fighters as B, B's
fighters each need 1o be four times as good as A's and s0 on.,

This allows us to examine a new factor, the quality of the equipment
usad to fight the battle. Also importantly, bracketed within the equation
used to determineg the relative strengths of forces based on their equip-
mant, there should be a tempering lactor to quantity the efficiency of the
pilots, gunners, riflemen or whatever. After all, there's little advantage in
having the most advanced multi-role combat aircrafl in the world if your
best pilots fly them like bricks.

When you consider the various advantages and disadvantages given
to each player. the bes! principle 10 use is that of the two-edged sword
Give a player somathing that he has to figure out how 1o use. Give him
plenty of good tanks, say, crewed by afficient men. But make sure he only
has a trickle of fuel to last him the first hall of the game. And then give his
opponent somathing to heighten this contrast but still be difficult 1o use.
For instance, the opponent could have an easier victory condition such
as 'Take hill number 1°. Of course he might have to do this in the first half
?t the game il he wants to avoid being massacred aonce the enemy is fully

ualled.

So player A has to manage his resources carefully in the first half of the
battle to secure a victory in the second half but can plan his tactics over
a period of time twice that available to his enemy. Player B can afford 1o
throw everything he has into one objective and gain the advantage over
an initially weak opponent but he is in a race against time,

The example above has taken two more factors into account. Logistics
and victory conditions can be different for each player. That way, one
player mastering his forces doesn’t make the challenge lessaned by an MNext month, | will be taking a look at the effects of morale, terrain and
observant opponent. Each has his own problems to overcome and the | fatigue and will try to formulate each of them to discover exactly where
players cannot just leamn from each other — they must leamn for them- | the balance should lie. Then all we have to do is see if what we have left
selves. can fit into an average Amstrad. See you than.

TOBRUI

~ THE CLASH OF ARMOUR’

— 0
| FOR A FULL LIST OF ALL PSS PRODUCTS SEND S.AE.T G —°°
| 452 STONEY STANTON ROAD COVENTRY CV6 5DG / Y

=
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BECOME A
HGH FASHION

DESIGNER
AND WIN A WEEK’S PONY
TREKKING

ADVENTURE HOLIDAY
FORTWO!

AND THERE’S 25 COPIES OF s
DOOMDARK'’S e

ey 50y and now Old Crurmibly hos com:

REVENGE ASWELL! moosmgovatt

Seeng himsel! ncreasingly in the mie of

HELP CRUMBLY GET  suvmoucnanoc Soitisomioas
HIS REVENGE! e

This sequal o LORDS OF MONGHT s ol
AV Towen — hos decided lowaokhis  about how the downinaden agad got har
revenQe on the AMTIN minee comps YOP own back on the conalres young. e B
— B Retordo, (Stort of the bolomond work  Retordo

Duningthe st few wesla B Refardo (who
hal remain nomeless) has astounded he
Ecionial fo0r with his ool lock of dress
sangs. Ha has fakan ko fuming up o work,
iooking e 0 C0ss bedwean on fokon wine
wolter ond one of tha Bee Gees! Ths might
have somefhing 1o 4o with being droppead
onhis heod o5 a baby, butthe Crumily One
maChons Supersior Siahus hos Mo 10 00 wilth
this shonge bahoviout

ol inCrediibie though 1 seams, B Retomo,
Toiree Compadtifion Minion ond lecspoon
winhet, hos been offered o b portin g
saiod cream TV commencial of o 'Young
hobia. (Wall, 50 had B fo belave, in foct
he's been cost 0t o pig fomer buf we don
fell e thaf), Honesfy. he's been behowng
i 3 right budgs iately Sianding in ont of
hull lengfh rmirmon, preening his beard ond
quoting passages fom Shakespeare, I
quie fums he somaoch

Anywiy. hang's o chonce for you 1o
gecide how tha lowes! of the AMTIX low
should dress hemeall. Heva's 0 selechon of
outtt in which you can dress him Yes, you
harve your ey own Cul-oul-and-cnass-up
Dirnibo Dol Ciut comadully csounid the outling
poste B Relordo onto o plece of comiboond
and prochcs dressing him up. How eecing!
we hear you cry Butihens's moe — the best
Surnpier Drassed oopa. B Retordo Dratser wil
win O wealk's Pony Tekding Acveniune Hol-
day forwo courkesy of those nice peopie of
Beyond And for the 25 runnen-up, theea's o
copy of DOOMOARKT REVENGE

Getinabil of procice with the oulfts pio-
idad heve and Ihen Sesign your vady Own
Clot Couture or Sily Sultto adom your Dimbo
Dol Cregte your mosterpiecs of ciofhing
desgr, affix i iy o he Me corboard:
backed figurine and whizz # off o REVENGE
COMP AMTDA PO BOIX 10, LUDLOW, SHROP-

SHIRE 5Y8 1D8 making surs f amives by 214
August Prizes wil be owarded in order of
mert
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Uncle Malcolm often forgets com-
patition minions are only human,
occasionally he even argues with
paopla that | can't undertake cer-
tain jobs because I'm not
mentis! Even with all the modaesty
in the world | can't help but feal a
little sick this month with all the
super prizes that will be going ouwt
o you lucky lot that to
have your names drawn out from
the mountain range that is known
as the competition mail from issue
savan. Now that this mountain has
been cleared it's time for me todon
helmet and climbing boots as |
begin the thankless task of con-
quering the next pile of competi-
tion entries.,

| may be persistent in my task,
but | know, dear readers, that
many of you share the same
superhuman traits as |, with many
names now sticking inmy mind as
peopie who enter every competi-
tion and have their labour
rewarded with the occasional
goodia. There are lots of goodies
in this issue that will be reward to
many who spant a little time and
parted with a re saventesan
pee in pursuit of their goal. Such
diligence and parsistence does
pay off, so if you are one of the

ortunates whose investments
didn’t pay off this time, don't give
up. Just make sure you enter the
competitions in this issue and
keep your fingers crossed. Having
your name put in the results sec-
tmuswm'nmm
but there's always something to
go with it to maka it a truly lasting
expenence and with this in mind
we move onto this month's lucky
list of winners. Their prizes will
appear in due coursa . . .

S

The Doctor Who TV serles has

baen a firm favourite with all of us
at AMTIX! towers for a long time.
Uncla Malcolm even ramambars
the Doctor before he had his first
mwmm.vdﬂmmm;ﬂe

been over twenty years ago. We all
mﬁMndnnh-nmuldmfew
things from the Doctor. The people
at Power did and they

80 AMTIXAugust 1986

THE COLOSSUS 4 COM-
PETITION

This was an aasy competition,
providing you had the knowledge
towrite a program for your Armold.,
i you did not do that it was VERY
hard. You had to work out how
many grains of wheat there would
be on a chess board if you started
with one on one square and then
kept ing the number on each
of tha other 63. Tricky huh. The
answer was so huge | am not g-oin?

The May issue of AMTIX! saw you
trying to find a present for a
Guard Setweon e Aifering lovels
in Activision's Eidolon. The dra-
gons seemed to show more thana
passing resemblance to our very
own Malcolm and | would have
offered the dr a free pint of
Oid Flatulence Bitter from the
dusty cellars of the Pig and Ball

—————————————————— e e

Bit of a tricky competition this if
you were not an arcade freak for,
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comps minion with the first prize of
a super disk drive going to Phil
huhi?r:gbl.n SY?Z 5RB. Not
wanting, waiting, will be the
thirty runners up who will be
bﬂmlngampynﬂhegamaEm

Gary Sutheriand, York Y01 4JI; Andrew
" 1 Card,
Ennax




FOR THE AMSTRAD 464, 664 and 5128
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AMTIX!
TOP TWENTY FOR AUGUST

Here It is. The latest Top 20 Chart as voted by AMTIX! readers. The
figures in perenthesis are last month's position.
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MISCELLANEOUS MATTERS 1
Thanks to mmuumwm—-
don't mind mﬂmuﬂuh with our

views! That's what democracy is all about — I s time! In

ﬂﬁmﬂhﬁﬂ

and T

R AMTIX! READERS TOP TWENTY CHART

|
s VOTING FORM
n
] Plasse write in CAPS i an eyestrain lree manner
n
[ | Name
n
IR NN .. o oo v vshs e s AR RE S E T N b
L ]
L]
L ]
[ ]
R R

TITLE

high score:

My machine is a 464/664/6128/8256 (delete as applicable).if |
am a winner the game | would like is:

Send your coupon 10;

AMTIX! TOP TWENTY, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 10B




BACK NUMBERS!

Your chance to fill that gap in your life

! is THE magazine for the discerning Amstrad owner,
benhg the hnm games reviews and technical know how,
coping with adventures and strategy, your problems and ours!
You r:aould-n‘t miss out on this, but if you haven't been able to
get hold of earfier issues of AMTIX! we do have some in stock
— and after all, you wouldn't want any holes in your AMTIX!
binder when it comes along later this year, would you? So order
now!

Mo 1 November 1985
* Complata ﬂuldiitn gamaeas !' g
______________________________ = No 2 December 1985
BACK NUMBERS SPECIAL OFFER i [ = * Complete Guide Il * mhu%my * Alien 8 Map * Word

LTD h is best to avoid sending cash payments. Mease do not
enclose any order with mail 10 the editoral side of the
megarine ax this mues rosult o delags o pour ordesr Sengd

board.
No 6 April 1986

]
g - E | J
Each back number of AMTIX! is availa- [ | Processing with Tasman * FORTH on the Amstrad
ble at £1.00 each (plus 20p for post and £l ol X : No 3 January 1986
packing per item ordered). But why not | ) : Games Profie * . Mep
take advantage of our s | ofe . Knight Lore Map * Public Domain
special offer: d L AH omputer Art * Extension ROMs * RS232
' Total £ :‘ - - :
. ] | * The world of Infocom adventures *
Leas Special Offer dacount where spplicsble [ -_ SR -y ] : batch of results * Gremlin
® Order three issues or SubTol’ R |
more at the same time PAP total (20p por el £ | :
and get 40p off total! Mm——— No 5 March 1986
Rhesumaaid LI * Cauldron map * More ¢
i software * the improved AMX Mouse * the Vortex expansion
I
|
! oprdiers to the aldvess Delow 2 .
* Maps of Gunfright, Marsport and Three Wealks in Paradise * A
Il would like to order review of Pyradev * The world of Lothlorien * A visit to the Ocean
AMTIX! Back Numberi(s) and Imagine software company * Readers awards * The Amtix!
Bt & questionnaire * yet more competition winners.

1030e0s0s70e 000 ,
No 7 May 1086

* Battle of the Chess Giants * The world of PSS * A transatiantic
interview with Infocom (pt 1) * Reviews of Rainbird's Music
System and the Melboumne Draw * Competition winners.

No B Juna 1986

* Maps of Shadowfire and Bounder (parts 1 and 2) * .
plﬂnfmllrﬂmmlmwvhm'Wim

cluding
* A dissaction of Artificial Intelligence * More competition win-
ners.

T T N il b e T U S

Address

|
|
I
I
|
I
I
I
I
I
I
I
I
I
I
I
|
I
I
I
]
| Please make cheques/postal orders payoble o NEWSFIELD
|
|
|
|
|
I
|
|
I
I
I
I
I
I
|
I
I
I
|
I
|
I

No 9 July 1986

* Maps of Movie and Nomad * How to beef up your Joyce for

84 AMTIX August 1986 £20! * A review of Laser Genius * Competition winners galore.
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thing else,

You play Benson, with the unen-
viable task of solving the mystary.
Mystery Mansions is not small with

over rooms, but 1o halp Ban-
son a map of the place can be
accessed during the game. When
he has found the mislaid objects
and has given tham to their comact
OWTHErS ins access to a
Clua Tabla, two ks of rows and

columns showing a list of objects
and mpec‘lslgch row of sus-

objacts

askad and Benson must decide
who the guiity party might be. i he
makes a wrong guess then he
mmddwmmmmbu‘ta
cormect link between and
suspact puts the felon into the

guilty box at the bottom of the
screen and Benson can scurry off

to find a detective. Three in
the game are guilty and must
all be identified before you can
move on to a higher level.

A lite is lost every time Benson
bumps into a Snodgit also losas a
life every time Benson is clumsy
ﬁtﬁmmlmobitsnfﬁmnuma
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haartily recommanded.

Presentation 54%

Pretty average, with an aver-
age title screen

Graphics 40%
Fat and porky characters and
an undetailed playing area.

Sound 21%

On the whole, natf

Playability 53%

Initially interesting
Addictive qualities 62%

but evantually labonous
ana unaxciting

Value for 67%

You get what you pay for.
Overall 60%

A vary average game

———————— e

Firebird, £1.99 cassette

n the mean oid West the pace of

lita was siow but this couldn't be
said for justice and if someone was
found at the scene of a murder with
a ..-.mninnq: Colt 45 in their hand
they didn't hang around unless
they wanted a real suspended
santance! Not ;;mﬂculu‘ly plaas-
ant anpec;l‘ﬂay if the person was
innocant in The Wild Bunch
you are. The dying man gives you
a croaking description of his mur-
derer before he goes to join his
ancestors in that great range in the
sky. The only way to prove inno-
cenca in this matter would seam

o be to track down the particular
mambar of The Wild Bunch that
perpatrated this cold killing, so,
armed only with the smoking mur-
der weapon you try to hunt down
the killer from his description.
Choosing from three levels of
difficulty nothing is easy with the
Sheriff having sent a Pinkerion
agent to get you. If you arrive at

i
;t
H
|
i

i
i
|

|

one of the five towns and ha's
already there he amests you. The
telegraph office provides news
concaming the wharsabouts of
the or the agent for a price,
but this can be expensive. Starting
out with only fifty dollars, the gun
and five bullets, more items can ba
bought from the store in aach
towm.

Upon entering each town the
combat strength goes up and
monay can be made by piay'lr:g
poker in the saloon. Also a st
drink increases a tired fugitive's
strength. Looking around the
sploon mMay uUncoOver Some
unsavoury looking critters but if

you challenge them you must be
certain they are a member of the
Wilkd Bunch. Than it's a choice bet-
ween a fight to the death or taking
themn to tha Sheriff. i they arenota
member of the gang then it means
a fine for wasting the Sherifl"s time,
or you are arrested for murdearing
an innocent party, but this time it's
for real with instant justice pravail-

ng

resentation 35%
Simple, nofrills and straightfor-
wiard

Graphics 32%
No flashing bights in this adven-
ture,

Sound 51%
A little tune during the show-
down and spot FX

Playability 60%

Very simpla to get into

Addictive qualities 70%
Mixed opinions but strangety
;:rjmpq‘:lhng

Value for money 68%
You won't have 1o rob a bank
1o buy this!

Overall 65%
Not a lot to pay for a nice, light
adventure.
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Kw is set during the Wild
West period with the
Puﬂﬁ;cm and the Redskins (3:5
st hith one other,

chamiem McGraw, is get-
ting rather cheesed off with this
constant fraccas and he's trying to
make paace with the redskins, but
to eam their trust McGraw must
demonstrate his skill in a duck
shooting competition. Il does well
than the Indians may award him
some paace tokens which he can
usato get a peace treaty drawn up.

Problam: the N.AS.T. Rallway
company intends to run a track
straight through the Indians' burial
grounds, but if the treaty is drawn
up won't be allowed 1o, So,
N.AS.T decides to stop McGraw
from getting the peace tokens to
Washington where the treaty is to
be drawn up. In the town of ‘
they place several mean o ambush
him on his way to the train, forcing
him into a shoot out situation.
Mac manages to shoot all the bad-
dies he can catch the Washington
train, although he'll have to ride
after it because it's already lefi.

The game is split into four sac-
tions, duck shoot, nde to Kane,
shoot out and catching the train.
The first sheet is a sort of Missile
Command whers you use a cursor
1o aim your bow and amows. Pass
it and the peaca lokens are
awarded.

Tha next screan depicls
McGraw's heroic dash to Kane on
his horsa. You're given control
over his horse and must race him
to the town, jumping over the vari-
ous obstacles. Fail to clear an obs-
tacle and Mac is thrown.

Once Kane is reached the
shoot-out takes place. MacGraw
stands on the strest and the nas-
ties pop thelr heads ouwt from
behind buildings and take pot
shots at the hero. Using an aimi
cursor like the ona on the
shoot screan you have 10 disposa
of all the men before he can dash
after the Washington bound train.

There is a practice mode which
lets you attemnpt the various stages
singly, but you can't finish the

game in this mode
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Presentation 87%
MNice title screen and practice
option

Graphics 78%

Varias from screaen 1o screen
but overall not too bad.

Sound 71%
Quite good ditties and sound
effects

_IF_"lhﬂnrahﬂItr 81%

our screens are all vaned
and fun to play.

Addictive qualities 78%
The game might pall once
you've completed it, butit’s fun
doing 5o

Value for mom 87%
When compared with more
axpanisive software it stands
up very well,

Overall B0%

A very good game which is
worth looking up

Bubble Bus, £2.99 cas-
sette

ack in 1978 the Invasion from

space began and tha green
meanies from the heavens
relentlessly attacked Earth bases.
Now they have metumed once
again, and using your Amstrad as
a battie interface you must repel
the T{.'T,;isiva agoressors.

attack in their classic formation of
ten rows of six and move left and
right across the screen. When they
reach the edge of the screan they
drop down a level and continue
moving the other way. If they reach
the bottom of the screen tha Earth
is deamad succassfully invadead.
But, thay didn't bank on your
defensive skills. Armed with your
Super Mark | laser cannon you can
move left and right and blast all the
aliens ona by ona until all are dead,
a task made more difficull by the
aliens speeding up as their num-
bers diminish. Just above your
laser are three houses which can
be shellered under when alien
ion becomes too much.
you manage to destroy tham

is cortainly a classic
— the presentation

ﬂ“”ﬂlllﬂ:
tithe screen complets with
excellent music, but | felt that &
few more options would have
H.ﬂ.:t w-:n
and include some very detailed
baddies to shoot out of the sky.
o forbr e

bomb-dropping aliens |

I B

R L

CLASSIC INVADERS

all then another wave begins its
attack and so0 on, Every so often a
command ship whizzes across the
top of the screen and if this is shot
then axira points are reaped.

You start the game with three
laser bases, but extra ones can be
samed at regular point intervals,

Presentation 87%
Raally pretty titke screen and
attract mode.

Graphics B0%
Fast, smooth and colourful
aens.

Sound B8%

Wonderful title screen tune and
ditties in batween attacking
Waves.

Playability 88%
Left, right and fire — the most

simple video controls . .
Addictive qualities B9%

but actually destraying the
waves is a tough task.

Value for money 87%
Three quid for a tasty slice of
the past.

Overall 85%
A brilliant game and one which
will be loaded again and again
— @ real classic
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SPIKY HAROLD E}.‘.’mmm%
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nicaly snimated as trogs
Flr!bird,ﬂ,WMB around the nuUMaNOUS SCIEENS.
Th othar aro fine and the
oor Spiky Harold is tired. sound isn't too bad at all. M you like
Winter is a'coming and he | platform style arcade adventures
cares not for rain, snow, sleet or | then take a look at i, it's good
even Christmas. He just wants to |  value
sleep through it all and awaken
when the weather has once again | over twenty four hours ( tirme)
become warm. First, though, | t ga:rrﬂm
Harold has to beef himsall up with |
food othaerwiss he won't suivive | pheumonia, not a way for a
his extended sleep, 5o off he goes | hedaehoa to gol

in search of adible substances. lected all the food then he can
You're given left/right and jump- | trudge back to bed for a jolly nice
ing control over the punky | kip.
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Antartic, £1.99 cassette This game is and
ol wmsmme
Y S0 Tor piaing comecaere, | S
and his mania has caused both | Qgraphics look like they've been

:
|
)
i}

|

mega-puter console that lies
h:EIon in another dimension. “..:'
Instantly your boffin pal starts back of. Unfortunately
fiddling with it and vou must stop | TOLAMIC think that Newsfield
him, there's no reason why, but
you must.
There are two ways 10 00 50 —

g

and tap him over the haad with it,
although if you hit him you must
make sure he's playing with the
computer otherwise ha'll kill you.
The other to stop him is by

! o
the L key and have a Presentation 79%

Mice title screen and define

rrwmblufura'shw:l period of time Presentation 49% keys option
Throughout  your nm:c:;‘a your | B '1':“’,"”” to speak of and 3 ics 80%
| sance of aﬁm:l nastms% Nice animation on Harold and

Graphics 22%
wﬂm‘ but sois aroad acci-

the rest of the animals and the

about the screens, touch one and

Sound 83%
*English Country Garden’ on
sSCrean ang some

Sound 9%
About tha most BASIC yvou can
get out of an Amstrad

Payetiy 7%

il is the ol
gas. ility Isn‘t the

of this.

Addictive qualities 8%
Load it once and scrub the cas
setle

Value for money 13%
A bit expensive for a watch and
Wipe game.

Overall 10%
An expensive way totell people
not 1o buy your next game

Very difficult to play, but you're
given eightean lives to play
with.

Addictive qualities 79%

It's cartainly fun running
around the screens

Value for money B5%
Cheap, and by no means

Overall 80%
If you like arcade adventura
games than give it a whirl
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Blue Ribbon, £1.99 cas-
sette

his brings you 1o the ochey
without the danger of nasty
sharp thingies flying around. You
have the of three game —
the normal game of 501 (although
this number can be cha or
{ each player up to a total of 1001),
E round the board (with three levels
of difficulty using singles, doubles
| or trebles and the bull) and lastly,
cricket where player one will try to
SCOre as many ‘runs’ as possible
whilst player two tries to take ten
wickets by hjtting the bull (the
cantre being two wickets and the
Outer bull 1
pla
b * swap places. Full instruc-
tions for each game can be acces-
sad from the main menu by pres-
| sing the ESCAPE key at any point
ina !
The board itsedf is the standard
pub moded and aiming the darts is
done by moving a cross-hair cur-
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and you must use all your skill to
hit tha fire button whan the dart is
over the particularty part of the
board that you want to hit.

All scores are kept on screen
with play alternating between the
two players and cumulative totals
kapt of scores for aach dart thrown
(except if the board is missad).

Presentation 72%
Instructions can be ac
any time and the game
laid out genarally

Graphics 38%
Standard darts board and little

elsa,
Suund j1_%

&[J{JL;T 1-."'|rE.e
game finshes
Playability 51%

Very simpletoplay . . .
Addictive qualities 42%
) 18 game IS 50 5
300N Dores

Value for money 54%
Cheap and simple.
Overall 49%

If you like darts try it, but don't
axpact much

tes when a

I ;'_'. e i

Mastertronic, £1.99 cas-
satte

magine it — you're sitting
lhw.ngyuu!saﬂmn.mﬁdanm
you tun into a Molecule Man,

maze
by radiation. The
radiation is gradually shortening
your lifa and the only way to
escapa is wvia the teleporier,
although it can only be used whan
sixtean circuits have bean found
and installed in it.

The only way to stay alive under
thesa conditions is by taking anti-
radiation pills every coupla of sec-
onds. These run out very quickly
and the only way more can be
obtained is by picking up the
money scattersd the maze
and i it in the vending
machines dotted anound.
This isn't the only problem
bombs need to be found so tha

—

i .

ﬂ s Man |s.
ﬂmnﬂw
to scratch, with h‘h-m
around the maze in a Jolty
--TMHIH. a

T
il

g
i
7

PS4

Presentation 92%
Mice title screen and axcellent
Maza Gesgnear

B87%
Effective monochromea 30 and
nice sprites.
Sound 14%

| Playability 88% |

Trolling round the maze in
search of money and vending
machines is surprisingly enjoy-
abia.

Addictive qualities 83%
Once you get going you'll want
to escape

Value for m 90%

Overall 82%
An excellent refease from Mas-
tertronic
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DR e

pre e

eeeek! Evil aliens are invading
the Earth and bombing our
good cities and there is only one
person who can save us: you. So,
swiftly climbing intp your “it can fly

the screen

te.

The city is shown at the bottom
ol the screen and the aliens comea
on from the left and proceed to
drop bombs on it. This is whem

ou come into the fray and you
to zoom about the screen and
shoot them down. Their attack
continues until you shoot enough
of them to progress to the next
screen or they bomb the city flat
(game over). Contact with any of

screen is a status area displaying
your score and three bar chars
showing the amount of ammo,
oxygen and alens have dam-
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Central Solutions, 99p cass

assaull. Even at 99p this doesnt

aliens’ bar reaches zero you
ress o the next, more i

Presentation 34%
Crummy title screen and no
options

Graphics 19%
Nice explosions, but the sprites
are dire

Playability 13%
MNot much.

Addictive qualities 6%
Look at it. play it. Throw it away

Value for money 24%
Only 50p more than a blank cas-
sette . . .

Overall 8%

BASICally atrocious

RADZONE

Mastertronic, £1.99 cass

ncaé upon a tima a bunch of
pionears landed on a new-
found planet and colonised it. All
wienit well until their nuclear reacton
Chemobyled and blew up, con-
taminating everything in sight and
blasting objects all over the land-
scape. The inhabitants of the
planet left and the place became
desolate for thousands of years.
Years later you hear of this and
decide 1o go there and try to clear
up the mess so the planet can be
recolonised, so donning your pro-
tective raditation suit, off you go.
Radzone is a flick screen collect
&m up and you must go through all
the screens and, using your spe-

cial suit, stabilize every object on
the landscape. You can mowve any-
where on the planat as long as con-
structions or ground allow you o
do so and you're also given jump-

i
B
ey
& ~
‘
FEE R r "

you to return there to recouperate
The radicactivity has made the
occupants completely loopy and
they attack il you get near. i they
touch you then you absorb loads
ol radiation, so steer well clear of

any nasties.

Presentation 57%
Redefining the keys haltway
throug ng is completaly
stupid, but otharwise it's average

Graphics 81%

Very good use of colour and ther
BNe S0ME Nca Speles

Sound B7%
MNumerous quality tunas Rep DEY

Ly
LA

Playability 67%
3 Thers ia no claar dafinition wheos -
you can actually go on the land
SCape
Addictive qualities 68%
The graphics initially attract, but
only an avid arcade adventurar will
continue playing

Value for money 71%

A cheapia, but nol particularty a
goodie

Overall 65%

ralent, but thiare are Daller

budget buys than this




Digital Integration,
£7.95 cassette,
£13.95 disk

NIGHT GUNNER is a flying shoot 'em up
whara you take on the role of a plane's
gunner and bomb aimer having to defend the
aircraft from anemy attack on the way 1o, and
hopefully from, the target where it wurb-e your
job 1o drop the bombs or release the rockets
onto the target

The program runs in one of the three lan-
guages of English, German or French, chosen
at the beginning, and all protected by Softiock
meaning that once loaded, a code must be
entered before the game will play. This code is
included on the inlay of the program and you

have three chances 10 get it right

The menu screen gives options for one or
two players and a skill level can be chosen
from one to four. The view from the turret also
displays the players curment score along with
how many of the three lives are remaining, a
turret waming light, an altitude waming light
and the amount of ammunition left, whether it
be bullets, rockets or bombs, The T in the

Presentation 79%

Quite jolly title screen with a great highscore
table.

Graphics 54% :
Colourful, but poor sprites and interior of the
plana is blocky

Sound 49%
Dakia dakika boom sound affacts.

Playability 51%
The aiming cursor is siow and wobbiy this mik-
ing the game a iittie dull 1o play.

Addictive 52%

Initially interasting but becomes dull after a
coupie of games

Value for

54%

Paopia have paid with more than money to
become tall gunners.

Overall 55%
An unusual, but avarage gamea.

leftmost window shows time to target and the
B the amount of time laft over the bombing

tm&l.

the first screen you are seated in the
plane’s turret, respl 1 with machine gun
and panoramic view of the night sky. Unfortu-
nately the noctumal beauty of the cosmos is
punctuated by the passage of enemy fighters
the pilots of which are determined to reduce
your sight-seeing jaunts 'Pennannntly. To aim
the guns at the enemy fighters, barrage bal-
loons or the bonus plana that from
time to time, the red gunsights must be moved
using either the joystick or keyboard and pres-
sing fire will release a stream of tracer bullets
which will mimic the real thing, taking timea to
reach the target and as such seamingly sweep-
ing across the screen until finding their mark
and resulting in a large flash as the enemy bites
the dust.

The fighters come in ablivious 1o this deter-
rent howeaver, firing at your plane, and any hits
to your aircraft are shown by the immediate
flashing of the screen border. Any damage is
shown on the representative plane at the bot-
tom of the screen which is green when all new
and shiny but with parts turning yallow as dam-
age s wreaked upon them and tuming red if a
particutar part of the plane is destroyed. Flight
15 still possible with certain areas of the plane
daestroyed but will manifest themsalves in a
reduction in handling

Once through the enemy fighters you will
move to a bombing or rocket ground attack
which alternate as each successive mission s
undertaken. In high altitude bombing you con-
trod the plane with the usual joystick directions
with diving or climbing affecting the speed of
the aircraft and in low level rocket attacks
mimicking this action but with the altitude
being shown in the small right hand window
and the bast method being to gain haight, then
dive at the target, release a rocket and then
pull out of the dive before hitting the ground
and losing a life. All points scored depeand upon
the distance the target is from the plane when
hit. if you prove to be a real wizzard ace then
the ultimate mission will test you to your full
potential

This mission is straight from the Dambus-
ters, with the bomb aimer having to adjust the |
height until two spotlights form a figure of |
eight. Then, after lining up two bars in the |
centre of two towers, releasing the bomb and
crossing the fingers and wondenng if thera are
enough bullets and aeroplane left in order 10 |
get back home . .

| mamt st Bl | clally the aclse ol e
uxpectnd one of Digtsl  machine guns and e 1
integration’s wperh  whiste of aopped | PV
fight sims to bo hidden  bomba. The low lowel
somewhers in this prog-  rockst sttacks e a bit
ram bul oven They must  rough, both In terms of
gl fod up with swoop-  irickiness and graphics,
ing sround e skies  with Largets being o bR
from S o Ume. Mo,  blocky. Owersd e
whal we have heve 18 graphics s ooy, with
woll produced shoot e e sitaciing  planey
down ond blow am o being e best Al B
umithersens show. The  price you gel & vy
sound s good espe-  reascoable game
When | first started playing this |
it was huwmn. 2
Lego fiown towards me
Lr mw:"umuwn

. -
ries | soon became bored and went to
plary else. The graphics,
MT are vory poor and the
sound Is nothing to write home about. W
you wan! a good shool am up then go
out and gel somathing else.
This i your basic shoot wiach wil ooy sppesl o
em up gamme for e 2 mewoomer o home -31
Amsired where you  compuiers of io & mal -
hawelodestroyamything  shool am wp addict
and everything. The  Owersdl | thought i was
graphics am poor and & disappoleling game
tend to spoll Be game  from Dighal integration.
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i OM day the guys at Jodreil

Bank wera sitting down hav-
| ing a cuppa when suddenly all the
alarms went offl An alien signal
was being received — "'beep beep
beable beeble boop’ went the
alien signal, 'Gosh, quick swivel
the radio dish' went the scientists.
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Soon they had tracked the source

of the signal and ali preseni were |

amazed at its origins — the centra
of the Moon! Well, what could
mankind do but send for 'Charlie’
Fotheringham-Grunes, ace
spaceman hero, and plonk him in
a Moon-bound rocket to gather
mora information on the alien hap-

penings.

|

The game begins jusi after
Charles has landed on the Moon.
| Clad in his body-hugging fexibie

spacesuit Charlle has to climb |

| down into the craters of tha Moon

and axplore its interior. The aliens
I are certainly present an massa on
| our Moon and now all mannear of
really homible creatures reside
thare. Most of them are pretty grib-
bly looking, but one, a nice fnendly

helps you on your quest, although
tha velvety fella has to be caught
first — if you about on the
surface of tha Moon Moley eventu-
ally pops his head out of a crater. If
Charlie jumps onto the digging
mammal it helps him compilete his
mission

After trolli about for a bit
Charles su ly discovers a
crystal alchiem. ‘My gosh!' says

he, ‘one of the aichiems from the
Monolith — no wonder strange
things are afoot’. You see, this
| Monolith was discovered around
1999, Further excavations
revealad crystal aichiems sitting
undemeath it, and although scien-
tists could never work out why, it
was believed that the alchiams
sarved tha Monolith in some sort
of way. Now, the reason why sig-
nals wera being generated was
that all the alchiems had been
moved by the aliens and this had
sat off some alarm. So, Charlie set
about finding the eight alchiems so
ha could take them back to the
Monolith and restore order again.
Tha game is played in flick
screen style with Charfie ng
the laws of Moon gravity, ie falling
when there is nothing under him to
stop him doing so. Just bacause
Charlie is on the Moon it doasn't
| mean that he can fall off high
ledges without doing himself dam-
| age—if he falls too far he dies and
loses one of his three lives
The alien monsters beatle about
| the place and take an interest in
what the Earthman is doing, they
just want to bae friends, but the
trouble is that if they touch him
their electrified bodies put a strain
on his heart — too many touches
and it's curtains for the hero. When
things get a little strained (you can
sea for yoursalf by reading Char-
lie's heart-rate meter at the bottom
of the screen) he sits down and
recouperates or a while
Moley-babes plays a very
important part in the game and
without him your task would be a
fruitiess one. Pushing up on the
joystick brings the golfer’s night-
mare into action and you're able to
mova him anywhere on the screen
{although Charlie has to stand still
Lrtil is recalled). Whizzing
the Mole through any airbome
| aliens frightens them offandifhe's
| moved next to a soft earth wall he
digs through it, giving Charlie an

Moley matey likes you lots and |

exira escape route. Soft walls look
no different to any other walls, so
it's a case of trying Mole out to see
it ha can dig you out of a situation

Alchiams are found in the most
inaccessable parts of the 256
screan Moon cavemn system, 5o
quite a bit of exploration is neces-
sary bafora they can all bé found
When found an alchiem can be
picked up by walking over it and
once picked up it's yours, well,
until you meet the dead red space-
man. This rotten (ha ha) character
pops up from time to time and
swipes one of your alchiems if he
touches you, 50 you have 10 avoid
him at all costs

Throughout the cavemns there
ara many weird and wonderful
things which can be used to help
YOu In your quest or ruin r game
if they get tha chance. irtwinds
for instance, If touched, transport
you 1o another cavern in a differant
part of the game. Thara are also
the added hazards of huge, deap
ghafts down which yOu can plum-
met and lose a life . . . mind you,
thare is one massive shaft
tumble down arms flailing that has

you may |

a powerful updraught allowing you |

to land softly. This updraught can
also be used 10 transport you back
up to the top again, just like a lift!

Finally, there are things called
gravity sticks which you canuse to
help you along. , ‘when
planted in the ground, cause a
gravity field to be transmitted
which results in tha monsters hav-
ing to leave the immediate vicinity
— handy, espacially when your life
energy is at its lowest ebb




| CRITICISM

| A very compatent arcade

’ slower than | would have
Ilka-d but a great game
nevertheless. The graphics are
dead nice and somea of the diffe-
rent parts of the cavern system
are a real treat for the eyes. All
the nasties are very imaginative
and axtremely nicely animated.
The task Ilaid down
impossible one but I'm sure a
map would help — it tends to be
rather aasy to get lost! Definitely
one for the arcade adventurers’
collection.

not aver
i r_|r1rn" be
machine

2 Being very unfuwtun.-ne in
- 3

} [:-l'._;;l'1'11':u'_ir1-
her varsions but just
| enjoyed playing it

a beautiful game here |
) r_]mphu 5 thﬂl ara well |
i |

are El1l1"|l."r'i.1 t;rr- ath-tak-
mola is a real
pacaman falls

g hé O0es Wwith

§ o thea gama's

does the catchy |

-1.1 pld.-,_-. in the background.
g ight and adds to
the .r'rl-prt':f:s:u.'.hrt of low gravity and
my overall impression 8 of a
beautiful game that is highly play-
able and simple to get into

adventura is this, a little |

sn't an |

| Lovely, well anim

bacausa it's a peasure to ru'mi,-
such a pratty game.

ame Nas had a lot of

and it's been a

0 orming, but it has

cartainly beean rify the

whola program comes pa

; ey box with

instructions. The non- I’.ln

graphics are very good and Iuﬂt":

are almosphenc, suiting the game

wall indeed. The whole program is

f‘.‘rgh.r_y' h y'HﬂJ'EF and il vo like

arcade adventures you'l

| 1o it for a8 consigerable

time. Overall an &
and one that i

ter’'s collectio
Presentation 89°

§ and very
Crean compata with

Graphics 90%

'E"d sprites,
lent backad hour

usad thoughtfully thro PLI:I'JhJ'J.h

%=y
.

Sound

Oné ditty on tha title screan, ong
during tha gamea and thay're both
axcellent

wail, The |

e glued

pi;.-i ﬂ]billir '_r_

:lrnp-rrul, itsall ;h th

,t"-'k{!d:r tive qualities ¢

Once you start collecting the
alchiems and getting to know your
way around you won't leave it
alone

Value for money 86°

A little dear, but then the game 1S a

little dear 100,

Overall 904

Take a trip to the Moon and go for
them alchiems
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ITHEW
WTERMINAL MAN&

NO CHANGE, MANDRELL,
THE SECUR Y ROUTINE
ONLY GIVES You THREE
GOES BEFORE IT GHUTS

YOU OUT AND THE
SEQUENCE HAS NO

CROSS WANTED TO GET .
TR
VERY 8ADLY INDEED 1, I AL T NO OTHER :
L = T ¥
THESE_CHRRMERS MATHEMATICAL
LOGIC !/

CAN'T OPEN

IT™_ ST T
il A A7

FIND ANOTHER
WAy’

You ARE MAKING ME
ANGRY, DAMMIT ./
ZIMME THE REEN
LIGHT OR VLL—

STICK YOUR LOGIC NOW THIS ROUTINE " A THEN ~
ALWAYS SCRAMBLED 4 g
THE PRYOUTS i
4

RIGHT UP YOUR
OUTPUT PORT, CROSS—
ON SIRIUS IV's

THIS TOOR. 1S GONMA
GET OPENED BY THE BRCADE
SKILL OF THE GRLAXY'S HOLOS w»
GREATEST GAMBLERw 4 s
I ‘)f N/
~ - N

Py P

NEVER WENT
. TO SIRIUS WV

MANORELL ?
LL?
WOULSS CARE ok ME HOW B | HAE
Lﬂ-rc‘ E‘TEP TH]E w &, oup | F LIIEL? "‘fDIJ ey
?&f’aé”spm N N I.-r:fNéhEm':’{ =
SPIDERS BEWND - RS s BEG LiiCkY//
ALLOWED 1 Te "7 s
NEXT RoOMuw

L ME INHRT .;

WE Po MO/

WE'RE h__/
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WE PRNE IT BRLCK
TO THE CITY — IF |
CAN'T POWER IT UP
. THEN THIS LUCK-STUFF
THE FUEL ; OF VOURS WILL HELP
CELLS WE NEED !

us ouT.
ARE IM THOSE RACKS,
BRING THEM OUER
T THHT SHUTTLE

THEN
WHAT? WE
CAN'T PUSH TURT
HING ALL THE
Wway BACK TO
THE CITY /

HOW 20
WE GET QUT,
CROSs 7
COME ON,
CROSE, WEVE DoNE
OUR BIT. LET'S HAVE
SOME MOVENMENT B
Ob THIS CRATE &

WE CAN'T
OPEN THE POOR
WITHOUT RELERSING \
THE SPIPERS .

BUT WE i T - |T ALSO HAS
CAN ~THIS SHUTTLE HAS VERY MICH MORE
MUST HAVE BEEM B POWERFLUL. Sl FOWERFUL MOTORS
GENERAL SERVICE J B CUTTING _ THAN IT NEEDS,
VEHICLE FOR THE B GEAR., .. :
SPRACEFPORT . S v

STORY BY KELVIN GOSNELL= DRAWN BY OLIVER FREY=
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WELL, You PON'T HAVE
TO_USE ALL THE
POWER , YOU KNOW .

WE COULD 6O
R LITTLE SLOWER..

BESIDES — THE
ARTIFICIAL GRAVITY OF
THE ENTRY VORTEY, |S VERY
STRONG, WE NEED TO PUT
ALL CUR POWER RESERUES
INTO KIMETIC BMERGY TD
RUMN AGRINST T,

IT WASTHAT PRRT WHICH
URGED THE SHUTTLE

THROUGH THE PERPLY BEND
INTHE ENTRY VORTEX

CROSS WAS A STRANGE |
MIXTURE OF LIFEFORMS,

ONE PART OF HM HAD
ONCGE CONTROLLED @
STARLINER o
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IT WAS ALSO THE PART
WHICH RERCTED
INSTINCTIVELY AT WHAT
HAPPENED NEXT..

WE cANM STOP LBTER
Er-LDDE. cRHgg.Bn E %ET_I:E
o' PRO L
ENJOY THAT, CONSIDERING
HOwW QUICKLY You
ToTALLED ITINTHE
FIRST PLALE .

1 .
BE QUIET,

-
BOTH OF ."
vou— di Y 4
/; N3
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TRAJECTORY
TOLERANCES
TOO Lo —

DEVIATION ' 3
BY MORE TUAN PROGMOSIS:
ONE DEGREE WILL 2,4
DUMP ENERGY - SECONDS TD =

IT-1T'S THE THING |
THAT TRIED TO |
QOIN US: THE
A THING | KILLEP/
BUT HOW. 7

BIT ACAVEMIC NOW.

.ri 4 ; AN, 1F YOUR ARROWIS
/ ;} DIDN'T KILL 1T, THEN
CROSS SURELY HAS BY
/ SMERARING 1T DUER
P, THE MOSE —

[ARROWS NOT
[ KiLL. KARRIAN —

| FLYING ENGINES

NOT KILL

KARRIAN —

MNOTHING HILLS
KRRRIAN.”

p—

BUT DERTH
IR A NEVER COMES
f? l 4 ..ITD Hlll'ﬁql JaF

KARRIAM
* SR s
THHET IS HIS ' RIEMND
CURSE — HE B . TO OTHERS &
FEELS PRIN-
UH YES,

MUCH
i’ t PHIN-H.I

Next:End of a Quest




UR SOFTWARE
WRS MRDE FOR IT.

Without doubt the Amstrad range of computers is
rapidly establishing itself at the forefront of the
personal micro industry

In response to this trend. US. gold have produced a
seriesof stunning conversions designed to exploit the
best features of the Amstrad micro

Here are four outstanding classic games from our
ever increasing range that will enhance any software
collection

Direct from America comes LEADERBOARD
a golf simulation that is truly state of the art
and has already received critical acclaim. This
uwh.llHﬁPHh.h!tcm- Quite honestly

LEADERBOARD makes all other golf simula-

uons look clumsy and antiquated in com-
parison. This is the sports simulation of
'm year=if not the decade!

LEADERBOARD features all the skills,
wechniques and elements of the game
:".Eiﬂ: trom amateur status (o ournng

professional. Stunning graphics and
multiple courses ensures that
LEADERBOARD is strokes ahead of

its rivals!

If you don't fancy a sporting challenge,
then how about the life of a high flying
space entrepreneur’ Command your ship
rnrm:bh one of the great edge-of-your-seat

adventures of the 35th century. Choose your cargo
lot your course. You'll need courage and

PSI5cEmPany

-

- %
L annons
[ huer s
Blrasters
Cannons

Selected US. Gold products are available from all
good computer stores & selected branches of:

management skill to ensure the physical and economic
survival of the PSI-5 TRADING COMPANY!

Direct from the arcades of America. KUNG FU MASTER
will test your skills to the limit. Martial art experts and
demons of every descniption are your obstacles in this fast

WHSMITH

paced video action thriller r-:-rr..nf'.th:u:=.-g.h1he‘1‘-.'-..r.1:.is-
Temple and rescue the fair maiden you must avoid
demons, dr agons. snakes and .wlu bees Beware of
weapon wielding henchmen and defeat cach of the
dunj]'. quardians to advance to each of the five floors
Your only detence is your martial art skills!

LAW OF THEWEST 'S astounding interactive adventure
puts you right in the middle of t turbulent Old West action
Asthe sheriff of Gold Gulch. as tough a Wild West town
as there ever was. you'll have all you can do to survive
til sundown

Standing in your way will be all manner of hard
case gunslingers. and desperados looking to rob
the bank. run cu.’fh:.hn over innocent

townspeople and plant you in Boot Hill

Ultra-large graphics and lifelike action
deliver excitement so real you can
almost smell the gunpowder All
these games are available now
especially for the Amstrad at better
computer stores. nationwide

pisk £14.95
casseTTE £9.95
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£9.95 for AMSTRAD 464/664/6128, ATARI 64K, BBC 32K, CBM 64, MSX 64K, SPECTRUM 48/128K

THE PRICE OF MAGIK

MANY
INDEPENDENT POWERFUL
CREATURES SPELLS
INVENTIVE oo

s RESPONSES
200+
SOPHISTICATED LOCATIONS
WORD ALL
RECOGNITION ILLUSTRATED
(not BBC)

AS YOU RISE FROM SORCERER’'S
APPRENTICE TO SUPREME WIZARD
THE PRICE OF MAGIK
WILL KEEP YOU SPELLBOUND

Send a large S.A.E. for FREE POSTER and mail order details to

Level 9 Computing, P O Box 39, Weston Super Mare, Avon, BS24 9UR




