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The year is 2039 A.D. Man takes deep space explorafion fo a new level of sophistication.
m\ﬂp However, at a distant space colony, a sudden escalation of unesplained
disappearances and deaths cause the Federal Government of the Earth fo launch a
ihumuqh investigation. Their best team of commandos are consigned fo the far reaches of the
galasy. Enroute, they intercept a distress signal emitting from an Earth-bound cargo ship. The
crew has been taken hostage by an unknown Life form and are in great danger if not rescued immediately. The
alien forms must be destroyed before they reach their final cunquest . The Earth!!
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SERIOUS

AMSCENE WACCI rises from the ashes,
taken on by The Management...

I'M FREE! But not worthless! We explore
the public demain

FORUM Doc Waring, man of bronze (er,
blancmange, actually) fights off your techie
probs

MACHINE CODE TUTORIAL More things
to do with a Z80

GAC TUTORIAL The Balg helps you get
the best from our covertape prog

GALLERY Our artistic readers show us
what they can do

TYPE-INS Learn as you type with another
batch of readers’ progs

BUYERS GUIDE: SERIOUS A round-up of
the best PD software available

ACTION TEST

BABY JO The youngest superhero of them
all takes to the screen...

HUDSON HAWIK The man with no hair in
the film with no audience...

SPACE CRUSADE Another role-playing
boardgame conva from Gremlin

DOUBLE DRAGON 3 Ninjas, kicking,
punching... you get the idea

BUDGET BONANZA Quattro Fantastic and
Super Seymour

CAPTAIN PLANET! Saving the planet can
‘be fun. Possibly

REGULARS

COVERTAPE So how do you use all these

wonderful free progs?

REACTION The letters you never saw.., the
Dustbin Conspiracy!

ON THE GRAPEVINE Lots of gossip for

you this month... including SPACE GUN
(what?)

SMALL ADS Got some stuif to self? Do it
here at just a fiver a time

HELPLINE At the end of your tether?
35,000 readers may be able to help - and it's
FREE!

CHEAT MODE All you need to get through
F-16 Combat Pilot... and more!

BALROG Murky goings on in the twilight
world of adventuring

SUBSCRIPTIONS Save yourself some
cash... and score a freebie!

BUYERS GUIDE: GAMES Classic arcade
adventures on the Amstrad

SPECIAL OFFERS The best products, at
the best prices!

AAFTERTHOUGHT Compo winners
galore... PLUS what's happening next ish?

35,159

Member of the Audit Bureau of Circulations
July-December 1991

We sort through an uvcllum:he of
Public Domain software and find
out what it is, who writes it... and
where you can get it!

Hero Quest was excellent, but this
one is even bigger, deeper and
tougher...

The film flopped, but what
about the computer game?
Well, it’s got little to do with the
film... and it’s great!

W it

Our readers show us what they
can do with a (CPC) palette...

AcrioNpCacle

® Space Crusade - a fully-playable demo
of Gremlin’s excellent new conversion of
the top-selling boardgame

® The Sphinx Jinx - or ‘Total

Eclipse I’ - the full game!

® Shockway Rider -

fascinating scrolling shoot-em-

up - full game

@ DiscContent - a full set of file handling
options for disk users

® Pokes Galore - check out the Cheat
Mode section for full instructions
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Yo space marine commander, don that

armour, cock that laser and get ready to

wax some alien nasties in the first mis-

sion of Gremlin's most excellent
role-playing shoot-em-up Mastergame.

It's based on the mega top boardgame, and
you'll find full details in our comprehensive
review in the centre of this issue. In brief, you
control five blokes who have to charge through
a space hulk wiping out aliens.

The aim of this exercise is to find an extra-
nasty baddie, called a Dreadnought, and blow it
into lots of little tiny pieces. Which is tricky
because it's quite hard to kill, and not particu-
larly easy to find either. This is one of the
hardest of the twelve missions, so get ready for
a sweaty time,

Click on a character to select him/her, then
on the control panel to select an option. With
moving and firing functions the relevant squares
are highlighted on screen, for you to click on the
one you want to move to/fire at. When you've
done everything you want to, click on the Fast
Forward icon to end your tum.

Then the nasty bug-eyed aliens get their

® Space Crusade switches from overhead to
3D view wh thing iting (like an

Tad:

e ork) happ

o g

SPACE CRUSADE

chance to fire back. There's a total of 30 turns,
but you'll be either dead or wvictorious before
then anyway. Happy space marnning!

= Space Crusade controls
Joystick or cursor keys may be used

SPACE Fire

SPHINX JINX

Previously only available with the full-

price version of Total Eclipse

9 (93%,AA40), Total Eclipse 2: The

Sphinx Jinx is now yours to explore at

your leisure (or at least what leisure the time
limit allows).

The idea is to stroll round a Freescape 3D
environment collecting the twelve pans of the
mighty Sphinx that was destroyed in the ancient
revolution (hurrah). These are hidden in the
underground network of tunnels and cavemns
and stuff.

There's loads of gold bars around 1o pick up
while you're at it. Along the top of th
your total fortune (in pounds sterling) and

e SCreen 1s

I : | :
® Ooer, it's all Egyptian like isn't it? These
Freescape 3D games are certainly a bit spe-
cial. Is that a piece of sphinx over there?
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the bottom is the time (you've got an hour),
together with the amount of water you've got
left (you get very thirsty in the desert), a com-
pass, and, er, your heart condition. Oh yeah, and
some pictures of ancient dudes in skirts.

Some people reckon Freescape is the bee's
knees. Others reckon it's the wasp's bottom. If
you've haven't played a Freescape adventure
before, here's your opportunity to form your
opinion of the whole caboodle.

= Sphinx Jinx controls

There ain't enough buttons on a joystick...
Toro Move Forward
lork Move Back

=) e 8 e R e

=S OTIIEE el L W e Turn Right

(The above controls also move sights when the
gun is drawn)

R Rest

S Step Size Change
A Angle Change

[ | =R U-Turn
SPACE.......... ..nDraw/replace gun
COPYorO. i ..Fire Gun

P Look Up

L Look Down

F Face Forward

H Height Change

1 Interrupt Game

SHOCKWAY

o RIDER

Here's a game of almost unrivalled silli-
ness, involving horizontal escalators of the sort
you find in airports. These travel at varying

s

i e e B



@ Blimey, does this look stupid or what?
Youw're the bloke in the red trousers, and
everyone’s doing bunny hops. Awesome!

speeds and you can jump from one to the other
hurling bricks at gang members and innocent
passers-by (including grannies that turn into
gang members — gets).

Shockway Rider is terrific fun. Silly, yeah, but
fun nonetheless. There's a total of twelve dis-
tricts to race through, and you have to complete
them all to achieve the much-wanted accolade
of having "gone full-circle”.

Pick up bricks and bowling balls from the far
side to throw at people, and stay on your toes at
all times. Later levels have different baddies,
obstacles and all sorts. Respect.

= Shockway Rider controls
Use either joystick or cursor keys

AP AR e

.

DISCCONTENT

@ This program is for disk owners only

and needs to be transferred to disk

before being run. (RUN"disc will run it
once transferred.)

DiscContent is an excellent multi-function
disk utility that lets you catalogue disks, view
files, alphabetically sort file contents, erase or
rename files, and hundreds of other things (well
a couple anyway). This is all done from a conve-
nient menu screen. Further details are included
on screen (type ‘H' for an explanation of the dif-
ferent commands).

Never again will you disk kids have to spend
hours searching for that CP/M disk...

RN Y ) (-}

POKES

What wonderful pokes have we got on the

covertape for you this month, readers?

Er, well these ones, of course (they're

all for tape versions). You need never fling

another budget game against the wall in frusta-
tion ever again (probably)...

SHINOBI
Infinite lives, magic and time will help you beat
this exzcellent ninja kick-em-up thingie.

DRAGON
Infinite lives for Dragon Ninja? If you insist.

WECLEMAN
Race around WEC Le Mans at your leisure with
this infinite time poke, Brrrmm...

REDHEAT
Armnie gets infinite energy and bullets.

AFTERBRN
Infinite lives for all you Afterburner aces.

COVERTAPE '3 ©

3

CONTINEN ;

Continental Circus is an ace game, but if you're
not as good as Adam P (you wot? — ed) you'l be
wanting an infinite continues cheat.

CABAL

It's that suicidal army chap. Standing in front of
an enemy army is a lot more sensible if youte
immortal. Infinite lives ahoy!

SILKWORM
Infinite lives are what you need to stop your
crummy partner from using up all the continues.

RAMBO3
Arnie got the infinite lives, so Sly can have the
infinite continues (and no arguments, lads).

OPERWOLF
Operation Wolf is a classic shoot-em-up. Have
you finished it yet? Infinite lives might help.

@ Full instructions for loading and using the
pokes can be found in the Cheat Mode section,
page 36.




Scully-bashing

To say I am slightly annoyed would be an
understatment. I am totally, well, devastated.
My problem is this: After a complaint within
your pages (which I read, every one), Alan
Scully defended himself saying that he has
every right to ask for help in the form of PD for
his so-called PD library in your helpline. So
he has, but here’s my problem: Why on
earth can't he give as well as taking?

I'am trying to set up my own PD
library using PD from other libraries
as well as asking people for
contributions (I am offering a t
for the best bit of PD I receive
26.4.92 — send a tape or dis
mg proggie and SSAE to n
wrote to Mr Scully asking for s
sending a quid per disk. He repl
couldn't have any as I was s
And this bloke expects help.

I am not the first to have had
cerning Scull PD which you
in giving free advertisments
donate at least half a page in
to a library that you can only 1
to the LFSP (Let's Fill Scully's
is not in the so-called spin
Caroline Lamb advertised other | nlike
you now that she's gone. Pleas

If you spent the amount of
Scully on proper libraries, yvou

Thc flood of public domain
software into our office for
this month’s special feature has
led to many a scuffle.

Rod ran off into a corner
with the 6128 Plus and a stack-
ful of PD games; Adam Waring
spent hours trying to find an
RSX that would make the screen
circular; Maryanne drew pic-
tures of puppies and kittens on

a PD art package, and Ange sat

¥ L iy of people very happy, includin h my
(bemused) baby Wills in front library it's straight forward, o
of an educational program. clubs. (50p and a disk will ge k
ADAM PETERS spent three disk contam.'mg loads of usel} in &
E & me a plug instead of that library north of the

days trying to find an Automatic border.
Letter Reply Generator, before James Rylatt
T a8 ; = 7les PD
giving up and trapsing off to do 21 Scarl ei?s (e; 2
the Reaction pages as usual. Uckfield
Sussex TN22 2BA

Please send techie stuff to
Forum, requests for cheats to

cfion

Adum: Cor, it's dead bitchy is the so-
called PD scene. Alan's our pal, but the reason
he gets so much publicity is that he does inno-
vative stuff (like the only monthly CPC disk
zine). Do something exciting James (like giv-
ing away free bananas or running naked
through the streets of Brighton) and we'll give
you a so-called plug. Mind you, we're
starting a regular PD column again
next month so maybe you could just
send us a catalogue instead. And
can you really refuse to let another
PD library have copies of your
progs? All this and more in our PD
special, starting on page 20 in this
very issue...

L 3
Tally it up
As Albert Einstein once said, "AA is FABA-
ROONABLETINGDONGATIAL", Sadly, though,
no-one ever recorded this monumental speech
because historians were all lazy and could not
spell. Mr Einstein was not silly enough to talk
about the AUTOMOBILE ASSOCIATION, no! He
was an avid reader of ARMADILLO ACTION,
just like me. (Er, I think you mean AMSTRAD
Action, Daniel.)

I am twelve years old and I read the mag
from cover to cover as soon as it comes out, and
I like to go in for the competitions. I have a
CPC464 (colour) with a printer. I wrote this let-
ter because of that printer.

About eight months ago a strange and com-
plex tale of darkmess began. There was a
competition in AA to win a Mannesman Tally
24-pin MT222 printer (reviewed in that issue)
worth over £500! I naturally went in for it really
hoping I could win the scrummy prize. I hoped
for 40 days and 40 nights not eating and I was
tempted by the dev... oops, wrong book!

I was really surprised because I actually
WON the printer! I set it up in my room and

- Cheat Mode, and letters about
anything else to either your

D CHING, who the hell died and ma

God of all eritics...if you have an

ments about the CPCs or AA I

oblige you by stuffing your Doc Marten

right...(er, yes)

Aunt Betty or Reaction, Amstrad

Action, Future Publishing, 30

Monmouth Street, Bath, Avon

BAI 2BW.
! 2 : : Gary Luke
We aren’t awarding prizes Wellingborough, Northants
this month ’cos we're in a
IF YOU ASK ME I think D Ching should be
strung up by the ***** and thrown into a pit
full of rotweilers,

grumpy mood, but look out

next month for new CASH

M McCreary

prizes! Here’s some letters...
Belfast

NASTY CORNER

Adam @ Let's get something straight,
we can debate issues without having to
resort to personal abuse. Just because you
disagree with someone doesn't mean you
have to threaten them with violence. What
happened to love, compassion and respect
for your fellow (wo)man? It's attitudes like
these that are responsible for much of the
sadness and suffering in the world. Let's put
aside our differences, join hands and create a
community of (wo)man that will traverse
inequality and lift the human race to a
higher state of being. Alternatively, let's not.
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turned it on, but the printer would not talk to
my trusty Amold (Huh, Mannesman Tally
snobs!). Poor little me.

But AA did not just leave me o 1ot in a cor-
ner. Being frustrated when my new pressie
would not work, they asked me to send it back
as I sobbed at them and pleaded (well, not
really, AA was really nice and only had to be
asked once),

Then, about three-quarters of a month later,
they tracked down the problem by following
lead... (joke coming) the printer cable was not
correct! (That's the joke then, is it7) So AA sent
me back the printer by courier with a spanking
new and better lead. But the printer was
lost/stolen at the courier office.

Yet again AA saved the day and tried to get
a new one, but Mannesman Tally couldn't sup-
ply an MT222 as they had stopped making
them. AA ordered an MT13124 (worth over £700
and COLQOUR!) and so I waited for the rest of
the (boring) year.

When the printer finally arrived, Rod Lawton
delivered it personally and gave me Mini Office.
{Dashed fine chappie that Roderick.,.must see if
he'll come to that exciting paint-drying party
with Percy and the chaps!)

So there you have it — AA is the bestl

Daniel Argent
Brentwood, Essex

Adam: Ah, we love a happy ending.
And look, a letter without any swearing, com-
plaining or unpleasantness of any kind in it. A
lesson to us all.

Gang warfare

So it's the "Let's Beat Up D Shearer” campaign
is it? Well, Mr Clarry, you make me puke. And if
you think you're such a great bloomin' person
then wait till ya hear this. A few people up here
have decided to beat up “Mr Clamry". A few

members are; Daniel Nisbet, more commonly
known as the "Destroyer”, Martin “Crazy"
Mackay and Douglas “the one and only"
Shearer. Be at Wembley Stadium at 6pm on
Monday the 20th. Be there or be square (which
you already are). And by the way Adam Peters,
your hair's like a bloomin' tub of marge.

Oh, oh, oh. And why were you, A Peters,
dressed in women'’s clothes in ish 76 then, eh?
(Weird or what?)

Douglas Shearer
Caithness, Scotland

Adum: Sadly Monday the 20th has
passed, so I guess the punch-up didn't happen.
It wasn't Chris Clarry that instigated the cam-
paign to duff you up, it was me. And over two
dozen readers wrote in to say they wanted to
help. But we were only joking, Dune. (Thank
God for that - ed.)

Why was I dressed in women's clothes in
AA767 I was dressed in women's clothes,
divvy, for the same reason that Rod and Adam
W were. It was a "pantomime" Dunc, a bit of
fun for Christmas where blokes traditionally
put on dresses when playing “dames". It's
perfectly natural and not in the slightest bit
weird,

Ask me why I wear women's clothes when
I go down the Ritzy on a Friday night, though,
and it all gets slightly harder to explain.

Swearing Software

I think you treated Alec Hay (Reaction, AA75)
very unfairly, I too purchased the game Dragon
Ninja on cassette and was having problems get-
ting it to load.

Eventually it seemed to load, but there was
still a second or two of data left on the tape. I
ignored this, defined my keys and selected to
start game, The screen went black and the
same message mentioned in issue 75 appeared

@ It's the biggest mystery since the shooting
of JFK (the bloke not the film). Is Dragon
Ninja a computer nastie or not?
at the bottom of the screen for a few seconds
then the computer reset. Is' there any way the
game can be transferred to disk and searched
through (using a disk editor) for ASCII mes-
sages like the one discovered by Alec Hay and
myself? If this was done and the message was
found, would Ocean be in trouble?
Nathan Parton
Ystalyfera, Swansea

Ad CIIM 2 Can it be true? Is top software
house Ocean peddling filth? Circulating
games full of abusive messages that will
deprave and corrupt innocent young kids? We
called Ocean - they kmow nothing about it!
(Incidentally Nathan, did you know you live in
the same village as Mr Angry, Michael Davies.
Creepy, huh?)

I'm shocked. I put up with Rod and Adam
being homble to me becauge they keep saying
that you, the readers, really like them doing
that, They tell me that we'd lose half our sub-
seribers if they stopped being wicked for even
a second. Then what do I find when tidying
the office but a folder stuffed full of letters,
with the phrase “bin or burn" in big red lefters
on the front.

Obviously since this wasn't my property
(and might have been personal or private) I
immediately went 1o put it back where I'd
found it, when I spotted my name on a leiter
that was hanging out of the folder. It was from
Todd Miller in Market Drayion and in it he
went on about how awful and unfair it is that
Adam and Rod keep slagging me off all the
time, And the letter was addressed to me!

I'opened the folder to discover over a hun-
dred other letters, all addressed to me and all
saying much the same thing. Some of these
dated back to October and I had never seen
any of them! I'm nommally very calm, but I
hope you will understand me peing a little bit

IATYATIIIES. 1AL

angry about this particular incident.

I'm designing these letters pages at the
moment and there's a bit of space left so I
thought I'd chuck in a couple of these letters
while the others aren't looking,

“Maryanne, why don't you actually say some-
thing instead of crashing into buildings all the
time?" Benjamin Blair, Edinburgh

I tend not to say anything in the magazine
because the others won't let me, As for crash-
ing into buildings, don't believe a word of it.
I've never crashed into anything, and my driv-
ing instructor reckons I'm one of the best
pupils he's ever had. Rod, on the other hand,
has been travelling by train for the last five
months as a result of an injunction awarded to
the Stonehenge Preservation Society. And
Adam can't even drive (and failed his cycling
proficency test)! : ;

“Since reading the wonderful Christmas panto,
in which you played Cinderella, I've fallen

madly in love
with you. Please
could we have a
big photo of you
in the mag, as I think you're
wonderful. Thank you very much.”" David
Rand, Orpington

Ah, how sweet. Your letter made me go all
fluttery, David, but I'm afraid marriage is out of
the guestion (not that I don't think you're
lovely or anything). I'm sure there are lots of
wonderful girls in Orpington, why not fall in
love with one of them instead? Don't forget to
invite me to the wedding though!

(Maryanne, has Reaction gone to the print-
ers yet? — ed) Er, nearly, just putting the
finishing touches 1o it now. I haven't made any
major changes so you won't need to check it.
(Okay - ed.) Hee liee. See you soon.

Lots of love, :

Morgorme xix.
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I have just one thing to say about D Ching's
letter in AA76: What a complete pile of *****1 If
he has so many complaints about the Amstrad,
why doesn't he get rid of it and have a
REALLY crap computer like a Spectrum
instead? Then he'd have something to com-
plain about. If he thinks AA is so crap then
why does he waste £2.50 on the mag each
month? As for saying it should be supplied as
lavatorial paper, I can really see him spending
two and a half pounds just to have something

to wipe his...(that'll do Mike). He should be
clapped in irons and fed to the lions, floppy bits
first.

The only reason D Shearer wrote what he
did is because he has bucket loads of money to
throw around. What people like him don't
realise (or bother to think about) is that many
children around the world can't afford an AA to
slag the reviews off.

Why is Seymour goes to Hollywood so
hard? Anybody who has ANY tips whatsoever,
please be a good samaritan and send them to
Cheat Mode, you'd be doing thousands of peo-
ple a favour.

And finally, keep the mag going as it is!
Ever since a change of staff the magazine has
brightened up tremendously, and is more fun
and entertaining to read. I think two pounds
fifty is a reasonable sacrifice once a month, and
certainly isn't something to complain about, so
every rich person who thinks it is, you

Multiface pokes?

Please could you send me a simple instruction

booklet on how to use Multiface pokes as

there are many multiface pokes for my com-
puter but I do not know how to use them.

Alan Hollingworth

London N19

Addm: You could try buying a
Multiface, Al. Things would probably get a
whole lot clearer then. It's a little black box
that plugs into the back of your computer
and lets you cut into programs to save to
disk, poke into memory etc. Regarded as the
most important peripheral for the ardent
games player, the Multiface 2+ costs about
£30-£40. Give Romantic Robot a ring on 081
200 8870 or check out its ad in this issue for
more info.

@ Want to use the quick and easy ‘Multiface
pokes' featured in Cheat Mode? Yes? Well
you'll be wanting one of these then.

L]
Covertape disks?
I have recently received some back copies of
disks for my 6128 (covertape). How do I load
them? RUN, LOAD etc do not work. What am I

PROBLEMS, PROBLEMS

missing? Please help me. |CPM is the
command that gets any sort of nominz
TESPONSE,

Mrs C M Harness
Grimsby

Adﬂm: Typing in CAT and pressing
return will give you a list of all the files on
the disk which might give you some sort of
clue (look for a name with .BAS on the end of
it and run that). RUN"menu is the one to go
for in this case - many of the covertape pro-
grams can only be selected and loaded via
this menu.

Post Office
accounts?

We run a small village shop and Sub-Post
Office and use our 6128 for the shop accounts.
I would also like to use it for the Post Office
accounts and wonder if you or any of your
readers have come across a suitable program.

Alternatively, we have Mini Office 2,
Supercale 2 and Mastercalc which we might
be able to customise with some assistance, If
any of your SPMR readers have already done
this, perhaps you would be kind enough to

get in touch with me at Post Office,
Timberland, Lincoln.

Patrick Hearn

Lincoln

Adam: seurr wen, its P ofor
Post...er, Sub-Post Master,..but what about
the R? Sorry, getting side-tracked there, We
don’'t know of any relevant program Pat, but
hopefully one of SPMR (whatever that is)
readers will.
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shouldn't be wasting 24p on a stamp to say so
(i.e. shut up).

Michael Davies
Ystalyfera, Swansea

Adﬂ IS What a disappointment this
month, readers. It was either a missive from a
miffed Australian or this slightly hot under
the collar letter from the angriest man in
Swansea. Where have all the raw, screaming,
fuming, out of control, totally scary letters
gone? Come on readers, give us nightmares.

Here are a few ideas for angry letter top-
ies: Spectrum and C64 owners that slag off
the CPC; Adam Peters games reviews being
really childish; Amstrad Action covertapes
never working; AA never printing any of the
letters you've sent it (17 in the past year).
Drop us a line, and don't forget the old say-
ing, “never trust a Comish man with an
avocado on his head”.

Doubting Thomas

Tony Hutchinson, you low-down creep. You just
happened to stumble across a £9.95 console in a
small shop in Blackpool which you conveniently
can't remember the name of. And what about
the one for £6.00 at Cowed Mawhr market? Two
places where nobedy's going to check up on
1. Your ploy is completely see-through; you're
ralking porkies to win the prize for spotting the
GX4000 being sold cheapest. I'm surprised AA
taken in by such a blatant load of bull.
Eddie Oliver
Dunstable, Beds

Adﬂm: How dare you impeach upon
the integrity of one of our readers Eddie. Tony
Hutchinson was one of only three readers to
send us a Christmas card (Archie Fulton and
Gerry O'Neill being the others), so we won't
hear a word said against him. Begone with
you Mr suspicious-minded Oliver and take you
crass insinuations (whatever they are) with
you. Next...

Tip of the Month

If anybody has a different computer and says

that yours is crap, then if they're fat say "hiya

fatty, your brain's tatty" or if they're thin say
“hiya thinny, your brain's binny".

Richard Robinson

Malvern, Worcs

Adam: Er, okay, I'll do that from now
on. (You haven't been overdoing it with the
spring water by any chance, have you Rick?)

[ ]

Angry Aussie

T am writing to say that I and a great many other
Australians are annoyed and disgusted by your
references to our nation and TV shows and
music which are produced here, I enjoy your
magazine very much but the comments spoil the
enjoyment. This commentary may not be aimed
at Australians personally, but this does not alter



There's a lot of things that make me angry
about modem computer games, What could be
excellent games are often spoiled by excessive
violence, varying standards of difficulty, repeti-
tive gameplay, the list is endless. But what
narks me off more than anything else is the
way in which alien races are portrayed in
these games.

In o many games aliens are portrayed as
evil, sinister baddies that you have to wipe out
to save the universe. If a game appeared that
advocated this sort of genocide of an earth
species (e.g. kangaroos) people would be up in
arms, but because it's aliens, who very few of
us have had any sort of contact with, software
houses think it's all right.

This is a very irresponsible attitude to
have. More and more encounters are occur-
ring, and as scientific technology (particularly
NASA) advances we move ever closer to gen-
uine contact and communication with alien
lifeforms.

By perpetuating this myth that all aliens
are nasty slimy things that should be extermi-
nated, games programmers are effectively
poisoning at an early age the minds of those
that will probably form the generation that
makes the big breakthrough.

Of course some of the
most  exciting games
are those that
involve lots of com-
bat, but surely we
should stick to
| human opponents
W or, better still,

inanimate objects.
A shoot-em-up where

Aliens are people too

the main foes are armchairs and toothbrushes,
for instance, would be ideall Whatever, it is
time Lo put an end to the galactic racism that
threatens to isolate our planet from a future
role in the community of space and time.
Peter Worley
Iford

PETER’S POSTBAG

PETER WORLEY REFERRED TO film licence
games as crap (AA76). Don't all you readers
think that was a bit over the top as Turtles,
Terminator 2 and Hudson Hawk are all pretity
good games (even though one of them's a
Spectrum port). Let me put forward a point;
where would the software industry be without
film licences? Ogean, US Gold and Mirrorsoft
put a lot of time and money into film licences,

Also mentioned was that software houses
rely on movies rather than their own program-
mers for their income. Peter, take for example
Darkman, this game was written and put
together by programmers, not Universal
Studios. The programmers take the name of
the film and write a game based on it, They
don't write and program a copy of the film and
bung it on a disk to keep Universal running.

And we are not 'conned' into buying games
of films as we don't have to buy them. We
make our own decisions on whether to buy
Smash TV or Predator 2. People from Ocean
don't kmock on our door trying to flog us a copy
to try and get money. It's up to you whether
you want to buy a licence or not.

Fraser Duncan
Dartford, Kent

WORLEY’S WORLD

This man Peter Worley has got some pretty
strong opinions - but he's
certainly generating
lots of mail. Which
is why we've
given him his
own little slot in
Reaction. If you
agree or dis-
agree strongly
with what he says,
3 write to: PETER'S
POSTBAG, Reaction, at
the usual AA address...

I WAS AMUSED TO READ Peter Worley's let-
ter (AA76). A few years ago I would have
agreed with him, but today, if games compa-
nies stopped producing their ‘multi-load trash’,
what would we beleft with? Nothing, that's
what.

Considering the way in which software
retailers (at least where I live) have treated us
Amstrad owners — filling our shelf space with
16-bit games — we should be damned thankful
that games are still being made for us.

David Rand
Orpington, Kent

Adﬂm 2 That's a bit of a defeatist atti-
tude, Dave. The softies wouldn't be
producing the games if they weren't making
a bit of a cash out of them. Surely we have a
right to grumble if the games aren't up to
scratch. I have to admit I don't agree with
Peter's view of multi-load games myself, but
then I've got a 6128 disk machine not a 464
tape jobbie,

the way some of
us feel on this
issue. Maybe if
you took the time
to take a closer
look, or even vis-
ited Australia,
then you would
see that there is
more to our country than just the entertainment
we export. So either clean up your act or lose
valuable readers.
Annoyed Aussie
Brisbane, Australia

Adam: me only reason to remain
anonymous is if you're scared of us coming
round to your house and mocking your dress
sense, But the chances of us travelling all the
way to Australia just for a bit of fashion abuse
are pretty slim, not least because we're scared
of those killer spiders that hide in Aussie
shopping malls, So don't be shy Annoyed, tell
us your name. It's Jason Donovan isn't it?
Come on, we recognise the handwriting. You
can't fool us Jase! (We take the point though,
and will stick to only making fun of entertain-
ment from New Zealand from now on.)

AA continues its series of space-filling
articles on European countries with a look
at the land of matadors and oranges.

Location: Spain is the knobbly, sticky-out
bit on the bottom left of Europe. Er, well most
of it anyway (some of it's Portugal).
Population: Don't know, we've lost the ency-
lopedia. A few million though.

Language: Just like English, only remove all
the verbs and add an 'a' to the end of each
word (eg mia muma cata doora— my mum has
bought the cat a door).

Currency: Pesetas. There's about half a mil-
lion of these to the pound, so you'll need to
carry a wheelbarrow full ‘of notes with you
when you go shopping.

CPCs: Spain has a fair few CPCs scattered
around. And shoot-em-up specialist Dinamic
lives there too.

What to see: A bull-fight, but they're dead
cruel so take some things along to throw to
the bull when it gets in a tight spot (hard hat,

AA GUIDE

TO SPAIN

metal vest, nunchuckas etc) .
Useful Phrases: "Mi casa es blanca"” (I have
been instituationalised) “¢De donde es la
asuncion de la question la marca?" (What's
with these upside-down gquestion marks?)
"Campa le bamba lo bumbe de bimpo de
campo de campu la cimpo” (Chorus of Spanish
1992 Eurovision Song Contest entry)

Things to do: Grow a big bulbous nose like a
potato (then paint it red). Watch people mak-
ing sherry adverts. Disguise yourself as a bull
and charge through the streets shouting
“who's laughing now then”. Visit the Picasso
museum, drink ten bottles of sangria and start
painting.

Warnings: If you want a break, don't go to
Ibiza as your entire home town will be there.
If you intend to buy an item of lingerie for
your girlfriend (or boyfriend) in Madrid, don't
ask for a basque.

Famous Spanners: Carmen (by Bizet who
was, er, French), King Juan (who was a king),
General Franco (who was mad).

March 1992 AMSTRAD ACTION 9




S

WACCI SURVIVES

Veteran user group resurfaces after financial troubles

the worst late last year

when the ‘recession’ hit the
company. For a while it looked as if
Wacci might have to close... but it
has been pulled back from the
precipice by a group of users
known as ‘The Management'.

sm)scrjbers to Wacci feared [}

ex-boss Steve Williams for pastures
new, (See Amscene, AA7Y)
However, Wacci's financial sit-
uation is still critical, if under
control. There is cumently no
money in the kitty,

They have taken over control of 1
Wacci following the departure of L&h

club's members and has managed

@ Wacci’s future looks a bit
and The yighter now, the club fac-
Management has been drumming ing major financial

up (financial) support from the difficulties late last year.

S8 hoped that with enough donations

oo and re-subscriptions the club will

Survive.

i The ‘new’ Waccl is to pro-
duce a 'members charter’, which

will include the following changes:

® Cheaper PD software

® A tape PD library

® A book library

@ Discounts for members

@ Special offers at prices
below those of dealers and
other mail order companies.

To find out more about
what's happened to Wacei — and
what's going to happen - write
with an SAE to:

French hackers
bust cariridge
protection

The mysterious ‘Logon’ programming team
we featured in our French special last month
has been up to no good! In fact, the mis-
chievous continentals have apparently
worked out how to bypass the protection built
into the new Amstrad Plus machine which,
until now, prevented users accessing the
machines’ enhanced console hardware from
BASIC.

Using a simple program; however, users.
will now be able to use the new machines'
larger palette, hardware sprites and improved
sound features.

The program is even now appearing in the
UK PD network. Amstrad UK won't be pleased
at the latest development — the company has
hinted darkly in the past about possible legal
action against anyone bypassing the Plus's
cartridge protection system. However, with

to put together issue 50 of the mag. The club has
a membership of some 750 enthusiasts, and it's

There was a slight bugette in our
Football Forecaster covertape pro-
gram last month which meant that
you couldn’t save and load your
own date properly.

The problem is simply a miss-
ing full stop, it appears. If you a
full stop on the end of line 6050
(right after the last “a" of “ball-
data"), everything will be hunky
dory!

And last month we said that
Mini Office 2 cost £14.95 on tape
and £19.95 on disk, and that you
could find out more on 0625
878888. Well it isn't, and you can't!

Mini Office 2 actually costs
£20.99 on disk, and you should call
the publisher on 0625 859333.

A~
( FEFICE

e i

® We quoted the wrong price for
Mini Office Il last issue - you can
get it much cheaper!

Amstrad Action has managed a
special deal on this excellent suite
of programs whereby you can save

Clive Bellaby, 12 Trafalgar Terrace, Long Eaton,
Nottingham NG10 1GP.
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means to do so now in the public domain, it

may be a case of shutting the stable door
after the horse has bolted.

Full-price gloom
as sofware
houses pull out

The future for full-price games on
the CPC locks a bit bleak at the
moment. Domark and Virgin have
already announced their intention
of dropping CPC releases, while
Gremlin is still not sure whether it

will continue to suppert the
machine,
Gremlin's dilemma basically

boils down to whether the program-
mer who's tackling the project
finishes a game for the hand-held
Nintendo Game Boy in time... If not,
Space Crusade may prove to be the
last Amstrad release from the com-

T [ el

® Will Space Crusade be Gremlin's
last CPC game? We hope not...

porter Ocean is being non-commital
about the future. The current line-
up of planned releases will go
through, but the company will not
commit itself beyond that.

The summer is always a bit of a
thin time for software releases, and
come next winter, the major soft-
ware houses may well think again.

HOWEVER, put that 'phone
down right away, because

£Effs.

Check out our
Offers pages this month!

Special pany.

Siren Software to produce DDI interface

After lots of complicated wranglings, Siren
Software has gained the rights to producing
the DDI interface - the interface that lets own-

ers of tape-based machines plug in a disk
drive.

That’s the good news. The bad news is that
supplies of 3-inch drives have dried up to the
point where they’re effectively unobtainable.

Siren’s solution is to sell the DDI interface with
a 3.5-inch drive and Romantic Robot’s
Multiface. Tape-base software can then be
saved to (3.5-inch) disk using the Multiface.

The price of the complete kit will be
£159.99, which includes postage & packing,
and you can find out more from Siren Software
on 061 724 7572.

I o AMSTRAD ACTION March 1992

Even stalwart Amstrad sup-

In the meantime, we can only keep
our fingers crossed...

000000 O00POOOOPOOOOPOOSIOPOES

WAVE WIDGET
DOWN IN PRICE!

Mail-order supplier WAVE manufactures a ‘wid-
get' that allows you to plug old CPC peripherals
with edge connectors into the new Plus
machines. The price for this widget has now
come down to £8, plus £1-15 p&p. The offer only
applies until March at the latest — call WAVE on
0229 870000.
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Do you necd to know wliat
happens ANY TIME INSIDE
a RUNNING CPC program?

Get INSIDE INFORMATION!
Install INSIDER into MULTIFACE, RUN
a program, let Multiface FREEZE it and
the INSIDER tell you everything: it will
fully disassemble, find text or code.
show/alter RAM and the Z80 registers.
dump'to printer. All this & more for e+4-55
Now HALF-PRICE for just £7.95!
Invaluable tool for machine code users!
Unique de-bugging/development aid.

i

e, S
| order a MULTIFACE 2 for CPC 464/6128 [ e47-25 £34.95 or for CPC+ [] 4985 £34.95
= %5£34.95 b ys pap :
RODOS [Jeee05 £14.95 RODOS XTRA[ p2-85£4.95 INSIDER [ e++2s £7.95 PR S £ Shoeng =
I enclose a cheque/PO/cash for £............. ordebitmy Access/VisaNo. [ | [ [ [ [ [ T [ T T T [ T I [ ] cardExp.......

Name/address

The above reduced prices apply to MAIL ORDERS received by 31.3.1992.

ROMANTIC ROBOT UK Ltd. 54 Deanscroft Ave, London NW9 8EN % 24 hrs S m=m 081-200 8870 & AA

o NEW FOR 1992! _
w55 o] | 342 DELUXE DRIVES ™

Hero Quest (Witchlerd) .£4.99 599 |
KICK Off loureonsicsocirisrece £8:99.... £13.06 The 'MAXI' DRIVE only £84.95: (includes PS.U.)
0o, Lotius Bsprit . 8899 F 9 | * Unique 3-function switch for maximum performance. Works as a standard
~o  Man Utd Eurooe £0.0C ‘B! drive under CP/M and Amsdos and with all 800K software SSd / DSd.
J an:Uta Europe............, - ; = S ; 2 : :
5 Meda Mix “ Attractive slimline TEAC unit - simply the best. Measures 7" x 4" x 1" high.
i e * Ideal second drive far the CPC. Simply plug into the 6128 or 464 with DD1.

Big BOK. oo vvncsninnsincen B10:99 MeZaTWINS .civecrnri £99 991 * FREE 400K per side formatter/disk copier. FREE starter pack of 5 disks!

Capcom Collection:.....£10.99.. £19.6¢ Mindstretchers ... it ik - * Complete ready-to-go package: Quiet and economical in use. 12 months

Challengers £13.00 Predatar l..... k) : £9 suarantee, Supplied with all necessary cables/connectors.

pipas R Prince Of Pe £899. _£13 ;

Chart AtacK ...............£11.99 ... dhe e The 'MULTI' DRIVE only £99.95: (includes PS.U.)

Dizzy Collection .............£7.99 o Rl il i “ As above but with special cabling for connection to CPC or PCW computers!

Dizzy Excellent Adv........£7.99 SII'nO:;C--’_ES crivirsansg L0 L 13,77 You can use this 'portable’ drive with the AMSTRAD 6128, 8256 and/or 9512!
| aon |l £0.00 13.00 Soccer Stars. : fiss it NOTE: All our drives are available with a 6128 PLUS adaptor - just add £5.00

Pouble Dragon lll............£9.99 ....£13.99

Super Heroes.....

European Superleague . £10.99.....£12.99 The CPC DRIVE SHARER Price: TBA

F15 Strike Eagle ..... 99.....£13.99 T;rllll'llnc-'.tcr I T £13.00 A brilliant invention! Automatically switches between 3" FD1 and 3.5° B Drives.
g;ﬁff;?ﬁft e £12.990 E}jgg Tolkien Tril £1199....£1499 The CPC Business/Serious Software List:-
W Grancistana .. SRR 7.99 .. 51399 Page Publisher .........£24.95 Picture Disk..............£12.50
e 0 S szl s e D999 £13:99 Full DTP for the 6128 or expanded 464, 100s of clip-art graphics for Page
W ES o World Class Rugby............£8.9¢ Supports 9 and 24 pins e.g. Star LC24-10  Publisher/Stop Press (please state)
Il Gunship e e D189 NAWE. ; ey 4 213.99 H H
. £8.99 ... £13.9¢€ General Ledger seenesne£29.95 Picture Disk 2...........£12.50
AMSTRAD CARTRIDGES Simplified business book-keeping for Now available! Volume two of our superb
. ALL 62 6128. Bank/Cash, Profit/Loss etc. clip-art collection,
Barbarian Il, Batman The Movie, Chase HQ, Crazy Cars I, Stock Accounting......£39.95 Disk-Base .......eerereens£12.50
Dick fracy, Double |:)ragoni Fire & Forget ||( Klax, Operation 6128 Integrated stock/invoicing/accounts.  Auto-indexes your disk collection.
Thunderbolt, Pang, Plotting, Robocop II, S.D.I., Shadow Home Finance.....;...£14.95 Picasso Art..............£14.95
Warriors, \Wild Streets. Bank, Savings, Credit Cards, S/0s etc Fun-to-use screen designer/printer
) a CPC-PC Transreru"ulgTBA Kwikﬁ]e V2.1 000000 £12.50
If what you're fOOkfng for is not here Requires 3.5" drive. Contact us for details.  Versatile database with many uses.
please call and we will check availability. Mailing Lists ..........£12.50 Multi-Code ..............£12.50
Specialist address file/label printer. Powerful €PC programmers toolkit,

KOMPART U.K. LTD Post/Packing: Add £1,00 on software, £5.00 on drives/hardware. Courier £7.50.

When ordering, please advise computer/printer type.

25 H“r'l s" Albﬂns, Herts AL1 1 NF Remember: We're the caring CPC company who really do deliver!

N ° Send Cheques, POs or SAE for current catalogue to (DEPT AA)
H Tel: 0727 868005 @ SD MICROSYSTEMS, P.0. BOX 24, HOLBEACH, LINCS. Tel: (0406) 32252




64K AND 256K

MEMORY EXPANSION
@ SImple plug in memory expansion gives h:lstﬂllt extra memory.
®, Features bank switching software for easy tise by the programmer or for use

AS a data storage area. @ Ideal for use with the CPM 2.2 etc.
[ ® The software also features some extra BASIC commands.
® 64K unit expands 464 to 128K. The 256K unit takes your:6128-to,320kKi»

I ey
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THE RAM MUSIC MACHINE IS PROB/ BI.Y
THE HOS‘I" ‘cl ING MUBIO

® It's a full sound sampling system allowing any

sound to be recorded digitally ffito the computer RAM.

Once stored, the sound can be réglayed at different
pitches with many varying effects.

. unif brings 464 ulj to EPC 6128 memory configuration making a much
larger software base available. Will work straight off with many programs
designed for this unit (including OCP Art Studio - see Ad.).

® Bank switching done automatically by software (cassette 464 - disk 6128).

ONLY £49.99 six Forass
ONLY £99.99

256K FOR 464 OR 6128 (PLEASE STATE)

MIDI Thru. 2a s LS el o
# . Output through your HI-Fi or Headphones.
Comes complete with microphone.

® Use a full size MID[ keyboard to play the
Music Machine.

® Sounds produced by the Music Machine can
be mixed with a MIDI synthesiser's own sounds.
@ On screen Sound Editor can produce MIDI
data from your own compositions.

@ Various sampled sounds are provided i
order to get you going.

; sc'ri:nevery interesting effeets. -
® Itsa two voice musie/sound synth,
® The Music Machine can also be used as a
drum machine - eight drum sounds are already
provided for you, but you can easily produce
more of your own,
® The extremely powerful software allows you
to compose tunes from individual bars of
| musie. You can edit your creations on'screen
& Save/Load sounds, instriments & rhythms
® Fully MIDI compatible. The Ram Music @ No other product can offer so much in one
Machine supports full MIDI In, MIDI Out & unit - it's the TOTAL SOLUTION!!

ONLY £49 2 9 FOR THE BEST MUSIC ADD-ON AVAILABLE

FOR THE AMSTRAD .
SPEECH SYNTHESISER
& STEREO SOUND BOOSTER

® This easy to use Spaech Synthesiser
includes a powerful ijreu Amplifier and two
pod speakers which are an enormous
improvement on the sound supplied by the
Internal mona speaker

both speakers, Booster giyes stereo to
computer internal sound eutput.

® Using the SPO/256:S_peech Chip the unit
has almost infinite vogabulary.

@ Text to speech sq&warc is pravided in
ROM to make speeeh output simplicity itself,
® Voicing is transparent to the user and the
Tean carry on with uther pmgram
 tasks as necessary.

ONLY £29.99

464 OR 6128 (Please state which)

@ Now you can turn your Am i
Digital Drum Machine. A
® AmDrum from Cheetah Marketin,
plug in device that produces "real

SYSTEM

@ Complete Lightpen and graphies system
lets you create a whole range of effects on.
screen. '

9 It ean magnify, shrink, colour fill and
-cneim: circles, rectangles, lines and curves,
lres can be edited at pixel level using
pad which magnifies to full screen.
re storage and retrieval, and a pen

p utilities for Epson/Amstrad
(on cassette).

ONLY £14.99 cnssrre

OR £24.99 yiiry sorrwans on/nom-woTHING Fo LOAD 464 OR 6128 (Please state which)
I ORDER FAST?
TELEPHONE [24Hrs] 0782 744707 CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO....

DATEL ELECTRON/ICS LT7TD. E

GOVAN ROAD, FENTON INDUSTRIAL ESTATE,
FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324
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OW A TOTAL MOUSE/
GRAPHICS PACKAGE
| FOR YOUR
AMSTRAD
AT A TRULY
. JUNBEATABLE
N\, PRICE!

1
4

TAPE OR DISK FOR 464 OR
- 6128 (PLEASE STATE
WHICH REQUIRED) N.B.
464 NEEDS DK'TRONICS
64K RAM PACK
- eNIVS 7110USE
COMPLETE
WITH
ADVANCED ART STUDIO
__a @ Genius Mouse is a high resolution two button mouse featuring optical counting, teflon guides,
e ‘ microswitches, rubber coated ball and high quality interface.
©® When combined with OCP Advanced Art Studio this graphics package is quite simply the best
system available. The features are unmatched...
@ Create an image - shrink it, expand it, move it, rotate it, copy it, colour it, etc., etc.
© Spray patterns or shades, make elastic lines - stretch and manipulate shapes.
® Zoom in to add detail in fine mode. @ Full cut and paste facilities plus excellent printer support.
@ Pulldown/Icon driven menus for ease of use. @ Mouse operation, plus joystick and keyboard control.
-y ® 16 pens, B sprays, 16 brushes - so flexible anyone can create superb graphics easily.
COMPLETE WITH MOUSE INTERFACE ON.LY
@ The Genius Mouse Graphics '
System comes complete with the £49 99
special Mouse Interface to allow = FR E E u
super smooth control. TOTAL PACKAGE MOUSE MAT AND
® Attractively styled to match INCLUDES GENIUS MOUSE, MOUSE HOLDER
your 464 or 6128 design and INTERFACE, OCP ADVANCED ART
Y colour, Simply plugs into STUDIO PLUS FREE MOUSE MAT (WOHTHEL2,09)
Expansion/Joystick port. AND HOLDER WITH EACH PACKAGE

LC 200 LOU™ PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

@ The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular jobs but also
prints out your pictures from Art Studio, ete., in genuine colour!

@ LC200 is a full Centronics printer so it works with other computers (Amiga, ST, eic.).

® Made possible by Datel's unique colour printer driver - now you can have a hardcopy in up to 16
colours!! ® No more to buy - just plug in and print!!

PACKAGE INCLUDES... STAR LC200 COLOUR PRINTER RRP £299.00
CENTRONICS PRINTER LEAD RRP £9,99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
NORMALLY £327.98

COMPLETE PACKAGE NOW ONLY £239.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
@ Ifyou already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.

HOW TO GET YOUR ORDER FAST!
TELEPHONE [24Hrs] CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO....

G DA7EL ELECTRONICS LTD. S

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324
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Each issue we'll be asking the AA
posse what their favourite games of the
month are. No doubt we'll print their
replies. In fact, here come this month's
favourites now...

ROD LAWTON Here's
Rod in the dark and fore-
boding corner of AA
Towers where he

. hatches all his devious
plans. What wickedness
and acts of sorcery have
you been getting up to

. today then, Rod? "T've
been playing Space
Crusade.” Oh.

ADAM PETERS Lots of
you have written in to

. ask why Adam never
smiles in any of the pho-
tos inthe mag. Because
he’s a miserable old fart,
that's why. Still, he isn't
sulking too much in this
pic. Spotty's game of
the month: Hudson
Hawk.

ADAM WARING
Adam's Into Space
Crusade. He's been
going on about its "digi-
. Dbitsprites” and

. ‘“poly-spatial animation”,
Or something like that.
We weren't really listen-
ing. We were too busy
wondering why he's still
~ wearing that dress.

ANGELA NEAL When
she isn’t recounting the
latest adventures of
Baby William, Ange has

| been grooving on down.
" to the latest adventures
of Baby Jo. She's also

~ been taking Fun School 4
y home at weekends (for
Wills we presume).

MARYANNE BOOTH
Maryanne started out
cooing over Baby Jo. That
was until Rodland came
in. She loves Rodland.
Unfortunately she refuses
to zap any of the “fluffy
poodles and fairies"”
you're up against, so she
always loses. Sigh.

SPACE GUN

Here's a shock. Ocean is set to release a cart
game any day now, and it isn’t Robocop 3! That's
on it's way too, but this one is a 3D shoot-em-up
in the Operation WolffAliens mould.

Basically, there's a spaceship full of captive
scientists and captor aliens. And you've got to
shoot the aliens. You can shoot the humans too if
you like, it doesn't do any harm. At least not to
you (the humans themselves are probably none

i 2 il

@ Wah! Big nasty alien with its head stuck on
the wrong place ahoy! Looks quite sweet
really. Oh well... die alien scum! [C&4 screen]

® What's this then? Erm. Ah. Er. Hmm. Well...
er... a tri... no. Erm. Uh. Mm. It could... no, it's
the wrong shape. Hmm... er... no, dunno.

; ‘\ J F_r_ 1 3 g
@ Three Space Gun facts; (1) it's a shoot-em-
up, (2) it's a cartridge game, (3) it’s called
Space Gun. (We need to talk, Adam - ed.)
too happy about it though).

Sophisticated or mind-expanding it ain't;
zied shooting it is. Here's a C64 screen shot
y you can see how it looks on a crap computer.
showing you the GX4000/Plus version as
it's finished and in our sweaty little

Space Gun [Ocean) will be out very soon, priced
at (we'd guess) £24.99 cariridge.

COMPILATION
CRAZY

We're going compilation crazy again next month
vie Premiere, TNTZ and the very wonder-
ful Soccer Stars. The latter looks set to be very
massive indeed, featuring as it does the totally
mega Microprose Soccer, Kick Off 2, Emlyn
Hughes' International Soccer and Gazza 2. The
best of these scored 93% when first reviewed.
The worst scored 86%. That's an average of

The Word Is Out

when all the software houses fake a bit of a

breather after the Christmas push. A time when
people like us get to wondering whatever happened to
such-and-such a game that we first heard about in
August. A few phone calls later and if's “still being
worked on”. Sigh, Nice weather, isn't it?

Hang on, what's this.,.a press release! Aha.
Apparently ace budgie house Virgin
Mastertronic has changed its
name to Tronix in order fo
seem more hip and rad.
Presumably you sell more
games if people think you're
hip and rad. The logic Is
beyond us, but Double
Dragon 2 is riding high in the
budget charts so what do we
know? (I know how to balance a

I t's that time of vear, folks. That postChrimbo. [ull

1 4 AMSTRAD ACTION March 1992

banana on my nose — Adam W) Quick, change the sub-
ject someone...

"I say, those Codemasters chaps and chapesses
seem to have made an expedition from budgieland to
take over the fullprice charts.” Quite true, whoever you
are. Take a look at that top six and then guess which
two softies are neck and neck in the Best Software
House bit of the AA Readers' Poll... Codies fans, make
a quite note on the March page of your Dannii Minogue
calendars, cos that's when the very weird Soccer
Pinball makes its debut on the £3.99 shelves.

Keep an eye out for that, but put all your
eyes back in as far as Baby Jo |s concerned,
Why? Because, er, no sooner had we reviewed it
than we discover that Infogrames has decided not
to distribute the CPC version in Britain after all (at

least not for the moment). Gah! We're sure if every-
one writes to complain the company'll reconsider, but
the games not much cop anyway,



Rodiand, they turn into cards with fruit on.

RODLAND

“So cute it'll make you puke” it
says on the box. And it did. Or
maybe it was the salmon and
cucumber sandwich that did
that. Either way, Rodland looks
set to be a biggie.

We've been having a bit of
a play with it and it seems
quite spanky. It's kind of like

%

LEUMEYL B}

PEFEFEBPFERNE

S e
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@ This is supposed to be a bonus game. It's

with a Ghostbusters-style par-
ticle beam. It's supposed to be
a rod (hence the name).
There's lots of platforming
around (you carry a ladder in
your pocket) and a completely
mammoth FORTY (yep, that's
4-0) levels. The heroes are two
little pixies called, rather unfor-

crawling with naughties. Some bonus.

sharks and ghosts.

The whole thing is so
colourful you'll be reaching for
the brightness control the
moment it loads. Next month
we'll be giving you the full low-
down. Until then, start stocking
up on that Milk of Magnesia...

Bubble Bobble but instead of
blowing bubbles at the bad
guys (and gals) you lasso them

tunately, Tam and Rit. The
baddies are sweet little fluffy
puppies and bunnies and

Rodland (Storm) is in the shops
now, priced £11.99 cassette
and £15.99 disk

WV HOLLAND
; 0-0
ENGLAKD

DOOIJES JONES

@ Emlyn Hughes' International Soccer runs
Italy 1990 very close for the title of Best CPC
Footie Game of All Time. Most excellent.

® The object in Super Pinball Magic is to score
lots of points (really? - ed) and get through that
exit at the top to progress to other screens.

Speaking of French games, a couple of cartridges
have just landed on the desk; Super Pinball Magic (a
pinball game) and Panza Kick Boxing (er, a kick box-
ing game). No UK distribution lined up as yet, but
who knows. Watch this space, as they say...

How many of you lot have seen that TV
show Gamesmaster (C4, Tues
6.30pm). Most of you? Thought so.

nearly 90%. Crikey! @
Movie

Premiere fea-

tures four film

tie-ins (Turtles,

Gremlins 2,

Days of Thunder

and Back to the

Future 2) and

TNT 2 features

Hydra, Escape from

the Planet of the Robot

Monsters, Badlands, Skull & Crossbones and

STUN Runner, four of which are amongst the

worst games of all time (sigh).

IHRE 1990

Soccer Stars (Empire) and Movie Premiere (Elite)
are already available. TNT2 (Domark) is on its
way very soon now.

@ No, it isn’t the loading screen, it’s the game
itself. Are we talking excellent graphics or
what? Panza Kick Boxing is, er, kickin'.

Apparently the groovesome computer games show has
been rocketing up the ratings, clocking in at around
three million viewers. Wow!

Next month we'll be banging some heads to get

details of all the big Spring releases. In the

meantime, always use a pelican crossing.

when crossing a busy road. Oh yeah, and
the Gallup charts are back. (Hurrah!)

~ The Charts

" This chart is compiled by Gallup Ltd.
© European leisure Software
Publishers’ Association Ltd. 1992

FULL-PRICE
WWF Wrestlemania
Ocean

Dizzy’s Excellent
Adventures C/masters

The Simpsons

_ Ocean

- Dizzy Collection
Codemasters
Terminator 2
Ocean

Cartoon Collection
Codemasters

Turtles 2 = the Coin
Op Imageworks

Big Box
Beau Jolly

Manchester United
Evrope Krisalis
@ Soccer Stars
Empire
Robocop
Hit Squad
New Zealand Story
Hit Squad
Quatiro Skills
Codemasters
o Magic Land Dizzy
Codemasters
Double Dragon 2
Tronix
Moonwalker
Kixx
Dragon Ninja
Hit Squad
o Panic Dizzy
Codemasters
Bubble Bohbble
Hit Squad
Batman the Movie
Hit Squad




BLIC DOMAIN

does it come from? What does it eat? All

these questions (except the one ahout
what it eats) will be answered over the next
1,491 words. But first, a brief history lesson...

PD software was born in the American higher
education system. Whilst it was Clive Sinclair
and his shoebox full of miniature transistors (the
ZX-80) that spawned home computers as we
know them, DIY computers had been built by
electronics boffins across the States for many
years. American colleges were soon full of the lit-
tle critters, and a decision was made that all
software written within the walls of academic
establishments would become ‘public domain'.

The advent of the CP/M operating system
(given away free with all CPC disk computers),
which enabled software to be written that would
work on more than one type of computer, also
helped accelerate the growth of PD. A ot of the
available CPC PD softyvare is still CB/M stuff (half
of the the WACCI disks, for a start).

The whole thing has really snowballed in
recent years though, and you can now get all
sorts of different stuff from the public domain —
BASIC type-ins, homegrown games, adventures
and utilities, graphics demos, cut-down versions
of commereial products, etc. Turn to this month's
Buyers' Guide for the full SP.

P ublic domain software. What is it? Where

The Legal Angle

Public domain software is software that can be
freely copied and distributed. The only stipula-
tions are that (a) it must be distributed in its
original form, and (b) it must not be sold for a
profit. It's free, basically, though the libraries that
distribute it are likely to charge a small
copying/admin fee.

PD software isn't copyright-free though. The
copyright remains with the person who wrote it
(which is why you aren't supposed to make any
changes to the prog); the authors are simply

Going public...

Welcome to an Amstrad Action special on the public domain. On page 18
we tell you how to run your own PD library. This month’s buyers’ guide
(pages 54 & 55) details the best PD software around. But first off, ADAM
PETERS wonders what all the fuss is about...

allowing people to copy and distribute the soft-
ware without having to make any payment.

Shareware is similar to PD software in that it
can be freely copied and distributed. However,
anyone who finds the software useful and
decides to keep it is morally obliged to send a
donation to the author. This will usually entitle
the customer to free upgrades, detailed docu-
mentation, etc. Often shareware progs have
certain functions (print/save commands) inacces-
sible without a special code they are given by the
author in return for the donation.

Having said that, there is very little CPC
shareware around, but a lot of normal PD. The PD
scene has also become linked with cheap, home

grown software. This is stuff that isn't PD, but is
sold through a PD library for PD prices. This soft-
ware cannot be freely copied like proper public
domain stuff, though. It is often written by
famous names within the PD world (particularly
librarians), and is usually exclusive to a single
library.

Why write PD?

Why on earth are people spending all that time
writing programs only to give them away for
free? Well, for a start, much of the stuff isn't
really commercial. For instance, disk utilities that
people will find useful but probably wouldn't go
out and 'buy’ with their hard-eamed readies.
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It's very difficult selling homegrown software,
and you're likely to shift a lot more copies of your
beloved prog if you're giving it away for free.
Plus, if you don't want all the admin hassle asso-
ciated with distributing it yourself, just send it
your friendly local PD library and let them deal
with it. It's the perfect way to get your program
into people's homes and your name known.

A lot of people whack out loads of PD progs in
the hope of progressing on to become a commer-
cial programmer. Still more do it as a hobby
(similar to stamp-collecting only without the
stamps). Some people sell the advanced versions
of their programs, chucking the earlier incarna-
tions into the public domain.



WATCH IT! - THE LAW IN BRIEF

When you're copying and distributing stuff, you need to be pretty certain
you're copying and distributing stuff you're allowed to. Obviously, pro-
grams you've written yourself and AA type-ins are pretty safe, but with
other software, problems may arise, Here are some points to remember:

@ Be sure the software you are distributing is genuine public domain soft-
ware, It's only PD if the author has agreed for it to so be. There should be
a statement to that effect either on the title screen or, with BASIC progs,
in the opening lines of the listing.

® Even if a program is ‘original’ itself, and definitely public domain, it may
contain commercially copyrighted material within it. For instance, a demo
might contain ‘cracked’ music nicked from commercial games, a machine-
code utility may include the commercial compiler used to create it (it has
happened), Obviously in cases like this you often won't realise you're dis-
tributing ‘dodgy’ stuff until someone else tells you, but he wary.

5

@ PD is an ever-growing industry. It even has a
couple of mags devoted to it (alas not cover-
ing the CPC), one edited by our mate Adam W.

Many PD librarians write a lot of their own
software. This is a useful way to generate an

® GPaint is a groovesome art prog from, we
guess, Germany. It's pretly darned decent.

PUBLIC DOMA

® Just because another PD library has been distributing a program for
ages doesn't mean it's ‘safe’. They might have shifted 100 copies of it
without getting caught. You might get caught the moment you start. Also,
some PD libraries may have made special arrangements regarding ‘dodgy’
progs: Robot PD, for example, has sought clearance from the relevant soft-
ware houses to distribute a demo featuring ‘cracked’ music — this

‘agreement doesn't cover other libraries, though.

This might sound very wortying, as if setting up a PD library is likely to
get you into all sorts of legal probs. This isn't the case, of course, with no
CPC PD library having run into any difficulties greater than having to stop
distributing stuff when discovering it was ‘dodgy’.

There is a bit of ‘dodgy' material around, as with any duplication
industry, but 95% of the stuff currently doing the rounds in the wonderful
world of CPC PD is perfectly kosher. Be aware of the legal angle, but don't
Iose any sleep over it unnecessarily.

IN THE SHOPPING TROLLEY...

P8 2 2 0 e o e =

E

® PD Planner is a (6128-only) spreadsheet with
every function you could want or need.
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identity for your library, and include some stuff
unique to your own little enterprise (at least until
all the other libraries get hold of a copy).

Over the page we tell you how to start your
own library, and in this month's Buyers' Guide
we tell you what to buy. And that, in a nuishell,
is public domain software. Tune in, furn on, and
jump in.

GETTING FILTHY

One of the main talking points in the public
domain world at the moment is the so-called
‘adult disks' freely available for most 16-bit

computers.
The Playboy style digitized pics may raise

a bit of anger from parents, bearing in mind
the lack of adequate safeguards to prevent
under-18s from obtaining such material.
However, this is nothing compared to the
police and government attention now being
levelled upon the illegal ultra-explicit porno-
graphic disks that seem to be on the rise,

® Croco Magneto is possibly the best PD game
ever. It's as addictive as an addictive thing.

A As you can See, there's more to CPC PD than a
few graphic demos nicked out of old AA's. As
well as some excellent serious programs
(databases, spreadsheets and DTP to give their
commercial counterparts a run for their money),

® Worktop (like David Wild's Desk) offers a hi-
tech desktop for disk-based systems.

there’s all manner of utilities. And some pretty
spanky games to boot.

® And if this little taster has whetted your
appetite, whizz your way to page 54 where
you'll find our PD software Buyers' Guide.

Fortunately (or unfortunately if you're one
of the dirty raincoat brigade), what ‘adult
disks' exist for the CPC are at the moment all
of the 'tame’ variety. There is talk of legisla-
tion being brought in to control PD software
more vigorously, and the effects of this are
likely to be seen across the formats.

@ Public domain software is in the public eye
at the moment because of all the controversy
surrounding ‘triple-X-rated' adult disks. These
have yet to surface on 8-bit machines.
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BLIC DOMAIN

CLAWS OUT!

When you enter the world of PD, you soon leamn
that beneath the all-chums-together camaraderie
on the surface, there are plenty of conflicting
egos and a certain amount of, er, friendly rivalry.
Or put it another way, bung Richard Fairhurst of
Robot PD and Alan Scully of Scull PD in the same
room and watch the sparks fly.

Alan wamed us in a letter to watch out for
“illegal programs", particularly *Robot with their
demos and ‘hacked’ version of a commercial
demo." He also wamed that some of Dartsma’s
stuff was somewhat less than kosher. And had
some nice things to say about Steve Williams,
ex-WACCI maestro, too.

Richard, meanwhile, informed us that “as
you have probably guessed, Robot PD and Scull
PD don't get on too well. (Neither do Dartsma
and Scull, Demon and Scull, Penguin Software
and Scull.. )"

Cor, and we thought you PD peeps were all
big mates. It hasn't reached the horses'-heads-
on-doorsteps stage yet, but hey, let's cool it huh?
Di\n’deu‘ we are defeated, but united we are...

. not defeated. (It's been a long day —ed.)

How 1o run a PD Ilbrury

etting up your own PD library might seem  It’s easy innit, just get a few disks from other libraries, send your address
to A4 and you’re away! Er... hang on, let’s think this through...

s an easy way to get famous, let other peo-
ple see the programs you've written, and
get lots of lovely letters from Postie. But hey, hold
on to your horses, what does it actually entail?

Equipment wise, all you need is your com-
puter. A printer would be nice, for whacking out
those catalogues, but failing that pen and paper
will do (access to a photocopier would save your
wrists a bit of work though). That's simple
enough. Now, how do you get the software?

You ought to be have quite a few programs
knocked up by you or your mates, together
maybe with some AA type-ins. The easiest way
to get a sound base to kick off with is to order
stuff from other PD libraries. Best to let 'em know
what you're doing, out of courtesy, but there
shouldn't be any problems.

To become a really big and popular library

you need to be expanding the number of
disks/tapes in your catalogue on a weekly basis.
Advertise in fanzines (WACCI, CPC Domain,
Playmates, etc) and/or high street mags (AA and,
er, the other one) for people to contribute soft-
ware to your library. There's certainly plenty of
people out there writing progs — you only have to
look at the number of prospective type-ins AA
receives (about ten times as many as we've room
for). Offering rewards for the best proggie you
get sent is a good way to build up a big stock.
Other, more adventurous, ways to get hold of
software include ‘importing’ it from the conti-
nent. This involves getting in touch with PD
libraries and demo-writers in France and

WHO WOULD BE A PD DUDE?

It's a thankless task being a PD librarian.
Snowed under by envelopes, and spending all
your spare time perched over a hot tape
deck/disk drive, for no real financial gain. Why
do people do it? AA opens the shutters on the
world of the PD librarian, and reveals four peo-
ple that would go for the job...

The Letier-Lover doesn't get an awful lot
of mail. Even his pen-friend in Germany only
writes every two months. The LL really likes
the idea of getting letters from people all over
the country. Especially when it's people who
share his love of the CPC. “I know,"” declares
LL, “I'll start a PD library and make lots of fab
new friends all over Britain.”

The Techie Bed - this chap(ess) is a bit of
a whizz at the old programming. They've writ-
ten loads of excellent utilities (DTP, database,
etc) that they want to share with the world.

What better way than starting a PD library
and shifting their own progs in amongst the
other stuff? Er, can't think of any. So go for it.

The Fame Seeker wants to get their
name known. They name the library after the
own nickname (eg Jonesie PD, Wardie PD, etc)
and possibly launch a fanzine alongside it,
which will be full of articles about what they
get up to in their spare time and what they
think of other magazines. The FS wants tobea
major figure in the world of CPC computing.
So they start a PD library.

The Spiv is one of the fly-by-night cow-
boys that give PD a bad name, There are very
few in the CPC world and those that do appear
don't last long. These people set up PD
libraries to make a quick buck, before making
a hasty retreat when discovering you can't
make your fortune with GPaint and Worktop.
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Germany. The more adventurous you are in hunt-
ing out stuff, though, the more likely you are
treading on legal soggy ground.

Publicity Drive

Once you've got a bit of software together you'll
need to get your library’'s name and address
known. There are yarious ways to publicise your
library; sending details/a catalogue/a sample
disk to some of the CPC fanzines (which have a
lot of involvement in the PD world), eg Print Out,
Playmates, WACCI, CPC Domain; placing a small
ad in, or sending a press release to the news
pages of, AA and ACU; buying a big balloon with
your library's name on the side and flying it over
major cities across Britain.

Don't overreach yourself, though. There is a
lot of work involved in running a library and
responding to people's letters. You could find
yourself snowed under with more letters than
you have time to process, resulting in a log-jam, a
long wait for customers, and a much-dirtied repu-
tation. Take things easy at first — think big but
aim small.

When you feel ready to really go for it, try
coming up with some mega top homegrown (PD
priced, but not PD) software that is unique to
your library, launch a fanzine/newsletter to pro-
mote your wares (look out for a fanzines feature
in AA soon), and try to come up with some smart
publicity stunts (special offers, deals on commer-
cial software and accessories, etc).

Send a massive mailout to every CPC fanzine
in the world, whack some stuff off to Public
Image, Amstrad Action's fab new PD-and-
fanzines column (starting next month) and wait
for the Queen's Award for Industry to land on the
doormat. Maybe. AA



L un

il

e Lo JOBN L |

Lo I

<

w/

AMSTRAD FULL PRICE
Fun School 2 Range

Price
“Buster

*****t********************* g T

AMSTRAD SELLERS

Fun School 3 Range

Fun School 4 Range

Goldan Axe

Manchester United Europa
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Turtles Coin Ops
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Golden Axe, Super Off Road
Racer, Total Recall, Shadow
Warrlor Cass £12.99
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Shadow Warrior,
Double Dragon, Dragon Ninja
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% FAYOURITE *
* BOARD GAMES *

Track Sult Manager... 3 o
Passing Shot Ti \sland Dizzy Tmm“cgfg?og
Phileas Fogg Balloon Bats...£3.99 Turbo Outrun . N CHART ATTACK e Cate 00
i Drift, New £3.99 E:".*Iml'" Lotus Esprit Turbo Challenge, : ;
ro Tennis.. igrants... Impossomole, Cloud Kingdoms,
...... Vindicator Ehosts ¥ GhoLk; SUpercars l HEGAHOT 9 TITLL.
,‘2’%’3 Games. Cass £10.50, Disk £13.99 :
Quattro Fantastic.......NeW £3.93 XybolS. .o ! ERT HANMNA BARBERA'S CARTOONS
Quattro Skills ©3.99 Yogl & The Greed Monster ..£2.50 Mﬁ\t?r\\:?im urﬂe:?oﬁgl 5 Yogi's Great Escape, Flong Kang
Quattro Spors .. £3.99 Yogi's Great Escape ... £2.89 the Future ll, Gremltr‘w 9 Days Phooey, Top Cat, Ruff + Ready.
Quattro Power... . SOCCER 6 of Thunder Cass £10.50 Cass. £7.50
Quattro Advantu Treble.Champlons, World
Quattro Coin Ops.. I R
Quattro Arcada cl World Soccer DIZZY COLLECTION DIZZY CARTOONS
Quatiro Gombat League, Euro Boss, European Dizzy, Fast Food, Fantasy World Dizzy, Spike In Transylvania,
sl Champlons, Trevor Brooking's Dizzy, Treasure Island Dizzy & Slightly Magic, CJ's Elephant
QAo Iopclye World Cup Glory Magicland Dizzy. Antics Seymour Goes To
: LE7
Quatiro Cartoon Cass £7.50 Cass. £7.50 Hollywood Cass
Quattro Super Hits....
%f’fig" ot apg" CALL US ON 24 HOUR CREDIT CARD HOTLINE E:'Pil':::ﬂu
ick Draw McGraw ey um

Bper: 5 ¥3 021 440 4108 7 Signature
Rambo 3 Please state name, card number, expiry date & goods required Date |
Red Heat

----- 2

Renegaded i ical " SRDER FORM AND INFORMATION. All orders sent FIRST CLASS subject to availability. Just fillin the *
gg;g{;“”‘” +WIeE s g0 | Coupon and send it to: PRICEBUSTER Unit 3, 14/20 George Street, Bimingham 812 9RG H
i BLOCK 1l
Robocop New £3.99 “Name of game Computer | Value
Rick Dangerous New €399 | CAPITALS = i
Ruff & Reddy ... ..£2.99 1 Mame: 1
Scooby Doo & Scrappy Doo£3.99 i 1
Sharkays Moll .. +E3.99 | Add + ]
Shinobi... I res - —1
Silkworm I 1
Skatin USA | AR * i :
Soccar Double 2. ! | |
Sncm‘a‘r Director : | :
Spooky Castle.. I 1
kil | POSKCOGE: ... TelNOS . hnnsirisis SUES [
HpaySEBMDS | POSTAGE RATES: Plaase add 50p pap on all orders. EEC countries add £1,00 per item, I
Superkid......... | Non EEG countries add £2.50 per it ap: Cheques payable to; Price Buster Total I

reston, PR2 4AE
% 0772-703131

Y ExtPSU

1V

(Including & = de=d= MS800)
Yk 800k per disc S Side Switch ¢ Multi Compatible i

Y& Compact Size I Dual Mode

64k DK tronics RAM PACK

3.5” Discs
3" [Discs
3.5” Disc Box
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Foru

his is the section of the mag where our resident

expert ADAM (the Prof) WARING sorts out all your
techie probs — or throws them open to the rest of our
readers if they’re too tough even for him. Need his
help? Then write to: Technical Forum, Amstrad Action,
Beauford Court, 30 Monmouih Street, Bath, Avon BA1 2BW

Brother blues

My son has an Amstrad 6128 com-
puter and I have recently acquired a

Brother daisy wheel printer model HR-15.
Are they compatible? He has Supercale 2 and
we have tried printing the spreadsheets but
with no success. I suspect the switch settings
may be the problem. Can you help?

Ian Neil
Bride of Allen, Stirling

As long as the printer has a
>J Centronics parallel interface (which
your printer has) then you should be

able to print without problems. To test
the printer, it's probably wisest to try to get it to
work from BASIC first, before trying to get it to
work within a software package — it could be a
problem with the software getting in the way. A
simple test is to type:

PRINT#8,"Hell strike me down - it works!"

If you have no luck, fiddle with various combi-
nations of the dip switches (with the printer
turned off) until you have success. Once you've
got printed output, then try printing once again
from within the software.

Siren alert

Could you please help me! For my
Xmas present I got Siren Software's
3.5-inch disk drive with a ROM box,
but my Multiface 1T will not talk to it,
no matter what I do. I've tried different formats
and even tried saving to a 3-inch disk and then
copying the game to a 3.5-inch disk.

In AAG6, on the Type-Ins pages the Big
Dump program prints out the picture too short
on some printers. If this happens to yours, try
changing the “3" to “~0", The squiggly line is
accessed with CRTL “2".

Andrew Farrell
Palmerstown, Eire

® Romantic Robot's
programs saved to drive

Underlying points

I was most interested in the letter from P
Rogerson (AA76) explaining how to underline
words with the Mini Office IT word processor,
but feel that this could be taken a step further.
Adding one more line could add a change of
typeface to the word being underlined. Thus,
using Mr Rogerson's example, an entry like
this: & -

This is a 127,65,8
127,52 HEADLINE t27,53
127,65,12
gives a printout like this: This is a HEADLINE

Then, going a bit further still, other useful
effects can be obtained:

3 127,65,6

ta7,83,0 3 f27,84 ‘
127,65, 12

: 2]
prints out as: 3°

H o t2?,65,0
1a7,83,1 2 127,84, t27,65,12

prints out as: Ho0

Obviously this is a bit of a fiddle and the work

has to be worth the time it takes, but when it
is, impressive results can be achieved.

J H Cleal

Hove, Sussex

Thanks for those Tips, J H, here, have a £25
voucher!
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grams saved to drive A. Even if you
save the program to drive A and trans-
fer to drive B, the Multiface's loader program
will try to load the rest of the program from
drive A, resulting in an error,
Sorry, but you'll have to run all your
Multifaced games from drive A,

Bad news, I'm afraid Andrew, the
. Multiface will only operate with pro-

Lead the way

Please can you help me! I recently

bought an Amstrad 464 Plus com-

puter. I then decided that I wanted a

disk drive. I bought a 64K memory

expansion pack and then an FD-1 3 inch

disk drive. The memory expansion was fine, but

when I took the disk drive out of its box I found

that the leads were not supplied. I phoned

around and couldn't find the leads anywhere,

Please could you tell me where I can get them
from?

Could you also tell me where I can get a
copy of CP/M Plus so If I ever do get the thing
working I will be able to format the disks.

Andrew Martin
Southampton

The 464 Plus is incapable of connect-

o\ Ing to a FD-1 disk drive directly, I'm
> afraid. It is possible to get it to work,
but you'll need to get hold of a modi-

fied DDI-1 to get it to operate correctly.

Many of our mail order advertisers offer
upgraded interfaces that will work with the disk
drive. Flick through the issue to see who has
the best deals, or contact WAVE (0229 870000)

CP/M Plus is available from Amstrad's
spares company, CPC Ltd (not to be confused
with the computer! Oh, never mind...) It's a bit
pricey, though, and likely to cost you upwards
of £15, but if you're prepared to pay the price
then get in touch with CPC Components Ltd
(0772 555034).

Unless you're think you're going to use
CP/M for anything other than copying files or
formatting disks, you may be better off getting
hold of a disk formatting program instead, such
as Nirvana (not to be confused with the band!
Oh, forget it...), or perhaps using one of the disk
formatting Type-Ins we've printed in previous
issues.

I went into the newsagent's today

and saw that AA76's covertape had

a DTP program called Pagemaker

Plus. Hooray! I thought as I bought it,

rushed home and loaded it in. I did a nice front
page and went to print it out on my DMP3160



printer. I saved it first and then found out that
you need a disk drive to print it.

After throwing my joystick against the wall
in a rage, I calmed down and tried to change
the listing. I was unsuccessful, so please print a
listing that will enable 464 tape users to print
ouf using Pagemaker Plus.

David Pinder
Somting, Sussex

I don't happen to have one on me,
David, but if one happens to tum up
(and I'm sure that one will — won't it

readers?) then I'll print it for sure.

Chips with
everything

I own a CPC464 with a DDI-1 disk
drive and I was thinking about
upgrading it to a 6128. I opened up
the keyboard and found the chip that
needs to be replaced, but it was soldered into
the circuit board. Please could you tell me
where I could send my computer to get the chip
removed and the new chip inserted and how
much it would cost as I'm not very good with a
soldering iron.
Can I run games from disk using a 64K mem-
ory expansion unit but without the new chip
affecting the game?

TP T

[ ] Most 128K-only programs need just the-
extra 64K to run on a 464 - only a few need
the 6128's different chip.

How can I use my Multiface II and my disk
drive at the same time? I want to copy some of
the games I have from tape to disk.

B Proctor
Leighton Buzzard

If you're in any doubt whatsoever
% about tinkering with the insides of
your machine then don't! You could

be making a very costly mistake!

The best thing to do is give the upgrade
suppliers a ring and see if they offer a service to
the chip for you. Alternatively you could
ire whether a local electronics shop would

prepared to do the work.

Most, probably all, 128K games will work
with 2 464 and memory expansion. The 6128
ROM really only lets you use some of the addi-
tional BASIC commands, which are not used by
commercially released games.

The problem you're having with the
Multiface and disk drive is due to the length of
the leads to the disk drive — the drive is very
fussy about the length of the cables and if

On the double

1 saw the letter Double drive in AA76 and I
think that maybe I can help. The byte at
address &A700 gives the current drive; if the
result is 0 then drive A is currently selected, if
the result is 1 then it's drive B. A program like

this will test which drive is active:

10 a=PEER(&A700)
@0 IF a=@ THEN PRINT "Drive A"
30 IF a=1 THEN PRINT "Drive B"

Could you inform the: world about my PD
library, Pisces PD? If I am sent an SAE I will
return a stock list. If I'm sent an SAE and a
disk (either 3-inch or 3.5-inch) then I will
return my catalogue disk with example pro-
grams etc. If I'm sent some PD programs I will
return the disk with other programs on.

A final thing: on page 14 of AA76, you-
state that SD Microsystems is offering Page

they're too long it won't be able to read data
correctly. The Multiface extends the distance
between the drive and computer just a fraction
too much with the result that the data gets all
jumbled up. An expansion doubler, which
allows you to plug in two devices very close to
the computer's expansion port, will sort out the
problem, Ring round the mail order suppliers for
availability.

Dead disk

I am writing to you to ask if you know
of any way of retrieving files from
corrupted disks.
1 had a fault on my 6128 which
after four months and four attempts
seems to have been repaired. The fault cor-
rupted some of my disks which were not backed
up. Most are Tasword files.
The disks cannot be read or catalogued, and
when put through 'verify' using Diskit3 the fol-
lowing messages appear:

Disc is data format
Disk error track 0@ sector #060
-pedia changed within system track

I hope you can help.
J B Siviour
Barnston, Wirral

It looks like your disks have had it, I'm
sorry to say. When a disk is cor-
} rupted, it's often possible to retrieve
the data using a disk editor. Unless

the corruption happens on the system track.

The system track holds all the information
about the files on the disk, where they are
stored, the file names and so on. If this goes
then the computer has no way of interpreting
what the other information on the disk means.

Of course, it's Sod's Law that the particular
track that's been damaged Is the system track;
held in track 0, rather than any of the other 80
tracks the drive could have picked on. I'm afraid
there’'s not much you can do — remember:
ALWAYS make back-ups of important data!

Publisher clip art for £12.50. But you also said

this clip art is from a PD source. Is it legal,
then, for them to charge so much for it?

Paulo Cuomo

Pisces PD

Century Cottage

Brenley

Faversham

Kent ME13 9LU

Thanks for the tips. Anyone who'd like infor-
mation about Paulo’s library should write to
the above address. Why not check out our PD
feature on page 20 while you're at it?

SD Microsystems makes its charge for
converting the clip art — orginally on
machines like the Apple Mac or PC — into the
Page Publisher format on the Amstrad, rather
than for the clip art itself (it says here...)

Useless Commodore

I have an Amstrad CPC464 and a
Commodore C16. Is it possible to
utilise the memory of the
Comrmodore on the CPC?

K Morris
Fenny Compton, Warwickshire

Without taking both machines to

pieces and rebuilding them then the

answer's ‘no’. Even if you were able

to do that you'd then have an exira

16K which is about as much use as a bottle of

suntan lotion in Grimsby. You be better off
using the C16 as a doorstop or something.

On telly

Your Buyers' Guide to computer leads
was most helpful, although I have
one question, I have a 6128 and I
want to use it with my colour TV, this
has an RGB input for that purpose. Is the com-
puter's output in any way compatible with the
telly's RGB input? The telly has two ‘sync'
inputs, while the monitor just has one, but also
has a ‘lum' input — why the difference?
A C Sellars
Glasgow

The two sync inputs that the monitor

has are for honzontal and vertical

synchronization. When the electron

beam that makes up the picture has
completely scanned one line, the horizontal
sync sends a signal to tell it to start again.
When the beam reaches the bottom of the
screen, the vertical sync tells it to start over
again, and sends a signal to make it take it from
the top.

The CPC only has one syne, which is a com-
bined vertical and horizontal sync. It sends a
small pulse for every new line, and a longer one
to make it start from the top of the screen again.
The CPC also uses a luminance system, where
an extra signal controls the brightness of the
image in addition to the RGB signal. It's still
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possible to wire up a lead, although the picture
won't be spot on. Ignore the ‘lum’ connection.
Solder a couple of diodes from the computer’s
sync to the telly's two syncs, and connect up
the red, green, blue and earth pins. You should
get a usable colour picture.

CONNECTIONS FOR CPC-RGB TV INPUT

Computer TV RGB input
Red TR }8)
Green s Gfaen
S =217
Sync —EE: Sync 1
Sync 2
Groupd——+—=—————Ground
Lum not connected

Pick of the prinfers

I own a 6128 Plus and would like to
buy a printer for it. Could you please
answer my questions about printers:
1. Are colour printers any good?
2. With the LC200 what do you need to buy
Colourdump 2 for, and does it print good let-
ters?
3. Which are the best, 24-pin or 9-pin printers?
4. Which is the best printer in terms of good
output and good value for money.
5, What is the difference between the Star LC-
200 ad the Star LC-10

Thanks.

Danny Mayberry
Halifax, Yorkshire

1. They're pretty good if you want to
_\ print things out in colour! It really
~~J does depend what you want; colour
printers cost a little more and if all you
want to do is write letters to your Gran, then a
black and white printer will do the job just fine,
2. You can set codes to print text with the LC-
200 fairly easily, but none of the popular art
packages support colour printout (because they
were written before colour printers were widely
available). Programs like Colourdump 2 allow
you to load in a screen and will instruct the
printer to print it out in colour.
3. 24-pin printers are better in that they pro-
duce a much better-quality output. 9-pin
printers use less pins to make up the dots that
form the characters on a page, and so can suffer
from 'dotty' output. 24-pins aren't that much
more expensive, either.
4, As a general rule, the more expensive the

printer, the better the print quality/quicker it
is/more features it has. We've reviewed a num-
ber of printers recently, and had a printer
round-up in AA75. Basically you've got to make
a decision based on the sort of specifications
you're after and what you can afford.

5. The LC-200 is a newer version of the LC-10.
It's quicker, and has better quality output. It's
fairly unlikely that you'd be able to buy an LC-
10 any more apart from second-hand.

Save me

For Christmas I got an Amstrad 6128
Plus and I think it's excellent. I own a
Multiface II which I used to use on
my CPC464, so I bought Wave's

Widget to connect the Multiface to the
Plus. It does everything except Save. It is not
the Multiface because I tried it on my friend's
CPC6128 and it worked. Could you tell me
what's wrong?

S Claessens
Warrington, Cheshire

There are a number of differences
between the CPC and the Plus which
caused a lot of compatibility prob-
lems. One device affected was the
Multiface II, which meant that although
it appeared to work, it would not save properly.
Romantic Robot, the people who make the
Multiface, remedied the problem and all
Multifaces since work with the Plus. However,
it looks like yours is an early model, and so suf-
fers from the saving problem.
Your best bet is to phone Romantic Robot =
081-200 8870 and see if they will upgrade it to
the new version for you.

Season of good will

I need your help with my Christmas
box.
&%) 1. Can I make use of the extra storage

space that is on double density disks
(3.5 and 3-inch without making a different for-
mat and if so how?
2, My next question is concerning the DATA
command. I have tried looking in the manual
but found no information that I can understand.
I know the command can be used to input
machine code from BASIC. Any commands that
go with it would be gratefully received.
3. My next question is on the subject of ROMs.

NO MORE FORUM?

It's true — this will be the last ever Forum sec-
tion to appear in Amstrad Action!

But put away those hankies — for it is
going only to replaced by a new bigger, better
and brighter techie section! We'll still cater for
all your problems, but will have sections for
tips, a helpline, techie news — and more!

If you have a problem that quite simply has
you stumped then address your letter to
Technical Forum.

If you're a complete dunderhead, and your
problem's of & very basic nature, then write to

Ask Alex (It's true, fans, I'm back! - Alex)
She'll do her best explain things in a simple
and understandable way.

If your problem is a short one, and you'd
like to share it with 35,000-odd Amstrad
Action readers, then jot it down on the back of
a postcard and address it to Technical Help!
Don't forget to include your phone number so
that anyone with the info can get in touch!

If you have a techie tip, then send it to, er,
Techie Tips. Keep 'em short — there'll be a
prize for every one printed. Short — very short
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® ROMs need a special ROMbox. They're
accessed by RSX (| - bar) commands.

I know you need a ROM board, but how do load

a ROM into the computer's memory?

4, What does enabling and disabling ROMs do

and how do you do it?

5. How do you blank and save to EPROMS? Do

you have to format them or anything like that?
G Payne

1. The double density actually refers
more to the quality of the disk; it's the
% disk mechanism that determines
whether the data 1s stored in double
density format or not. All 3.5-inch drives avail-
able for the Amstrad are double density,
whereas the built-in 3-inch drives are single
density.
2. The Data command is used to store a list of
information. This can be anything - machine
code, text or telephone numbers. The READ
command is used to take the information from
the list. It takes the first item from the list and
stores it in a variable. Each subsequent time it's
used it works its way through the list, taking
the next item. Here's an example;

18 FOR n=1 10 9

20 READ a$:PRINT a$

36 NEXT n

40 DATA "This","is","a","1ist","of","words",
"stored","as","data"

3. ROMs are memory and so don’t need to be
loaded in as such. Instead a simple command,
usually an RSX (resident system extension) is
used fo access them.

4, A simple set of switches in the ROM box
allows you to turm the ROMs on and off,

5. You need a special programmer to program
an EPROM, this is a device that sits out the
back of your CPC and stores the information in
the chip. To erase an EPROM it needs to be
exposed to an ultra-violet light source for half-
an-hour or so, which effectively wipes it clean,

AA

— listings can also be sent here, things like
alterations to previously published programs
or five-liners. Anything more substantial
should still be sent to Type-Ins.

If you have any new products that the
world should know about, then let us see
them! We'll be looking at hardware and soft-
ware alike in a regular reviews spot. Let us
have your news, too. Send your evaluation
samples to Hard News.

The address for all your mail is Amstrad
Action, Future Publishing, 30 Monmouth
Street, Bath BA1 2BL. Don't forget to head the
address with the relevant section — it'll make
sure it gets to the right place fast.



CPC 464 with colour monitor, two
joysticks, many games e.g Hero
Quest, Elite, Lotus Esprit. Also tuner
to convert monitor into colour T.V.,
black ash computer desk. £220 o.n.o.
Steve 0742 686830.

CPC6128 with colour monitor, joy-
stick, user instruction book, over 50
games, including Robocop, Maich
Day |l, Airborne Ranger, Gauntlet,
Leaderboard, McGuiganis Boxing,
Chase HQ, Opwolf, excellent condi-
tion, loads mare. Phone Jeff anytime
(0252) 624188.

CPC464, television, MP2 modulator.
Quite new, DDI-1 disk drive (guaran-
teed) with manual. 2 joysticks, loads
of games including Badlands and
Dizzy. Recently serviced. Lots of
magazines. £225 o.n.0. Phone Paul
(050 841) B264.

CPC6128 colour monitor, manuals,
joystick, magazine collection,
Tasword 6128, advanced art studio,
advanced music centre and more.
£250. AS232 Interface, £20. DMP-
2000 printer. £50. Call Julian on 081-
556 2334.

CPC464 with green monitor and mod-
ulator. DDI disk drive, CP/M disk,
manuals. £150 o.n.0. Owner upgrad-
ed to 6128. Phone Richard (0603)
610308.

CPC6128, modulator, DMP2160 print-
er, mouse, joystick, tape recorder, over
£800 of software, AA's 7 to 70. All good
condition. £250 o.n.0. Tel: Neil (0473)
827692 after 6pm. (Suffolk).

. L]

CPC464, colour monitor, Multiface
2+, disk drive, joystick, 65 cassefte
games in case, 7 blank disks, 45
books/magazines, dust covers. Worth
£800+, sell £400. Phone 0743
(Shrewsbury) 359540.

CPC6128 COLOUR, second drive,
mouse, Rombox, Multiface 2, soft-
ware including word processors,
DTP, spreadsheets, utilities, some
games plus manuals, books and
magazines. May deliver. All for £275
0.n.0. Telephone 081-777 3762.

CPC464 colour monitor and £320
worth of games, 1 joystick, games
like Manchester United Europe,
Turtles, Turrican 2, Shadow Warriors,
Robocop, Double Dragon etc. Sell for
£190. Ring (0752) 402030 and ask
for Sam.

AMSTRAD colour CPC 464 comput-
er. Monitor, over 60 boxed games
including Robocop, Batman,
Thunderbirds, manual, plus 2 tutorial
packages, modulator, complete with
original packaging. £200. Tel David
(0442) 246781,

AMSTRAD cassette games, mag-
azines, joysticks, all original cases
and boxes. Pristine condition, no
pirates. £130 or will split. Telephone
James after 5pm (0708) 728194.

CPC464 with colour monitor, joy-
stick, 40 great games, including
Wrestle Mania, Ghost Busters II,
Crazy Cars Il, manual included,
all for £225 only. Phone Ramen
on 081-542 7679 anytime after
6pm on weekdays and any time
at weekends.

464 PLUS COLOUR, DDI disk drive,
printer, 64K expansion, 87 cassette
games, 12 disk games, 3 utilities,
magazines, books. Cost £1200+, sell
for £450 o.n.o. Tel: Rick 0502
582178.

CPC6128, colour monitor, manual,
tapes, disks and hardware worth
£750+, sell for £200 o.n.0. Phone Mik
or Jon on (0203) 386132 after 6pm
Tuesday to Saturday for more details.

T.V. MPI MODULATOR for CPC464.
Phone Barry (0582) 598571 days or
(0582) 502464 evenings.

BACK [ISSUES Amstrad Action
issues 3 to 7 poor condition, £10. 8 to
45, good condition, £50. Buyer col-
lects. Contact lan, 42 East Street,
South Molton, Devon. Sorry no
phone:

MAGAZINES for sale. AA issue no7
to nod5. ACU Jan 86-June 89, 42
issues over B0 magazines. £35 the
lot. Buyer collects. Fhone Gary 081-
783 0857,

AMSTRAD ACTION magazines nos
18, 23-63, 66-72, 74, 50p each.
Original Amstrad cassette software,
including Exterminator and Mini
Office Il from 50p to €2 each.
Telephone Stuart on Leeds (0532)
602806.

CPC464 , colour monitor. £600+
games, including ltaly 1990,
Tracksuit Manager and loads more
footy games, joystick, monitor newly
reconditioned, manual, sell for £300
0.n.0. Tel Mark (0754) 769367
(Skegness).

AMSTRAD 464 PLUS. Colour
monitor, 2 joysticks, joypad. £200
worth of software, Multiface 2+
Amstrad Action magazines with
covertapes, the lot. £300. Darren
(0742) 393511 after 6pm.

AMSTRAD CPC464 colour moni-
tor, joystick, Mini Office Il, 135
games, 40 AA magazines, manu-
als, printer cable, cassette store.
Worth about £1000, sell for £260.
Tel Matthew (0522) 792958
(Lincolnshire).

AMSTRAD CPC464 colour monitor,
Multiface 2, 2 joysticks, Amstrad
Action issues and lots of games
including Operation Thunderbolt and
Elite. £230 o.n.0. Phone Scott after
S5pm on (0524) 735017.

AMSTRAD CPC 464 computer.
Colour monitor DDI-1 disk drive,
manuals, light gun with eleven
games, joystick, games on disk and
tape including word processor. £310
0.n.0. Tel: Renate on (0303) 812777.

CPC 464 with mono monitor, T.V.
modulator, and disk drive, B0+
games. Cost over £400, including F-
16, X-0Out and Turrican, sell for £150.
Qliver. Tel (0734) 734996,

URGENTLY NEEDED colour modula-
tor for Amstrad CPC464 or T.V. modu-
lator. Tel: (0695) 575832 after 6pm.

TV MODULATOR, disk drive, colour
monitor wanted for CPC464, Phone
Lee 081-568 4758 Twickenham.

HAUNTED HEDGES, Amsoft game,
on disk or tape. Desmond 081-542
1229 evenings.

= =

PERSONAL HELP with CPC com-
puter screen addresses, codes and
listings, some from 1985. Enquiries
from abroad welcome. Write to
Angela Allum, /POy Box 116,
Bracknell, RG12 7PQ (add England if
writing from overseas)

s

: 5,

AMSTRAD PRODUCED = Soccer
fanzine. January issue out now! Priced
£1.50. Unigue action shots, posters,
interviews, and a chance to win E£5.
Video Soccer Action, 41 Montgomery
Drive, Bilton, Rugby, CV22 7LA,

This section offers you a really cheap and effective
opportunity to speak direct to 35,000 CPC owners — or
would-be owners. Users report excellent results.

You can place an ad up of up to 30 words for just £5.

group or ad
One thing you

So you could use it to sell a printer, launch a user
se a piece of softw:

g n't advert

software. Such ads can be mis

Fill in the application form and send it to us together
with payment.

Wel'l place the ad in the next available issue (pub-
lished 2-7 weeks after we receive your order).

Name

ORDER FORM

Please place the following advertisement in the next available issue of Amstrad Action

Telephone

Classification. Tick box:

[ For sale

D Wanted

1:] Services

SEND TO AA SMALL ADS, AD DESIGN FUTURE PUBLISHING LTD, BEAUFORD COURT, 30 MONMOUTH STREET, BATH, AVON BA1 2BW

I enclose payment of £5.00 by Cheque/ P.O/ Access/ Visa

Credit Card number

Credit Card expiry date

Cl User Groups

1 other

L Write your advertisement here, one word per box. Include your name and phone number if you want them

T i kT

B W s e il



! done...

aving problems generating random
H numbers from machine code? Mr D.

Cawkwell of Goole, North Humberside is
—in fact he sent me a letter asking how to do it.
It is not the easiest of programs to write, which
is why I had to be forced to write one for you
(you can put the stick down now, Rod).

The main problem with a random number
generator written as a program for a computer,
is that it will not be a true random number gen-
erator because it is possible to work out which
numbers will turn up next! These programs

Welcome to article seven of Mastering
Machine Code. This month we have a look at
writing a random number generator. Also, the
Amstrad’s sound chip is given some explosive
coding. ANDY PRICE shows us how it’s

generate ‘pseudo-random’ numbers.

However, it is possible to write a program in
such a way that the pattern of numbers is rather
scattered and thus the numbers generated will
be random enough for most needs - in games,
for instance.

Listing One consists of some code to gener-
ate 'reasonably’ random numbers, The proper
name for such a program, for the boffins
amongst you, is a ‘Quasi-pseudo-random num-
ber generator' (show offl — ed). It works by
using any old number, called the ‘seed’, and

using that number fo generate a reasonably ran-
dom number. Hence, by altering this seed with
another random number and then using one of
the new random numbers generated as the next
seed, we can generate '‘respectable’ random
numbers.

The program requires little explanation,
except for one rather unusual instruction — LD
A,R. This is a cunning way of getting a weird
number. The R register is known as the memory
refresh register and it is used to update a mem-
ory bank so that the computer doesn't ‘forget’
what is in memory, If you want to know what
your computer would be like without the refresh
register... turn it off!

The sound chip

The Amstrad's sound chip has three channels.
This is all very well, but if you are as bad at
music as [ am then no matter how many chan-
nels it has got, the music will sound awful (that
reminds me... anybody played Lost Caves?
Have you Adam?). However, if you feel an urge

ADDRESS: &BCA7

NAME: SOUND RESET

THE SOUND CHIP FIRMWARE - IN DETAIL

ADDRESS: &BCBC

NAME: SOUND AMPL ENVELOPE

EXIT: AF, BC, DE and HL are corrupted,

Re-initialises the Sound Manager. All sound queues are cleared and any
sound which is currently playing is stopped.

ADDRESS: &BCAA NAME: SOUND QUEUE

ENTRY: HL holds address of sound program (see text)
EXIT: AF, BC, DE and IX are corrupted.

Tries to add a sound to the sound queue of one or more channels.

ADDRESS: &BCAD NAME: SOUND CHECK

ENTRY: A contains bit for channel test
EXIT: A holds channel status. BC, HL and DE corrupted.

The channel test bits are arranged in the same way as BYTE 0 was for
setting up the channels and rendezvous statuses (see text). This tests
the status of the sound channel (in case you hadn't already noticed!)

ADDRESS: &BCB3 NAME: SOUND RELEASE

ENTRY: A holds bit for channel to release
EXIT: AF, HL, IX, DE and BC all corrupt.

This routine releases held sounds on any channel. The channels are
arranged in bit format (see text). This releases sounds marked as HELD
by SOUND QUEUE. i

ADDRESS: &BCB6 NAME: SOUND HOLD
EXIT: A, BC and HL are corrupted.

This routine stops all sounds. Sounds are continued again if you call
SOUND CONTINUE.

ADDRESS: &BCB9 NAME: SOUND CONTINUE
EXIT: AF, BC, IX and DE all corrupt.
This continues any sounds held by SOUND HOLD.

ENTRY: A holds envelope number. HL holds address of ampl data block
EXIT: DE and flags are corrupted.

Allows an envelope, in the range of 0-15, to be set up.
The data block is constructed like this (also see User’s Guide);

byte 0 number of sections in the envelope
bytes 1..3  first section of envelope
bytes4..6  second section

bytes 7..9 third
bytes 10..12 fourth
bytes 13..15 fifth section

ADDRESS: &BCBF NAME: SOUND TONE ENVELOPE

ENTRY: A holds envelope number, HL holds address of tone data block
EXIT: DE and flags are corrupted.

As SOUND AMPL ENVELOPE, except it deals with the tone envelope.

ADDRESS: &BCC2 NAME: SOUND A ADDRESS
ENTRY: A holds envelope number.
EXIT: AF is corrupted.,

This gets the address of an amplitude envelope, in the range of 0-15.
The envelope is constructed as described in SOUND AMPL ENVELOPE.

ADDRESS: &BCC5 NAME: SOUND T ADDRESS

ENTRY: A holds envelope number.
EXIT; AF is corrupted.

As SOUND A ADDRESS except it deals with tone envelopes.

ADDRESS: &BD34 NAME: SOUND REGISTER

ENTRY: A holds sound chip register number, C holds sound.
EXIT: AF and BC are corrupted.

Sends a sound to the directly to the sound chip itself.
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to produce some kind of sound in your assembly
programs, then read on...

Just as we accessed the firmware to print
characters on the screen and change the paper
colour, we use the firmware to program the
sound chip. The firmware supports sound from
addresses &BCA7 to &BCCH, and we use
firmware address &BD34 to send data to the
sound chip. Using these routines, we can hold
and continue sounds, alter tone and amplitude
envelopes and, of course, make a noise.

First, let's look at one of the most important
sound routines, called SOUND QUEUE, which
lies at address &BCAA and performs the same
function as BASIC's SOUND command,

Register HL contains the address of the
sound program. Don't attempt to store it under
a ROM, you will probably end up re-booting
your machine. Just stick the program in the cen-
tral RAM, where you normally assemble your
programs. Now then, what does the sound pro-
gram look like and how is it constructed? The
program consists of 8 bytes of data for the
sound chip and is constructed as follows:
(remember, it is identical in construction to
BASIC's SOUND commanc)

channels to use and rendezvous
with channels

byte 0

use (0-15)

byte 2 number of Tone envelope to use (0-
15)

bytes3.4 Tone period (0-4095) (16-bit num-
ber)

byte 5 noise period (0-31)

byte 6 initial amplitude (0-15)

bytes 7.8 duration or envelope repeat count

(0-32767)

Byte 0, the channels to use and the rendezvous
with channels, is constructed bit-wise. Thus, if
you use SET to set a bit and RES to reset a bit in
that byte, you construct the byte as follows:

bit 0 choose channel A

bit 1 choose channel B

bit 2 choose channel C

bit 3 rendezvous with channel A
bit 4 rendezvous with channel B
bit 5 rendezvous with channel C
bit 6 hold sound until released
hit 7 flush sound queue

Obviously, you can choose, say, bits 0 and 1 to
produce sound at both channels A and B, but
that is basically how you use the sound chip
and that is how you use it from BASIC, only it is
marginally simpler.

explaining how to construct sound envelopes
and so on, but what I will do is explain all of the
firmware routines and what you need to do to
access and use them. The User's Guide which
came with your computer explains how ampli-
tude and tone envelopes are laid out. THE
SOUND CHIP FIRMWARE shows the firmware
routines for accessing the sound chip to its
highest capabilities. Listing Two is a little
demonstration program showing how to use the
sound chip from machine code.

® Well, that just about wraps up this instal-
ment. Next month, we'll have a detailed look
at graphics and how we can plot, draw and do
all sorts of wierd and wonderful things to the
screen from machine code. Until then, let's
make some music... midi fashion...

Code & Chips

Got any machine code queries? Things you don't
understand? It doesn’t matter how stupid the ques-
tion, how basic your knowledge, write to:

CODE & CHIPS
AMSTRAD ACTION
BEAUFORD COURT

30 MONMOUTH STREET
BATH AVON BA12BW

byte 1 number of Amplitude envelope to Now I am not going to go into great depths
° POP DE
I'ISTI“G ONE' POP AF ; restore preserved registers
QUASI-PSEUDO-RANDOM NUMBER RET
GE“ERATOR RANDSEED: DEFM 43746 ; random seed, any old number will do
ENT §
4 fQuasi-pseudo-randoa number generator
; Article 7, Amstrad Action March, 1992 LISTING TWO:
3 Exit: HL holds random number
; ALl other register preserved SOUND FlRMWARE
PUSH AF DEMONSTRATION
PUSH DE ; preserve registers
LD HL, (RANDSEED)
CCF ENT §
ADC HL, HL
ADC HL, HL 4 lses SOUND QUEUE, SOUND AMPL ENVELOPE and
ADC HL, HL 4 SOUND TONE ENVELOPE
ADC HL, HL 4 Function: NONE! Just an imitation heart
ADC HL, HL 4 heat,..
ADC HL,HL 4 nultiply HL hy 64
RLCA INFLOOP:
RLCA ; rotate A left twice - multiply by 4 LD A,18
DD A,L LD HL,ENT
LD L, A CALL #BCBF
LD DE, (RANDSEED) LD A,15
RLC E 3 multiply E by 2 LD HL,ENV
RRC D 3 divide D by 2 CALL #BCBC
LD AL LD HL,SND
ADD A,D CALL #BCAA
LD L,A ;add D to L JR INFLOOP
LD #,H
DD A,E ENT: DEFB 8@,18,-16,1
LD H,A ; add E to H ENV: DEFB 1,7,-3,4,18,1,20
LD (RANDSEED), HL 3 store new randomized seed SND: DEFB 4,15,15,34,12
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ADERS' HELP

AND NOW, THE END IS NEAR...

Hankies out folks, this is the last ever Helpline (sniff). But don't worry, the spirit of Helpline will live on by

invading other sections of the magazine. As of next month Helpline will be split into three separate sections
and cunning placed in different bits of the mag.

@ [f you are looking for (or offering) technical help, trying to get hold of a particular peripheral, serious
program, book, or anything technical, write to Technical Helpline, Amstrad Action, Future Publishing, 30
Monmouth Street, Bath, Avon BA1 2BW. On a postcard or the back of a sealed-down envelope please.

@ If you are looking for (or offering) help on a game, looking for a poke or cheat, or trying to get hold of
a game that is no longer available, write to Games Helpline at the same address as above.

@ If you are looking for pen-friends, write to, er, Pen-friends (at the same old address again).

If you want to sell or swap software, er sorry but there have been a lot of complaints about those ads from
everyone from anti-piracy groups to the Queen herself (eh? - ed), and we haven't got enough space to con-
tinue running them (requests for out-of-production games you're desperate to get hold of will of course
continue to be included). Alas, we can still only print phone numbers for UK/Eire residents.

TECHIE HELP

o000 00RRPSIBROEDS

Has anyone got Sorcery on tape for the Amstrad 4647
Ron, 0582 873267 after 5pm

Wanted; AA mags 55 to 59 ar all the cheats in those
mags. Will pay good prices for mags.
Jim, 081 8487493

Urgently wanted: AAs 1, 2 & 42, ACUs 12/84-5/85,
B/87, 11/90-12/91, all Amtixs, all CIWtAs, Will swap
against Firmware Manual (Soft 168), Hisoft C, Laser
Basic, The Quill {all original tapes with manual). Also
Infocom adventures wanted (even more urgent!).
Maurice Homan, Eemewoudeweg 30, 6835 JG
Arnham, The Netherlands

Wanted:6128 Rom and § bit printer port for the 464,
preferably with manual.,

Andrew, 0533 606786 weekdays 3.30-4.30pm, anytime
on Sunday

Want to buy A4 back issues pre-AAS9, or will swap for
games on 464 cass.
Derek, 0292 311333

Wanted: Need first disc drive for (old model) CPC 464,
Will pay up to £80.
Jonathan, 0780 783073

Wanted: Personal tax planner disc for 6128.
Peter, 0275 891614

Thave a 3.5" and 5" disc of Mouse Driver and Utilities.
But I need a cassette for a 464, Can anybody help?
Adam, 0582 606687 after 4pm

Desperately wanted: DD1 diskdrive Interface. has any-
one got a DD1 diskdrive manual they are willing to give
to or phatocopy for me? I have Amstrad SSA1 Speech
Synethsis manual I am willing to photocopy.

Clayton, 0449 720833 7pm-9pm

Wanted: Modulator for CPC 464, will part-exchange
gTeen screen monitor.
Geoff, 0827 288392

Wanted: An address for a connecting cable from CTM
644 to Atari 520STE. This would enable me to use both
keyboards. MP1 modulator also wanted.

Mike, 0297 53451

I have some 3" disks containing CPC 6128 files. Can
anyone help me by transferring them to PC files on 3.5°
disks (which I will supply, of course)?

F.X. Aquilina , 106 St. Margaret Street, Siggiewt,
Malta.

DDI-1 Digk-drive desperately needed (£60-70).
David, 051-334 8515 after 4.30pm

Book wanted: The Digital Research CP/M Plus Manual
for CPC6128 and PCW Machines.
Colin, 0786 75982

Wanted: Can anyone help I am looking for a manual
for the DDI. Disk drive. I am willing to pay any
EXpenses.

John, 0495 227183

Wanted desperately!! Amstrad CPC6128 Firmware
manual (Soft 968) to buy, borrow, hire etc. Also
wanted: Anatomy of CFCs Book. Plus!! Help offered on
any aspect of CPC - Programming/Hardware etc...
Pete, 0533 886039 after 6.30pm

Wanted: Firmware Guide for 6128, desperately. Will
pay tap price or pay to borrow. Also Practical Machine
Code Programming by Steve Webb, Machine Code for
Beginners on the Amstrad by Steve Kramer.

Keith, 0384 67712

Wanted: Dk'tronics speech synesiser for 6128.
Simon, 0430 422571

Amstrad CPC 6128 Plus. Help! I've just got my first
computer and [ haven't got a clue!! I need a second
hand printer (black and white) and advice on what
disks to buy!! (For business use only, 1.e. accounts,
home finance, mortgages, tax and VAT etc.) Or can you
sell me any?

Jeremy, 0823 660118

Offered: Limited advice on hardware problems.
David, 0793 532417

Help offered on programming, GAC and the Amstrad in
general. Also contacts wanted in any country, 100%
IeSpOonse,

Len, 0254 382349
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PEN-PALS

Pen—pal wanted (male or female) to help each other on
games and swap cheats. I am 13 years old. Who will
write to a 13 year old girl? All letters get a reply.
Jennifer Cortis, 30 Johnbell, Corn Str,, Zebbug, Malta
ZBG 05

Wanted: pen—pal aged 12-15, Must have CPC464. 1
have many games, tips and cheats and Multiface
pokes,

Patrick, 081-317 8470

Wanted: male or female pen-pals, must have an
Amstrad (tape). All ages accepted.
Dave, 0782 518836

Wanted: pen—pal living locally (Derry) who owns
Amstrad 6128 Plus.
Debbie, 0504 268797

I'm a 6128 owner looking for pen—pals around the
world to swap demos, pokes, tips, maps...

Manuel Laorden Mas, Valldemosa 15 Entlo.2, 08016
Barcelona, Spain

I would like a pen—pal about 14 years old, to exchange
hints, tips and tapes with. I have got a CPC464 and a
printer.

Justin Stewart, 41c Lake Terrace Road, Christchurch
6, New Zealand

GAMES HELP

LA B0 B AR B AN B O B B B O B B B ]

Can anyone cut there please tell me how to get past
the first level of The Vindicator, this would be much
appreciated.

Michael Eiberg, Unit 1, 22 Hastings St, Scarborough,
Perth, Western Australia 6019

Help please; Cannot get past level 1 of The Simpsons
disk game.
Debbie, 0504 268797

Help wanted on Bubble Bobble. I don't know the type-
in code (CPC 464 cassette). Also wanted TV modulator
MP1 (464).

Warren, 0533 768765 4pm-9pm

Help please with Sweevo's World, How do you collect a
BOO? [ have a problem with my TINS, BLOCK & FULL.
Angela, 0344 428053

1 will offer Slapshot for any help on Hammerfist.
David, 0375 843096 outside school hours

Help needed on Batman the Movie and Untouchables.
Help given on The Simpsons, Sim City, Kick Off 2,
Ghostbusters 2, Back To The Future 2 and Indiana
Jones and the Last Crusade.

Pete, 0302 855107 6pm-9pm

Please, can anyone tell me what finally kills the
Nechromancer in Sorcery Flus.
Eileen, 0582 873267 5pm-9pm

Help wanted on Castle Master. [ don't know how to get
te key on the roof of the cavemn. Also I require help on
fiing the rest of the keys needed to complete the game.
Karl, 0204 399198

Help needed on original 3D version of Batman, Where's
the seventh bit of Batmobile. Using batmap in AA9.
Roy, 0977 675522

Broken hearted child needs a Fruity Frank cassette for
his 464 computer. This was his favourite game which
won't load any more. will gladly pay or swap.

Ricky, 0245 74347

I'm starting a PD library. Help, info and software
greatly appreciated.
Paul, 0272 865343 4pm-10pm

( |
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@ You are Bruce Willis in this most excellent
game. Were the critics right in panning the
movie? We got the video to find out.
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® Yikes! There's aliens a plenty in this brililant
role-playing epic. You've consumed the cover
tape demo, now devour the review...

DBULIE
pragon <
STOR

@ Fat Chinamen, Frank Sidebottoms and blokes
in pyjamas ahoy! It's beat-em-up time again, so
get dy to ch

| that

¥ =y )
Bubble
Dizzy
CODEMASTERS

® It's our pal the egg, travelling around the
Atlantic on air bubbles that burst underwater.
|A few physics lessons wouldn't go amiss.)

® That's a mosquito. That's a fire. That's a

LORICIEL m €£TBA

abies, as everyone kmows, are hormible,
B screamy, smelly, small things that will

Spew up over your best jacket as soon as
look you in the eye. (How dare you, my baby
William's lovely. Retract that last sentence or I'll
drop a giant picture box over the whole review
— Ange.) Sigh. Okay, sorry, let's start again...

Baby Jo is a sideways-scrolling jump-em-

up in which you play a baby (called Jo) who's

a superhero-type person. He's a pretty naff /7

superhero really, though, 'cos he's lost in
the countryside and wants o go home
to mummy. (You never saw Superman
wandering round a field blubbing.)

Anyway, the abject of the exercise
is to steer Jo back home to the loving
arms of his mother.This involves loads
of levels of spitting flowers, killer
mosquitoes and raging fires. Graphically,
Baby Jo cuts plenty of pickle. Everything's very
detailed and colourful, the sprites are pleas-
antly large and the scrolling (half a screen at a
time), is reasonably smooth. Like all French
games, it looks lovely.

Unfortunately, behind the graphics lies one
of those zero-gameplay pursuits so beloved by
Amiga owners. And everything moves so
slowly and laboriously. Jump, run, jump, jump,
un, die. Zzzzzzz.

The levels are horribly short, but difficult
enough to have you screaming (you can't avoid
taking hits). It does feels completable, given a
hefty amount of persistence, though it took us a
week to get off level one. (But we're useless.)

There are plenty of power-ups around,

including first aid kits (heal
wounds), rattles
(weapons),

baby. This is a yawn. (Yawn.)

i @ A PSS :
® 99 Red Balloons went the @ Yeow! It's got really h
song. This one makes 100. of a sudden.

_N4.¢’
ACTION rs%

at? Maryanne
balloons (give you a lift) ete. There are
\ worms to jump over, platforms to leap
from, and everything you'd expect from
a cutesie platform game. As an interactive
cartoon, Baby Jo has a little appeal, but not
enough to make up for gameplay as addictive
as a Boots ‘banana, soft cheese, grape and wal-
nut’ sandwich (try one —they're disgusting).

VERDICT

GRAPHICS ......ccc0c. [« )
Wonderful cartoon-style art 9 ' /o

§ and animation,

so"lcs.............-.. ooo/
A new concept in games for (+ ] )

the deaf. t

GRAB FACTOR....... ()
Baby Jo isn't the most exciting (+ ]
of games.

| STAYING POWER... 3 3 0/
| Nor is it the most addictive or o

§ challenging.
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French games always look pretiy spec-
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® Ahoy there shipmates! Young Mr Hawk,
resplendent in pork pie hat and raybans, practi-
i his bal ing-on-a-filing-cabinet trick.

@ Eek. A security guard with a big gun proves
his bravery by taking on a reluctant burglar
with, er, a tennis ball. Get set to jump.

® “Another Christmas, another ventilation
shaft,"” fumed Brucie in Die Hard 2. Don't look
now Mr Willis sir, but guess what...?

HUDSON HAWK

OCEAN B £10.99 cass, £15.99 disk

e muns. He jumps. He climbs across
H rooftops on a rope. He throws tennis balls

for some unknown reason. He is Hudson
Hawk, the world's most bestest cat burglar and,
once this particular game is up and running, he is
you. And you are him. And vice versa with cher-
ries on top.

Hudson Hawk is a platform game of three lev-
els, each consisting of a number of little
sub-levels. It is based, very loosely, on the criti-
cally-condemned film of the same name, You play
Huddy, and a gang of nasty people are forcing
you to nick three of Leonardo da Vinci's finest
works for them. The rotters.

Of course they aren't your run-of-the-mill art
collectors out to expand their collection, and said
items do in fact have bits of crystal hidden inside
them. Once reassembled, this crystal will enable
the viliains to rule the world. Or something.

FIRST DAY TARGET SCORE
Get to the Vatican roof

RUTHERFORDS

® Hmm. We're on level one and we suspect
this is the final screen, so what do we do
now? We could sing a song. (Don’t - ed.)

Each level involves trying to nick one of
these objets d'art (arty objects); a ceramic
horse from Rutherford's Auction House in
Los Angeles (or possibly New York, what's
the difference?); a sketch book from the
Vatican (that big church where the Pope lives);
and finally a mirrored crystal from Da Vinci's cas-
tle in Budapest or Bucharest or somewhere.

QOops. In between the Vatican bit and the
Castle bit the baddies have got the other bit of

SECOND OPINION
“That jerky scroll is enough to give
you a migraine, especially when

everything is so, er... blue! It's a

great platform arcade game,

though, and there’s fons fo do.”
Rod Lawton

The scenes of the crime...

There's a lot of different gamestyles involved. Here are a few screens from level one to give
you a bit of an idea:

THE ROOFTOPS Huddy has
to negotiate his way across
the rooftops, avoiding killer

THE CORRIDOR Inside the
building, everything goes
plain horizontal. Apart from

THE VENTILATION SHAFT
Hurrah! This is the best bit.
There's no human foes, but a

blackbirds/crows, rabid guard  the security guards patrolling  lot of mechanical ones. These

dogs, and so forth. Where the corridors, the main prob- include jets of flame, arrow-

there's a big gap in the sky- lem is the laser defence like pistons, electricity

line, you'll need to rope your system which will zap you a conductors and electric fans.

way across. Fall off and you'll  crinkle-cut crisp if you're not The last two mean immediate

lose energy rather than a life, careful. There's filing cabinets  Death City. There's ladders
‘to jump too. too (but no snakes),
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crystal (from a model of a helicopter in the
Louvre) themselves: So ignoze that bit we said
earlier about you having to get the three bits.
The third level is the big end-of-film climax
where you fight the baddies and try to stop them
getting their evil way,

What's really brill about Huddy is the number
of different sub-levels involved. Each stage is
fairly short, but presents its own series of logic
problems, well-timed movements, and general
dicing with death. There isn't really much gen-
uine platforming to be had — most of the stages
don't involve an awful lot of climbing — but it cer-
tainly knocks mindless beat-em-ups into a
cocked hat.

Huddy himself moves like he's on roller

skates (which as far as we know, he isn't)
and uses tennis balls to take out the
fiendish foes that cross his path. These
include blackbirds with diarrhoea and
parachuting nuns (wacky).
The ventilation shaft bits
(which, it has to be said, would be
more at home in a Die Hard game) are
probably the best, Kind of like Switchblade
without the blokes with knives. The other sec-
tions are sufficiently varied and challenging to
make this one heck of a fab game.

The first level involves you facing up against
security guards and laser defence systems as you
creep through the art gallery. The second sees
niuns as the main opponents. Ho, ho, ho, you
might say to yourself, I've seen The Sound of
Musie, these nuns are nothing but guitar-strum-
ming sissies. Whoops. These nuns have got guns
and bombs and stuff!

The final level involves rodents of both the
animal and human kind. To wit, rats and gang-
sters. Apart from that, er, ask us again in a week.
(You haven't got off level two then? — ed.) No I
haven't. (Ho ho — ed.) But neither have you. (Shut
up —ed.) Ho ho.

Hudson Hawk is actually cquite easy to
progress in, largely due to the sub-levels being so
short, the number of lives so large (five), and the
fact that many of the traps won't catch you out
twice, Unless you're really stupid (didn't you get
caught out loads of times, Ad? — ed). You'll finish
this game eventually, but not before you've had
more fun than a mosquito on a nudist beach.

Adom.



@ Ailiee. Switching on a light with wet hands
is very dangerous. But not as dangerous as
tap dancing on an electricity conductor.

Bruce Wills facis

= Bruce Willis was born Brucibald Victor
Andretti Willis, but he changed his name to
Bruce when he was three (because he couldn't
spell the other bits).

s Bruce is today one of Hollywood's best paid
actors, but that wasn't always the case. When
he was 17 he used to pick fluff out of motorbike
engines for 12 cents an hour,

» Hudson Hawk is Bruce Willis' fifteenth film.
Others have included Die Hard (in which he
played New York cop John McLaine), Die Hard 2
(in which he played John McLaine again) and
Robin Hood — Prince of Thieves (in which he
played Kevin Costner).

= Bruce's family have a strong theatrical tradi-
tion. His mother used to go to the theatre a lot,
and his father once leamt to juggle.

= Bruce is a distant cousin of the Englishman,
Freeman Hardy Willis (who owns several shoe
shops).

= Mr Willis (Bruce not Freeman) may be a bit of
a baldie get, but don't call him that to his face.
Whispering it behind his back is safer.

s A yery amusing incident happened to Bruce
whilst filming Blind Date with Kim Basinger. But
we don't know what it was.

(Adam, do you think you could let me see a
copy of that biography, please...? - Ed)

HUDSON HAWK

VERDICT

! GRAPHICS............ 950/ '
Incredibly defailed. Very blue, (+ ]

but very brilliant.

| sonics................ 750/ !
| Everything you'd expect () !

I noise-wise. A bit beepy.

femmrwnom"m.s’ o/ |
The opening logic puzzle is a (-}

real challenge.

| STAYING POWER... °/
| Hudson Hawk is a fun game 96 o |

N with a lof of depth.

Huddy is one of the best platform games |
| we’ve seen, and greaf enfertainment by any- §
W\ one’s standards. '

AA at the movies

® Tommy Five-Tone [Daniel Aiello) and
Hudson Hawk (Bruce Willis) look puzzied.

The film Hudson Hawk was panned by the critics on
its original release. It was probably the most dissed
movie of 1991, But was that fair? Now it's out on
video, and everyone from the inane Simon Bates to
the godlike Mariella Frostrup (stop dribbling - ed)
are saying the critics were wrong and it's fab, And
here at AA we darned well agree!

The film is a kind of comedy thriller, starring a
reasonably clean-shaven Bruce Willis as the epony-

mous hero, a cat-burglar of international repute who

is released from prison with the intention of going

straight, only to be blackmailed by his parole officer

into turning to crime.

The ensuing plot involves a machine
for turning lead into gold, various
criminal groups including some
yuppies, the Merryweathers :
(played brilliant by Richard E ¢
Grant and Madonna's
chum Sandra Bernhard),
a gangster called
George Caplan, the
Vatican Organisation (a
bunch of nuns), and a
bunch of CIA agents
with chocolate bar
codenames (Snickers,
Kit Kat, etc).

Yep, it's silly with a
capital ‘silly’. Bruce is aided
throughout by his mate Tommy

@ Hudson in a car. Wearing a hat. Driving
through San Francisco or, er, Chicago.

ooiooonooaof??f%i

@ Oof. Hudson in a violent mood (and cool
glasses) hurls a baddie at a phone box.

® A skateboard is just one of the daft props
used in Huddy's intricate robbery plans.

Five-Tone and a gnarly nun babe (Andie MacDowell).
Bruce and Tommy sing old-time songs to time them-
selves whilst doing their helsts, and computers geta
bit of a look in with constant references to “playing
Nintendo", And there's a couple of gangsters called
(ahem) the Mario brothers.

@ Does this look familiar? It's that crawling
along a rope bit from the start of level one.

&
000000

@ Hudson on a stretcher, being pulled along a

freeway at high speed. Very irresponsible.




SPACE

role-player, those nice people at Gremlin
Graphics sent us a copy of the original
board game to play with when we're supposed to
be worki... er, when we've got a bit of free time.
It turned up in the moming post in a big brown
wrapper, and there was a mad scramble as we
ripped the parcel open, tipped the contents of the
3 box on the floor and
set to work,

We put
together the play-
ing pieces, armed
the little men
and  sorted
through the
cards, punched
out all the die-
cut counters, counted the
dice, joined the different sec-
tions of the board, assembled all
the scenery, put the little men in
their stands, selected a mission, and

then... er, then it was time to go home,
Space Crusade the boardgame is fab,

T o celebrate the release of this brilliant sci-fi

® The mission begins. The marine dudes leap
from the landing claw, ready to kick alien butt.

Here's a sample screen. We're in control of the
marine (1). His name/weapon are indicated top
right (2), and he’s also highlighted in the win-
dow at the bottom (3). He's selected ‘MOVE' (4)
from the control panel (5), and the squares he
can move to are those ones highlighted on the
screen (8). There's some boulders (7) and an
identified baddie (8). Some other baddies have
yet to be visually clocked, so they're still
unidentified (9). There's a map bottom right
(10), with combat dice rolis and alien info also
appearing in this window. There's also an icon
you can click on (1 1) to let you use the joystick
‘o survey the complex (it's quicker than using
the arrows at the sides of the main window). We
don't know what the other thing (12) does.

CRUSADE

GREMLIN B £10.99 cass, £15.99 disk

® When someone’s about o explode, we get
an isometric 3D view of it happening.

SECOND OPINION
”A greal game. | much preferred if
to the swords-and-sorcery of Hero
Quest. Laser Squad is still the

strategic role-player to beat in my
books, though.”

Rod Lawton

no question, but there are a couple of minor prob-
lems with it. Firstly, the fact that it takes the best
part of a week to set up (and even longer if you
plan on reading the rules). And secondly, there's
no one-player option, which means you can't play
it when you're alone in your room and supposed
to be doing your homework. Gah!

But worry not, dear readers, such is the mira-
cle of microchip technology. Space Crusade the
computer game traverses both those niggling lit-
tle problems. The scenery assembles itself and
the computer provides a more than .adeguate
inhuman adversary. Hurrah!

If there are any complaints to be made about
SC they'd probably revolve around it being a bit
easy. A committed gamer will finish the twelve
missions within a reasonable period of time, most
of them at the first attempt.

The covertape demo lists the “exalted rank of
Captain Senioris” as the target for the SC player.
Sorry, but yours truly managed that within two
hours (and three missions), And that was with
completing the missions properly. Never mind
the secondary missions, you can get away with-
out finishing the primary ones. Just shoot a few
aliens and you'll have enough points to gain
those galactic jelly tots (honour badges).

Having said that, Space Crusade is clearly a
Mastergame. Even if you do finish all the mis-
sions, you'll still go back to them (whilst waiting
for that expansion kit to appear), because these
games have a level of involvement about them
sadly lacking in most games today.

The sound (for 6128 owners at least) is bril-
liant, the graphics are wonderfully detailed (the
stylish Mode 1 stuff we expect from Gremlin),
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The panel along the bottom of
the screen contains all those
wonderful actions you'll want
to get to grips with. These are
they:

MOVE Click on your

chap then click on

this, The bright

SOUAares on SCreen are

the ones you can
move to, Click on the one you
want to visit.

FIRE Similar to

‘MOVE' in operation.

The numbers in the

map box are the rele-

vant dice rolls. Try
not to shoot a team-mate by
mistake (ahem).

On the panel tonight...

HAND-TO-HAND Use
this when standing
next to a baddie (not
diagonally). Be careful
though — if (s)he over-
powers you, you're dead.

COMMANDS Can only

be used at the start of

your go. Each com-

mand can only be

used once. They do
things like let you move/shoot
twice in one turn.

BOMBS These can

only be used once.

One is defensive, the

other is used to wax

baddies in hand-to-
hand combat.

DOORS This lets you

open or close doors. In

most missions you

have to be next to

them. In some you
don't (and you can crush foes
in closing doors!).

RADAR Shows all the

bad guys within a

certain radius. But

only as dots, you need

visual contact to find
out what they are.

END OF TURN Click
on this to end your go.
Then settle back and
let the baddies do
their worst, It's too
late to change your mind now!

Complete two missions

and tactical thought rather than finger-power is
the necessary pre-requisite.

The dice 1olls add a little luck to the proceed-
ings. We don't really know what's going on as far
as the dice bit is concemed, but that's only
because we haven't looked at the manual. The
fact we can get into the game without having
glanced at said hefty tome is in itself a tribute to
the quality of the game.

Like its predecessor Hero Quest, SC is an
overhead-view tactical game with arcade
sequences for the bits that go bang. Read the
box-outs on these pages, play the covertape
demo, and if you don't immediately rush out and

There are twelve different missions in Space Crusade
(you'll find the first one sellotaped to the front of this
ish). Each one plays the same way. The differences
come in the form of twelve different spaceships (ie
map layouls) and twelve different objectives (though
most just involve blowing up something/someone).
Oh yes, and the baddies get harder and more abun-
dant as the mission numbers rise.

You can select any mission you like. Thete is no
set order in which you have to complete them, and
none of that ‘you can't go on the final mission till
you've finished the other ones’ rubbish. Here’s the
(primary) missions in brief..,

1 SEEK AND DESTROY This is the one on the
covertape. You've got to find a Dreadnought (a
very nasty ED 209 style robot) and blow it up.
This is one of the hardest missions of all, since
it's the one of only two in which the objective isn't
marked on the map. You've really got to look for
the thing!

ELIMINATE AND SURVIVE Kill lots of aliens.
In a one-player game you've got to wipe out the
five Chaos Marines. These are on the map.
They're just round the corner from where you
start the game. This is very easy.

DISABLE ALIEN VESSEL Go to where the

engine is and blow it up. By the way, there’s

around 20 million aliens guarding it! This is not
. S0 easy.

LOCATE AND RESCUE Grab a brain and run off

with it. This is very similar to mission three.

LOCATE AND RETRIEVE Brains you rescue,
experimental Weapons you refrieve, A third
opportunity to leg it to a target, get shot ata lot,

® O'Connell is blasting away. That ‘33’ (the
maximum score) bottom right suggests he's
probably waxed the little bug-eyed creep.

buy the thing then you're either very poor or

completely daft. then leg it out.

PURGE AND WITHDRAW The title could have
been better phrased; this one involves running to

® ’Ere, I'll just creep up on this little scorpion-
headed SoulSucker and go “boo!". He'll be
scared to come near me again.

® Woooo... things are looking a little dicey
here. There's ten of them and, er, ane of me.
Luckily, I'm dead hard (hopefully).

SPACE CRUSADE

| VERDICT |
| oo e 9 3% |

! art. Very detailed.

| e 64% |

| footsteps and things (6128).

| GRAB FACTOR....... |
You raced home to load the ,4% i

| demo, didn't you?

| STAYING POWER... 7 80/ |
Y You'll finish this. (But you'll (<] ‘.

Y sfill want to play it.)

l
|
|
|

.:' Space Cﬂlsadei a gme and a lllf.
| Hero Quest with laser guns - you |
\can’f go wrong, can you?

=
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an outer door, opening it and running away again
before being engulfed by the vacuum. You're
about twice as fast as the vacuum, Baddies
galore, but pretty easy.

INTERCEPTION The easiest mission of the lot.
Shoot 15 aliens (if you can find that many!) and
leave,

EXTERMINATE Kill some Soulsuckers (ten in a
one-player game). These guys are nasty and quite
hard to kill,

LOCATE AND EXTERMINATE Tricky. Find
some Soulsucker eqgs (they're not on the map)
and destroy them. What do you reckon the
chances are they're being guarded by some
Soulsuckers? Hmm...

10 SABOTAGE AND WITHDRAW Similar to mis-
sion six, but with a greater number of hard
baddies (androids) in it.

11 DESTROY ALIEN SHIP 17 Activate the self-
destruct in the control room. Similar to missions
three, four and five,

12 DESTROY CUBE OF CHAOS Yet another run in,
gunfight, run out one. This probably isn't the
hardest mission, but there's so many baddies in
your way that it is pretty darned tricky to reach
that Cube.
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ION TEST g2

® Haale j havs . the | !
Luckily ] left £ Wax this dude
and bough 1. Ha, ! Y he : e

® Yikes, it's the infamous Chinese punk rock
band, Fat Blokes in Pyjamas. Yo mad violent
dudes, let's paaaarty. [Cue swift exit.}

JOUBLE
STORME £11.99 cass, £

t's the latest instalment in the Twin Peaks of
arcada beat-em-up series. Think up a plot for
self (be sure to include all the following;
some zombies, a girlfriend, a power-
Wrant, and something to do with
s what you have to do...

uys. There are six levels, the
New York. Once you've
gh that some short
ears and mutters
pore this. THere g weyi that's not exactly fair is it%

n it is this: chap’s got a motorbike and we haven't. Tim
stones hid- to practice a star float (ho hum).

ate' to wax his lot
e on, and the mad
Button-pressing on
BOp (you have to share

8 bad guys. The
2. The Speccy-style
e brightly-coloured
fievsound is good. The
uette, are excellent,
ow you do them.
‘Il finish this game:
[ nds on your beatie
gommitment, and how

SECOND OPINION
" Af first sight DD3 looks a bit

creaky and sluggish, but when you
gel into it it's really rather enjoy-
able. The graphics are nice, foo.”

m-ups are mindless,
k-detroying, brain-
imbing, tot:aJhr wonhless tripe. But if you like
mindless, pomﬂess slnll less, joystick-destroying,
tiless, 1 Iyou‘llﬁl]d

lan thistene. Well

DOUBLE DRAGON 3

VERDICT
e 8 2%

more colours would have been nice.

so"lcs................ 7' o/ -
Sounds as exciting as a real (-]

life punch-up!

GRAB FACTOR....... 8 ' °/
Beatie fans will get fo grips (+ ]

with the action straight off.

STAYING POWER... 8 ' 0/
Six different sefs of o

Kill the bad g'uys
, more fun, but there are of cour
you normally associate with two player

' Wax the Japs

Silly plot of the month <

® Wooh! It's ¢

Allright, pay attention, here comes that Double over again, and then take
Dragen plot in full... Marian’s body to Tibet to res-
Once upon a time, in a galaxy far, far away (New urrect her, And then have a

| York, about four years ago), there lived a young man fight amongst themselves to see who baddies will keep you glued.
| called Billy Lee. And he had a girlfriend called Marian.  could snog her. And that was Double Dragon 2.
And a brother called Jimmy. And his girlfriend was But they were friends again the next time Marian

kidnapped by a gang. And Billy and Jimmy killed the got kidnapped. The kidnappers (presumably a differ-
gang and rescued her. And that was Double Dragon. ent gang, unless something else happened)
But one of the gang members had survived, and demanded some stones they could rule the world with

went to Tibet to raise his friends from the dead (as as a ransom. So, after a bit of meditation, the Lee We've seen it all before, but Double Dragon
you do). And they kidnapped Marian again. And killed'  Bros set off to get them (in Double Dragon 3). 8\ 3 is very professionally done.
her. And so Billy and Jimmy had to kill the gang all “Boing,” said Zebedee, “time for bed.” :
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OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304 (Mail order only)

Call us on: 24 Hour Credit Card Hotline 0902 25304 E@Enlﬂ|

1st Division Manager ... 399
2 Player Soccer Squad 3.99

2 Player Super
3D Poal....
| L L e e e
0 TR
Afterourner
Alrwolf ...
Altered Bi.as
Arkanoid 1 or 2
Banger Racer
Barbarian ...
Bar anan2..... ik
The MoVI .cv..rsennreids
27 leagle

League

Footoall . .3.99
Bubble Babble .. .3.99
BuggyBoy ... 299
Cabal .. e e
Califormia Games........ 3.99
Championship Galf............3.99
Chase HQ.......oo.: .3.90
CRevy Chase.........imienr3:99
Chuckie: Egg 1 ar2 . 399
Commando ...

Centinental Circus ...
County Cricket (D & H).
Cricket Master

Cup Football ..

Daley Thompson's
Decathlon.....

Dizzy Panic.... el

Double Bare.... e

Double Dragon 1 or2........3.99

Dragon Minja ..

Dragon Spirit.,
Edd The Duck...........New 3.99
Euro Boss.... AR oy
F-1 Tomado ... 299
Fantasy World Di T e
Firemnan Sam ... ARSIt )
First Past The Pest .. 399
Foatball Champiens...........3.99
Footoall Dirgctor ... 3.99
Footoall Manager .............2.99
Football Manager 2............2.99
Footall Manager 2

EXRENSION. ... e 2099

Footoall Manager
The World Cug....

The Footballer ... .

Footballer of theYear 2.....3.

Frank Bruno's Boxing.........2.99
The Games Summer

Edition..... .3.99
The Games W-mar EJm- in . 3.99
Gary Linekers Hotshots........3.99

Ghosts and Goblins ...
Ghostbusters 2.
Gheuls and Ghests

(S Ol s adcduaaey ey rpies

Hard Drivin' oot 399
Herces of the Lance...........3.99
Heng Kong Phocex,r. ) 2.99

9 Matchday 2

9 StarWars.......

Kwvik Snax ... T P
League Football. e 3:95
Magicland Dizzy ...
The Match ...

Mike Reid's Pop Quiz........2

5 Mini Office..........

Maanwalker ...
Motorcycle 500
Matntain Bike 500..........
Mew Zealand Story ...
Mige! Mansell Grand 2ni e
ININ8 WAITION. ... vonsreveesnnsten 319G
Onthe Bench ......ccuerserees
Operation Thunderbolt......3.99

Operar;on Wolf ..
Outrun,. .95
Pamroo ORI L
Passing Shao LTc_rlnuf- a0
Popeye @....... e 299
Postman Pat 1or2..........2.99
Powerdriit ... 3.99
Predator 3.99
Pro f"olfr-,_od\.rna:'ﬂrSI 3.99
Professional Footoaller 3.99
Pub Games. .99
Cluattro Advent

(Rizzy etc) 3.99

CQuuattro Cartocn
(LIt U)o 99
Giuattio Coin Ops
(Fast Foodetc)
Quattro Combat

Qusttro Power....

Ciuattro Skills

(Int. Rugy Simetc) ........3.99
QA0 SPOMS <o .99
N T e e R ke
Rally Cross 2,99
Rambo 3. s

Rec Heat ... 9
Renegade 1 or 3. 399

Road Runner Wile Covote .3
Robocop...
Rock Star A';- M) Huma ter
Rugby Eoach . i
Rugloy Manager ..
Run the Gauntlet.... ..3.99
SO0V DOO: v resesrsinssorsens
Scooby Doo and

SCRPPRY D00 s 3.99
Shadow Of The
Shinobi.......
Silkworm ...
Snocker Management ........3.99
Soccer Q.
Soccer Match.
Soccer Rivals..
Space Hamier ..o

Steve Davis Snooker.........2.99
Striker Manager
Stunt Car Racer

lkari Warrior... 2.99 ‘Swichblade...... 2¢

Imc.os:amule : 399 Target Renegade. 399

Indliana Jones Las' uu‘eo‘j 99 Tetns.. T e

Inspector Hectl L2990 Thunderblade ... 3199

Int Karate:+ . ......ocoviee.. 399, Thundercats ...

International Manager.........3.99 Toobin

JackThe Mipper 1 of 2., 2099 TOp CBL......coririnsriissmysn 24

Jaws... ...‘2 O ETODIEILIET s ssecrerrersprossarenreveesi g

Joc ,\'(ﬂlsor' Ccmpenjmm Tracksuit Manager. ............2.99
o] by S 3.99 Treasure Island Dizzy

Kenry Dalglish 1 il ety e e i ]
Soccer Manager .............2.99" Turbgo Outrun..

KekOff ... ....3.99 Turrican

The Untolchables .

TWO HOT TWO HANDLE
Galchen Axe, Tolal Recali; Shadow Warrior & SUper Off Road

PCOM COLIL FCTII’)N

foricls, U N Satiadron,
Wonderbay .. Pacer Cass 10.99 Disk 13.99 s
\X;Drld Ci‘lal‘l‘lpanc-’LEugL.E d QUATTRO FANTASTIC MOVIE PREMIER
QCCEr .. > 99 | Puk Travia) Wacky Darts, Fusit Machine & Monte Caric Casing Teenaae Mutant Hero Turthes, Gremiing 2, Back To The Future 2
World Clcss LePd.,n:r_ach Cass 3.99 ] & indizné Jopes  Cass 10.99 Disk 13.99
L e 4 MOST BALLS, BOOTS & BRAINS GRANDSTAND
Tournament ., 4,50 | Seccer Challenge, Soccer fiose) Richy Bows & Alstralian Rules Warfd Class Leaderboard, fro Tenn Conmentsl Circus
Yogi &hEGE,‘E‘dMOH"[Pr 009 FG.}bil Cass 3.99 & Gazza's Super Saccer, Cass 10,99 Disk 13,99
Yogi's Great Escape ...........2.99 JCCER STARS WHEELS OF FIRE
Kic cl;‘-l.siadqg"nelisilf;;i,';u-« s Tt Cratran, Chiase H.G2, Haroh rivin' & Powerdrift
SOFTWARE CITY SPECIALS = = S0
Ace... iriestiaivitia |00 NINJA COLLECTION ADDICTED TO FUN
i vha'\xor dicas . 1.99 | Shadow wanior, Dolble Ciagen & Dragon Ningd Case 7.50 Buinbie'Boobiz, Rainbow fslands & Nev
Cass 7.
Bk FUSION s vsens e sirniins 099
Emhyn Hughes ... 3.99 t\i&\‘]{\;ﬁm&»\ﬂﬁﬂ[{k‘;\ C',?“RTU{)N gg&_,gg’l;[ﬂl}l?
= : e BEADE, Phooey,
1[gfr ean Super League o ey il Cats Cags 7.50 DIsk 1099 |
1§ s B b
European Sup@ Lea:ue FUN FORCE 3 __ITS TN SHOWTIME
. Califormia Garres, Ciitrun & Barbarlan 2. Cass 6.99 Krypton factof, I'Hotse, Every Second Counts &
(Disk)... SR 5| v Cass 7.50
Hurit F-_.r de
PE R HEROE
October .......New 399 el ongs i 03 T S Whotoved —DIZZY COLLECTION
Kenny Dalglish Soccer AL AL Mhﬁmlggﬂm% it
Match .., P+ e KIDS PACK -
Lazer SQUath .39 | Postimes Pat, Sacty shd Swees, 2, Cotint Puckls, The e c[“:léfkog‘_{"ylf‘gl cn
Lords OF Chacs 3.00 Womles & SL.pzr::d Cass 8,99 ouie Lragesn ¥, 5F C;ss ﬁ;oc i Ninjavariers
Lords OF Chaos (Disk) .......4.99 MAX PACK COMPILATION
Midnight Resistance/ Turmican @, ST Dragan, “Siviv & Nisghif . SOCCER MANIA
ahibreed 300 Cass 11.99 Disk 17.50 Foatball Manager B, Microprose Soceer, Foctiball
Nightbreed . ninis World Cup edition & Gazzs's Super Soccer, Cass 10,
Starstrike-1 or 2. v L2599 - -
Teivial PUrstit.......New 6:99 | eme Hant e e e e S e HOLLYWOOD COLLECTION
= Robocop, W Jones Last Enisacl=, Batman The Movie &
ers 2 Cass 10.99 Disk 13.99
FULL PRICE CASS DISK CHART ATTACK

3-D Construction Kit17.50 17.50
Battle Commiand......N/A.10.59

Cass 1099 Dick 1399

Battle of the Bulge...9.99.10.99
Brian Clough's

THRILETIME GOLD 1
Pariertaoy, Ghosts and Goblis, Bcnd;vjncl. Batty & Tubo
Esprit Cass 5

SUPER SEGA

Golden Axe) E:5WAT, Shinoll; Super Monaco GP &
Crackdown Cass129‘? Disk 17.50

Football Forunes...7.50 ...9.99
Captain Planet........7.50 ,10.99
Cisco Heat ..., 7.50.10.99
Colossus Briclge 4...8.90 ..0.00
Colessus Chess 4. 7.50..9.99

Crete: 1941 10000509.10.99

AIR/SEA SUPREMACY
Sllent Service, CamerCommand, Gunship, M7 Thunderboft
"EF15 Stke Esole’ Cass 17.50

MEGA GAMES VOL 1
Mot Star Cybernold; Deflector, Traxes, 8lcod Brotiers,
M @, Tour De Force, Heseules, Blood Valley Mastsr Of The.
Universz (The Mioviel [Cass: only 5.50

_STORY S0 FAR VOL 2
7 ping Madl, Beyond The Ice
t Die, Disk onhf 5.50

THE CODE MACHINE
Fulll Festure Mechine Code g Development
Package EdliotiAssemiler Desatsembler
40460416128 Cass only 5.50

Cricket Captain ... 7.50... .N/A
] B G E ot P ot T G 0 e e e e e N e M e e =
Firial Fight ..............8.9911. naI " ORDER FORM AND INFORMATION
Fiootball Director 2 ; All orders sent FIRST CLASS subject to availability. Just fill in the |
(128K)..... ceNAT50') coupon and send it fo:- Software Ci H
—|_|,,'3chc.r~| 5.7;, 8991199 Unit 4, BDC, 21 Temple Street, Wolverhampton WV2 4AN.
Fun School 3/(7+)...8.99..11.09 'r"'""" --------- ORDER FORM (Block Capitals)-------- e
Fun School 4 (U5) .8:99.11.99
Fun School 4 (5-7)..8.99.11. QQ:Name R T i o i R e T T e T e e T O BT e
Fun'School 4 (7-11).8.99 11.59
Gauritlet 31 899.11.90 lAddress . ................... T
Grand Prix (D&H).....7.50.,. MNiA
(R i g T ) e e e W e e e vy s e e N Sasresanase Sashe AR irasEEy Sasaiadeaavanataitsrarnh ]
Hero Cluest + : :
Data Disk.............899...N/A IPostcode............coeennen. et I (Rl SRR el i i B
Hero Quest Witchiord : : :
EXDBNSION 1 evors e 5,99 ?..091 Previous customer Y/N.. ... RefarenceiNozi o s ol Sn i ey
NP‘“ChCSterurt | Name of game Computer Value |
Eurcpe.. L899.11.99 I
Mercs.. 8.99 11901 !
Northand South.....8.99 11,99 } )
Paperboy 2. L7.50.10.921 I
Pit Fighter..............7.50.12.99 | }
Prince of Persia.......7.50 10,99 | 1
Scrabble, Monopoly H }
& Cluedo... L1399 WA I
Sim City 89912991 !
Simpsons. 7501099 Postage 1
Smash TV.... 5010991 1
Sporting Triangles...7.50.10.99 : TOTAL }
Super Space ] POSTAGE RATES - Please add 50p for post and packaging on all orders under £5. ]
PaciETE 7.50.NAl EEC countries add £1 per itam. Non EEC Couniries add £2.50 peritem 10 }
D, s ilen 10.99 H Paying By Cheque - Cheques payable to Software City 1
I;-rn:un ?A el s ) : CREDIT CARD NO. EXPIRY DATE :
orld Class cupopean |
R 750, NIA L NATURE DATE oo
WAYE Wrasi lemania..8.99 10 QQ




~ Let Nintendo NES and
I areas o bileaticnnt | Nintendo Game Boy
; professionals to the : = Al
| righest possblestandard. | owners rejoice, for the
~ second issue of Total is

Issue 2 of TOTAL! is .

—

EEE B“t yo“ a"e [ Hang on, | thought we
just took issue one and

to move faSt = changed all the titles so

we could take two

weeks off!




CHEAT MOé%:}

Cheat Mode

Got well and truly stuck in your favourite game? Then
this is the section for you! Brought to you by cheating
expert PHIL HOWARD, it's packed with cheats, hints,

tips and solutions for tons of games...

® Pokes are short programs which modify games
when they load to give you extra lives, ammo etc.
You’'ll find them on the covertape— instructions on
how to load and use them are on the following page.
® Multiface pokes are quick cheats for those with

Romantic Robot's little black box.

® Keypress cheats are often put in by programmers

SIM CITY

Megalomaniac ~ Andrew
) Stewart of Bridgwater
=~ has been busy develop-
=" ing with Sim City and has
\ come up with a few ideas

o |——on getting rid of the
waterways that get in the way, plus some extra
hard eamed tips.

1 Build a city or load an old one.

2 Use the tax cheat method to get a load of
cash (put taxes up in december to 20% then
down to 0% in January) $100,000 is more than
enough for most landscapes and you will still
have plenty of change to start a city off again.
(Be patient.)

3 Demolish the city completely (good fun, but
save park and frees as these can be used later).
4 (The expensive bit) Cover all the lakes, coves
and rivers that you don't want with road
bridges.

5 Put the transport funds down to 0% and the
bridges will start to fall apart.

& When the bridges have turned to rubble
(which takes ages) you bulldose all the rubble,
under which there will no longer be any water,
just earth, ready to re-develop.

so that they check the game before it’s released.
@® Passwords and solutions are sent in by dedicated
gamesplayers everwhere.

If you've got some cheats or hints for a game, send

them in! If they’re printed, you’ll not only get a men-
tion in the magazine, but also maybe win a £25 mail
order voucher, which you can use agamst any of the
items in our special offers pages.

The address to write to is: Cheat Mode, Amstrad

Action, Beauford Court, 30 Monmouth Street, Bath,

Tips on making huge Cities:

1 Keep count of the number of each type of
zone. This helps you to balance industry, com-
merce and residence (indusfry + commerce =
residence). Also you can find out how many
zones you can have before they start demand-
ing things like stadiums and airports.

2 Check how many zones you have in total, so
that you can get a rough idea how many can be
powered by one power station (Nuclear 130,
Coal b0 ish) Coal gives off pollution so use
Nuclear where possible. This saves building
zones and not having enough power to use
them. When you do need more power stations
create a separate power network to prevent
brownouts.

3 Build in 3x2 blocks with 2 commercial zones
and 4 residential, then build 2 industrial away
from them (keep complaints about pollution
down). On 2 sides put a road right beside the
block. On the opposite sides leave a gap for rail,
then put road branches to each block. Do not
put rail links to every block, just join the com-
mercial/residential to industry and put a few
lines where traffic is bad.

4 Keep industry separated from the rest or pol-
lution will cause people to move away (you can
build some residential nearby, this will act as
slum and stop house prices getting to high).

5 Build plenty of Parkland, it raises the value
of the land and keeps crime down.

& Tiy to keep your balance above $1000 at all
times, things like fires take you by surprise
and you need some cash to deal with them,
and stop a catastrophe,

F-16 COMBAT PILOT
Tomas Kis (Terrific Tom) of
Chatswood, New South Wales in
Australia is a couple of months
behind us reading AA, it's
taken a while Tom, but here, in
all their glory are your tips for
Digital Integration’s F-16 Combat Pilot.

Take offf: The quickest way to get air-
borne is to put the wheel brakes on, then
to open the throttle to 80%. Release the
brakes and open the throttle to 100%, then

voue

Avon BA1 2BW. Get cracking!

use afterbumer. If
you are doing mis-
sions where you
end up destroyed
by SAM missiles
and enemy aircraft,
then, when taking
off, climb to under
500 (where the
early warning
radar and aircraft
can't pick you
up). Although
you'll bum more §
fuel, flying at 634
knots with 100%
dry (no after-
burner) power
should do the
trick.

Operation Conquesf: The best way to
get anywhere in Operation Conquest is to do as
follows:

1 Choose your targets — 4 or b targets on the
map along the battle front.

2 Armming - Arm the F-16 with 12 AGM-66E
laser guided mavericks, 4 AIM-120 along with a
Dbelly fuel tank.

3 Tactics — Fly below 500 ft.

To reduce enemy morale and strength it
helps if on the occasional mission you concen-
trate on one target. Choose something major,
say a military base, also choose something fairly
minor to waste the remainder of your
Mavericks. Every now and then climb to 5000ft
and blow away some Migs.

Landing: Don't use the ILS landing
system if you are not doing an air inter-
cept mission. If you do the auto land
will take you up to 1000 ft and enemy
radar can spot you. Write down the grid
refs for all friendly airports, when you
have finished a mission look at your moving
map grid numbers. If your co-ordinates are
50.12 and the nearest airport is 60.01, fly to
60.12, then tumn around umtil you are facing
straight down and flying towards 60.01. Now
use the ILS beam to line up the centre of the
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COVERTAPE
POKES

Amstrad CPC 284, CPL 6128, (PC
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THIS IS HOW IT WORKS. The pokes on the covertape
are described below. Also below are Multiface equiv-
alents, for those who own one of Romantic Robot's
little black boxes. Want to know how to use the
pokes on the tape? Follow these steps...

Load the poke you want from the covertape into
your computer.

Take out the covertape and put in your game
tape or disk.

3 Type |DISC if you are using a disk poke.

Type RUN to run the routine (not RUN **
(CTRL+ENTER) as you normally would)

You should find that the game will load normally, or
you will be given instructions what needs to be
done.

THIS MONTH I've had about a billion requests (well,
five or six) for games that first saw the light of day a
couple of years ago, and are now hot on the budget
list. So, just in case, you missed them the first time...

This poke gives you infinite time, lives and magic in
this martial arts kick-em-up.

@ Multiface poke
ADDRESS POKE
0F62 00
1407 00
3743 C9

DRAGON NINJA

This poke gives you infinite lives.

@ Multiface Poke
ADDRESS POKE
1D57 A7

WEC LE MANS

Can't reach the checkpoints in this classic racing
game? This poke gives you infinite time...

@ Multiface Poke
ADDRESS POKE
1345 00

RED HEAT

Great film, wasn't it? Not so sure about the game,
though. Still, here's infinite energy and bullets if
you're still stuck.

@ Multiface Poke

ADDRESS POKE

4CEC 00

5608 00

5612 00
AFTERBURNER

Eeeooowwww... dakka dakka dakka... well, anyone
can daydream. For all you novice pilots out there,
this poke gives you infinite lives.

@ Multiface Poke
ADDRESS POKE
20A7 3A

CONTINENTAL CIRCUS
This is one of Adam's all-time favourite games. Just
in case you're no good at it, though, the poke gives
you infinite continues...

@ Multiface Poke
ADDRESS POKE
2763 00
CABAL

Not a bad little game this — especially when you've
got infinite lives!

@® Multiface Poke
ADDRESS POKE
1972 00

SILKWORM

This otherwise excellent shoot-em-up is a bit tough
without infinite lives.

@ Multiface Poke
ADDRESS POKE
4D69 00

RAMBO 3

Don't push me! Well, you can push him as hard -
and as often - as you like, thanks to this poke for
infinite continues.

@ Multiface Poke
ADDRESS POKE
1BA6 00

OPERATION WOLF

Infinite lives should get you that little bit further in
this classic Ocean shoot-em-up

@ Multiface Poke
ADDRESS POKE
2C81 A7

36 AMSTRAD ACTION March 1992

runway. When you are about 10 miles out and in
the beam reduce your thrust to 87%. When 6
miles out slow to 230 knots and lower your land-
ing gear. As soon as you see the runway clearly
follow the horizontal ILS beam to touchdown.

Dogfighting, enemy aircraft and
SAMs: When an enemy shows up on your
radar, switch the UFPC to air target, and the
MEFD to air to air mode. Check his range, and if
under 12 miles chose the Sidewinder, anything
above that use the AMRAAN. As soon as you
lock on fire the missile, then tum away and
release chaff and flare. If SAM or air to air mis-
sile is behind you, tum (if you can) to face it.
Then turn left 30 degrees, the quickly turn 20
degrees more. Continue to do this for a while. If
the missile is behind you, invert (upside down)
and push the stick back. Alternatively stay level
and do a loop so that you are facing the missile,
then do the above manoeuvre. This may not
always work, if the missile is still after you lis-
ten to the alarm bleeps (shorter the closer),
when it is very close turn HARD up-left or right.

Attacking a ground fargef: Put your
radar in air to ground mode. Set up the UFPC to
Waypoints and select the Maverick. Wait until
the target is on your radar and decrease your
thrust to 88%, then use the air brakes to slow
down to about 350 knots. When all targets are
destroyed change to next Waypoint, go into full
military power (100% without burmer), tum
slowly towards new heading and use the rudder
to quicken the tum.

In general: Don't worry about SAMs at low
altitude, just release Chaff and Flare, then bank
side to side. At high altitude (also for air to air
missiles) Try to mentally imagine your position
and that of the missile, then fly to a position
where the missile cannot tum to follow eg. do a
full loop while releasing chaff and flare. Be care-
ful of blacking out while banking or doing
continuous loops, the missile might get you.
When you encounter engine failure, you will
notice that your AocA (Angle of Attack) is no
longer limited.

Always write down the co-ordinates of tar-
gets and runways, just in case of computer
failure. Here's something interesting, while fly-
ing, put your UFPC into airport mode and press
the T key on the keyboard!

TURRICAN 2

Chris Underwood of
Worle has a pretty
slick set of stuff for
Turrican 2 tips for
the hardened game-
players and a
keypress for the
rest of us:

Keypress

Get a hi-score — finishing level one is usually
enough, Fall down the holes on level 2 until you
get the Game Over message, but don't continue.
Enter your name as WIMPON and press return.
The border should flash briefly, start the game
and press the CTRL key to move to the next
level.
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KEYPRESS
CHEATS
GALORE!

Continuing the theme of re-released games here
are a few keypresses to make your going a bit
easier on the budgets - long standing readers of
Cheat Mode look away, they've all been in before .
Thanks to all who sent them in, including Jo
Wrigley of Newcastle-Under-Lyme, Henry Felton of
Whitchurch, Marc Smith of Abbey Hulton, F.
McGee of Dublin, Craig Brewin of Loughborough,
M. Till of Fleet, James Brisco of Willesborough,
Simon Moody of Warsop, Stephen Best of
Woodborough, Gary Cheshirem of Putson, Paul
Griffiths of Bangor, Omar Youssef of Armagh,
Stewart Campbell of Glasgow, Paul Reeves of
Liverpool, and Owen Nichols of Pencarrig...

NEW ZEALAND STORY: Press FLUFFY
slowly on the title screen and you will get infinite
lives then Return to move level.

P-47 THUNDERBOLT: on the hi score
table type ZEBEDEE for infinite lives then press-
ing L will increment the level.

CHASE HQ: re-define the keys SHOCKED,
then at any time press 1 to restart, 2 to move to
next level, 3 for end game display, 4 for an extra
life.

BATMAN - THE MOVIE:
Press ED208 to advance a level,

THE UNTOUCHABLES:

Enter HUMPHREY BOGART into
the Hi-score table, then pressing '\
9,6,3 . and right arrow, on the keypad
take you to the next level.

IMPOSSAMOLE: Pause the game with H
then press the keys MOLE and H at the same time
to put your energy to maximum.

MIDNIGHT RESISTANCE: On the title
screen press the keys NRG to turn on the inf.
lives, also CTRL will kill the end of level baddies.

Tips
1 Fall down the second waterfall. When you
get to the guardian try to stand on his cannon
and shoot him in the head. It sometimes helps
to let off the superweapon.
2 Look out for squelchy Melobs. If one does
come close, it will almost certainly kill you
unless you transform into the gyroscope. Let off
the superweapon to get the guardian. Then get
under the highest point of the laser's bounce,
dodge the indestructable things that crawl
along, and shoot about booster height.
3 Put on your wetsuit because you're in for a
swim. The guardian is easy to kill; either crouch
undemeath and use surround, or stand on top
and point surround downwards. Its the bit the
big laser blobs come from that you need to hit.
4 When you get to the the bit where the leaves
blow about, jump when they blow for an extra
big jump. The guardians guns need to be
destroyed before you can shoot the green blob
in the middle. Be careful to stand back and
avoid being headbutted.
5 Dodge the landscape, then kill, kill, kill. The
guardian is simple, get as close as possible then
hold Fire. Two eyes will escape each time,
when the activity stops press Return to smart
bomb them.
6 You have no control over the landscape at all,
though it may seem as though you do at first.
Let it take you along and try not to die too much
(use the cheat if necessary). The guardian is too
fast to keep up with, but do your best to hit
between the cannons.
7 Speeeeeeeed up to faster than light (so it
seems), Where the course changes, try to go
down this (you get most lup lives). Gun the
guardian when he stops and opens up.
8 This level is a biggie! Tum into the gyro-
scope mode frequently and hope for the best.
There are many hidden holes, that look like
bricks and can only accessed in gyroscope
mode. After lots of rolling you will come across a
puny dragon, who will try and blow you into
spikes and burn you. Crouch very close to it and
use surround. There is a hidden exit just after
the dragon.
9 Find that exit — the guardians will keep com-
ing after you, so either charge through them or
shoot them in the eyes, Multiple helps.
10 Work your way upwards, be slow and care-
ful, and watch out for for the hands that shoot
out of the wall. There is no guardian.
11 This is the one! Find and touch a flashing
power-up square and you wil
find out why they are called
power ups. Kill the big
guy by shooting him in
'\ the face.

GARFIELD

- artin Faulkner of

- Gosforth has supplied the
complete solution to to the game.

Go left and through the door at the top of the
screen, Go right from here into the garden and
continue right until you see the garden shed
behind you. Go through the door and take the
SPADE. Go left and continue all the way
through the house until you get to a room

CHEAT MO

with a RUBBER
BONE. Drop the V@UC HER
SPADE and pick up 5
the RUBBER BONE. ‘0% ‘4
Go as near as you
can to the pet flap
(far left) without bounc-
ing off it. Drop the RUBBER BONE and

wait for Odie to come into the room. When he
arrives to get the bone, the pet flap will open
and he will bounce around. Kick Odie, take the
RUBBER BONE (you should eat it - if not wait
around until you do - that's when your hunger
meter goes down). Take the SPADE and go left
as far as the hardware Store. Go into the store
and drop the SPADE. A wad of CASH will float
down. Take it, and go to the Health food Store
(left from the Hardware Store). Go inside and
drop the CASH under the cash desk. Some
SEEDS will float down. Make sure you don't eat
them! Pick them up and go left until you come
to the Park. It has a purple (green if you have a
green screen) door with vines. Drop the SEEDS
next to the door. Go back inside the House and
carry on walking until you come to the room
with the ANISEED BALLS. Take them and you
will automatically eat them. Go right, pick up
the TRAY and go right again. If you are a bit
tired, drop the TRAY and pick up Jons COFFEE
(you can't actually pick it up, you just drink it.)
Pick up the TRAY, and go right until you drop
into the cellar (it doesn't matter if you eat the
TRAY - that's why you picked it up!). Keep
going right until you see a pair of eyes — this is
Nermal (You won't be able to see him because
its dark — you could get the TORCH, which is on
the TV, but this is the short cut!) Kick Nermal,
and he'll run to the left, go left until you can see
properly again. Wait for Nermal, then kick him
again. Wait, and kick him yet again. This time
he will release a CLOCKWORK MOUSE which
you should pick up. Go back to the Health food
Store and drop the MOUSE. Some SPINACH will
appear. Take this to the RAT in the CELLAR
and drop it next to him. The RAT will eat it and
sit in the corner looking full. Go left until you
are next to the chest and kick it. Take the BONE
(you eat it!), then take the KEY to the City
Pound. Go back to the Park Entrance, go
inside, drop the KEY, go outside again. Pick up
the SEEDS, go back inside drop the SEEDS and
pick up the KEY. A bird will fly past. Jump at
the right moment so that it carries you along
(Make sure you have the KEY). Jumping at the
right time is tricky, if you fail pick up the SEEDS
and drop them again, the Bird will come again.
You will be dropped at a new location. Go
through the door, drop the KEY and You have
rescued Arlene and Completed the Game!
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es, it’s your

favourite demonic
monster, the Balg,
bringing you all the
things necessary to
keep an adventure
alive in today’s world — maps, clues, letters and lots lots
more! Plus, of course, Part 2 of the GAC tutorial. Have you
started your own adventure yet? No? Well what are you
waiting for...?

GAC progr

Balrog’s
Postbhag

Greeting oh
mystical monster!

(Oh no! Not another Istter from Dragonfoot! —
Balg) Tooken strange of Littlebed has requested
that I delve into thy nature more fully, so I have

ow, either my previous two GAC arti-
N cles were so well written that no-one

had any problems at all or no-one
cares! (sob! — The Balg) So this month I've
decided to move away from our bank adven-
ture (which I will use every now and then for
examples) and continue explaining the intrica-
cies of GAC...

This month we'll look at the graphical capa-
bilities of GAC...

Drawing graphics in GAC is very simple
and easy to master and can improve your
adventure greatly. Adding graphics to an
adventure is good fun, too, as you can see the
results take shape before your very eyes.

Press ‘G’ from the main menu to enter the
graphics section of GAC. On the screen will be
a rectangular window, a compact menu below
and a question ‘Which picture number?’. Press
‘1" and press ENTER - the question will disap-
pear and cross-hairs will appear in the middle
of the window.

You can move the cross-hair around one
pixel at a time using the arrow (cursor) keys
and for rapid movement (of 8 pixels a tinie) you
can press the cursor keys in conjunction with
SHIFT.

Graphic commands:

arrous Cursor
Move the cross-hair around the screen.

SHIFT arrow Cursor
Move the cross-hair around the screen quickly.

ESC Escape
Change picture number or press again to
retum to main menu.

D Dot
Place a dot on the screen.

DEL Uindo
Take back last command — e.g. if you just
pressed D for a dot then pressing DEL will
delete the dot. In the top right hand side of the
screen is the word 'LAST', which tells you
what your last command was.

COPY Pen

Puts pen on/off paper — press COPY once to
start a line and then move the cross-hair to
where you want the line to terminate and press
COPY again. If you look at the pen on the right
hand side of the screen you will know when
your pen is up or down on the ‘paper’.

1 Ink

Change colour of ‘pen’ — On the left hand side
of the screen is a set of number (0 to 3) fol-
lowed by coloured squares. These are the
colours of the various inks you can use. When
chosen the pen on the right of the screen will
change colour to the one you have chosen.

F Fill

The fill command can colour-in a section of the
screen with up to two separate colours (chosen
using the S command), The fill routine is very
fast but not very good with irregular shapes —
these shapes may need several ‘fills' to colour
in completely. See the diagram below for more

details on how the fill routine works. Note that
you can only fill any area of solid colour not
shaded areas, as, due to their composition, you
will only fill one pixel.

VAN

Case A: Case B:
Only this part filled All filled

+ Cursor position

The area filled is worked out by the fill rouBtine
checking up and down from the cursor position
until it hits something, giving a horizontal band
of colour.

§ Shades

Used to determine what colours you want to fill
with — if you want a solid colour then just press
the ink number twice. You only need to re-do
the 'S' shading command again if you change
the colour. If you have several FILLs the same
colour there is no need to re-type ‘S' in
between them,

¢ eolour

Change your choice of colours used in four
colour ‘inkpot’. First choose which colour ink
you want to change and then you will be asked
for two letters taken from the table below.
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prepared a few questions and I would be hon-

oured if you would answer them... (Ahhhl..
STOP! — The Balg)

Ainsbrith

Sage of Dwarn Front

Look, I'm sorry, Tooken, Ainsbrith, or whoever
you are — if you want to ask me questions you'll
have to come to see me in person (50th
Dungeon Level, Moria) or send some payment
(pref. in gold) and a return address!

Tape PD?
I am writing to you concemning a letter you
printed in issue 71, “Good Adventure?", where
you said “if you want to try some cheap adven-
tures, send a disk and a couple of pounds to
Debby Howard". Great! But I haven't got a disk
drive so could you recommend some fairly
cheap (and easy) adventures on tape...?
Paul New
Earlston

Debby also has a selection of PD tapes in her
library so don't worry if you haven't got a disk
drive, just write to her at 10 Overton Road,

Abbey Wood, London SE2 95D and enclose a
stamped self addressed envelope and she'll
send you the details,

Solutions to games
wanted?

I have solutions to Hollywood Hijinx, Sorceror
and Scapeghost — would you like me to send
them to you?..."
Gwynn
Llandre

As a rule I don't print selutions, but if you
wouldn't mind, send them in anyway — I can
always use them for clues as well as for the
‘help' section.

The reason I don't print solutions is I think
they take up too much space and can spoil a
game (it is very difficult to avoid ‘cheating’ if
you have a full selution In front of you).
However, the Balg listens to his readers and if
enough of you want solutions printed in AA
then I will oblige — we could have a ‘Solution of
the month section’. Write in and tell me what
you think/

ADVENTURE

Where do | get the
games?

1 want to start adventuring — I love your pages
in AA, they are an inspiration but there is one
clue you don't ever put in your cluepot — where
can I get hold of the games? My local computer
shop has never heard of any of them. Please
help! I'm desperate!

Mrs B Glass

Start by locking at the review of a game you
want — there should be an address to buy it
from. I make a point of including the address of
the company which makes the game (pre-AA50
is another matter however as the Pigrim often
didn’t print the address for some reason). Note —
don't write to Recreation Re-created, as itno
longer exists.)

However, here is a list of the major suppliers
of adventure software to the Amstrad:

Adventure PD:

Cheap and often good quality PD adventures —
large selection.

Debby Howard, 10 Overton Road, Abbey
Wood, London SE2 95D, Tel: 081 310 9877.

g tutorial: Part 2

SPACE: black I: green

R: bright green A: blue

J: cyan S: sea green

B: bright blue K: sky blue

T: bright cyan C: red/brown

L: yellow/brown U: lime green
D: magenta M: white/grey
V: pastel green E: mauve

N: pastel blue W: pastel cyan
F: bright red 0: orange

X: gold G: purple

P: pink Y: pastel yellow
H: bright magenta Q: pastel magenta
Z: white

1f you change ink 0 to BB then the background
ink will tumn bright blue (0 is background, 1 is
text), however Al would produce a background
flashing between hlue and green. Experiment
with this command carefully, though — make
sure you don’t set ink 0 and ink 1 to the same
colour or you won't be able to read anything!

E Ellipse

Draw an ellipse (a sguashed circle) on the
screen — useful for drawing clouds, suns,
moons, holes in the floor etc. Of course, it can
also be used for drawing a circle if you get the
proportions right. Press ‘E' again when you

Editing pictures

The CTRL key and the cursor keys will step
you backward and forward through the pic-
ture step-by-step so that you can insert
things half-way through.

CTRL-left takes you back one command
(similar to DELete in that the
last thing disappears, but it is
not deleted).

CIRL-right takes you forward one com-
mand.

CTRL-up takes you forward five com-
mands.

CIRL-down take you back five commands.

SHIFT-) deletes everything from this
point in the picture to the end.

] Draw the whole picture back

again.

One other very useful feature of GAC is that
of merging pictures — for instance you may
find that in your adventure you have a single
basic cave shape, which you want to use in
many of your pictures, but details differ. If is
possible to insert a picture already created
into the picture you're in by pressing ‘P, typ-
ing the number of the picture you want to
include, and pressing ENTER. This is then
drawn over the top of anything there. (It's
usually best to merge at the start of the draw-
ing process — you can then draw around the
merged picture).

Finally, to actually allocate pictures to var-
ious locations you must move to the rooms
menu and change the picture at that location
to the picture number you have drawn on the
graphics menu.

have moved the cross-hair fo where you want
the ellipse to finish.

R Rectanale
Draw a rectangle.

Several bits short
of a full tutorial...

Arghhh!! It seems like last months GAC
programming article got a little corrupted on
it's 3-inch disk and the room descriptions
and exits for the maze were chopped out
completely!l Here is the missing section
50 that you can play ‘Bank Adventure'
properly...! g

Now let's add a maze — lets have the maze
as a sewer complex beneath the High
Street...

Room 5 ‘You are in a dank sewer. You can
see daylight above. '
Connections: U4 NB8ST7TET7W6

Room 6 ‘You are in a smelly sewer. *
Connections: N 758 WEE 6

Room 7 ‘You are in a slimy sewer. *
Connections: N6 W7E7S8

Room 8 ‘You are in a sewer. '
Conneciions: N7S8WE8ES
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FSF Adventures:

Very good disk-only PAW games.

Larry Horsfield, 40 Harvey Gardens, Charlton,
London SE7 8AJ. Tel: 081 858 1532

Level 9:

Excellent games and a wide variety of titles to
choose from.

PO Box 39, Weston-super-Mare, Avon BS24
9UR. Tel: 0934 814450. Fax: 0703 331523

Atlas:
Small selection of Amstrad games of varying
quality.
Mandy Rodrigues HBalg: 67 Lloyd Street,
Llandudno, Gwynedd LL30 2BN. Tel: 0492
77305

Topologika:

Maker of very good text-only, disk-only games.
PO Box 39, Stilton, Peterborough PE7 3RL. Tel:
0733 244682

Wow Soffware:

Very large selection of Amstrad adventures of
varying quality.

Joan Pancott HPilg, 78 Radipole Lane,
Weymouth, Dorset DT4 9RS. Tel: 0305 784155
Any day - 1pm to 10pm.

Guild:

New company which is now selling all of
Recreation Re-created's old games.

760 Tyburn Road, Erdigton, Birmingham B24
9NX or telephone 021 749 2585 (9 to 9).

Just for
Laughs

Thanks this month to Daniel & Simon Philport,
Adrian Forbes, Thomas Christie, Katharyne Allen
and Philip Hodge for this giggle box of amusing
responses. If you've encountered any funny
responses in an adventure then send them to Just
for Laughs, c/o The Balrog at the usual AA
address.

Big Sleaze

» Swear

+ Kiss your secretary,

« Go up the stairs in the police station.

Pawn
« Kick the princess while wearing the spikey boots
and you can remove her dress.

Price of Magick
+ Swear.

Rigels Revenge
« Try swearing or typing “yes”, “no”, “bloody hell”
or “huh".

Shadows of Mordor
+ Eat the salt in Sam's backpack,
» Push Smeagol off the cliff.

Very Big Cave Adveniure
+ Try swearing and then getting out of a room.

Bloodwych

playing
guide

Need some help

with Mirrorsoft’s
brilliant role- :
playing adventure?
Well then take a f
look at this giant bun-
dle of tips...

1) Define the characters as if to play a two-
player game as follows:

Player 1

Blodwyn (Green fighter)
Sir Edmund (Red fighter)
Murlock (Yellow wizard)
Rosanne (Blue archer)

(Strong and all colours (magic))

Player 2

Elfric (Green archer)
Zothen (Red wizard)
Sethra (Green advent.)
Baldrick (Blue advent.)

(Good equipment)

2) Get player 2 to drop all his equipment on
the ground and then get player 1 to pick it all
up as follows:

BLUE = Spare equipment (BEGUILE)
YELLOW = DRINK

RED = FOOD

GREEN = POTIONS & KEYS

Giving all the keys to one player frees
three extra backpack slots. The money must
remain spread out to purchase spells.

3) You don't need to kill player 2 — you can
use them on level 2 (the 1st floor) at the far
northem section to open the black doors.

Bloodwych combat

1) Before entering any combat get all the
characters to prepare spells.

2) If any characters' hit points fall danger-
ously low then run to the nearest door and
lock it behind you. Then just sleep until you
are back at full strength and retum to the
combat.

3) Use long-range spells and bows & arrows
at any monster which does not have long-
range firepower (a small circle moving
towards the party). Attack these monsters in
close combat only.

4) If possible try and fight in a room with
plenty of space, rather than a confined corri-
dor or passageway. Then manoeuvre behind
the monster and keep hitting; when it tums
and faces you, quickly run and get behind it
again — this way you will minimise the dam-
age you take.

Traps, doors and switches

1) Doors are easily opened with the correct
coloured key: Just touch the key and then the
door with the cursor.

2) The regeneration chambers are the single
rooms with a black door entrance (the walls
have holes in them). Just move the party into
one of these to gain hit points.

3) The ‘blue buttons' are switches — when
touched a section of wall il
disappear/appear (Possibly unleashing a mon-
ster in the process!)

4) There is a passage on level one which
turns you around half way along — to use it as
a short-cut, just walk backwards along it until
you see the turning effect and then move for-
ward.

BASIC STARTER:

F = Forward R = Tum Right
SR = Side step right B = Backward
L = Turn Left SL = Side step left

From your starting position go:

F, SR, F, F, SR, unlock door, F, F, F, L, open
door (you should be able to see a monster in
the room you are facing), kill the monster and
collect its chainmail, F, F, R, F, collect chro-
matic key, B, SR, SR, unlock door using
chromatic key, F, F, SL, F, SL, SL, F, F, F, F F,
L, unlock door and kill the monster behind it,
F,F F L F F, L F pick up snake key, B, SL,
SL.F,F,F RFFFFF SR, SR SR, SR, F,
unlock door and kill monsters inside, F, F, F, F,
SL, SL, open door, F, F, SL, click on blue
switch...
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ADVENTUYRE:

reviewed by The Hobbit

Helvera = Mistress of the Park

£2 tape, £4 disk ® Avthor Bob Adams ® Available from: Joan Pancoft,
WoW Software, 78 Radipole Lune, Weymouth, Dorset DT4 9RS

® The Balg, exhausted from exploring every
nook and cranny of GAC as well as writing
the adventure column, has employed one of
the most infamous adventurers of all times -
‘The Hobbit'. Throughout the history of
adventure and fantasy, hobbits have been
hardworking, likeable and tasty (ah!
whoops! Did I say tasty? Ermr, I meant tough,
yep tough! - The Balg) little individuals who
always seem to escape the deadliest of
encounters and traps and survive an adven-
ture intact - hence it seemed a great idea to
have ‘The Hobbit' write for AA! Take it away
Hobbsy baby...!

decide to spend some time in a nearby

park, Ahhh, fresh air, heart-warming
sounds, tranquility, life's most precious trea-
sures, Not a thing could possibly spoil your
day... or so'you thought.

After a few hours you notice it's getting
awfully dark, and all of the other people have
already made their way home. So, urged by a
cold chill and a thin mist building up, you start
to leave, Time, though, seems to have got the
better of you, and the darkness around you
hecomes more intense.

While you're wandering around the park,

| t's a sunny summer afternoon, so you

chasing what shadows you can make out, you
bump into an invisible barrier. You follow it
round and round, but can't seem to find a gap
to go through. Suddenly, lightning strikes, illu-
minating your surroundings for a split second.
You think you can see the park-keeper's house
to the north, but it seems so different now. It
looks like an old Gothic castle, straight out of a
horror film.

You don't have long to think about it; though,
as the mist thickens and accelerates its way
across the green, forming a dense fog. The fog
swirls round and round, and it feels as if it is
gripping your throat, making it hard to
breathe. A few seconds later you pass out...

You awaken in a dank cell, and before you
stands the dark, chilling figure of Helvera. She
explains what happened, as in your current
state you can't remember a thing. Then she
lets you choose your own fate — either you die,
or carry out a quest for her. If you succeed in
the quest, you'll be set free,

Well, since you're in no mood to die right
now, you go for the latter.

Your task is to help Helvera free herself
from the curse which sets the life she leads,
and transform her into an everyday normal
person. To do this you must find six magical

spheres, which are scattered around Helvera's
domain, and place them on the golden altar.
This task can only be performed by a mere
mortal such as yourself, that's why Helvera
cannot do it.

This is the second text-only adventure to
come from the keyboard of Bob Adams
(Adventure Probe's ‘Most promising author' —
the Balg), the previous one being the hilarious
Grue-Knapped! (Reviewed by me in AA68 and
given an overall rating of 81% - the Balg) It
also supports advanced commands like 'RAM-
SAVE', 'RAMLOAD' and 'Look behind/under’.

As you would expect, this game shows the
same humour contained in Grue-Knapped!.
Witty responses and unexpected happenings
make sure of that. Original puzzles are also a
factor in this game — they're not too hard but
they'll certainly make you think. It's quite a
small adventure location-wise, but Bob has
crammed some great touches into the game so
that each room is a surprise.

Overall, this is an excellent game consider-
ing the price asked. Great value and very
entertaining indeed!

ATMOSPHERE 79%
INTERACTION 78%
CHALLENGE 80%

OVERALL 82%

Clue-sniffing with the

This month’s selection of hints comes to you from Peter
Clarke (Ipswich), Peter Knowles (Barnsley), Robert Squires
(Hackney), Dyved the Black (Sancton), Adrian Forbes
(Gourock), Daniel Philpott (Huntingdon) and Mayur Maha

(Orpington)...

Thanks to all of them for sharing their
adventure knowledge and wisdom with us
alll Why not send some clues in yourself
and see your name praised in black and
white in these hallowed pages — go on!
Just jot down a few clues from an adven-
ture you've played and send them to
Cluepot, ¢/o The Balrog, Amstrad Action,
Beauford Court, 30 Monmouth Street, Bath,
Avon BA1 2BW.

Base

= You need the pepper pot to get rid of the dogs
in part two. This is found in the hut but you'll
need a torch to find it.

= The saucepan in the kitchen will provide what
you need to pass the dogs in the courtyard.

Book of the Dead - Part 2
= Talk to the woman and she asks where the
treasure is. Tell her in the torture chamber.

# Kersplat in the Antil room to avoid the maze.
= The tome has six pages written on it, they are
1,3,4,7, 13, 16.

Dracula

» To get through the forest
go west four times, north,
west, south and then east.

= For spiritual relief look into
the old lady's eyes.

= When things go cold, lift
your seat and use your cross.
» Buy a paper to get travel
information.

= If you need your keys and
your desk is a mess then try
tidying it up.

Heavy on the Magick

= To move up a grade in
experience, find the door
with horned guardians and

say "Door, silence”. When it
opens, go through and you will

Zelator.

= To get past the fire, you must
find the salamander clasp.

s The locked door with toll sign
beside it can be opened by
dropping a bag of gold on the
table,

66o4/128
it
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Hollywood Hijinx
» (3o into the cupboard (a secret lift) and use the
pegs to go up and down floors. When on the top
floor, tum the head at the top of the stairs to
turn them back to normal. Hold on to the bag
before opening the window. Shoot the cannon
to get at the box. Try this if you have a printer —
turn on the script (output to printer) option and
put yellow over thin then turn off the script
option. This will give you a printout of the maze.
At the centre, dig in the ground.

Knight Ore

s To cross the hedge, put the door mat on it.

= The ten bits of rope are hawser, rein, belt,
noose, hair, halyard, lasso, line, tether and cord.

Lords of Time

» Open the cat food tin with the tin opener, and
give it to the sabre-toothed tiger.

= Exchange the coat with the viking for a lur.

= To be able to carry more, wear the rucksack.

» Fill the drinking horn with water and drink it

in the hypocaust to stop yourself from dying.
= (Give the sweetmeats to the dogs.

HELP!

Crypt
Adrian Collins from Warley is stuck in Domark's
game — where are the six keys located?

CONTACTING THE BALG

To get in contact with the
Balg, write to him at:
Amstrad Action, Future

Publishing Lid, Beauford
Court, 30 Monmouth
Street, Bath, AVON BA1
2AP or e-mail at
cazsjw@uk.ac.leeds.dcs.

Castle Master

Thomas Crichton from Leicester is stumped —
he has collected nine keys so far, found the
five caverns and the three potions but he is
having trouble getting past the Spirit in the /
Dragons Lair. He also would like to know |
what the hole is for in the cavern beneath /" o

the hot baths.
&3

Imagination
Daniel Hartley from Leigh is having many

problems:

H___'%:_\J ;

1) How do you divert the guard dogs?

2) What do you do with the elixir of
il strengih?

3) What do you do with the bag of
chips?
4) How do you get the shell out of the
barrel of the gun in the tank?

Knight Tyme
Lee Davies is stuck — he has only man-
aged to get one part of the sundial and is

unsure of what to do next.

More valiant and brave adventurers offer their ser-
vices to us mere mortals. Remember to phone
during sociable hours and to enclose an SSAE when
writing for a reply.

Heroes of Karn + Knight Tyme « Kobyashi Naru «
Souls of Darkon « Spytrek - Subsunk

Robert Squires, 52 Broke Walk, Regents
Estate, Hackney, London E8 45).

Adventureland + Apache Gold » Boggit « Classic
Adventure « Colossal Cave Adventure » Dodgy
Geezers « Doomdark's Revenge + Heroes of Karn »
Hobbit « Island « Knight Tyme » Kobyashi Naru » Lost
Phirious (pts 1 & 3) « Message from Andromeda
Never Ending Story « Orb Quest + Questprobe »
Scary Tales « Ship of Doom » Spytrek « Subsunk «
Terrormolinos « Warlord « Wizbiz.

Paul & Timothy StiHt, 7 Beaufori Avenve,
Beechill Road, Newtownbreda, Belfast BT8
ATY Northern Ireland.

Adventure Quest « Bards Tale « Dungeon Adventure
+ Snowball - Worm in Paradise.
James Taylor, 9 Crossland Crescent,

.I.orcls & Ladies of Adventure

Aldersley, Weolverhampton, West Midlands
WV6 916,

Adult Il « Atalan - Bewbews » Boredom + Cacodemon
« Can | Cheat Death? « Case of the Mixed-Up Shymer
+ Castle Blackstar » DAA - DAAW » Doomlords
Dungeon « Escape from the Planet of Doom «
Experience » Firestone » Grue-Knapped « Hoot «
Jason & the Argonauts « Key to Paradox - Labyrinth
« Magician’s Apprentice « Message from Andromeda
+ Mystery Mansion « Prison Blues « Quadx + Quest
for the Golden Egg-cup + Rouge Midget » Scary
Tales » Seabase Delta » Spaced-Out » Spy Trek «
Stryptische | & Il » Subsunk « Tizpan » TRD « Use
your loaf.

Duave Adams, 49 Myers Gardens, St.
Helens, Merseyside WA9 3YX.

Iron Lord « Seabase Delta - Spellbound.
William Huddleston, 1 Millwell Park,
Innerleithen, Borders, Scotland EH44 6JF.

Knight Tyme « Mega Bucks,
Andy Riddings, 10 Berkshire Street,
Chaddesden, Derby DE2 6GQ.

Forest at World's End « Hitchhiker's Guide » Jewels
of Babylon » Leather Goddesses « Message from
Andromeda.

lain McCarthy, The Old Schoel, Church
Lane, Brantham, Manningiree, Essex CO11
1QA.

Guild of Thieves - Jinxter » Lurking Horror « Pawn,
Adrian Forbes, 37 Victoria Road, Gourock,
Scotland PA19 1DF. Tel: (0475) 33633
Mon-Fri 5pm-10pm, Saf & Sun 1pm-
10pm.

Aduit I + Black Fountain « Black Knight « Boggit +
Boredom « Can | Cheat Death? - Case of the
Mixed-Up Shymer + Dungeon = DAA + Doomlords
Firestone + Forest at World's End + Ghost

House « Hobbit « Jason and the Argonauts «
Jewels of Babylon « Labarinth + Magician's
Apprentice « Nite Time » Prison Blues « Quest + Roog
« Scary Tales - Seabase Delta « Spacy + Tizpan
Welladay,

Simon ‘Spud-Stomper’ Avery, 71 Fore 5%,
Chudleigh, Newion Abbot, South Devon
TQ13 OHT.
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Our SONY 3.5" disk drives are fully compatible with the CPC range of
computers and will format to 178K. With the addition of Ramdos or
Romdos, they will format to 800K!

UNLIKE ALL OTHER DISK DRIVES ON THE MARKET, OUR

SUPERIOR DISK DRIVES DO NOT NEED ANY MANUAL
SIDE SELECT SWITCHES.

Disk Drive complete with free
disk utility software £69.99 +
£4.00 postage and packing.

Disk Drive complete with
Romdos, 6 socket ROM box and
utility software only £99.99 +
£5.00 for postage and packing.

10 Blank 3.5" disks only £10.00
Ramdos only £9.99

Romdos only £19.99

Rombox only £24.99

464 OWNERS DDI-1 disk drives for
the 464/464 Plus now in stock.
Available now £159.99. Only a few
left, Order yours NOW.

Features:-

Siren Software, Wilton House, Bury Rd, 0617247572

Radcliffe, Manchester M26 9UR

@® \ery quiet

® Slimline Design

@ Sleek, high quality metal
casing.

® Suits CPC6128 & 464
(464 owners must have
a DDI1 3" disk drive first).

® External power supply

@ On/Off switch

® Simple to connect, full
instructions included.

@® 12 month guarantee

TELEPHONE:-

'Acc'eE“ |
TR

W. ANTED TREASURE

ISLAND

| X
ﬁ?

* Can You I(Illz(}
The ALIENS For

3 (e

if you are under 18 years of oge please obtain permission of whoever pays the phone bill,
INFODIAL POBox 36 LS1 4TN Call charges 36p Per Min Checp 48p Per Min All Other Times

USE YOUR

PVOICE
T0

. OUTDRAW

i THE

¥ GUNFIGHTER

' CASH PRIZES

31 3578

If you are under 18 years of age please obtaln permission of whoaver pays the phone bl
INFODIAL POBox 36 LS1 4TN Call charges 36p Per Min Cheop 48p Per Min All Other Times

123456? ‘?10"‘,'{{ }"‘
]S e Ty
[ - - .“&"2{'

= J:G)-nmo(‘)m}

31 3586

COMPUTE

* AMSTRAD AUTHORISED *x

Qual

Fixed price repairs on many machines

Simply post or hand deliver your machine

and we will do the rest

Acec

ity Assurea!
| Amstrad 464
Over 2500 square foot engineering complex | Amstrad 6128

Top quality technicians at your disposal p:;ﬁ?i:;?rﬁlf =
All work warranted "' Colour monitor £15.00 Diagnostic charge
¢ Fast turnaround plus guote
Others PO.A.

' Please supply evening and dayﬂme telephone numbers

ol

£32.00
£36.00 (extra if disk drive

Please add £5.00 for 24 hour return courier




RE-RELEASES... RE-RELEAS

Robocop

Hit Squad @ £3.99

Ahoy there, it's that overrated plat-
form shoot-em-up. You remember,
the one that was top of all the soft-
ware charts for longer than any
other program. One of the first of
those film tie-ins that have become
very much a formula at Ocean.
There are gunsight shootie sec-
tions, puzzle sections and all that. It
does make you feel a part of the
action, and can't really be faulted.
Competent but not earth-moving.

Rick Dangerous

001 £

Kixx @ £3.99

The predecessor to the mind-blow-
ing RD2, Rickis an excellent
platform explore-em-up. Playing an
Indiana Jones style explorer, you
take to the caves, trying your hard-
est not to get knocked over by big
rocks (a la Fry's Chocolate Orange
ad) or skewered by irate little men
in skirts (possibly natives - ed).
Brilliant.

Hard Drivin{'

Hit Squad @ £3.99 ¢ ) - “
It's 3D time again folks. — 7

Hard Drivin'is probably one of the
most lifelike of driving sims. The 3D
landscape, the other cars, the

drivers’ seat view, and the tricky
handling of the car's steering all

add up to a pretty impressive simu-
lator (in the true sense of the

world). it's pretty boring, though.

Bombjack is a very old

® Most gregarious potato-like dude Seymour battles the bogus evil dudes
in his race to defuse the most bangsome bombs. (You what? - ed.)

SUPER SEYMOUR

Cedemasters » £3.99

’l his game stars a
caped hero whose

mission in life is to
collect bombs. This he sets out to
do on wvarious picture posteard
screens, each one containing 24
bombs. The character appears in
the middle of the screen and drops
down to the floor. Dotted around
him on the screen are the 24
bombs in rows and columns, and
usually a number of platforms. The
task is simple enough - just jump
around the screen and collect all
the bombs."

Not strictly speaking the intro-
duction to a Super Seymour
review, the above is actually a
selection of quotes from the
Bombjack review in AA issue 10

March 1992

(from some six years ago). Oh how
are the mighty fallen, we cry. A
few months ago young Seymour
could do no wrong, captivating the
hearts of the gaming masses with
his epic adventures in Hollywood.

® In Bombjack the backgrounds
changed with each level. In Super
Seymour only the colour changes.

But this is now, and now he's
been flung Dizzy-style into a rip-off
(er, updated version - ed) of a mid-
eighties arcade game. Seymour
has nothing fo do with this game.
The star might just as well be
Dizzy, Little Puff, Ollie & Lissa or
Linda flipping McCartney for what
it has to do with the on-screen
activity.

Apparently Seymour got this

one because the Codies want to
keep him in real-world settings
while Dizzy wanders off into fan-
tasy worlds, So what else might
we have to look forward to; The
Way of the Exploding Seymour?
Seymour's International Soccer?
Shockway Seymour? i

Once we've calmed down, we'll
probably admit that unearthing
fossilised classios, and revamping
them for an audience most of
whom have never had the opportu-
nity to enjoy the original, is no
crime. Nor is the financially sound
idea of associating one of your
most famous characters with the
game any major felony. Providing
the original game, and any new
refinements, are of a quality that
can earry it off.

Unfortunately Bombjack was
never really any great shakes, it's
aged worse than a plum left in an
airing cupboard for three years,
and the Codies haven't used any-
where near enough Oil of Ulay.

Basically, you have to defuse
some, er, barrels. These ignite one
by one. A bar along the bottom of
the screen shows the time left till
the one currently flashing goes
‘bang’. You get bonus points if you
defuse them in the order in which

® What on earth is that bad thing
dude supposed to be? A flying
rotten turnip with arms? Weird.

they start to flash. But you can do
them in any order. All it requires is
flying over them. There are some
baddies around, and these hinder
you progress. Jump on their heads
a few times for bonuses.

“Not much wvariety on the
screens” and “gameplay may
become repetitive and requires no
thought” is what it says in AA10.
How right our forefathers were.



® These bubbles here are allowed to burst because they're reaching the
surface. The bubbles on the lower screen are breaking the rules though.

nderwurlde, the game from
u which Bubble Dizzy draws

its inspiration, involved
using air pockets (bubbles) to
travel up a windshaft. You had to
jump from one to the other, and
they had an annoying habit of
bursting after a few seconds, leav-
Ing you to either hurriedly leap to
another one or else float embar-
rassingly down to the surface
There were ledges along the way
to give you a reasonable chance of
completing the thing.

In order to satisfy the plot con-
straints that are a necessary side
effect of flinging Dizzy into one of
these things, this particular ver-
sion takes place underwater., Ah,
There must have been a good rea-
son why the people who wrote the
original didn't set it underwater.
Let's see now... ah yes, because
air bubbles cannot, under any cir-

Yep, that's right, all eight of the budget games reviewed on this
spread can be yours in this fab compo. Are we generous or what?
It's frightening really, isn't it? Anyway, what do you have to
do? Simple. Just match up the following Codemasters games
with the originals that, er, may have inspired them:

cumstances, burst underwater.
They burst when they reach the
surface, sure, but under the water?
Sorry, it just ain't possible, Where
would all the air go?

Mind you, computer games are
supposed to be all about fantasy
aren't they, so let's for the benefit
of this review suspend the laws of
physics and assume that bubbles

can burst underwater

le trickier
Dizzy seems pretty
easy, as if finishing it wouldn't
really require any major amount of
commitment. [i's also an old game
not very convincingly dolled up.

So it's crap right? Wrong. For
some reason Bubble Dizzy is very
moreish. Maybe it's because the
effort and anguish of trying to rise
to the surface is some sort of sub-
conscious metaphor for the life of

1 Super Seymour A Toobin'

2 Bubble Dizzy B Pacman

3 Panic Dizzy C Bombjack

4 Fast Food D Underwuride
5 Kwik Snax E Klax

6 Dizzy Down The Rapids  F Pengo

€ HE II)IE?
Faces : b=y

® Bubble Dizzy is all about bub-
bling it from sea bed to surface.

A game worth unearthing
Challenge, frustration,
disrespect for thél

an individual struggling to rise
through the ranks of capitalist
society (or maybe not - ed).
Perhaps it's the shock of encoun-
tering a game that presents a real
challenge, one where tactics and
thinking on your feet count for
more than patience and luck,

Then again, it could just be
that an ace game 1s an ace game
whatever year it is. And who cares
what marine physicists teckon,
right?

every game on

Simply note down your answers (e.g. ‘1€’ if you think Super Seymour is an upgraded version of Klax; ‘2A" if
you think Bubble Dizzy is the new Toobin', etc), whack them on the back of a postcard or sealed down baby
marmoset, and send to Big Sister's Bryan Adams LP Competition, Amstrad Action, 29 Monmouth Street, Bath,
Avon BA1 2DL. The first correct entry pulled from the box on April 10th wins. Hurrah!
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RE-RELEASES... RE-RELEASES...

Hit Squad ® £3.99

There's cute and there's sickeningly
cute. And then there's this, double,
triple cute with extra chocolate on top.
Rainbow Islands is a vertically climb-
ing platform game in which your hero
climbs screens and bops naughties
with these sweet little rainbows he
keeps in his pocket. Buzzy bees, fairy
castles, fluffy ducks... even Maryanne
felt a little nauseated playing this one,

3D Pool

Kixx @ £3.99

3D snooker/pool/billiards games are
amongst the most engrossing of com-
puter games. And until such time as
Jimmy White's Whirlwind Soccer
wends its way onto the 8-bits, 3D Pool
is just about the best you can get. It's
not all that sophisticated, and it's
quite hard to get as precisely lined up
for a shot as you'd like, but 3DPis a
neat game nonetheless.

Last Ninja 2

Hit Squad ® £3.99 ":j
Oh God. Tiny sprites in an X
isometric 3D beat-em-up where you
can't see what's going on. Who's hit-
ting who? What's that over there?
Where am I? Why won't my chap
move in the direction | want him to?
Oh, | give up. I'm going home...

usme

001500

= |
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@ Gracious Mrs Jones, the sky is
full of rockets and elephant heatls.

es, it's the CAPTAIN PLANET™ game,
based on top kids' TV show CAPTAIN
5 PLANET & THE PLANETEERS™, in
" “which CAPTAIN PLANET™ (and THE PLANE-
TEERS™) do bhattle with evil foes like SLY
SLUDGE™, LOOTEN PLUNDER™ and DOCTOR
BLIGHT™ who try to destroy THE EARTH™
using various acts of ECO-TERROR™.

OZONE LAYER™ depletion, destruction of

THE RAIN FORESTS™ and pollution of THE

OCEANS™ are just three of these wicked chaps'
nasty schemes.
PLANET™ and his fellow TELEVISION™ heroes
THE PLANETEERS™ (WHEELER™, GI™,
LINKA™ and THE OTHER ONE™!) to put an end
to this ENVIRONMENTAL CARNAGE™, and
return SLY SLUDGE™, LOOTEN PLUNDER"
HT™ to the Hellish TOII

Golly Mr Brown, this fireball-
style weapon really does the biz.

‘It's down to CAPTAIN

points for trashing sai

thr.- action proper, you get a chance

' to increase your time limit by collecting

- our current state of
colour of the World of
that's what it looks like,

Captain Ffanetla difficult, sure, but is it really the
~most dif wver? We took to the sireets of
Bath, tap_e recurda hand, lo ask the great British
public what they personally considered to be the
height of difficulty.
Most of the people we approached ran off

screaming, but we finally managed to hold someone
down for long enough to get an answer. Jacki, who

is a nurse at the Royal United Hospital, said that “the

most difficult thing ever is trying to tie a proboscial
cautesian while eating a ‘sandwich and watching
Brookside." Hmmm.

Terry, who sells balloons in the city centre, reck-
ons “drinking & pint of beer while you're asleep" is.
top of the difficulty stakes. Edna in the corner shop,
meanwhile, plumps for “knitting a cardigan when
you haven't gat enough wool”.

allout,and as far as we can
: till the tops (though we
d!.d ma.ke._an awful mess ufﬂmsandwlrehl What do

clocks, while avoiding stars. Why? Who knows.

anyway) in the comer of the screen (yellow,
blue, green, purple, red and dead). There are a
number of power-ups available, including light-
ning bolts (smart bombs), World of Commodore
symbols (extra lives), and rubber chickens that
make your head double in size.

The first level is the un]y ‘one we

@ Crikey Dr Smith, you

_app

f-level guardian. It'll

take a few bouts of n firing to discover that

it isn't. t's a middle-of-level guardian. When

I~
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B At first glance CP looks

you've waxed that you run into a harem of
rocket launchers and, er, fall out of the sky.

The other two levels are also scrolling plat-
form jobs, but with slightly different gameplay.
The graphics and sounds are quite spinky, but
the whole thing is so dull you won't play it for
long enough to find out if finishing the first

level is possible. We lied about the rubber

CAPTAIN PUINET
86%)
75%
62%
26%

GRAP""CS............
| Detailed, colourful, smooth,
Y slow, slightly blocky.

| soNics
| Lofs of electronic laser noises

i and stuff.
| GRAB FACTOR..

|| reasonably spiffy...

| STAYING POWER...

} ...but appearances are
| deceptive. It's awful.

.: a;;min Planet is dull, difficult, deﬁthnl,!
demoralising drivel. And that’s just the ‘d’s. |

_—
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riginal cover price
OVERSEAS PRICES
£5 Rest of World £7
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and packing!
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Simply the best art program
around for the Amstrad!
Comprehensive and easy to use,
it's packed with features and is
icon-driven for even greater user-
friendliness.

- Disk only = 128k memory required.
= Mouse not inghgled

NO-QUIBBLE,
NO-RISK
GUARANTEE

You can cancel your
subscription at any time in the
future and we will refund you in
full for all unmailed issues.

You just can’t lose out!
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when you subscribe (or
resubscribe!)
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Save the world from eco-
logical disaster with

Imageworks’ excellen-t Free : Demivenv

shoot-em-up. Three dis-

tinctly different levels and o f your favourite muguzin e,
game styles and a great
long-term challenge. every month

L5 orth Fl“ee GEWh
2’ membership

= join the brand new Amsirad
Action subs club and get a
regular monthly newsletter!

L ]
Build Iancl
Guide Melba safely
across a hazard strewn
landscape in Loriciel's
challenging scrolling
puzzle game.
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year AND you GUARANTEE
never missing a copy of
AMSTRAD ACTIONY

- Currently available on
both tape and disk - please
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EADERS' ART

@® We didn't know they had mermaids in Devon,
but Michael Carter of Georgham knows what
they look like. Isn't that Billy the Fish?

@ Keith Woods of Dublin plays the clarinet and
is well into jazz music. Not only that, but he
also did this piccie (on Advanced Art Studio).

@ This is a picture of Bodnant Pin Mill. it’s been drawn and coloured in by A Riddlesworth of
Hanworth, Middlesex, and wins him £25. But is it a real place? And where is it? It isn't in
Hanworth. At least not according to Adam P, and he went to school there (yawn - ed).

® These Topper cartoon characters are by ® All right so it doesn't look much like Arnie, ® Lee Stuart of Co Tyrone, Northern Ireland

Luke Turner of Leicester. The Turtle below is but could you do better than Stuart Humphrey painted this picture of the Ultimate Warrior
by Darren Parker of Huntingdon, Cambs. of Romsey, Hants? (Send it in if you think so.) with his feet (er, no he didn't ~ ed).

Hello, that G b ; WIN SOME

tortoise has been arrested
for jaywalking and I’'m taking over. " 23 CASH

- My name’s TERRY THE .
TURTLE (Coamerde, surely - od) and k=
here’s your latest bunch of pictures... -~ : e e et woils

of art (created on Smart 2,
Advanced Art Studio, or any-
thing else arty and CPC-like)
to Terry the Turtle’s Gallery,
Amstrad Action, Future
Publishing, 30 Monmouth
Street, Bath, Avon BA1 2BW.
You could win a million
pounds, a fantastic holiday
and the spouse of your

® Ben S (what sort of a surname is that Ben?) from Derby choice!*

sent us a whole pile of ace piccies. We could have filled o

the whole page with his work, but that wouldn't have been but not in Gallery (try doing
fair on the rest of you. So here’s a piccie of a dragon. the pools or something)

TION March 1992



ell, you’ve convinced us — at least for

the time being. We had planned to
move Type-ins to the covertape, but so many
of you protested we had to change our

minds!

For any newcomers out there, Type-ins
contains short BASIC listings sent in by our
readers. Type them in and see what they do!
We pay £20 for each Type-in we print,
regardless of length... so don’t send us any
whoppers (unless you want them consid-

TINY ORGAN!

Computer-generated music is one of those
things that tends to stump an awful lot of other-
wise competent programmers. Coders who
reqularly create stunning arcade-like conver-
sions in their own back-bedrooms, become
gibbering wrecks when confronted by the
CPC's interface, and can only turn out comput-
erish clicks and buzzes.

But this nifty little electronic organ from Dan
Pidcock of Lymm, Cheshire will teach you & lot
about BASIC's sound commands. Requiring a
miserly 2K, the program features an on-screen
representation of the notes, and plays a full
octave up the scale from middle C. Run it, and
use the middle row of keys to play major notes,
and the upper row to generate minor notes.

MUSIC HAKER

C# D§ Fi G Bt Ch D4 Fii

C D E F & A F C .2 EF G

@ Fancy exploring the world of music? You
can do so with the minimum of programming
effort with this routine from Dan Pidcock.

{LkAg} 1:'Music-maker

{Pufu} 2:’'Copyright:Dan-Pidcock

{Irfip} 3.'Septenber 1991

{0vAt} 4. %6%. PUBLIC DOMAIN s

{Mufp} 18:0N BREAK:GOSUR .58

{MjBs} 20.IF PEEK(&9000)()2085+ THEN GOSUB:320:'5
et rup machine code

{JrAr} 30:GOSUB: 80 'Drauw-screen

ered for the covertape, that is).

But there’s more to it than the money to
be earned. As you type in the listings you’ll
learn more and more of the tricks of pro-

TYPE-

gramming in BASIC — and, starting next

{MvAr} 40.SPEED+KEY.0.5,2

{CrAn} 50:CALL-&9000

{Hmfx} 6@.PEN1:INK.1,08:SPEED KEY 38,2

{GaAk} 76-END

{Cofip} 80:'Draw:Sereen

{BkBq} 98:'Lines+80:to: 310 sun-
plyrseb upethe screen

{MnCi} 188 'Lines: 120+ to 260 nay he:left-
voutifruourdon’towant to tupecall of:
itein

{PoBu} 110 :MODE«1:BORDER 13 :INK:@,13:INK-1,26:1
NK:2,0:INK:3,24

{FpBo} 120.SYMBOL:35,40,44,56,104,44 56,1684 ,40

{HuBj} 130.SYMBOL:126,64,64,64,112,72,80,96,64

{JoBq} 140.KEY:@,"pen:liink:1,26:speed key: 30,2
"+CHR$(13)

{NwAu} 150:PRINT:CHR§(22)CHR$(1) :TAG

{CiBk} 160:MOVE-232,374,3,3;PRINT"MUSIC MAKER"

{CwB1} 170:MOVE«238,376,2:PRINT:"MUSIC MAKER";

{DrBo} 188:MOVE:184,20,2,3:PRINT "Dan:Pideock:
1991";

{NsBn} 198:MOVE:186,18,3:PRINT "Dan Pidcock:+19
slll; .

{Cwhr} 200 TAGOFF:MOVE:D,0,0,0

{EtAt} 210 FOR y=230.T0.260.STEP:2

{hjhv} 226:MOVE:20,y:DRAN:590,u,1

{MwBi} 230:MOVE.10,u+30:DRAM 580,4+30,2

{CtAk} 240:NEXT

{BqBr} 250:MOVE-20,100:DRAH:20,70:DRAH 590, 70:D
RAH:590, 100

{DoBp} 260:DRAN.10,100:DRAW:10,132:DRAN 560,132
{DRAN-580, 108

{IBr} 278.PEN:2:LOCATE:3,10:PRINT"C+ D+ E++F+s
Goefte BeeConDoEaF o G"

{EuBq} 280:LOCATE:3, L8:PRINT" ¢ Mo EvvvonToaiall
corneaPorana [MPENL

{IkBp} 290:LOCATE 3, 20:PRINT A+ Se DeoFriGorlire

JIlHliL#l:ll}lt]"
{HjBr} 300:LOCATE:3,8:PRINT "« :CH DH +  \FRGH.B
"Gl DE T

{Dxfo} 310 RETURN

{IuAw} 320.'Set up memory-and nachine:code
{Cthp} 330:SYMBOL'AFTER:35

{Eifis} 348.PRINT."Please-wait,,."

month, we’ll be running a BASIC series in
parallel with the programs.

If you want to send any of your work in,
address it to: Type-ins, Amstrad Action,
Beauford Court, 30 Monmouth Street, Bath,
Avon BA1 2ZBW

{Fifq> 350 RESTORE 460

{Bjfr) 360:FOR:a=&3008:10:&307F

{Msfix} 370:READ h¥:POKE a2, UAL("&" +h$)

{Pifj} 380 NEXT

{Nxfn} 398 RETURN

{MxBu} 4080:DATA.CD,06,88,21,2E,90,01,14,00,ED,8
1,C2,25,90,11,2E

{JpBr} 416.DATA-90,ED,52,29,11,42,98,19,5E,23,5
6,ED,53,6D,90,21

{PrBr} 4208.DATA-6A,90,CD, AR, BC, 3K, 48,CD, 1E, BB, C
f,00,90,C9,61,77

{BsBu} 430.DATA+73,65,64,66,74,67,79,68,75,6A,6
B,6F,6C,70,34,38

{HxBr} 4408.DATA-5B,50,EF,00,E1,60,D5,00,C9,00,B
E,00,B3,00,A5,00

{CsBs} 450.DATA-9F,00,96,00,8E,00,86,60,7F,00,7
7,80,71,80,64,00

{GsBs} 460 DATH 64,08, 5F,00,59,00,54,60,50,60,0
1,80,60,DS,00,00

{DpBn} 470.DATA OF,04,00,00,00,00,00,00,00,00,0
0,00,00,00,60,00

DELUXE WORD
PRINT

Not exactly a rival to Protext, this 'un, but a
funky little fext editor nonetheless, and one
which neatly illustrates the art of applications
programiming.

Entirely menu-driven, Deluxe Word Print
enables you fo type short notes and letters into
your CPC, view, edit and print the results — all
in 4K! The program opens with a full screen
menu display offering the features mentioned
above together with instructions and a copy-
right message. Editing is performed in 80
columns. Well done Martin Elliot (send us your
details so0's we can send you some cash, OK?)

{JnAq} 160N BREAK GOSUB-1318

{JnBp} 20.INK1,0:INK0,B:PEN: L:PAPER:0:HODE 1
BORDER 0

{Jshp} 38.KEY:,CHRS(151)

{Jifp} 40.KEY:1,CHR$(157)

March 1992 AMSTRAD ACTION 51



E-INS

® Martin Elliot’s Deluxe Word Print is only 4K
long, but lets you type, edit and print all man-
ner of short documents!

{BgAq} 58.KEY 2,CHR$(154)
{HkAq} 60:KEY. 3,CHR$(149)
{ChAg} T7O:KEY:4,CHR$(150)
{Bshq} 80:KEY:5,CHR$(156)
{Rkfp> 90.KEY:6,CHRE(153)
{PyAp} 100KEY:7,CHR$C147)
{0kfo} 110+ +Main:Progran

{EsBq} 120+ c#="DELUXE+HORD PRINT+++ v v o1 v sHORD P
ROCESSER"

{H1Bp} 136+ INK:1,261INK.0,0:BORDER @ :PEN'1:PAPE
R+BiMODE: L

{Enfin}t 148, PRINT o v s

{CoAl} 150:PEN.2

{LnBk} 160:PRINT "¢
—

{PoBi} 170:LOCATE+ L, 4:PRINT" [+ v revvvasvivinarin

1..|||"

{NjB1} 18@+LOCATE:L,5:PRINT"|+vevvvvvvvsseiMain
'HE“U"""""""‘I"

{OIAU} lsﬂ'LQCﬂTE-l,ﬁ:PRINT“I O R R

{NyBs} 280:LOCATE L, 7:PRINT" e

jn
1

RN

{Jofo} 218:FORn=8:T0:24

{OuAt} 220:LOCATE:L,niPRINT"|"

{DoAl} 230 'NEXT n

{0vBq} 248:LOCATE 1,24 ;PRINT" bemmmmmmesmes

{0xfAn} 256:FORn=8:T0:23: ¢+
{Iphu} 260 LOCATE-48,n:PRINT" "
{EkA1} 270:NEXTn

{DnAo} 280+’ Set window

{fmAp} 290 WINDOW:39,2,8,23
{AsAp} 360:PEN:1:PRINT

{OkAu} 310+ PRINT "+ vvvvvvevvasfi, Start text"
{PnAl} 320 PRINT:

{IjAu} 33B+PRINT-"sveuvevensnsB, Edit text"
{DuAl} 346.PRINT

{Kjht} 350 PRINT "vvvians vl Credits"
{Cafn} 360 PRINT

{Juht} 378 PRINT "+ v vvnavvnviiD, Notes"
{hunl} 380 PRINT

{01Au} 390 PRINT "+ evvvrvvrveniE, Print text"
{JvAl} 406:PRINT

{OvAu} 410 PRINT "+ vovwvvnvaasF o Instructions”
{0pAk} 420:PRINT

{GjAvY 430 PRINT " evvvvvovvinsG, 1Exit Proaran

{CxAu} 440 A$=UPPER$ (INKEY$)

{LiAx} 450.IF:A%$="2" THEN-LIST

{AiBi} 46@+IF A$="A"+THEN.GOTO 630

{JKkBi} 470 IF A$="B"  THEN:GOTO: 940

{HyBi} 480.IF A$="C" THEN.GOTO 1000

{GuBj> 490 IF A$="D"+THEN COTO 1040

{Iufix} 500+ IF«A$="E"+THEN GOTO.1070

{FuBj} 510.IF A$="F"THEN:GOT( 540

{InAx} 520 IF«A$="G"+THEN:GOTO 1308

{ByAn} 530:G0OTO0 440

{Mxhp} 548’ INSTRUCTIONS

{FtCn} 550:CLS:PRINT:"This« program: was uritt
ent «hyMartinElliott from:MPD Public:D

omain,"

{NkA1} 560+PRINT

{DuCi} 578+PRINT:"In:this:progran press «ESC to
get hackto:the:Main:Menu,"

{HwAl} 56@:PRINT

{AlFs} 590:PRINT:"You:may+not+ flow: text «for:
nore:than2s5:characters,  «Hhen: you've
«finishedflowing: rpress  \ENTER, +« (Hhe
nevyou’vefinished your - text press ESC
to returnto:the Main Menu, " :PRINT

{AgBn} 600 PRINT"Printing:is EPSON:compatihle,

{BnBn} 610:PEN:3:PRINT/PRINT "+ s covswrweiPRESS
+ANY KEY"

{AnAx> 620+PEN:1:CALL:&BBL8:GOTO 116

{GxfAo} 630+ Start text

{0cBp} 640 MODE:2:INK: 1,14 :INK:B,0:PAPER  1:PEN:
#:BORDER 0

{EoBi} B5@«PRINT"svvvvvnvsnonnviianinnannnnins

OO AT T R e e

ivran vee e i

{0qfio} 66O LOCATE:L,2

{AnCi} 670 PRINT"«+v:Deluxe:Hord Printeoecirs
versonnHord (Processers e
Start text "

{Ixfo} 680/LOCATE:L,3

{ChAWY BIBPRINT "« vrvavevrnvnrnninnsnvninanres

R RS R l"

{JuAo} 7008:PRINT:"Start"

{Difs> 710:WINDOM-8@,1,7,25

{BnAs} 720:PEN:1:PAPER @:CLS

{IjAn} 7300 INPUT "" p§

{ItAn} 740+ INPUT:"",r§

{NkAn} 7508.INPUT."", i}

{Fpho} 760+ INPUT "" n$

{Anfn} 770 INPUT."", t$

{Dgfin} 780+ INPUT."",u$

{Kghn} 798 INPUT ", 0f

{AxAn} 8O0 INPUT "",m$

{Ctho} 810 INPUT."" h$

{OtAn} 820 INPUT."",g$

{Ikfn} 830 INPUT ", e$

{MqgfAn} 840 INPUT."",z$

{Fxfo} 856 INPUT "",x$

{Mkfn} BEO INPUT "" h$

{Bufin} 870 INPUT."" k¢

{0ofn} BB INPUT"",d%

{Dofin} B30 INPUT "",s§

{0mfn} 900 INPUT "",q$

{Kkfn} 910 INPUT"",u$

{Fnfn} 928 INPUT."", 1

{Jqhn} 930:GOTO: 110

{GyBy} 940:MODE«2:INK+1,14:PAPER-@:PEN:1:BORDER
B:INK8,08

{NqCt} 950+PRINTp$:PRINT x4 :PRINT i§:PRINT n$:
PRINT «t$:PRINT:w$:PRINT : 0§ :PRINT : ¥ : PR
INT:h$

{PuBo} 368:PRINT:q% :PRINT e :PRINT z$:PRINT x$;
PRINT +h¥

{DvBr} 970PRINT k$:PRINT d$:PRINT s§:PRINT q$;
PRINT :u$:PRINT £

{G1Br} 988 PRINT:PRINT ™« vvonvanaaviinninnnnnin
soenion o PRESSANYKEY" :CALL - &BB18

{Dafnt 398.GOTO«110

{Bufin} 10680:*Credits

{MnDy} 1810:CLS:PEN:1:PRINT."All this progran:u
as'uritten<hy MartinElliott«for his PD
librarysanddmstradAction: (thehest -
nag:around) "

{C1C4> 1920 PRINT!PEN«3:PRINT "« svuvsvers s PRES
SoANY-KEY" :PEN«1:CALL &BB18

{EnfAn} 1030.G0TO0. 110
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{LnCu} 1048 CLS:PEN:L:PRINT"Any:PD:lihrary:nay
vcopyrthis, ‘hut+thisprogram: -
naynot he:changed:in:any way,"

{JuB1} 16856 PEN+3:PRINT:PRINT " «ssevsusss s PRES
S ANY KEY"

{Jqfy} 1060:PEN.1:CALL+&BB18:GOTO.110

{IwBu} 1876:CLS:PEN:1:PRINT "Please:Insert pape
roand press anykey,"

{LrB1} 10880 CLS:PRINT:"Printing..,...'Please:wa
itll

{Bofig} 1090 PRINT:#8,ps

{Jjho} 1100:PRINT #8,r$

{RtAp} 1110 PRINT -#8,i%

{N1fo} 1120:PRINT-#8,n$

{Pufio} 113@:PRINT:#8,t$

{Ckfp} 1140:PRINT-#8,u$

{DvAo} 1150 PRINT-#8,0%

{FwAp} 1160 PRINT:#8,n%

{HuAo} 1170 PRINT-#8,h¢

{JuAp} L1BDPRINT ¥B, g%

{Lxfo} 1190 PRINT #8,e4

{CtAp} 1200 PRINT.#8,z%

{NwAo} 1210 PRINT-#8,x%

{HvAo} 1220 PRINT #8,6h¢

{DtAo} 1230 PRINT #8 k¢

{Orfp} 1240 PRINT #8,d¢

{KvAg} 1250 PRINT:#8,5%

{GiAp} 1260 PRINT-#8,q%

{BrAp} 1270 PRINT #8,u$

{Lxfp} 1280:PRINT-#8,£%

{H1An} 1290:GOTO.110

{DoAs} 1300 PRINT:CHR$(7):IBASIC

{OxAn} 1310:.GOTO-110

RAYSCOPE

Here's an interesting snippet from Rory 'O Hare
of County Down, Northern Ireland. RayScope
turns your CPC into an oscilloscope which can
plot sound wave frequencies on-screen. Not
only that, but screen plots can be saved to disk
or tape, then loaded into your favourite paint
package for modification!

Perhaps the best feature (the one which
gave us most fun, anyway...) is recording your
voice on tape and seeing what pattern it makes
when plotted. Or how about recording a friend’s
speech pattern, then recording yours imitating
his or hers — see how close you can get to it.

Hours of fun for all the family (well, twenty
minutes or so, anyway!)

® Rory O'Hare has sent us a prog which pro-
duces on-screen wave forms from audio inputs
- they can also be saved to tape or disk.

{GgBy} 10+’ cathode ray oscilloscope( tupe-
«of +thing:), by Rory:0'Hare,

{OrfAq) 20:0N:BREAK GOSUB. 200

{NvEt} 30:BORDER:0:PAPERB:INK:0,0:MODE1:CALL:
&BBEC:SYMBOL (AFTER:32:5YMBOL+94,0,16,5



-~

Wd 0 W B B

§,237,199,2,0,0: SYHBOL+ 98,0, 255,0,0,0,
0,0,0:5YNBOL 148, 255, 255, 255, 255, 255, 25
5,258,255

{GsDt) 40:SYMBOL-49, 252,132, 132,132, 255, 136, 140
,132:SYNBOL -50, 126, 66, 68, 66, 255, 66, 66,
126:SYMBOL 51,65, 65, 65, 65, 255, 65, 65, 65
(PRINT"t1HHE££1441 4100000000010 0 4440
ettt

{ArBu} 58-PRINT"CATHODE-RA¥+0SCILLOSCOPE, (tupe~
‘of +thing)"; :CALL&BB5C

(KKBi} 60+INK-1,26:PEN:3:PRINI"Z227220222223227
WRI22077En 2007 7I T

{RiA1} 78-BRINT

(Fuhs} BBYBRINT oo v sBovennnsssassniBrvavuons
Cn ety

{LxAs} SBVBRINT ¢+ v 1@BvvervesersiBiBoreers
B

{0pAr} 108:BRINT" +v oo @r v eBervsovnnsiBen Borers
Vi@

{0rfs} 110+ PRINT" o B1vvsiBorrs
L1000 "

CHEAE} 12B-PRINT" ¢+ B+ ovee BrvesBissnnoneions
Brornransty

{FuRs} 138-PRINT"B:0¢ o veevaBreBeersinnsvaiBos
B..“.'H;

{HxAr: 140:PRINT" ¢@:esveeerensBBrersresrses i@l

",
2]

{Jtal} 141.PRINT

{JuDr} 142 FRINT:PRINT"when:the:line-stops, uou
sarerequired:topress:akeu:to-contin-
ue+updating the.+-screen” ;PRINT

{B1Em} 150+PEN:18:PRINT"Check:that douhave:a:t
apein the plaverpress -
playrthen-any-key” :PRINT :PRINT:LOCATE
30,25:FEN. 3:PRINT"123":CALL -&BB18

{IqBu} 168:0UT-&1234,56R%=0:MODE:1:CALL &BBGC:
PEN«10:PRINT"ttttttttttttttettttttttes
ttittteteetette”

{BxBo} 161+PEN:3:LOCATE27,108;PRINT"CATHODE RAY

{NnBk} 162:LOCATE:27,11::PRINT"0SCILLOSCOPE";

{K1Bo} 163:LOCATE:27,12:PRINT"+«(almost) ";:Ch
LL+&BBSC;

{AvBs} 170:5%=0:FOR:14=0+T0+7:5%=57+INP (&F500) :
NEXT i §%=5%/6

{EvBu} 180.DRAM R¥,S%:Rv=R/+4:IF :R%)400 THEN GO
10.190:ELSE- 178

{GqCt} 190:0UT-&1234,0:LOCATE 27, 14:PRINT"press
arkey" (CALL - &BB18:0UT &1234,56:G0T0 1
60

{DnC4+ 208:0UT-&1234,0:LOCATE 27, 14 PRINT" vs v 1s
cooven " GAVE " rauscr” b, &C000, 4000

{Bifin} 210:GOTO. 160

[ G

PASSWORD

Nowadays, program and data protection is big
business. All the major software houses have a
favourite method of protecting their wares from
prying eyes, and companies who store the per-

@ Need to protect your files from prying eyes?
MNoel Stephenson's handy program will let you
do just that...

encrypted file on disk or tape. Next, install the
Password program as a subroutine somewhere
in your own program (ensure the first thing the
program does is to GOSUB the password rou-
tine). When your program is started, Password
prompts for the original password — enter it cor-
rectly and you're in, but enter it incorrectly, and
you're firmly locked out!

{NrfAu} 10’ Password Protection:Routine

{Jsho} 20+’ By:N,Stephenson

{CkAu} 3@’ For+Anstrad:Action

{PrBk} 40.MODE«2:INK-1,0:INK.@,13:BORDER: 18

{Dtho} 5@:0PENIN."HORD"+

{KnBn} 88:FOR'x=1:TO«5;INPUTH#I,m(x) 1ulx)=uix)/3
SiNEXT

{Cafm} 78.CLOSEIN

{0tBu} 80+PASSHORD$="":FOR x=1:10+5:passwordf=p
assword$+CHRE (W (X)) tNEXT

{0xAk} 98:CLS

{CjBuw} 100:MOUE: 160,360 :DRAN460, 368 :DRAN 4680,2
06:DRAW: 160, 206:DRAW. 166, 360

{PgBn} 110:MOUE:481,340:DRAN 481,199 :DRAN. 1680, 1
99

{DnBr} 120:MOVE 482,340;DRAN 482, 198:MOVE-483,3
40:DRAW 483,137

{BoBr} 130:MOUE:484,346:DRAN-484,136:MOVE 485,3
40:DRAN 485,195

{GkBu} 140.MOVE 481,138:DRAN-180,138:MOVE.482,1
97:DRAN- 180,197

{FuBs} 150/MOUE:483,136:DRAW 160, 136:MOVE 484,1
95:DRAM 180,195

{LvBs} 16@+LOCATE.26,4:PRINT"PASSHORD : PROGRAM:E
NIRY ROUTINE": .

TYPE-

{BIC1} 170:LOCATE.32,6:PRINT"C:U:§:T+0:M:E-R":R
EM+EXAMPLE : PROGRAMME : NAME + ONLY

{NsCm} 180:LOCATE:32,8:PRINT"D-A«T«A+B+A+S-E":R
EM+EXAMPLE : PROGRAMME + NAME + ONLY +

{HiBt} 190:LOCATE:28,11:PRINT :CHR$(164);" (1991
) +Progranmers:Nane"

{KwBi} 200 word$="":LOCATE L, 14:PRINT CHR$(20)+

{BuBt} 210:LOCATE:28,15:PRINT CHR$(24)" :ENTER:5
+DIGITPASSHORD "CHR$(24)

{JxAq} 220 LOCATE:37,17:

{Cnfiq} 230:FORX=1:T0 5+

{MrBo} 240+ A$=UPPERS (INKEY$):IF+A$="" THEN 240

{Enfin} 250.GOSUE. 300

{EtAs} 260 wordf=words+AsiNEXT

{CiBj} 270 IF word$=passwords THEN 310

{NnBv} 2808 LOCATE:24,20:PRINT-CHR$(7) ;" INVALID.
PASSHWORD. ., ,ACCESS DENIED,"

{EpAv} 290:FOR+t=0.T0:2000:NEXT:GOTO 200

{ByB1} 308:S0UND:1,56,10,10:PRINT"*" ; :RETURN -

{KtBs} 310:LOCATE 24,20 :PRINT"PASSHORD ACCEPTED
+PLEASE HAIT,"

{GuAs} 320.FOR+£=0+T0+ 1500 :NEXT

{Ppar} 330 password$=""iword$=""

{LsBu} 340 REM main+prog:starts:here, or RETURN
vifiusingras arsub-routine

{KdAu} 18+’ Password:Creation:Routine

{Jsfo} 28+’ By:N.Stephenson

{CkAu} 38+’ For:Anstrad:Action

{PrBk} 40-MODE:2:INK-1,08:INK.08,13:BORDER: 10

{E1Bk} 58/PRINT"Enter:5:Letter -Passuord::«";

{Nifp} 68 FOR\x=1:T0:5

{BtBn} 70:a$=UFPER$(INKEY$):IF:a$=""+THEN:70

{OvAn} BO'PRINT a$;

{Kufn} 90 wi-uitad

{0uwAj) 166 NEXT

{MpBp} 110+PRINT:PRINT:PRINT"PASSHORD:=:"u$" 0K
V(YN 2

{PpBn} 120:a$=UPPER% (INKEY$):IF a$=""+THEN 120

{EgBk} 138 IF-a$="N"+THEN wé=""1GOTO 40

{F1At) 148/ IF-a$="Y¥" THEN: 160

{KwAn} 150:GOTO.120

{Hvhio} 1608 OPENOUT:"word"

{frfr} 170:FORx=1:T0:5

{IgBi} 180 PRINTHY,ASCIMIDS (w$,x,1))%35

{BiAk} 190/ NEXT

Here's a few dos and don'ts to help you
on your way:

= DO include your name and
address with your tape or disk

» DO include a SAE if you want
material returned

« DO write your application
on the back of a fiver if you
want to jump to the head of
the queue (huh, only jok-

That's what we’re offering: five minutes of

glorious fame, and masses of cash

(well, your name in print and twenty quid, anyway...)

$0... if you're a brill BASIC programmer writing
ing) code which knocks spots off anything published
2 - here — send it in!
AIIY“'IIIIg else " Your name in lights and big prize money
are a-waiting...

sonal details of staff and customers are required
by law to protect the data. But protection isn't
just restricted to the big guys. It's just as impor-
tant for you at home.

And that's why Password by Noel
Stephenson of Peterborough is such a good L
idea. Needing a method to protect his software,
the man Noel cobbled together Creator and
Password, two routines which automate the
password process for you.

Run Create and enter a password of your
choice. The routine stores your password as an

DON'T include instructions saying
“...here’s my program Hot-Dois, the
name speaks for itself...”, because it
doesn’t! If you can’t be bothered to describe
what it does, | can’t be bothered to load it up, OK?

3
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PD software

All right, this PD lark seems pretty ace, but what stuff is
available and where do I get it from? Youw’ll find out all you
need to know about the Public Domain in the special fea-
ture this month (page 16). But now ADAM PETERS provides
some info, some addresses, and details as many PD classics
as there were candles on his last birthday cake (if it’s more
than seven I'll be surprised —ed)...

GAMES

Croco Magen#o: The best PD game
ever!| It's French (surprise, surprise). You play
a sphere and have to bounce around 24
screens collecting 96 nuclear cubes while
avoiding lots of nasty spiky things. Incredibly
difficult, incredibly addictive, and there's a
construction kit included too (so you can
devise your own screens), Brilliant.
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@ Croco Magento is simply the best PD game
ever in the history of the world (crikey - ed).

DrehDriss: This is a German two-player
version of that famous shape-stacking game
Tetris, And most excellent is is too, better
than the original in fact! Very bright, colourful
and great fun. You can see what's going on as
well, so shock your Gameboy-owning friends!

® This is DrehDriss, a two-player Tetris
clone from Germany. If you hadn't g d

DATABASES

PowerBase 2: A 500-record database
with mail merge and comprehensive editing
facilities. There's 15 fields per record, and all
the sort, search and print options you would
expect. Written by Robot PD.

Rambase 3: The latest version of John
Fairlie's brilliant 128K-only database (version
1 was included on the AA72 covertape). This
latest version includes keyboard macros and
extended data editing on selected options.
There is a phenomenal number of options
available. Rambase 3 is easily a commercial—-
quality program.

SPREADSHEETS

Easi Sheet: one of only two PD spread-
sheets in existence, Easi Sheet Iis
464-compatible and includes most of the fea-
tures you'd expect from a commercial release,
It appeared on the AA49 covertape.

PD Planner: The only Amsdos PD
spreadsheet designed specifically for 128K
machines. PD Planner features full caleulate,
range and print commands. Written by Paul
Derryhouse of Scull PD.

® PD Planner is the most impressive spread-

from the pic, there's a one-player mode too.

Forcefield: David Hall is the most prolific
machine code PD programmer in the British
CPC world, and this game is his finest to date.
You're a ball and you have to destroy blocks
by bouncing on them, whilst avoiding chasms
and bombs, There are some weird power ups
too, ncluding some that switch the joystick
controls (chaos!). It's bugged (it crashes when
you bounce off screen) but still very playable.

heet in the public d in. With PDP, doing
the accounts needn't cost a fortune!

WORD PROCESSING
VDE (Video Display Editor): The

top PD word processor tuns under CP/M
(therefore it's disk only). It really is an incredi-
ble program, and probably the most raved
about PD program there is, It's very fast and
full-featured to boot. Whether it's a note to the
milk-person or a novel, VDE does the biz.
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Text Editor: A simple but usable ASCIH
text editor which first appeared as a type-in in
AA24. Currently doing the rounds in a number
of PD libraries, the program was reprinted in
the free Type-Ins booklet given away with our
Christmas issue (AA76).

ISpell: The only PD spell checker with a full
dictionary supplied. This 128K-only program
isn't as fast as commercial equivalents, but
includes most of the features of its commercial
cousins. Written by Paul Derryhouse.

DESK TOP
PUBLISHING

Pagemaker Plus: The predecessor to
the excellent (non-PD) Pagemaker Deluxe. A
tape-compatible version, Pagemaker Plus-T,
was on the AA76 covertape. Limited graphics-
handling capabilities, but does loads textwise.

PowerPage: Robot PD's ‘“flagship’,
PowerPage is an excellent and user-friendly
prog. Very fast, with lots of font manipulation
features. It's used to produce Artificial
Intelligence (the PD fanzine). Probably the
best PD DTP package. It works on the 464 tool

Tiny Desktop Publisher: TDP is
actually shareware. It can be freely copied and
distributed, but if you like the prog and decide
to use it, you're supposed to send £5 to the
author (you then get a photocopied manual).
Comprehensive, former commercial release.

ART PROGRAMS

GPainf: Excsllent art prog from Germany,
GPaint features shapes, fills, cut and paste,
invert, mirror, and loads of other functions.
These can be selected by clicking on the on-
screen icons. There's a save function, together
with loads of print options. GPaint is fab!

Mini Print Shop: Mini Print Shop fea-
tures 200 pieces of clip art and a couple of
fonts. It allows you to combine items and use
them in your own progs. And it's quite good.

MUSIC PROGRAM

Super Sonic: Super Sonicis a funky little
prog that allows you to create your own sound
files (putting together a sequence in a similar
way to the Equinox program reviewed a cou-
ple of issues ago), and then compile them into
machine-code interrupt files to use in your
own programs. Cor!
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GRAPHICS DEMOS

Legen Deme: This brilliant French demo
will totally astound you, with smooth 3D
scrolling, 27 colours on screen, multi-direc-
tional parallax scrolls, and all sorts. 128K only,
and exclusive to Robot PD in this country. Find
out what your machine is really capable of.

Amiga Graphics: A whole series of
disks from David Carter at Penguin Software,
full of pictures digitized on an Amiga and then
ported over to the CPC. Loads of single colour
photos/video stills/cartoons. Gone with the
Wind and Hero Turtles are a couple of the
‘specials'. Wonderful detail.

@ David Carter has put together a massive
range of stunning digitized Amiga piccies.
Here is an example of one of them.

UTILITIES

B=ASIC: The most controversial program in
the public domain, B-ASIC hacks into the extra
hardware of the Plus machines and allows you
to use all the extra features (4026 colours,
hardware sprites, etc) direct from BASIC or
machine-code. Absolutely brilliant, though
Amstrad can't be happy (especially since it
went to such efforts early on to claim this
wasn't possible!),

BC.COM: This is a BASIC compiler, and
the only compiler anywhere (commercial prod-
ucts included) that supports floating point

BUYERS’ GU %{g

"~ WHERE TO GO

software then? You get it by writing

to one or more of these lovely fluffy
bunnies listed here. Send them a stamped
self-addressed envelope for the latest copy
of their catalogue. Then order away...

ADVENTURE PD

10 Overton Road, Abbey Wood, London
SE2 95D.

Balrog fans can get their fix of orks and
caves without having fo splash out loads of
cash. A large selection from a well estab-
lished and highly regarded library. They do
tapes too!

DARTSMA PD
LIBRARY

c/o Adam Shade, 47 Kidd Place, Charlton,
London SE7 8HF,

One of the most famous PD libraries; young
Mr Shade has built up a large stock of pro-
| grams of all types, together with a few
| ‘specials’. An excellent source whatever
your needs.

DW SOFTWARE

62 Lascelles Avenue, Withernsea, North
Humberside HU19 2EB. David Wild has a
small but upmarket selection of serious pro-
grams in his library, mostly his own
creations. Plenty of applications and the bril-
liant disk desktop Desk (bit of a
tongue-twister that).

EGERTON PD LIBRARY

7 Linden Close, Stafford, Staifs ST17 9TH.

Cassetie-based PD libraries are alas quite
rare (though much of the software doing the
rounds is fully tape-compatible), so Egerton
PD is a blessing for all you 464 users. We

f so how do 1 get hold of this ‘ere BD

from contacts in France and Germany, and

don't know much abot the library, though,
having just copied the address out of a list
in.., (oh God, shhh — ed).

PENGUIN SOFTWARE

Ruxley House, 28 Mount Hermon Road,
Woking, Surrey GU22 7UH,

Penguin has a large stock of programs,
mainly of a serious nature. The house spe-
cial is graphics demos, many of which
librarian David Carter accepts responsibility
for himself,

ROBOT PD LIBRARY

2 Trent Road, Oakham, Rutland LE15 6HF.
The most innovative library around. Chief
robot Richard Fairhurst gets a lot of his stuff

is personally responsible for many of the
most popular progs in the public domain. A
massive selection and loads of ‘exclusives’.

SCULL PD LIBRARY

119 Laurel Drive, East Kilbride, Glasgow
G75 9JG.

Young entrepreneur Alan Scully runs
Scotland’s premier library. A large selection
of programs available, but you have to sub-
scribe to Alan's disk fanzine CPC Domain if
you want to get hold of them. Drop him a
line for more details,

WACCI

c/o Clive Bellaby, 12 Trafalgar Terrace,
Long Eaton, Nottingham NG10 1GP.

The veteran Amstrad user group is back,
under new management. Apart from the
longest running CPC fanzine, the wacky
WACCI posse also holds stocks of loads of
PD programs. Previously CP/M dominated,
its Amsdos range is starting to grow rapidly.
WACCI hopes to offer PD on cassette soon.

BASIC, whatever that is. Proof, were it
needed, that there are indeed real treasures to
be found in the public domain. If you're seri-
ous about programming, you need this,

Work#op: This program gives disk users a
flash ST-style desktop, complete with icons,

Crossing the tape

wastebasket, pull-down menus, etc. Loads of
features to make disk handling more user-
friendly. Similar to David Wild's classic Desk
program.

NEXT MONTH

If you've enjoyed this month's PD special,
you'll be chuffed to learn that next month sees
the start of a new regular PD column, Public
Image. The series will cover new (and old) PD

programs in detail, and keep you up-to-date
with the latest news and gossip from the PD
world. It will also feature special spotlights on
some of the PD libraries and fanzines that

' combine to make the world of CPC computing
what it is (er, good). Reserve your copy today.
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Arcade adventures

From our chum Dizzy to those innovative Freescape thin-
gies, there’s loads of arcade adventures out there in CPC
land. If that title up there is anything to go by, then this is
probably an article about that very genre...

he hardest part about doing this

T series on different types of game
is deciding which category to

chuck a particu-

lar game in, And.-=

this is probably

the stickiest cat-

egory of the lot.

Where do arcade

adventures end,

and platform games

begin? Or shoot-em-

ups? Or beat-em-ups?

The easiest way to dif-
ferentiate is to say that
arcade adventures contain dif-
ferent objects you have to
collect and use along the way,
problems you have to try and solve,
and some sort of worthy final objec-
tive. All the sort of things you'd expect
from a Balrog style game, but with a joystick
and action window replacing an alphabet and
reams of text.

The very beginnings of the arcade adven-
ture genre are very hard to trace. Even Future
Publishing's top games expert, Stuart ‘Haircut'
Campbell, had to lock himself in a cupboard
for a few minutes to think everything through.
Eventually he plumped for Ultimate's Atic
Atak as the first real arcade adventure.

This was soon followed by a whole flood of
the things; Finders Keepers, Head over Heels,
Sweevo's World, Pyjamarama, Everyone's a
Wally, Frankie goes to Hollywood, Tir na Nog,
ete, etc, etc. During the middle of the last
decade, it was arcade adventures that pretty
much ruled the roost. This new form of game

was ideally suited to the home com-

puter, and the vast majority of the

big games released in 1985 and
1986 were arckies.

It was Codemasters that

utilised the genre to the

greatest effect in the later

years of the '80s (a situation

that continues as we

speak). Dizzy is of

course the Codies

crew's most famous

creation, and the

biggest star on the

CPC largely due to his adven-

turing exploits (most of the

arcade games he's appeared in have

been & load of nob).

Probably the most innovative of
graphical styles, Freescape (created
by Incentive Software) has also been
put to best use within the genre of

arcade adventures. Whichever way you look at
it, this page is rectangular.

U

@ And after eating the poisoned apple, the
beautiful egg-like princess fell fast asleep

ARCADE ADVENTURES

TOP TEN
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FINAL
FIGHT

US Gold

One of the best ever beat-
emHups in the arcades is
now one of the best ever
beat-em-ups an your
machine. Requires 128K

Acti

OUT RUN
EUROPA

US Gold

An excellent drive-em-up
which sees you racing
across Europe on a motor-
cyle, a Porsche, a jetski,

a Ferrari and a powerboat!

Excellent high-speed
racing fun.

jve U
£4 > £4
Dascription Price Order No Description Price Order No
Final Fight Cass £9.99 AABI9AC Out Run Europa Cass £9.99 AABS5AC
Final Fight Disk £12.99 AABA9AD Out Run Europa Disk £11.99 AABSSAD

MINI
OFFICE Il

Database Software

Word processor, database,
spreadsheet, label printer,
graphics and communica-
tions —a fabulous alkn-one
ck at an amazing price!

FUN
SCHOOL 4

Database Software
Bumnper packages of edu-
cational software for infant
and primary school chil-
dren. Sets of six programs.
Teddy Bear Under 5's

Frog 5-7

Equinoxe

By special arrangement with the

French publisher Ubi Soft, Amstrad
Action can bring you the music pro-
gram that’s taking France by storm.

e up & save up ¢ / Create your own sequences, edit
£4 ot 5 Spy sound envelopes, save your musical
for the under Sn s £ Over 7 " ==
creations to disk and more... see the
Description Price OrderNo  Description Price  Order No | Description Price  Order No :le:e'w :‘ ;h; De::e":::' ';9"1 ':“e of
Mini Office Il Cass. £13.99 AMGTOAC  T.BearCass £9.99 AMSIAC [FrogDisk E£11.99 mEstp > ™ 7€ o8 oF 48 1 ST
Mini Office Il Disk £15.99 AAGTOAD  T.Bears Disk £11.99 AMGSOAD |SpyCass  £9.99 AAGSAC e g et et
FrogCass  £9.99 AAGSIAC |SpyDisk  £11.99 AAGSIAD A ST G o TS JERON:

® DISK ONLY

@® The menus in this program are in
French but the manual contains
instructions in English

See our
lmumg subscription offe
_of free software on
page 48

TERM I;lA'I'OR

Ocean

The film that was a smash hitin
the box offices scores a Rave
on the Amstrad, Will not work

Order No
AAB53AD

Price
£29.99

Description

Equinoxe

AA
BINDER

on the CPC464

Keep your valued

Amstrad Action

magazine collection e “P

together in this bright - £ 4

red binder. ‘
Description Price OrderNo  Description Order No
One binder £5.99 AAMTR T2 Cass £8.99 AAGEBAC

binders £11.00 AAMTIR T2 Disk £11.99 AABGABAD

HOTLINE
.04“ 74011 AMSTRAD ACTION MAIL ORDER

Name Description Price Order No
Address
Postcode Phone number >
Method of payment (please circle) Access e Visa ® Cheque » PO
— TOTAL ORDER

Credit Card No | |

— — = ® For overseas orders call Claire Bates for prices on 0458 74011
Expiry date | Please make all cheques payable to SEND THIS FORM TO: Amstrad Action, Future

No stamp required if posted in the UK,

Future Publishing Limited Publishing Ltd, Freepost, Somerton, Somerset, TALL 7BR Channal Isiands or the lsle of Man

Prices include POSTAGE, packing and VAT - NO HIDDEN EXTRAS



T -0 - | 500 Fun School 4, Rodland, Compilation

TERTHOUGHT

a4
The BEST CPC magazine
i“S' 90' BETTER.Q. It's all

change at AA
next month

Exciting new design, making all your
favourite features livelier and a whole
lot easier fo read

Public Image, regular monthly PD and
Fanzines column

Beginners' BASIC, a series to help you
get the most out of your computer

Technical Forum, expanded serious
section, incorporating technical help,
tips, reviews, Ask Alex and more

‘ : Behind the scenes at AA - we reveal
just how your favourite magazine is
put together

Joystick Jury - dozens of joysticks
are put through their paces in our

Apl‘“ buyers' guide

Crazy, and all the regular features
you know and love

19th March

| I I Dear Newsagent, please reserve Amstrad Action ‘'YOUR
| DON T Mlss IT. for me every month, beginning with the April issue, GUARANTEE OF U U r e
| out on Thursday 19th March (or thereabouts). . VALUFE’ et
: Next m0l:11h 'S AMSTRAD My name T_his magazine comes from Future Puhl:lslﬁrlg. @ cnmp:an? lmin::d Just
| ACTION is sure to sell out o gkl b e S
| Quicker than ice lollies at a My address :
i Sahara Desert corner shop. . 1 e
| To make sure of your copy, L
| cutout this coupon and give
| it your friendly newsagent.
|
| I —————————————p P s

WOT NO SURVEY FORM?
Our regular monthly survey form is taking a bit of a break while we sort through all the Big 1992 it el :’;‘?Li";i.':';;,?i',“‘.T;“;":;fnf:{."‘:};’Z?;‘Lﬂ“;;gT
Questionnaire forms from last month's issue. Have you sent in yours yet? If not, please fill it inand ber 2:?f“.:’Jumaiasfﬁ‘ﬁ;'d;f"c'ﬁius:;ﬁ:!:ﬁﬁ:s'fﬁﬁ?.mrﬂﬂﬁiﬂt

send it off as soon as poss. Remember, we need them by March 19th. Cheers.
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THE SPECIAL PACK OF ACT ION - AT WILL GAUSE A
o . : r’ - =

AMSTRAD
SPECTRUM
COMMODORE

OCEAN SOFTWARE LIMITED - 6 CENTRAL STREET - MANCHESTER - M2 5NS - TEL: 061 832 6633 - FAX: 061 834 0650




