EXPLORE THE PROBABILITY OF VE 7k i RIE R

THE FIFTHAXIS (e
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French company, Lms unleash Tff_ “Dns ; | EGpnnay P26 "

a mighty arcade




29.95 for AMSTRAD 464/664/6128, ATARI 64K, BBC 32K, CBM 64, MSX 64K, SPECTRUM 48/128K

THE PRICE OF MAGIK

)
o
MANY
INDEPENDENT . POWERFUL
CREATURES SPELLS |
- | |
-
INVENTIVE -4
PUZZLES RESPONSES
o
200+
SOPHISTICATED LOCATIONS
WORD ALL
RECOGNITION ILLUSTRATED
(not BBC) y

AS YOU RISE FROM SORCERER’S
APPRENTICE TO SUPREME WIZARD
THE PRICE OF MAGIK
WILL KEEP YOU SPELLBOUND

Level 9 Computing, P O Box 39, Weston Super Mare, Avon, BS24 9UR




5 EDITORLAL

Maicolm Harding commants on items conceming
the Amstrad world

6 ON THE SPOT

The team sexamine more of your letters — and even
answer soma of them with intelligence

42 CHART/MIGH SCORES

45 STRATEGY

Sean Masterson examines the merits of
BATTLEFIELD GERMANY and DESERT RATS

53 RESULTS/WINMNERS

The lucky winners from issue 6

55 AMTIPS

Julian Rignall tumns his attention to
MOVIE and NOMAD and offers loads of tips and
advice

60 ADVENTURE

Owr residant leprechaun discovers PRICE OF
MAGIK, ROBIN OF SHERLOCK and SEABASE
DELTA

38 and 69 AMTECH

R e o e
d Lattertech

48 SHADOWFIRE
- Pick alock and open the door to a printer courtesy

T ——
T 2 e

ISSUE 9 JULY 1986

JULY SPECIALS

50U S GOLD CALENDAR
mwm.ﬂmmm-:mh

B2 PREVIEWS

We take a prescient glance at three new games
being released soon on the Amstrad: SAI COM-
BAT from Mirrorsoft; CAULDRON Il from Palace:
and DOOMDARK'S REVENGE from Beyond

TOP GAMES FOR JULY

12 STARQUAKE
Save the galaxy with the help of Blob
14 TOMAMAWY

The next issue of AMTIX! goes on sale from 17 July
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TAKING ON
THE BIG BOYS?

erdm photographer, Vincent
enjoys a chal-

He bought an Amstrad

- 1o halp run his business

but soon found out it was not all it
was claimed to be. He decided
Amstrad had mislad him with their
technical advertising and he
decided ha was gaing 10 do some-
thing about it.

He wrote direct to Alan Sugar
asking for his money back. Back
came a reply from one of Sugar's
minkons telling him first of all to
contact a software company
which had a range of CP/M titles
compatible for the 664. Investiga-
tion showed this was nol the case
50 he wrote back and was
naxt advised to contact the retailer
from whom he purchased the
micro. He stuck to his guns and
after further comespondence was
given a credit note for the full cost
of the CPCB664 which was enough
to buy a PCW 8256, Well done sirl

A FAT JOYCE FOR £20!

It's not often that mantion s made
in the aditorial of any specific arti-
cla in the magazine. However there
are always axceptions to the rule
and i is felt some space must be
given 1o an exclusive articla in this
month’'s AMTECH saction. The
article gives an easy 10 under-
stand, step by step guide, enabil-
ing any owner of a PCW B258

House supply two antirely different
packages for the 6128, The first
WIS | by David Husband
for the G machine but sup-

| ports the entire CPC range and

was released in July last year. It
consists of a complele pack
including interface and communi-
cations software on ROM. Mr
Rose adds this package will sup-
port anyona's Magic Modem quite
happily, including Auto-Dial as
standard.

Tha other - ﬁ
designed soocnﬁ{ o
CPCH128 and the PC 56 and

PCwa512, and Modem House
claim it is probably the most pow-
erful communications software yel
released for any Amstrad product,
and even | CP/M tele-
software downloadi facilities.
This software is supplied on disk
and mequires either an Amstrad
CPS 8258 or similar interface. The
company say this will also support
the Magic Modam quile happily.
with full auto-dial, auto-logon and
auto-answer facilities.

Modam House sall both packs
for £75 retail excluding VAT,

Mr Rose also takes us 1o task on
an article about the Magic Modem
in the May issue. It appears Datas-
tar Systems are not the manufac-
turer of the Magic Modem. Indeed
the aforamantionad is the forerun-
ner of Modem House's Voyager 7
and Datastar Systemns act only as
distributors.

As computer enthusiasts become
more and more proficient with thesr

machines it appears users of slec-

tronic mail services are looking for
ways to slop people “hacking'
thair way into confidential files and
SErvices.

The threat from hackers was
highlighted recantly when two
men appeared in court and were

found of breaking into the
Duke of Edinburgh's electronic
mailbox. They were convicted of

f in il ly accessing the
Duke's Telacom Gold mailbox after
m{mnnm of users and
h ronic passwords wr'a{'-
lm ng naw aqu :
Users of mmn
Gold are becoming ever more con-
cerned about the apparent ease

via the public telephone system—
and whan hackers break into that
no-one is safe.

Telex, on the other hand, is car-
ned in its own separate network
and s much more like postal deliv-

mtha!nmaqea directly to
t:ashu'lgnonl‘hﬂ
mnl‘laiaum[hla and Control
Equipmant which sells a TeleBox
telex adaptor to computer users. it
is possible to link all the micros in
an office to the TeleBaox unit enabl-
evaryone 1o send and receive
xes Quickly and simpily.

fused state when thay wrote the

review of the Comet game for the

final sentence credited it to Rain-
bird instead of Firebird! The confu-

i
:
5

THE MONTHLY
SOFTWARE
STAR FOR

YOUR US GOLD
CALENDAR
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mantal purchase to
favourite regular order. From the
momeant | saw it on the newsa-
gﬂ'sm.lwmﬂlnﬂw
n'u::r?ﬂ'mlutﬁrﬂ .
. Issue 1 was good. lssue
mlur.m:!mmb.
You seem to improve drastically
with every issue 50 keep up the
WOrk.

Some of the letters you receive
Give me catse 10 wonoer whsiher
or not | am one of life's fortunate
folk rather than one of it's misfits.
T'ni:'m true with

Jmmpemu

i Aoy m’ﬁhm

over | sent the printer back, (1 fedt

Terminal Man cartoon's

being a little gruesomely drawmn at

MJL . Man-
yons, Withington

Wow! Such praise is hard to live
ﬂh*@ﬁﬁﬂ'ﬂibhﬂ

good and our inde-
oTS

IDEAS FOR MASCOTS

Dear AMTIX!

in reply 1o your plea for sugges

mm:mlhwcmw

m World), 2 Knigit
s

,F"m.itm&m?‘e

huhbﬂ{l.nrﬂdﬁ:pu—-!ﬂb-

ImmDhFrwwmddhawhm
doing these at the bottom of the
pages, and | would certainly enjoy

lonaly again). Amstrad said, (| rang

6 AMTIX! July 1986
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. mmmhmnw?am,1hm

was confirmad when Tony O'Brian
@ (the same person who sent the FK

tips) sent tips for Dynamite Dan
@ fissun 5. page 74) and they wers

the same word for word as the Fin-
L ders Keepors tips!!! Was this a
Ty

A FKtips. OR has

maﬂmsﬂacheﬂ
guplain. Even so you still
-bnllmmiynurwurd
j mag. | shall look forward
g our own AMTIX mascot

nt

Dear Amtix!
Reagarding your readership survey,
it may surpnse you to know that
some of your regular purchasers of
AMTIX! magazine do not fall into
the category of 12 - 25 year old
male “alien zappers’. I'm not sure
about the ‘jog suit”, but | would
have ioved the opportunity 10 win
an AMTIX! Sweatshirt or T-shirt;
and a 12 month sub to the mag
would be mos! welcoma, but, alas,
the guestions in your ' Amitbion-

r--------------.ﬂ-q-,-nngn----------q---?-----1
= T PR ST

1 WHERE IS MY GAME? :

1 beriodate [

| S :

' yOu @

s O dear sor

1 and sdre

 Fe

l =

My M T - '

«COMPUTER

MAD GRANNIES

naire’ scarcely seem geared to a pens, mice, printers, modems efc. How nice to know we have at
lady who admits to having Meanwhile, | have filled in your least one mﬂm -
passed the half-century mark. form (with appropriate remarks fan out there! 50 you don
Whilst appreciating that your where a straightforward answer is LI or Coke — who cares? And
publication is aimed principally at  inapplicable) in the hope that you alien zapping is merely a state of
the games' player, perhaps next may find it , even if | am mind! No doubt if there are
time you could re-word the queries  not a suitable antrant for your others they will write and let us
1o include a wider readership compatition. know. Thanks for filling in the
(which I'm sure you must attract | would be very interested 1o form and feal free lo enter as
from the multitude of Amstrad know if you've got any other com-  many of our competitions as you
owners around) whosa inlerests puter-mad grannies out there. wish.
extend beyond games to graphic
utilities, word processors, light Jill Lawson, Romford, Essex oTS

Wiy nough'=
Sceor, ?:»..-mﬁa the " THE GRAPHIC ADVENTURE CREATOR m — | 'Rf-"":' ,n,mﬂ“‘d'
5""-"1'1.1-,- iy Ver, Cassette [22.9% Disk £27.95% buy ¥
"w} .rw". | enclose Chegue' PO for § or please detst my Y to wDE'L
4rm—,~ Credit Card No db comPuT™
f

INCENTIVE SOFTWARE LTD.

“Offers the unskilled programmer

the chance of proveding a
really professonal game”™

STEVE CDODKE, YOUR COMPUTER

A very clever and friendly

ece of software’
KETTH CAMPRELL

[_DMH.I TER & WVIDE D GAMIE S

Please rush me, for my Amatrad CPC Comiputon

Name Address

54 LﬂNﬂDN ST.READING RGY 450
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Daar Armitix!

Like many others, | purchased
Elite as soon as it was released

. my gradually
to tha ranks of the Elite at the end
of March. Deciding to catch-up on
a month's loss of sleap, | sent tha
game off to Firebird for an unbug-
ged . Five days later |

' tha new version and

Tnn-a
l:l:anl:nhnn

mmemmmm
mmmmm
made ma Harmiess again?

Wall, if | can do it once, | can do

DunrArn‘h:‘

Wedl done, on an excelient, and a
very professional magazine. Right
from issue zero, | have always
admired AMTIX! and whenever tha

Elite 87% (1)
Fealtime Software B7% (1)
Romantic Robot B7% (1)
Martach B5% (1)

8 AMTIX! July 1986

huuwmmmmhmFm

that you printed in AMTIPS! it's
li mlr;.;lhu of play if they fol
rtmtn t -

mym tips. I'm not
wpmdﬂmhuan iron ass” if

ha has followed his own advice -
he is suflering this condition from
in front of his monitor for too

the Amstrad version of Elife at all
— whera did he find the ' Constric-
tor' special mission?

| have ancliosed my own sat of

plarlg?mshrmmwadw
Elite and assure you that

were found the hard way —
lhﬂg‘ onaBBC! (or was it
, lwould

al Iﬂmln{isput review of
Ft:%f)rﬂwknm;tmua‘ym.

| (1)
Tooba Zaida (Author) B5% (1)
Viper 84% (1)
Mikro Gen 83 5% (4)
incentive B2.5% (4)
iemnEe
Global Software 81% (2)

mmmm{m

Dqﬂﬁintwamn 9% (1)
Pson 79% (1)

DK Tronics 76% (1); Durell 75.5%

E&S 75.5% (4)

Ariolasoft 74.3% (3)
Ocean 73% (8)

a status tape to
allow him to get further into the plot
| can supply ona.

Mirmorsoft 72.8% (5)
US Gold 72.25% (4)
Vidipix 72% (1)

Mastartronic 71.9% (7)

Firebird Software 67.75% (8)
Vortex 66% (3)

a Software 66% (4)

Projects 65.5% (2)

Gilsoft 85% (1)
CRLB1% (7)
Micropower 59% (1)
Domark 58.5% (2)
Rhinosoft 58% (1)
Addictive Games 55.5% (2)
Electric Dreams 54.5% (2)
Hmﬂ.?&%g;
Kuma 52.3%
Proba Software 52% (1)

Finally, as a green-screen usar
canl for some sort of inclu-

sion of a games performance in

maono by your reviewers? Come to
think of that's why |

enjoyed — | was
not blinded by the glare/
Paul Kally, Dell, Birmin-

| would not be insulted by some
ramunéaration for all this free copy
lads. OK. OK. I'll just go and =**
myself now shall |7

Thanks for the tips on Elite Paul.
Thowamepmndmmlk

mﬂmmmm

Hmm, weill .
wmmw
agree there's a lot in the but
hﬂmmﬂﬂrﬂnmmmmmn
tha implameantation. I'm afraid we
rrwlg::rd!w-:n this one.
ors : '

Imnﬁ'llidmr

not much guality,
but kots of quantity, and as for poor




PSR e SR & S

S S

FREE SR

Fyny
dpibdEinn

. am?ﬂmmﬁm

@ of the boxer's names. Shock!
R
melldingbu

S
uulntmy

' So, who was responsi-

software is pirated in fhe

"1-n-|- o

bile for that? He should have his
WSS !
Just one more : Revierw
nmﬁmr;;?lbuy
Action as well as this mag,
mmmewwm
""ﬂ-"’mm“""’“c"‘

ago | have thought
ﬂuuﬂ field were the
best around, and so I bought

an Amstrad, | converted all of my
mates into AMTD( Addicts, but
aﬂuhunybsm.mnlm
are having their doubts! (Shock
ms.: lrl:lga'tm
mone, YOUr games

reviewed the same month as other
mags. and not months later

Anyway that's it from me, | hope
you take notice of my ideas elc.
And | still think you're the best mag
around.
Grant Currie, Peterborough,
Camba

Obwviously, we'll have to
Cameron Pound security.
Ill.-ﬂhlﬂilndwhhﬂ
must have boen a bit fed up iast
month (it"s the heat, know, it
gets to them in the
closats of AMTIX! Towers after
a bit). Naughty Cam the camera!
As for games reviewing, well
it cuts both ways, AA s out on
sale earfier than AMTIX! so
sometimes they're first and
somatimes, when games come
outtoo late for AA, we're first, or
haven't you noticed? Still, the
software houses could also do
with a slap over the wrist for
slack sometimes.
oOoTS

.aﬂmmmmmmﬂm nut ts for your
(very} few people who do readers take note!
§ togetsomemoneyoutofACU bWt OTS
Yy Y Y Y Y Y Y Y Y Y Y YN Y Y YYYIFYFIYTYIYY

o s of 3600 baud Cost ]
& AMATING'

NEW TAPE AND DISK CPC 464 /664 /6128 UTILITIES
GUARANTEE AND

liatways state whsch Amatrad you own|
TAPESPEED TWO (T52)
Corrverts your show losding software, [inchusdeng MANY chicky |/ mricy lasders) o

UPDATE SERVICE

now oormvarts many of the TLICKY laader programs. Sorme

TONY NEEDS
HELP

Daar AMTIX!

it there is out there who
OWns an CPC 464 and
has the gamea Elife and knows any

Hints, Tips, CHEATS, Pokes will
you pheasal please! plaass! send
ma all you know.

T North
'ony Oldridge, Goole,

walll ncve Fun o BE4S6 178 for FIRST tima!

[ ] Full\f autcrmatic. i icads i continuously up (o dK

& Save al range ol § speeds plus Header ard S1atus daplays

& Maotos ond Insen PAUSE Removes protechon

@ Handles HEADE RLESS files and many none standard ineders (eg Soectrum|
Spood (baud rate) detector

DISK MANAGER DNE

For all AMSTRAD computers — essentisl to Ml vou mansgs your AMSTRAD
drrve. Mo risk — very usehul snd only {5 99]

@ Does a CAT which can then e used 1o do repest ERASURES very sasily
Gives disk type Mamory fres / used

& 2 Disk pciitom — poit or study sectors of & disk

@ Recovwns ERASED files Simple whaole desk COPIER

@ Outpruts to prnter Masvy other lestues

(Owverisas: add {1 within Europe. [1_50 other countries par product). SAE fod
more nforrmatenn

LEFM. DEFT T, W BAUMSWICK GARDENS. COREYT, NORTHANTE. WN18 SR

REVIEW|
MORE GAMES
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HELP NEEDED FOR LORD OF THE RINGS

Dear OTS,
Woulkd you like to haar of ouwr Pfutn
lams with Lovd of the Rings’ We
thoaght nol. Well There are a
coupla of reasons o writing apart
froem th Lsual creapendg about your
No 1 magazine, Firstly Simon
Clegg from Stockpornt s now suf
fering the vary fata which Allan and
| tapcidd on the dark tuninel (issue No
T May), tha game crashad
everytime wa tried to either go sast
or wedt, Afled Much annoyance
and frustration &nd two neary
wrocked computers (fis 484 and
mry 6128) wi came up with tha
most obwvious and logical Conclu-
siom; light a match, found in the
drawer in Bagona, hey presto we
Q0 RSl

kow the problem, going through
the turmal foF us was only 1o Say
wil ve Deen through it, we have
mapped the adventure with Dreci-
S0 @nd i W WO COme
ot of tha turned into the Torest pre-
viously mappad from tha other
sicda, south of tha EW. main path.
We have coliecled the 3 green
irwts and antered Broe. In Bros
thare are 3 dark ndors but after
hours and days and weaks of
sanrching and head banging wa
cannol ISCOVDT & way Of using thae
perwnits 10 owst the nders. IT's taen
et sunca The JanUary COMmpLilise
show where | Dought it untl now 10
get this far, can someone halp us?
We don't want too much help, just
sufficient 10 help us on owr way

Vhan Allan and | have com-
pleted the adventure and Allan

firushad Mis BMOING Map woe
would ko you to have a copy s0
YOU Can manw ower Nis amazing
Artwork,

Below is a list of tape based
software which does run on the
6128: Rembwandtl, Ona Man And
His Droid, Kurma Forth, Spiat,
Bruce Lae, Mini Office, Match
Point, Roland On Tha Hopes,
Knight Lore, Roland In The Caves,
Beaach Head, 30 Grand Prix, Datey
Thompson's Decathalon, Star
Commando, Jet Sat Willy, For-
miia 1 Senulator, Caularon,
Caves of Doom, Marsport, Steve
Davis Snooker, 30 Quasars, Sou
of a Robot, Easi-Amsword,
Speiibound, Kuma Artwork, Mad-
bourne Draw, Lovd of the Rings,
30 Stuninder, 30D Boxing,
Biockbusters, Codaname Mar 2,
Fruit Machine, Amsgolf

They do all work bacausa | have
thawmn all. Keep up with the good
Wik
Mark Cockerill, Wintertion,
Scunthorpe, South Humberside

It appears other owners of Lords
of the Rings musl be sxparienc-
ing the same difficulty for we
have received very Tew tips for
this game. If anyonae out there
can halp wa are sure they will
write in to us. Thanks for the list
of tape based software that ia
compatible with the 6128. We
look forward 1o seaing Allan's
amazing artwork.

oTS
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| WANT TO
START A

SOFTWARE L13RARY

Dear AMTIEX!

My name is Carl. | have an
Amstrad. | would like to start a
compuler games hiring club up in
the north aast. But when | wrote to
Activision, Ocean and all the other
software companies thay said ne

| would like to know why they say
no? Down in the south they have
software librares but not ona in the
Narth East. | would like to know
why that ia?

Cne of the computer ibranes in
the south is Midland Computer
Library. Thay say they giva you
original documents but thay don't
and you are supposad (o got the
games within 2 days but you wait 2
10 3 weeks before getting them. |
wonderad if it s because wa send
MmNy in advance 5o that wea have
cradit that we don’t ecaive our

mes until 2 1o 3 weeks later?

Robson, North Shields,
Tyne & Wear

From a long time back, the con-
cept of lending libraries or hire
libraries for software has bean
anathema to software produc-
ers. The reasons are obvious
anough. For a tiny fee, you get
the chance to illegally copy and
distribute their software. Most
software houses strictly forbid
the hire or lending of software
without thair strict consent, and
the libraries that do exist, do so
in contravention of the terms of
busineas.

oTS

SOFTWARE COMPANIES
TAKENOCiE®o o000

aager anticipation

for my rewards to arive. True to
thair word MacMillan's World Cup

arrived within days but no
m»n-iby but still no tape

X no
50 | decided to write to

as | had bean told
by one of office that the

winners’ names had for-

well to consider that if they wish io
continue as one of the leading
software

houses.
S Truscott, Pontypool, Gwent

will
take note of your when
they read this issue of the

nzﬂﬁ— are usually such
a wm}m—
fully, your prize will be on its way
s00n.

OTS 000000

We are sure

I'VE INVENTED A GAME

T0O
Inqdlnpllﬂlduﬂhru:
(s | wrote in

the ui-r}minm
points 10 improve. In the May edi-
tion Andy wrotle about his super-
mmwmw
on my mind quite &
Hm:.‘,Irlhnmulme
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The result of unique co-operation between three ace sofiware developers
and the Biggles film production company, Biggles - The Untold Story will
knock you right out of the airt It's a multi-part arcade strategy game in
which each part must be completed to reach your final goal

In the air, on the rooftops, on the ground, or in the trenches

YOU CAN BE A HERO!

Coming in May Commodore 64 £9.95 tape, £12.95 disk
Spectrum 48K £9.95 tape
Coming in June Amstrad CPC £9.95 tape, £14.95 disk
:_; :.'s.:g ;:'-:_E-E_i_!'

Purnell Book Centre, Paulton, Bristol BS18 51L&




galaxy, within which bhe 11he

darker reaches of space, very Iit-
te attention is pad by Galachc
property developers, anterlain-
Tent barons or anyona at all ook -
ng for a good time — the résult
s {0 do and very few paople
hilodon
g out in the sbicks, galacti-
cally spaaking, the nightlife is
pretty poor and No one takes much
notica of anything that goas on at
| all. And than, out of the blue the
&vent NoMNZon wakes up — a large
biack hole appears and suddaniy
| tha light show is out of this worlg

The black hole bands light towards
‘ it ke a shadowy siren of the cos
|
|

lr. the more distant comears of the

Baeir

mos — wiow ook at that! A planet

popping out of the darkness

Maybe things could liven up a little
_‘,'-i\'

But the galaxy is about 1o get

than ® bargained for
use the nawly amved planat
actually vary well, in fact i
the core isn't rebuil pronto the
whola planet will collapse in on
sl and pop s mortal cod N a
chan reaction that will take the
entire univarsa with it! Who will aid
the Univarsa in its direst hour?
Biob that's who

12 AMTIX! July 1986

mora
b

Biob? Biob indeed, Bio-Logi-
cally Operated Being.

Stephen Crow is the author of
Starqguake, which follows his aar-
her Wizard's Lawr, and hé's pro-
vided a comprahansive list of Taa-
tures found in tha game Dut very
little in terms of Instructions, save
for a few bnef lings on the optional
keyboand movamant and user
definable keys. Usafully, player
defined keys are displayed on the
main menu throughout vanous
gameas along with the pre-defined
ey

Biob crashes onto the surface
of the planet and with an initial five
lives must collact piaces of the
corg In ornder 10 make it sale and
thus save the galaxy. In order to
accomplish his task Blob is given

geoii? | P

It

thréa attnbDutes, represented Dy
bars at the top of the screan, that
must be used carefully. There's his
enargy represented by a battery,
ammunition for his anti-nasty gun
and finally his supply of l_‘mdqmg
units uses to travel across or up
thin air. Thay are laid in place by
pushing up on the joystick or
appropriate key. Very useful for
getting across the planet’s many
chasms without falling in but tem-
porary as they crumble to dust

soon after use. These itams can
b replenished during the game by
collacting spacific objacts. :

Of course, poor old Blob can
only hold so much power, ammun [
ition or bndge bits at any ona time,
g0 it's a Qood 0ea 10 leave some
things lying around for later use
Most of the action takes place
underground within the labyrin-
thine complex of shafts and tun
nets, Dedow the surface of the
planat, which is the stomping
ground of the residents. They are
really cute little alens who cheer-
fully follow Blob around the S00 or
80 screens. Although Blob is fairly
famous, not least for his driving
skills, these are no off world autog-
raph hunters and touching him
grains his batlenes — death

results from a zero power situa
tion. They also have the nasty habit
of mutating into nut and bolt look-
ing affairs that kill instantly on con
tact. Still, Blob has the anti-nasty
gun for the little dears that try get-
ting too familiar with his battanas
Underground thera's a mul
titude of strange plants and alien
devices — some harmiess, some
deadly, and some like teleporters
and hoverpads, highly useful

Hoverpads are collected by plac-

L T-'.'!: :-,‘q[:' e ol Ve EJ--

can '.|, about his bugsiness picking
up anargy bridge and amimiwn
tion-replacing tams with carefroa
8as5e Of BVen pPassing over a joys
ek to grve him an @xtra life, Dottad
around the cavemns are
useful tems including a network
of transporters, anti-gravity lifts
sacurity keys, a flexible thingy that

.:]J.IH. ONCa-0rity (AT L T TE g gw N J!

ng Biob on them and then pushing ‘
{

SEGEMT

the sacunty 0oors and a Cheops |
pyramid. Some of these goodies
can be picked up to help him gair

ire parts of the

acoess 10 more Sed
e i ot

h P ) Ineg L3 ng
around D0OKIng Tor a hoverpark
called for

Once parked, Blob
off on his own
which are 'Z:"-.[.-i.n:l.l".' n U L
of the screen. The transportors
aach have a destination ooda
which must be discoverad bafore
teleporting to them. The destina
is simply the name of the teka
portér which = displayaed upor
émanng the chambeer LY
doors laading 1o
the complax require ait
or a flaxible thingy. The Chaops
pyramids can only
and when picked up swap
itam camed for anothar ona, hopa
fully more useful
The objact of all this leaping, fying
and walking kleptomania s t
and collect pleces of the planet’'s
cora, assambling
cantre and stabdiss the worla |

can trundia
|rr'f"|'.
richt

CONBCTINg

Teir

be used once

thiem & g
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CRITICISM e b :

t T g amusingly an
matad sprites and holds the attan ¥i ’ |
At last Bubble Bus have tion admirably, Bubble Bus have a Easy to get into and | t
;1—. brought out the brilllant
| larguak on the
Amstrad, and about time too
The game is a very good arcade/ 00 oad BEiNE LibEl o

adventure, containing lots of
colour and great graphics and f i Jear b
sound of a very high quality. The a58 with Starquake on the - per.
sound effects are superb and a Speccy and Commodore and as -
great tune plays dunng the title WL IMOsT .
screans. On later lovels you 1 o
realise that a lot has gone into Amsirad, The superiaive
the development of this version, i MANCING sound affects
with a big difference in graphics nakea the game aasy (o walch and
between the earty and later INe gamapiay 15 saimpie and
levels. Starquake is easy to get [0 get o naking the wh
into with a very responsive con- instantly appeaing. ii's not quile
trol method, and the screens LD a8 sl apy

flick up instantly. | aspecially though, and considéerabile thought
likad the limi on platforms, and nust oo o what yvou're doing
bullets. Starguake is an axcellent | yOu sland any chance of compiet
product and not just another J INE MisSs A highly addictive
stralght Spectrum translation. }MUTH DO Of 8 90O0d plol, axcel

Stephan Crow desarves the hit

and you dasarve

to treat yourself

i L)
1 tiriew] P
¥ |
E.‘. [ i | [ F i
e "
B4 i it plenty of
W i s BTG L
. ingd graat on-scrsan
il SO B O S i
+ ] A t ) ki
ve thé na y Knack of writing ’ .
# ca of I l
T f ] Wl 1E X
k bl o wh e T @ng We inimated
it iy D |
"""" 1 ol Wiy Y 150NAe 5 (very
{6 Lk ] O ) and ] SOl
¥ I LY b i .
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 TOMAHAWK

EHIEEE  Digital Integration, £9.95 cassette,

£14.95 disk

An the helicopter lifts slowly
from the ground with the cyc-
lic crescando of rotor blades ring-
ing in your ears; the die is cast and
its numbers are stacked heavily
1 you. Sitting at the controls

a 200 mph fiying target, you
know that both helicopter and
nerve endings are going to be
under heavy @ from both
ground forces chirlish chop-

pers.

In control of a heavily armed
attack helicopter, aqui with
the latest weaponry compu-
ter-aided navigational aquw
availabla, you briefly scan the twin
33mm chain guns with a range of
2000 ide rockets with a
range of and computer
guided missiles with a devastating
effect and a range of 3.1 miles. The
actual is mixture between a
flight simulation and a shool em
up with you as the pilot having to
manoauvre the halicopter with all
its inherantly difficult handling
characteristics and destroy the
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the cantra of the screen along with
time, allitude and ranges of
selectoed targets if greater than ona
e,

Once upward is estab-
lished, reducing collactive
brings about hovering., This is
shown on the VS| when it reaches
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haeding:
Backward flight is possible by rais-
ing the nose causing a decrease in
forward speed and a gain in haight,
indicated by a white number for

g
i

To aftack enamy positions or
machines, either air-to-air or
ground attack mode must be
I s Attack modes
automatically tum on the weapons
systems and t the atiack
computer which s the gridded
screen located on the hand
control
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a halipad should have thesa fixed

in & jiffy but hnwdnv;ou get back
with only a gallon of fuel, no nawvi-
gational computer, one engine lost
and all your weapons usedup. . . 7

[ This is what a flight simu-
Iﬂ!.I lation should be.

: gltmm lnqui.it:
mmnmm
much criticised Lenslok. | had

no trouble at all with it and it
would seem the

implementation
of this security system will not

be W‘m the problems
associated Firebird's Elite.

The graphics for Tomahawk are
clesan and functional and well
— the atmos-

sound

Helicopter flying is little
tricky at first but with
is soon able to mimic

it

actions

of the real thing. The excitement
nl'lhhmo is oh-so-apparent
when along, 20 fest

parfect combat simulation
gama. Many other companies
have tried to use a helicopter in a
simulation exercise before bul
have not been anywhere near as

successiul. The only moan | had
about the game was the Lansiok
protection device. You have 1o
almost use a magnifying glass to

read the code. This apart
Tomahawk is lots of fun 1o play
even if it is difficult. E ini
is graphically well and

the sound eaffects are good
Another briliant Amstrad game.
simulation games. | never

3
seemn (o get the hang of
them before has

axception.
unwieldy and before hﬂgr::,s pos-
sible to experience the of low
level flying whilst knocking out
anemy largets. The game has
been realistically implementad on
the machine with graphics and
sound effects thal add admirably
fo its atmosphara. For ma how-
ever, the real thrilt
Tomahawkcomes out when play-
ing the night scenarios. These are
excellent. The graphics imitate an
infra red viewing systam and, while
this makes a scenaric more
difficult o . it adds o the
feeling of tension and

. The variety of play
and potantial for skill developrnent
with this game is phenomeanal

I'm aiways a little unsure of

Presentation 91%
Slick with a plethora of options.

Graphics 93%
Smooth and pracise animation
with good colour

Sound 90%
MNo music just atmaospheric and
convincing spot effects.

Playability 84%
N takes time to learn to iy a com-
bat helicopter, butit's fun . .

Addictive qualities 92%
.+ « BNd onca you'ra in thae air you
won't want to come down

Value for money 90%
;::mmmﬂyammummu;abaf-
n.

Overall 92%
A superiative flight simulation and
a leader of the genre

o
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A superb series of famous covers by
Olliver Frey can be yours in poster form
Printed on one side in glowing colour,
they each measure a giant 80 x 57 cen-
timetres (about eight magazine pages)
and come carefully rolled up in a postal
tube (useful for Iﬁ sorts of things) at a

mere £2.50 each (p&p and VAT inclusive).
But if you order all four then you get them
foronly £2.50— four for the price of three!
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Setvourorder
.~ onod reason toget YUl =2 5
Here'sago0f 02D orders we receive
tor will get theirs per

. Oliver Frey, pah:mg;

ally sign _ ot BEEY. o
7 2 al collectors 1€
*i-l:aer:; ::rl:x:t:d rush your order

today!

L I’OST‘ERS :
£2 STI‘i.hCH {incluswel

£7.50
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v ki sinland PR

uP . i
5

OLIVER FREY POSTER OFFER amTix

Please send me the 1‘1|]|11h|r|[| Oliver Frev Posteris)

All 4 Posters! (E7.50)

1. KEPLER OF MARS (£2.50)
2. METRO FORCE 1 (£2.50)

3. RED MOON (£2.50)

{. ZOMBIES OF THE NIGHT (£2.50)
1% ! | ri to MNewshield
Limited

Please note: orders outside mainland UK, please add £1 per item

ordered to cover extra postage

Marma

POSTER OFFER, NEWSFIELD, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
POSTER




h dearte me. Poor old Pro-
fessor Chronos reached
the ultimate accolade of
his life's work when he created a
machine that moved backwards
and forwards through time. Bril-
hant! No reason for ever baing late
| for an appointmant aver again.
| Just one problem — the old Prof
got his sums slightly wrong and
put the present temporal reality
nto a bit of a tiawas. Ha disco-
vared that the universe was not
built upon the nised four
axes but five, the fifth governing
the probabilty of events happen-
ing within the universe.
postutated that the universe
must have an infinite number of
possible realities, the outcome of
| which was that if you went back in

tima and killed ona of your own
ancastors, presumably Tor giving
your famnily a bad name or spand-
ing the family fortune before you
got your sweaty little mitts on i,
than your own time would not be
alterad. You'd still be poor and tha
family fortune would still reside in
an antigue one arm bandit some-
whaere because only one branch of
raality in which you didn't exisi
would be affected and your own
time would not be changed in the

shw'r

ident in this knowledge the
Professor started taking journies
through time with his assistant
until one fateful trip when the
machine malfunctionad, explod-
ing scattering machine and com-

18  AMTIX! July 1986

FIFTH AXIS

Activision/Loriciels £9.95 cass,

£14.95 disk

ponent parts throughout differing
times. All these comings and

pings were a little too much for
tha fabric of the universa to take,
especially as the Prof had got it all
wrong anyway. Naw raalities wera
nol created by each tampering
with avents in time and S0 caused
the universe to rotate around its
fifth axis in ordar to bring temporal
reality back into balance. Now you
must raversa this process by
returning all the artefacts from the
Professor's lab to their own times
and finding the missing parts (or
anachronons] from tha tima
maching.

In order to achieve all this you
must first define a character. This
is dependent upon three different
characteristics — Forca, Agility

and Life. Force s how much
fighting power you have and Is
reduced aach time you battle with
one of the many androids, which
wera left to protect the Professor's
laboratory. Blows are more eflec-
tiva if you are moving at speed
when you hit. Agility is a measure
of how well the player can jump
and move about the muiti-layered
lab, and Life is reduced sach time
a cyborg hits you or a fall of more
than ona level takes place. You sel
the particular value for each ability
at the beginning of the game.
Each of the threa haadings has
a initial value of fifty with a credit of
another fifty to add to abilities. The
?nma than begins with the values
or aach of the abilities shown al

the top of the screen along with
tha fifth axis — a measure of nor-
mal reality, which begins at zero,

Movemeant is by predefined
keyboard or joystick. left and
sat you in that direction at di ng
spead, up makes the character
jump, down to duck and fire
causes him to sirike out and lose a
point from the force rating.

The lab itself is a series of hori-
zontal levels, movement betwean
which s by a series of lifts and
gravity drops. To collect the vari-
ous mi artefacts just pass
over them as with the :
gwnmml',rﬂmpadun
allow passage over 1 drop
stretches without gravity doing its
boring bit. if thara is a flashing icon
behind a stretch it means that you

have the comesponding key which
is represented at the bottom of the
screen. By pulling down on the
joystick your character is trans-
ported across the ’

of 109 the character can be sant
through time with the aid of the
Professor's Vectoral i

System (VPS) to recover an anac-
hranon. iles are launched
have to be avoided

E
|




and sound affects are well done
| and conving .r!-q Tha |_;|d|'r|+- suffe
from

rn._lﬁac is good, and smooth scrod-
lingy -I-E well as good colour ma
) ntha eye—a
{ as mplating the
ould take even harcened
arcaders quite a while

This is exceflent program
s that French software

% arg Now furmng out

for the Amstrad. This

{ the best games ['ve
ong hime. it has mar-

f'hr Hant !':,.F‘lc-i

y layed Fifth A
and and the onl)

1 ba b |_.||;'1‘.h‘ in \-\“1"". f".'. _}F"‘
nnrﬂtwﬂ'

Presentation 919
Good title screan and replate with
options

Gra L nics 9
Lifelika running, thumping, push
ing and Kcking

und 92%
Brilliant sound FX and very ¢
tune.

Playability 90
Greatto get on with from the word
allaz!

Addictive gualities 88%
It"s got that Ja ne s&is quois but
tha Nth degres

| Value for money 89%

yod bargain fro
Channed

A055 thé

Ovearall 91%:

Tres bian mas amis
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—soundtrack.... game-players will rave over it."” hafa«i |
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CHARLTON MAP

T wbo Espril puts you in the driving seatina | stopped it's a raca to get the supply car bafore
war agamns! drug tramckers wherea the onky it lsaves the city. The armour camed by this

things thal can D& reded upon & your own | wehicks means that bumping it into submission
nerve, the Esprit and the fact that drug pushers | is the only way to stop It The nasty men in the
are mean and not averse to making a tew traffic black and red cars are not without protection

viclations in the cowsa of the day. An though and have put a price on your head
amourad delivery car is bringing drugs into which hit man, in the whité cars, would dearty
one of tha threa cities that are chosan initially like to pick up. They'll shoot tha Lotus if at all Lotws Turbs Esprit rac- up el dowen streets o r L]
to be policed. The game begins with a menu possible and aven il they re not always totally ing though the city ls e prestesl part of e
asking for a choica batween four citles in which accurate, they may damage tha car in which broak the hold of a ring game and D high-
o practica your particular brand of vigilantism case you must find a garage and park at the of drug pushers sounds  lights the game's poer

The main menu then proffars a keyboard or sicde of it whilst repairs or refualling takes place like & good plel for & Emotphire.  Having
joystick option, a choica of four lavals with cars Racing round the city at breakneck speeds game. 'y o chame that sald thad | did play 8 for
getting gradually faster with aach increase in is okay for the villains who defy every ruleinthe | Dursll hevesl come up  quite & whils bt moes
level, a practice mode where Lotus handling highway code but baing a goody in a Turbo | with a wisnieg formuls. for the broyirabon amd
can be sharpenad and lastly a high scores Esprit maeans picking up panalty points for any | The paphis e plosiure of writing off
table wihich also incluces a st of ghest pen- misdemeanour such as bumping innocent irberetling Dul e i pimonl & quarter of 3
| alty scores cars, squashing padestrians or knocking down | be improcise with e milleon poundt eorth o
Unce options are sorted, the game is just a road signs. Yes life as a Turbo Esprit driver dashbeard  graphics  Pasiy molor. ¥ you ke
button’s press away. A cursory screen cammes | with a mission means that life is spent entirely ‘ entirely Ccommetic with wTRcing can aedior
the siill level and number of lives which bagins | In the fast lana — even if it may turn out to be wory Mitls e o the your patience fhen bury
with four. The screen is split into two halves; | short but veary, very fast ployer. Thers s poor I
the top one showing the sisak rad lines of the ‘

Esprit sitting patiently on the road, the bottom

being the dashboard of the big red shark. Push in Turbo Esprii you drive
forward on the joystick and the Esprit acceler- streots of a
atas, pulling back decraases spead to a halt i sounds bacause
| and then into revarsa. To tum ri?ht push the unusual and
joystick to the right and press fire and vice cause problems.
varsa to tum left. Tuming whilst driving back- o | know whore
‘ wards Is similar to the raal thing and may take chfﬂmi;fziﬁ:ﬁnn | Is only shown on 2 map and if
non-drivers a time to master, Pressing M dis- look at this
| plays a map of the city with streets being spiit Sound 72% another car or
up into blocks, numbers designating their dis- Lacking in music powar difficult to play
tance to the East or North. Messages giving . - m‘but it is aiso addictive.
the smugglers’ locations are given in the form Playability 75% you can still
ol ES or N14 at the bottom of the screan. To Ona of those games you have to play at | game without
| pinpoint them more accurately select map least once top of the
mode and scroll the map in the direction of the
street in question. A white circle denoles Addictive q“'ﬂiazjrﬁq:ﬁ butt the TURBO ESPRIT b
smugglers cars and you are a diamond shape You may become hooked on it, but the
o i staying power is dubious. Game on 3 Efereel
You score points for stopping the drug | 5 thome. Instead
Fush-ers by edher Dumping into the Dack of Value for money 75% Blowing Things
their black cars or shooting them with the Cheaper than the actual car. driving o0 breskneck
machine gun that's apparently an optional . spoed you have
gxtra with Esprits! Biggest scores are awarded Overall 74% chance s @0 both.
for bumping cars once thay ré camying drugs Probably the closest most people will get @ame comes in 3
Stopping them by shooting is very affective to driving a Turbo Esprit. presented pack sge
but scores less. Once all the pushers' cars are e il
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rom tha Tehkan Arcade game of the same

name comes the Amstrad conversion of
Bomb Jack. Jack is a tiny caped crusader who
sproings and cavorts around your screen in a
bid to nd the world of all things nasty and exp-
losive. Hance the title — Bomb Jack.

Jack's task is not an easy one. He has to
leap about defusing tha twenty four bombs
dangling on aach screen. Ha's quite a versatile
littla fellow, despite his diminutive size, and can
sproing in all directions. To make life a little
easiar there's a super-leap option which sends
him soaring to great heights in order 1o collect
tha bombs. But éven super haroas are suscep-
tible to the laws of gravity, so what goes up
must come down. Fortunateldy, it is possible for
him to slow down as he plummets earthwards
and ha can aven hover for a short period of
firma,

As i it wasn't enough 1o expect Jack 1o suc-
cessfully defuse two dozen bombs per screen
and save all of humanity into the bargain, he
also has to contend with lots of nasties. Little
robotic spacemen patrol the platforms and
contact with tham proves very fatal indead,
The spacesuit clad terrors gradually make their
way down the screen and when they reach the
ground thay transform into ﬂqu birds, making
them all the more daadly. Tha bird-like nasties
look innocent enough, but they anticipate
Jack's every move and always crop up just
where he needs them least. Contact with one
of them loses a life.

Mo matter how much the odds seem to be
stacked against him, our Jack doas have a few
allies. If a disk amblazoned with a 'P* comes
bounding onto the screen and Jack manages
to collect it, then all the nasties tum into smiling
yellow suns which can be collected for axtra
points. Bonus coins also grace the screen
occasionally and by getting them Jack can
double, treble or quadruple his score, "Extra’
coins give Jack an additional life.

There are five separate screens, aach con-
taining twenty four bombs and an arrangement
of platforms. Each screen shows a different
location from around the world, so Jack might

find himsal! sproinging arcund the Great
Pyramids one momant and a Walt Disney-styla
fairy castie the neat

Bomb Jack moves around a screen by jump-
ing from the various platforms which are
layared at different hesghts. He can’t hop
through the platforms, but he can trudge along
tham — dafusing any bombs in his path — and
use them as a launching pad 10 get to other
parts of the screen

The bombs are defused when Jack passes
over them. At the start of each screen the fuse
on one bomb starts 1o bum, closaly followead
by the others as the lit bombs are collected
Jack gains more points for collecting burning
bombs than dead ones. It doesn’t matier how
long Jack takes to defuse the deadly sizzling
devices, for they never axplode. Howaver, the
longer Jack takes to claar a screan of bombs
the more nasties appear and try to kill him

The odds are stacked against the crusading |
mite . . . Will he be able to defuse the bombsin |
tima? Or will the evil nastias gat to him first? As
usual, it is up to you

Presentation 80%
Adequate instructions and ganarally very
gooda

Graphics 73%
Well defined, but a little hary at imes

Sound 80%

A real blast of meaty sound FX,

Playability 79%

Parhaps a little too easy to play
Addictive qualities B2%

Initially a game that s hard (o leave

Value for money 81%
The normal price for an above average
gama.

Overall 79%

Anather thoroughbred from the Elite stable
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Earth has béan plungad mto the véry dapths
m of despair following a global nuclear war
Al of Mankong was aithar wiped out or mutated
by the high levels of radiation into one of a
strange alter-race. Tha only paople to survive
relatively unscathed weara the sClantists and
pillars of sociaty, who will one day populate the
new beginnings of what once was tha human
race

The year is 2008 and seven years have
alapsad since the end of the war. Seven years
is a long time to spend in an underground nuc
lear fall-out shalter, Soon bored with the and-
less games of ‘Scrabble’ and *| Spy’, ona sci
entist decides to buiid the car of the future o
while away the years. Using the shell of a car
from the 1980's the scientist created a fantas-
tic super car, capable of withstanding the high
radiation levels on Earth's surface. It's also
turbo charged with an sight cylinder, 948 bhp
engine which gives a top speed of over

| 400kph

Mow, you have béen grven the thumbs up to
take it into the outside world to makea contact
with the remains of Earth’s population and sea
wha! effects the nuclear winter has had on
tham

However, as you Io0om around the barmen
wasteland that usad 1o be the countrysida, an

| urgant message flashes onto your control

panal, telling you that a delayed action nuclaar
warhaad will shortly be detonating not far from
your location. You have just minutes to get
back to the safety of your undarground bunkar
betora the radiation shields on the car disinteg-
rate. Even in your supercharged VB it will be
cutting it fina

The screen shows the dashboard of the Va

| as wall as an aenal view of the remains of the

city and the roule your car is mkm? along the
winding road. The screan scrolls from left to
right, simulating tha movemant of tha car

The car can be manoauvred Dy using efther
joystick or keyboard. It can rotata both left and
right, and accelerata up to 410 kph Apart
from the obvious harard of the radiation, other
perils await yvou on your maiden run. The car
must be kept within the confines of the road as
any contact with obstacles on tha roadside

Mastertronic £2.99 cassette
i e R e

rasults n tha sound of gnnding metal and
smashing glass and you dia. Dnly one life is
gven and  you lose it then t's back 1o the
beginning of the track

Undearnaath the main screan ara tha controls
of tha V8. The monitor on the far laft of the
screan flashes up massages from basa, such
as whan tha nuclear bomib 18 going 10 axplods
This is indicated by a mushroom cloud on the
monitor screen. The middie window shows
how much time is left for you to complete the
mission, how much fusl is laft in the car and
how much turbo-boost is left at your disposal.
It also shows the deterioration state of the radi-
ation shields. Once these are gone then unfor-
tunately you are destroyed

The final window shows the top of the steer-
ing wheal with the speedometer and the revs
countar balow this. Tima is of tha essance in
this gamea, but the faster you drive, the harder
it s 10 navigate your way salely around the
tight cormers and tricky bends

Presentation 76%
Nice packaging and colourful loading
screen.

Graphics 79%
Quite datailed and colourful

Sound 75%

Thea tune played throughout is good but can
bacoma monotonous

Playability 57%

Too monotonous and frustrating to be play-
abie

Addictive qualities 58%

It can bacome somewhal tedious
Value for money 66%
As budget gamas go this isn't too bad

Overall 60%

but it's nat that good

Fd hoard & fow com- wry boring with nal -
menfs sbout THE LAST paing on. The con-
Vi some pood some ol of B car b wery '11
bad, and | was quite  |eriy aed unrespossive,
gad mpet siock st snd s makes e
first hand. Om the front  pame neer impossibls i
coverol epamoHeald  pley. | don (e THE
‘sponch yynihesis’, well  LAST V8 much becauss
| coslnt fed asy s et mush b da,
speoch pywhers in the  and driving sroond o
program. The mamic,  doy becomes wery bor-
wiech plays a8 Drough ing. s a good pame i
e pame, vy pood.  you ke lobs of nks
Thescreen isprasonted graphics, bal e
wrywsll wihsomevery gamepley st dowm
nice detalled graphics,  what iy potentislly »
butl Bw gome Baell s  good plol
As budget games go this is a jolly [——
one but it's imposasible to say
it is addictive. As you are look-
ing down on the car you havs a fine
view of the back drops which are
drawn beautifully with great detail.
mmmwu--m
drive along, but a while it does
meml‘whmﬂ
s worth further investigation.
| think that THE LASTVE joystick in foo semitive
iz o good value game  lor decen! pamaplsy —
from Mastortrosic. The  and De course b wery |§"|
aphici am wel  OfMcell Ny igeote
Gofined and colowhs, e pgame Rt plays Raal
but the sound s notvery 10 I'm not sure what the
od Control s Sw  uitimate objective really
majr problem — e Il
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he Federation has a problem on its hands.,
Again. An unknown alien contingent s

wiping out whola populations on astercid col-
onieés. Dastards! These aslercids used lo be
minad for fuels essantial to inter-stellar travel,
but now they provide accomodation for Fader-
ation Sclantists who are harmilassly investigat-
ing deap space. Andrew Angello has been
assigned the task of finding a reason for thesa
attacks and you must aid him in his mission

Word has it that the aliens are planning an
attack on Asteroid colony Eroc 1. But even as
you speed towards your destination a mes-
sage flashes onto the screen saying that it is
already too late. The aliens havan?xpen and
gona, killing every human in the colony, Now,
the only way that Andrew Angelio can throw
any light on the mysterous attacks is by finding
the Eroc 1 computer's bio-memory cassaties
Thase have bean hidden deep within the old
mine workings on the asteroid. Only by exa-
'I"ml"lll'?l these lapes doas the Federation stand
any chance of planning an effective defence
strategy ngainst the abominable aliens,

Andrew Angelio is transported down into the
warren of abandonad mines on Eroc 1. Thare
is no trace of the aliens except for various
piaces of strangs machinary that they haves sl
behind as a sort of booby trap. Any contact
with these saps NH;']E‘!ED'E energy and pro-
longed brushes with them means death

Thea rate at which Andrew’s power is baing
drained is shown by the screen colour. This
changes from bright colours through to dull
colours, until there is no Mora anargy left and
he sinks siowly into the ground and dies.

Vanous pieces of equipment essential 1o
your mission are buried beneath the ground in
tha minas, 30 tools must ba located to anabla
Andraw to dig out the required bits and places.

Thera are four levels 1o the mining systam on
Eroc 1. Andrew moves around by way of anti-
gravity lifts and teleports. The anti-gravity lifts
are indicated by caves or arrows at the bottom
of the screen. Teleports transport Andrew 1o
diferent levels on the Asteroid. He simply
stands on them and reappears at a different
location in the workings.

r

But, every time Andrew uses the Teleporis
or the anti-gravity ifts he uses some of his
power. So, to compensate for this, battery
dumps are positionad at various locations on
each level. A battery indicator shows how
much energy is left in the battery that is being
usad

The visual display ot the top of the screen |

chars Andrew's prograss dunng the mission
The screen (o tha far left shows the directions
in which be can move from his current position
Below this are icona which perform varous
useful functions when activated. The icon win
dow has four separate displays. The first asks
the computer for halp, The sacond pauses the
game. The third gets Andrew back 1o his previ-
ous position and the fourth saves this position
if ha has managed 1o get the cassatta

Unfortunately, The Federation have not
supplied Andrew with a map of the mine work
ings on Eroc 1. In order to complete the mis-
sion complataly one must be compiled, or alse
Andrew will be stumbling blindly around Eroc 1
and may néver ba ablé 1o locate the blo-mam-
ory segments and solve the mystery of tha
asteroid belt

Mothing special. but nicely packaged

Graphics 72%
Interesting backdrops and the animation of
tha main character is good

Sound %

Only limited spot FX

Playability 57%

Fairly good but nothing exciting.
Addictive qualities 57%

It soon becomes fairly boring
Value for money 60%
Average price for an average game
Overall 62%

An ordinary game which lacks excriemeant
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Gasp‘ Big Tima TV's Max Headroom has
been kidnappad by evil Network 23 who
want him 1o help boost their falling ratings, Big
Time are upset at losing their star attraction
and have sant intrepid hack, Edison Carter, to
try and get Max back

Max is hald in Network 23's 211 floor skys-
craper, protected by a multitude of security
robots. Edison must try and avoid them release
the Max personality from Network 23's com-
puter before they lose him to the ‘other side’
forever

Before Edison and his controller, Theora
Jones, can even begin on their mission of
mercy they must gain security access to the
lifts in the building by lighting the seven seg-
mant LED in the shape of the letter ‘E’. There is
a time limit to this. If the coda isn't cracked
then access s refused and the lift goes out of
control, dump-rgg Edison on a random floor
However, if tha display is lit comactly then Edi-
son has gained access to the Executive floors

Presentation 78%
Mice packaging shame about the game

Graphics 69%

One of the game's most striking features.
Sound 73%
Nice tunes throughout

Playability 70%

Appears to have a challenge at first . .
Addictive qualities 68%

but it's nowhera near as compulsive as
the television show
Value for money 70%
A bit overpriced for what it finally offers.

Overall 68%

An excellent idea dies in reality

of tha building and the hunt can Degin.

Once on the Exacutive levels of Network
23's monstrous building, Edison must break
more codes in order to gain control over the
sacurity camearas. A litthe tune is played and a
sanes of lights are lit. You must remamber thea
tune and play it back — in reverse! It is guite
handy for Eydl.r,m to control the cameras
because then Theora can tell the position of
any trigger-happy security robots.

& are also the two professional hitmen,
Breughel and Mahler, after Edison, a sinister
pair who have been hired by Network 23 o see
off Edison before he gets the chance to release
Max,

Max is held prisoner in tha computar lab on
the Presidential levels of the building and 1o

in access to this floor, Edison must break
the Presidential code. This s eight digits long
and has been split into four, two digit compo-
nants.

Around the edges of the main screan are a
seres of icon windows represanting various
options. The top left ona calls the lift, the ona
below is the tune code for security access 1o
the Exacutive fioors. The third shows which
ficors Breughel and Mahler are on and what
floors you have control over. Tha last icon asks
you to choosa which floor you would like to try
accessing. The top right icon is the sacurity
camera. Below this is an icon to open doors 10
the offices and there's a pause mode which
saves Edison’s enargy, but wastes time. At the
bottom of this list is a run mode which is very
usaful for scampering away from sacurity
robots. At the vary bottom of the screen a chart
shows how much strength Edison has left. He
loses strength every time a security robot
shoots at him. When this level gets too low he
dies.

The mission is sel against the clock, giving
Theora and Edison only six hours in which to
rescua Max. Will they be able to do it in time, or
will Mr Headroom remain a prisoner of Network
23 forever and ever and aver . . . Amen?

MAX HEADROOM
. \LM-% cassette

_—__‘_‘__—‘——_
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Virgin Games, £9.95 cassette,
| £14.95 disk

{ the tum of the fifteanth cantury, English

salling ships were travelling far and wida
ACross ocaans, discovaering new cultures that
warg inevitably axploited. Now tachnologies
were used o add to the already considerable
wealth of riches, goods and achievement
enjoyed by the gentry of the land whilst the
poar want hungry.

During this era the orderly system of Japan
underwent major political upheavals. Six
hundrad years of civil strife had seen a wall-
established feudal system protected against
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bandits and revolting peasants and per-
potuated under the administration of the
mighty warlords, or Daimyo. Whilst keaping
the system steady the Daimyo also vied
against each other in a bitter struggle to
become Shogun — second only to the
Empearor himsall, but the real ruler!

In Virgin's Shogun, you bacoma involved in

this struggle to become Supreme warlord. The

ame begins with your choosing a character
rom the Torty available from the lowliest but
highest scoring paasant, through Samurai and
sarvants, to oné of the two Warlords, Toranaga
or Ishido, who both begin the game having
already gainad ascendency and as such aam
less points than their ser! lackies.

As in Clavell's famous novel (and the TV
saries based on if), the shipwreckad
Englishman, John Blackthome, is washed up
onto a beach and thrown into the centre of this
viglant political storm. Play is generally of the
arcade/adventure sort, the selected charmctar
picking up objacts and storing tham in one of
their pockets. But it isn't only objects you col-
et in Shogun, paopla are vitally iImportant and
influance over your ‘followers’ s extended
through money, power or just plain politenass
Money, or followers gained, are displayed at
the right of the screen. Eight acticns are availa-
bla via lcon commands with tha object of the
gamea baing to collect twanty followars who
must be persuaded to the player's causae
There are attack and befriend which, depand-
ing upon how you feel, will either wield a dag-
ger or throw grinning suns in an atternpt 1o use
a winning smile to gain followers, Don't overdo
it though, some paople are insulted if they are
the abject of a grinning idiot's attentions and
turn thedr Dack.

The Give icon donates items to worthy
causes which, more often than not, are psople
that you would like to become personal
friends. Gifts can be anything portable, with
amounts of money varied by the joystick. Tha
Eye icon examines people or objects (sven
thosa hald in your pockats) by moving the cur-
sor over them and pressing fire. Peopla may ba
ordered around by accessing the Speech Bub-
ble which offers a manu of ordars. Pause Game

and Drop tem icons follow the good olkd for
muila and the Surrender icon halps keep your
Karma whan in dire strails but loses you
respect with followers and may maan the viclor
ralieving you of any possessions held

If things begin to look a little dodgy then the
gama can be saved onlo tape with the cassette
icon. Strangth (s shown by a yellow line which
cecraases with tme, fnghting and smiling at
people (there are a lot of muscles involved with
i good grin). As the game progresses, other |
characters are attempting to becomea Shogun |
o0, also interacting with other players, collect- |
ing followers and picking up monay, food and |
tems. f another character becomes Shogun
the game is over uniass you are first to take
your twanty followars 10 the Shogun's palace
where the Empearor will have a word in your aar

Presentation B8%

Nice packaging and instructions, claan and ‘
colourful look with a beautiful loading
SCrdan

raphics B3%
Tremendous looking backdrops, plenty of
varaty, but a ittle jerky on the sprte anima-
ton

Sound 60%

Bleep spot FX but nice loading tune

Playability 72%
Nice use of icons eases way into an other-
wise difficult game to get into.

Addictive qualities 83%

Ovar 40 ways o be ' somaona” and differant
ways to win the game. make for many
plays

Value for money 78%
A quid over tha odds (icencing fea?) for a
sizeable garme

Overall 82%

A good game that loses of its good
looks due to the compromiss of mamory
Over anmaton

———




VIRGIN GAMES
presents

JAMES CLAVELL'S
el U

THE GAME...

Setin 1600, in around 130 screens of beautiful Japanese landscape, you must live
out the political struggles of the times in this innovative and sophisticated arcade
adventure with icon driven commands.
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Amstrad 464/664/6128 Cassetta (£9.95)[] Amstrad 464/664/6128 Disc (£14.95)(]
Commodore 64/128 Cassette (£9.95) ] Commodore 64/128 Disc (£12.95)[]

Please make cheques and postal orders to Virgin Games Limited and
post to the address below. Please do not post money.

Virgin Games Ltd, 2/4 Vernon Yard, 119 Portobello Road, London W11 2DX




US Gold, £9.95 cassette

T ha crisp sound of blades cutting through
crusty snow adds 10 the already nerve
tingling atmosphéra as coOmpeatitions vie against
aach other at death defying speeds and
haights above ground in order 10 gain points
and prove who's the fastest on the piste. To do
this and be overall champion, points are
| awarded for each of the seven events that
comprise Winfer Games . Tha events are
| bobsieigh, hot dog aerials, speed skating,
ski jump, figure skating, free skating, and
biathion, with up 1o four players compating
against each other in aach event.
The main manu gives a list of options: com-
pating in two events; competing in one avent;
| practising oné event; showing world high
scores and a define controls option for aach
player, 50 they player can use their favourite
means of control. After avery game a medals’
| kst is made up
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BOBSLEIGH A map of the course covers the
majority of the screen with a small window that
shows a cross-section of the bobsleigh run. As
tha bobsleigh moves down the run, a red line
marks your prograss. Al aach tuming you must
steer in the opposite direction to the bend to
counter centrifugal force. A timer ticks away as
the run is made and an overall tima s shown
once tha finishing line is reached. Three
attempts are allowad and tha best scora(s) are
put forward for the madal list with gold, silver
and bronze being awarded to the top scores

HOT DOG ACROBATICS

Prass fire to start the run and once having left
tarra firma, a series of twists, pulls and pushes
on the joystick (or fast dabbing at the
ey ) result in vanous predefined moves
All you need to do is to get tham all done bafore
tha freedom of flying through air gives way to
the reality of ploughing nose first through
snow, as landing with your skis in a tangle will
result in a score of zero, and a very cold prob-
oscis. Once through this event it's time to load
the next part of the game which is speed skat-
ing and the ski jump.

SPEED SKATINMG

Skating at speed is relatively sasy. All it neads
is a steady left right motion of tha lags to propel
yoursell forward over 250 metres. If there's
only one contestant then the computer pro-
vides a pacer for you but for mora than ona tha
compuler runs the contest in haats of two con-
lestants. Unfortunately, if you haven't gol a
two joystick capability then one person must
use the keyboard. Run straight against the
clock, the person with the quickest time as
shown below the track wins. Once again the
overall winner is shown along with any new

| world records

SKI JUMP

Onwards and upwards—this time to the top of
the ski jump. Your characler is represantad
quivering at the top of the ramp. Press fire and
ha/sha launcheas quickly to tha bottom where a
quick jab on fire sends the skier into the air
Once there a small window on the right must
be watched showing the player's position on
the skis. Too far forward and a quick jab left will
correct. Leaning back is correctad by pushing
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| rght, crossed skis need a quick downward
stroke and bent knees are straghtenad by an
upward movamant. if all the comactions are
properly and speedily done then a distance

| figure i= shown and not a tangle of skis, Then
paints are awarded taking into account the dis-

| tance and the stylishness with which you
achiaved it.

| Timé to come indoors Nnow and lace up your

| ice skates whilst the next section loads in. The
music bagins and first off it's

FIGURE SKATING
Hera you must oxecute seven compulsory
moves during a ona minute rendition of *Jesy,
Joy of Man's Desiring" by Bach. Press fire and
the band staggers into iife, then, by using the
| joystick or keys saven moves of camal and sit
| sping, doubla and triple axels and lutzes (axal
| is a forward jump the lutz backward) and a
| camel into a sit spin, must beé made in order 1o
SCOore points. As any skater would impart, you
mist ba moving backwards in order to maka a
apin and if less than six are made than points
| are reduced for style, More than six and you'll
get so dizzy you'll fall over and have the
| obligatory .7 points off whatever the present
| score is but don't worry too much! Nobody will
give you & minus score even if more time is
spent elegantly sliding along the ice on a wet
bottom. A camel spin to a sit spin can be dona
howeaver and is worth 1.2 points. Each mowve-
ment is judged upon its successful completion
and the style in which it was achieved which
depends on when the fire button is pressed

FREE SKATING

| All the jumps are as above but there are two
minutes in which to make three successful

| attempts of the seven moves. Points are
awarded as for figuré skating with the excep-

| tion that although it's possible to accrue more

| than six points, this is all you can get.

BIATHLON

A mixture of skills are required in order 1o ski
up, down and across terrain, and pausing to
shoot at five targets with five cartridges. All the
skiing you must do in order to armve at the
targets affects your haart rate and tha higher it
is the harder it is to aim. This avent is scored on
time with each missed target counting five sec-
onds added onto your tima. The winnear is the
person with the fastest time at the end of the
course and receives as usual a gold madal
although with all that snow a good stiff brandy
would probably be more appropriate

Presentation 83%

Detinable keys are most helpful and there
s a practice moda

Graphics 90%

Some of the prettiest backdrops yet seen
on the Amstrad

Sound 78%

Range from simple spot FX to Bach

Playability 87%

This varies from game to game but overall
redativedy easy (0 master,

Addictive qualities 89%

yone is someona’s favourite

Value for money 85%
Warmer and cheapear than the Alps

Overall 89%
All the thrills of winter games without thea

worry of broken imbs

i |I r_T' =

Firebird, £3.95 cassette

desperate radio message is received by

a lone space station orbiting the sarth;
manned by a lone astronaut who's importance
at the moment is completely unknown to the
source of the broadcast — a team of E -
tologists who have become trapped
inside the labyrinthine passages of a recently
excavated anciant tomb. All seads ol rescua
seam doomed to die in the infertile dust and
dwindling air — the crew prepare themselves
for a long slow death.

The lone spaceman doesn't share their
balief in the hopalessness of tha situation,
Ihou%:’:( his name Is John Tracey and as a
ITHENT of Inemational Rescua, he knows
that they can be saved. He makes a quick call
to his father's secret island base and within
minutes swimming pools and whole mountain
sides move as the ground starts to shake
Thundearbirds ara GO!

Firebird's imterpretation of Gerry Anderson's
classic television series puts you in the driving
saals of Thunderbirds | and Il, and it is your
task to rescue the Egyptologists. Thunderbird
| is ready to blast off but has to wait until Virgil
= in Thunderbird il — has taken on up tu?l’:i
tonnes of usetul cargo. Many items are availa-
ble, such as tha Mola, Thunderbird 4, waadkil-
ler, insecticide, earthquake bombs and extra
fuel. But only 2000 tonnes of aquipment can
be camed al once, 50 it is up to you to decide
which items should be taken

A pointer is used 1o indicate which item is up
for grabs and your current ton is dis-
playad at the bottom of the screan. If thea flight
allowance is exceaded then Thunderbird Il is
unable to launch and everyone sulks a litthe.
When everything is FAB (Fab And Brill7), both
Thunderbirds take off and fly to the scene of
the disaster

The mission starts just outside the under-
ground maze, which is split into over 100

Presentation 55%

Lovely screen loading shot

Graphics 52%
Could have bean a lot better

Sound 73%
Tha theme music during loading is the best
par.

Playability 71%
Gﬂggmlly I‘i::m play

Addictive qualities 67%
If you anjoy soiving puzzies this will appeal
{0 you

Value for money 75%
A very low price for a reasonable game.

Overall 67%

Quite a fun game at the price but not upto
the standard of the television programme

| rooms connected by tunnels. The four joystick

THUNDERBIRDS

directions are used to control the two craft,
and the fire button swilches control batween
the two. To make things a little trickier for the
rescua team, control can only be swapped bet-
ween the two craft when they are on the same

screen of either side of a harard

There are many tunnels composaed of blocks
which have to be moved so that progress can |
be mada. Thundarbird | can only move tha blua
blocks, and Thunderbird Il can only move the
green. Both craft can nudge red rocks, so by
using the two ships in close co-operation prog-
ress can ba made through tha tunnals

There are also many hazards t tthe
maze and this s where Thundarbird II's pod
comes into play. if the situation requires you to
cross water, or pass insects or weeds, then
certain cargoes automatically neutralise the
danger. .

As the game progresses, fuel s used up. It
can be replenished, though, by finding fual |
tanks which are lying around.  you can

negotiate the maze, hazards and all, and finally
rescue the trapped Egyptologists, then you've
certainly samad mambership of the ImMema-
tional Rescue team.

THUNDERBIRDS Are Go  of e  Thunderbind
... But wnforhmately  heme music by Metvyn 1
ey pet off 1o & s Wright. What Firsbirdde | P19
tan fying otarl  howe, though is & com-
Firobird harws bought e~ palling puznie of logic
fights i one of Garry  aad IWwiegy. Each sed-
Anderson’s masier-  Gon has o be Doughi
ploces and delivered @ oul and » regnenied
game thal owes vory Ui procedury  adhersd fo.
GofoMspuppet amces- Nol o gome for e
try. The actusl graphics  sporty typos bl worth &
of the pame are pood and Dok I you anjoy sobving
soumnd Is lacking which  puzries. A game with
lirnitod sppesl bom of &
parentage that offtery
mich betied wess for o
pame
gamebut [__
actual content of it had very little |
the original television |
which Is still one of my
shows. The
‘ruhmrrnd!
gama. But it should
better than this
good and plsys o Bw
‘way hrough. i is 2 very 3.
playable game snd | /
spent & jong e et 1
wrifhout I caming
bored.
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This game hat made
guiie 3 good bansffion  gringos thai posnt you in
from e Spectum e right dection. The
machine, bt i has losd bonus screen I8 very
ool Py cpeed and oviy, Dul Dhin dossnt
gained o Bt of colowr.  afiect the pley much
Unfortunstely, e game  The besi bil about Me
wis giow on e Spec-  gamw i3 Dhe nghes and
frum soywey — e scoompanying hmes —
Merstradd wersion Bl Dhesa arw very well done
o piow responses. The  and some of the best on
pame el s funtopley  Dw Amstred. (Mimais
and | found that finding  hawe published 3 very
e outiew could sither  good game, bul could
b6 0 very sagy task of  hawe polishad i off o bt
simost  impossible,  morn
Bepending on how much
Lﬂthn-hnmwzrrrthprz
guodm Gunfright
no axception. it has a very
::m ﬂ;'.lmm;hdw
game go.
The and graphics are very
good as shown by the loading
screen. | found the wary enter-
taining and quite , and wall
worth the money.
immate goet Wees! and wail defined and shick
oM up with an eaced- fhe sound i3 very good,
e progrem. I'mpled e and genevally UMtmais
see that Mmate have have kept up Mesr con-
made 3 wwiich from siiet track record of
wiert monstery and sl racefiont games Mayte
Bed for baddhes in pon- pthey companies shouid
chod The graphics am

| all helio thar an’ welcome to town. Don't

be gettin’ any ideas about shootin® it up,

oS wa've got ourselves a new sharitf that cun

shoot the fMeas off a jack rabbit without bumin’
its for, His nama — oh yeh, Shart! Quickdraw.”

tadin b |

a2 AMTIX! July 1986

Sheriff Quickdraw is tha archetypical hero of

Ultimate's latest Amstrad release Guniright
Filmad® in the 3D parspeactive of Night Shade
Fimation |, Ulimate have brought the wild
wast to your screan. The menu offers the
choica of one or two players and aither joyshick
directional control or tum/movement control
You must first finance your war against tha
gunshngers as bullats and the like all cost a lot
mora nowadays!

On the first screan money bags drop from
the top of the screen and must be shot using a
cross hair sight and a fast trigger finger, Once
this is gone, an amount of cash is put Into
Quickdraw's account, whare ha can quickly
draw money as his wild bills mount. A chamber
of bullets sliowly depletes as your six shooter
fires, until it is empty. Fortunately, it automati-
cally reloads

Once the Sheriff has got soma cash, a
wanlad poster appears giving the name, pic-
ture and bounty offered for a gunslinger. Com-
ing out ol the office to shoot hot laad in the
genaral direction of the offender, ha linds that
his task is not going to be mada aasier by the
local populace, who, instaad of locking their
doors and barring their windows in the time
honourad tradition, ara all roaming the streats
Strange! Butl even stranger is the fact they all
saam 1o ba wormen with beards — or ara thoy
men in skins? Wall, no matter. A collision with
any of them proves fatal, but shooting them
results in an on-the-spot fine. The fine
INCraases on aach screan and Is shown n the

tedsgram window, along with tha
price of bullats and horses.
The gunslin , being cowardly curs, don't

coma Iooking Tor a showdown, 80 It's up to the
Sheriff 10 hunt them down, He must search the
town until ha finds whare aach varmint is. One
of the local law-abiding inhabitants heips a lit-
the. Ha's tha town runt who is occasionally seen
leaping up and down and pointing in a direc-
ton. He's usually guite accurate with his tale-
telling, but ha somatimes gats it wrong. Lying
to an officer of the law is an offence, but what
can you do? If the Sheriff shoots him he anly
finds himsell fined and the littleé snitch retums
someawhere else as if nothing had happened

The Sherfl can get around town faster by
using one of the horses lying around — they
don't stand around bacausa they haven't got
any legs! I the Shant! lsaps into the carafully
cut hole in the middie of the horsa's back, hia
lags appear ol the botiom and he can run
cheerfully around the town in half the time. He
can also dispose of padestrians by running into
tham! However, shooting a pedestrnian still
inCurs a fine

Tha gun totin' baddies are easily recog-
nisad: mean, bearded, dirty lookin' sons of |
hack, thay looks just like tha Shariff! Wall thay
must be dangercus in that casa. Don't touch
tham — just gel tham in your sights and shool
off a round to get their attention

Whan the baddia’s attention is captured, the
screan changes and in me honourad tradition
the Sheriff and the gunslinger have thelr show-
down. The man with a price on his haad
appears on scréen, His finger' s itching to draw
and he's & o put another notch on his gun
and send a Sherfl 10 Boot Hill. Quickdraw must
use the cross hair sight and quickly despatch
tha desparado befors he pramaturely retines
trom the law Qame

Presentation 88%

Pretty loading screen and a one or two
player option

Graphics 89%
Slick and well defined

Sound 85%
A very respectable tune and spot FX

Playability 85%
Highly antertaining.
Addictive qualities 82%

Certainly grows on you,

Value for money 84%
Well worth the note and coins

Overall B3%

A great Westermn game
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ENTER THE CHOCKS AWAY BIGGLES' |
FLYING COMPETITION AND WIN A
BUMPER BAG 5 OF GOODIES

25 runners up |
will receive copies of
the game and T-Shirts |

AMTIX BIGGLES COMPETI
TON, PO BOX 10, LUDLOW
SHROPSHIRE T8 1D8
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LOAD-UP THE

Expect the
unex pected and
FIGHT for your LIFE
In this all-action
arcade chart-topper.
Master the ten moves
and you may just
survive the deadly
gxponents of the
martial arts only to
meet them again in
the Temple You must
beware of your
enemies and theirs
individual

r v “SPECTAOM

&
-

penraptures the girls!

b crazy pie fights but.
.can he hand his Io

apons " |
smmortai but |
nenher are ygs '
¥
_ :

the teaches and

His knock-out frantic
fun loving plays
navoc in the
glassroom, the locker

room and the '
gafeteria. This high
& school high-jinx
Meatures “Hip-Zap”,
‘Door Attack’ and

to his girlfridhag

_'

'lf you think yuu:c

talk your way ot
trouble, beware
YOU may be talin
you way intolt
Interactive bulh|
speech addsh
further dimensin
the superb®
graphics oflis
arcade style thilly
adventurel
b Gangsters offje
\_-underworld

__: Imagine Software [ 1984) Limited
55’ & Central Street Manchester M2 SNS
= Tel' 061 B34 3939 Telex: 669977
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PING P) ?ONG

Play head to head or
against the computer
in this, Konami’s first
and best table tennis
simulation. Just like
the arcade original
the 3D graphics and
laying features such
as the Back-Spin,
Forehand Smash, |18
op-Spin, Back-Hand i 3
Return and many
more all help to test
your lightning. '8
feflexes and skill

¢ Play Green Beret and
you'll get some idea
of what this crack |
gommando core is all|
about. Youarea |
nighly trained ‘ :
combat machine, you|
fear no man. You
must succeed
against
immeasurable odds
to infiltrate all four
enemy strategic
¢ defence installations:

S

Screen shnts taken from various computer formats



HEAVY ON
THE MAGICK
Gargoyle Games, £9.95 cassette

mmman almighty argumant with Ther-

b, magician ofmﬁraumpharym . Auiil is
sant into temporary exile to t ngeons
beneath Collodon's Pile as his punishment.
Somehow poor Axil must try and extricate him-
salf from this predicament as dungeons aren't
the nicest places to be stuck in at the bast of
times. Using your skill and ingenuity in this
mmmpnm h am&%du 24
must il find his way out of t ngeons
of Collodon's Pile and hopefully make him into
a batter magician at tha sama tima.

Apart from very dark and smeilly the
dungeons are also filled with an assortment of
gothic monsters who are rather miffed at hav-
ing their peace shattered by the blundering

and these are no axception. Just as Axil is
beginning to take stock of his surmoundings
lumbering great trolls or scurrying Goblins pop

up. Seeing how their new neighbour is settling

B

Thes o some wery The graphics am nice
1 o fouches In s and large and Be var
FI% s mch o Bose  ous screess hold plenty
moments when Al o sprisss A wilth
shrops e find most offerings fom
ey ouiclamomer Gogoyle Games |
whes e trolils bogh  supect thal I'd have
ahwriiliogyou. Wsvery  play B & groat deal
ploysble but quits frus-  before | gol really sick
aling o ry ood com-  and lied with e sight
pioin e entim game. ol Il
Followers of Gargoyle's previous
graphic adventures will almost cer-
tainly want this one, not
because they'll want a new of
‘Follis/Carter’ ﬂm but
because it's quite from

I
rfr"

the same reasons. if this
mﬁmhmmm
trum edition for it is well lt
resented all round even down
good character movement. The lan-
guage is difficult to use at first but
soon works out reasonably sasy
The game comes in a well
containing clear
which could hardly have been
better. A really excellent game for
your micro.
MEAWY OM TME MAGICK  too haed io mad | way
3 0 srange twision B vory impressed with the
sormal advesture, I vocsbulary sspect of the
Mat this will appesl 0 game, the contrel of
some Amstors of Te  ypour characher b wery
arcade wariety. The  ssuy snd | lound piring-
g is well pasanted ing Sw  commands
snd sssy o get inin,  ‘topether ks very usehul i
which means Dt you  you know when you're
don't get siuck In Bw  going. HEAVY ON THE
first fow locations. The MAGICK & 2 wry
instractions are wery  (mieresting game which
comprebensive bol nol b well worth & look.

3
5
£
-
3

R

in, they ain't and usually they want little more
than to attack Axil with great real and
enthusiasm. At this point Axil can either run for
it or stand firm and fight like a man. Success in
the ensuing battie depends on how strong the
opponent is. If the monster’s stamina leveals
are significantly higher than Axil's, then the
is likely to end in tears. However, if the two
tham are quite evenly matchad then Axil can
usually finish the monster off with a few biast
spells, provided he has had the foresight to
pick up the magic book of Grinoirea on his
travels around the ,
Aodl starts out with vaery little ical skill, 80
knows why he's called Axil the Able.
tha game it is your duty to enlarge on
his repartoire of spells so that f and when he
manages to get out he can Therion some
of his own medicine for a . Every time
Axil finds another page of the Grinoire Bumper
Book of Spells his skill levels increase and ha
gradually rises upwards through the ranks of
the supematural.
Dungeons are also very messy places and
the floor is littered with 5. Some of these

are useful and must be collectad by Axil so that
he can gain access to other parts of the dun-
geon, can be examined, picked-up, or

dropped depending on whether you think Axil
needs them in order to get out, Some, however
have been booby-trapped, and might ba
covered with poison. Picking up one of these
doctored objects causes him to uttér a piercing
scream which means you had better tell him to
drop it soon or else ha is going to die.
language in Heavy on the Magick is a

form of broken English known as Marphish. All
communications in the game are typed in via
the middie window at the bottom of the screen.
Merphish is io leamn. It consists of typing
in tha keyword followed by a command. Usu-
ally this is obeyed, but it may also be ignored,
wgelydapmﬂnqmmrwmmingm.

t the beginning of the game, Axil is given
certain quantities of stamina, luck and experi-
ance. These amounts can be swapped around
if you think that luck s mora important than
skill, or skill is more important than stamina.
The levels are shown throughout the game at
the bottom of the main screen. Tha stamina
levals go down with monster ancounter
and the skill levels rise with every new experi-
ence and spell added to Axil's remarkably spa-
clous pouch. If his stamina leveis drop too low
then he dies.

a}

|
:

s

A lull record of Axil's progress can be moni-
tored on the windows at the bottom of the
screen. The first window shows the available
exits and whether there are any nasty
monsters approaching. it also provides a quick
description of any new room entered. The mid-
dia window is used for typing in the game com-
mands and the last window shows whal
reserves Axil has left as well as how much
stamina, skill and cunning any ancountered
monster possessas. Using this chart it's possi-
ble to determine whether to blast a monster or
run away.

Axil moves around the dungeons by follow-
ing whatever directions are typed into the mid-
die window, as long as there's an exit that way,
otherwise he gives you a bemusad shrug and
looks worried.

The basic idea of the game is to logically
work out how to get Axil the Able out of the
maze that makes up Collodon’s Pile before tha
various monsters eat him up for afterncon tea
on tha patio.

Presentation B9%
G MEBCKaging, caar mstructions and
S ON sCredn with
xd

Graphics 88%
Nica and large with lots of surprises and a
vary different look to the usual,

$nund 75%

Pleasant loading tune with jolly spot FX

Playability 87%
Easy to get into and antartaining.

Value for money 85%

Slightly above average price for an excel-
lant game.

Overall 87%

¥ anyone who, with a sense




| his is an adaptation of the popular darts TV

series hosted by the endlessly energetic,
Jim Bowen. It can be played by aithar one or
two conlestants and s a8 mixture of skillful
darts playing and general knowladge ques
tions.

Al the beginning of each game both players
typa in thesr names so that Bully (ha of the
ponty homs and red stnped overall) can
address them personally throughout. Thay
then select a skill level. There are nine lavels in
the match and each level is progressively har-
der than the last
| The game is played over four rounds. To
begin with a practice option can be salectad
which allows you to gain confidence by throw-
ing tha darts at the dartboard. A dart is thrown
by moving the hand holding the dart as close
to the centre of the dartboard as possible, and
then pressing and relaasing the SPACE bar. A
strength level shows how hard you are throw-
ing the dart. The harder you throw it, the nearer

Presentation 59%

O a reasonable standard

Graphics 48%

Limited becausea of the content of the
game

Sound 24%

Dismal, with only imited spot FX

Playability 54%

Fun to play initially, but it soon becomes

Doring.

Addictive qualities 49%

Only just gets some adrenalin flowing
Value for moneay 51%

Average price for a game with limited
Bppeal

Overall 54%

Bully should go back to tha farm

the dart lands 10 the top of the dartboard

After the six practice darts have baan thrown
it's time to start the main part of the game.
Each player is summoned to the ochey. The
screen shows a dartboard with ten sactions
marked on it, laballed A through to J. Each
latter represants a differant subject. You must
throw your dart so that it lands within the sag-
meant of your required subject. f you miss then
you must answer a quastion on whichever sub-
|ect your dart lands on

After a quastion has baen asked you have a
cartain amount of tima to type in the comect
anawer. An arror in spelling usually resulis in a
second chance to answer. If the reply is cormact
then you gain a bonus score. However, if the
answer is incorrect then your opponent has a

| chance to answer.

Round two consists of regular darts playing
Each player is callad to the ochey three times
and at each attempt must try and score the

| highest possible amount. Whoaver has the

highest total is then asked to answer a general
knowladge question to boost the score even
highar. An incorract answer gives the oppo-

| nent another chance to answer. This happens

thrae timas in all and than it's on to round threa,

The opponent winning at this point in the
game gets the chance 1o eam some bonus
points. A dartboard of sorts is presanted on
the screen. Sixteen segments, eight red and
@ight black. Each of tha red sagmeanis cary a
bonus point. Hitting the segment once adds
the bonus to your score. However, i you hit the
samea sagmeant twice, the amount is deducted
from your total, The idea is to hit eight different
sagmants with the nina darts you ara given.
Hitting a black segment makes no differance
o your score.

Al this point in the game, the player with the
highest score is asked whather he or she wants
to gambile. This part is optional and the winning
party can pass over the chance of gambling to
the opponent if they want Lo,

You are then présented with a regular
dartboard. The idea is to score 110 or more
with four darts. If you succeed then your ovarall

Macsen Software, £8.95 cassette

score is doubled. Failure means that it is |
halved. Whoewver is in the lead at this point wins
the game and gets a congratulatory commsant
from Bully

r

This is one of these  whichis inmtrating. The —
games Tl will keep  praphics are repressn- 1
you occupled long  fative of the game and | PRY
erough to complete the  are nof great. As CosTver -
varioul bovels of G-  slons From  islevision
culty. Somepffheques- shows go 1| b quils
fions ore quite dificull good, but obviewly i
ond I you pol them  will only sppesl o &
wrong you are ool told  Boniled marked.

fw comecl  anwwer,

| had expected a great deal when | loaded
this game. After all, the television

ramme is one of my favourites, so |

m 1 to answer but | am
Tr m“':'nml
shown. e guite drawn
ﬂh“h=ﬂﬂm
Boing o koen fan of e e fair, bt the sound i
inlevinion programme., |, palhwiic with o few
have boen walting for  beeps hers aod thers 3‘
BULLSEYE o coms ot  and & Semal mendilion
on e Amsirad. Sadly, | of e Peme music. i
hawe o conless Bt | was fun fo play, bul B
am @eappointed with  dide't hold my interest
the resull. The graphics for oy lengih of e
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||. KNIGHTS AT THE

OFFIGE

DAVID PAUL checks outagame
of chess on the Joyce
and de it Unfinished games can be saved

. . - nlind can e
most enjoyable disk and up to 62 pmvinusrgum
program can be displayed, a screen dump

Is sasily obtained and looks very
on the PCW printer.

Most popular busingss computers m?.guptumh?'mgmbe
are capable of playing advm‘ltﬁﬁt sat up by selecting Analysis mode.
wﬁrﬂl@mm ?;"‘2 a The setting up of problems is often

a problem itself for chess compu-
ter programs or dedicated chess
computers, here 30 Clock Chess
doas very wall, all you haveto do is
to key in the co-ordinates of the
desired square followed by the ini-
tial of the piece or pawn you want

have astablished themsalves in
the business field thera will be a
growing list of software which,
whilst not strictly ned for sari-
ous applications, is a lot more fun
to usa.

CP Software are one of the first to place there and respond to the
specitically for the Amettad PCW S RAGD Oy Sy e ahered nd
range and, in keeping with the bus- clearing the board is done by a
mr&uﬂuﬁfmw ?}nqek&”:ummllremh
heginesti mthmr e m!‘f S eatures hera to maka this a very
OB METE METEnG

~enjoyable prog ram for most

it is a chass gama touchis the
=0ption totum
tha beep signal

EXPERIENCE at sach move on

= the position of
the monitor and everyone eise at

the office will think are word-
successful chess programs : processing! 3D Cbﬁu Chess is
and this is shown in their PCW n% CP Software for the
8256/8512 offering 3D Clock teature is provided here, just tap PCW 8.?56%5 12 at £19.95.
Chass created in consultationwith | the right key and the board co-
Iinternational Grandmaster and ordinates appear. Thera are no

chess book author Jon Speelman. | playing levels as such, just set the
3D Clock Chass runs under CP/M | time in seconds from 510999 (16 | BLUNDERS

and takes up a large amount of minutes) and the computer aver-

memaory — you cannot load the ages this time for each of its Even the World Chess Champions
pr into the 128K of the CPC | moves, themoretimeitisallowed, | have been known to make biun-
6128 after CP/M has been instal- | the stronger is its game. ders so AMTIX! can consider itself
led ¥ou can tumn the board around i . Tha diagram for

R s in good comparny
Designed with Joyce's green to play as black, force the compu- | Problem 1 in last month's review
screen monitor in mind the ter to make the next move, ask for | of Colossus and Cyrus chass nolt
graphics are beautifully dona, all a recommendad move or only had the wrong taxt but
play takes place onathree dimen- | demonstrationandchangetheset | appeared with Queens instead of
sional board and theraisnooption | move time. The program lacks a Kings! Even your faithful Amstrad

of to a 2D diagram dis- take — back featura which stu- would cash in its chips trying to
play. In lothachassboard | dents of chessopeningtheoryfind | solve that chess !

there is a three dimensional clock | useful. Set at thé mintmum level of The comact solution — which was
to the top lefl of the screen, make | 5 saconds the program a solved by Colossus, appeared
your move and the clock buttonon | reasonable game — o with the dlaqmm for the sacond
your side of the board Is depre- make most people think! Usingthe | problem (white plays 17 followed
ssed by an unsaan hand to stan usual ploy against chass prog- by 18 and promoltes to bishop, then
your opponent’s clock. When the rams and taking it ‘out of book’ led | white cannot be prevented from
computer makes ils move the the computer into an unfavourable | playing N6 and Bg7 mate.) In the
other button sinks and your chess | position when set at or near the sacmddingwnunﬁx-upuﬂ(;?
clock starts to tick away. There is | minimum time per move. Set at and Queens also caused the diffi-
also an analogue time at higher time limits but still well culty. The black king should be

the top centre of the screen show- balow tha chass club tournamant iccated at 14, the white king at hé
ing the move time and totaltimefor | level of three minutes permovethe | and the white queen at h1.

both White and Black. program plays a strong game. All the other pieces ware located
The pieces are moved by enter- in the comect position and the
mﬂm.mmm THINKING PROGRAM black queen is off tha board. The
King's pawn two squares salution, which was printed above

forward for example means keyi if requested the program willshow | with diagram 1 in error, (Qh1 - c1)
mEz-El_Clubdmuphmaf:? mna'ﬁhkhg?rprmnndh s comect. Apologies to chess
enthusiasts would have no diffi- move it likes best. Using the 3D players everywhere — I'm waiting
culty with this but for othars it docj:ﬂlnpmaﬂ:hloplnyﬂw for someona 10 writé in stating

siow them down — and minute or ‘blitz chess’, if the time their computer had no difficulty in
increase their clock time! Ahelpful | imit is exceeded the game is lost. | solving the problems!
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CPM s not
operating §
first ath
~and whad to make computing
mora widaspraad. This book is tha
uitimata raferance for anyone who
wants to do more than simply use
FILECOPY or DISKCOFY. it pro-
vides the kind of information which
is neaded to get the most out of
CPM in a readable and under-
standabile form,

Most people know that <Con-
trol>m and C means re-boot or re-
start CGPM but how many know
the 10 or s0 associated cCom-
mands? For axample, Ctrl S stops
the screen scrolling temporan
{until any key is pressad). The
is packed with these kinds of
delails, which individually may be
mundane, bul collectively add up
to a very powerful grasp of the
oparating system which was the
pracursor ta IBM's PC-DOS.

The book has 18 chapters, a his-
tory of CP/M leads on to the "Con-
sole Command Processor” which
handies all keyboard input. Then
come four chapters dealing with
some of the standard programs (or
transients) such as STAT and PIP.
Two chapters deal with CP/M
aasamblers and monitors which
pliow the creation of .COM files
which will run on any of the hun-
dreds of machines which have Z80
or B0B0-type Then
comes a long chapler on high-
evel which compiie to
CPM code. No attempt [s made
] t which lan is suit-
gblse for any paricu task,
instead avery single compiler and
run-time emor message s listed,
with details of what they mean.
This is in keeping with the rest of

a widely-usad
.t was ona of the

Practical C is a hi
in tha mould of
modular, structured program-
ming, and can ba compiled to pro-
duce afficient machine code. This
book is aimed at someona with
limitad experiance of other lan-
guages, and provides a useful
introduction to the concepts
behind C and the logic required to
get the most from it. equisites,
such as knowlaedge of hexadec:-
mal numbers, are dealt with very
clearty. Subsaquent chapters deal
with data types (character, integer,
elc) and armays.

One of the major ideas in Practi-
cal C concemns pointers. Wheraas
something like matrix (1.4) con-
tains a piece of data stored in an
array, “matrix (1,4) contains the
address in mamory at which that
data is located. Thus subroutines
can ba callad with pointers 1o vari-
ables, as opposaed to the variables

level language
ascal. It allows

themselves. Some functions will
40 AMTIX! July 1986

the book: lots of information con-
ceming the relationship between
the subjact (eg programming lan-
guages) and CP/M, and no wasied
SpAcS

The tenth chapter deals with
text aditors, from the free Edlothe
not so free Wordstar, Ed is very
powerful, with macros of com-
mands which can be repaated
until and of file, or a particular
string, is reached. Unfortunataly,
the strad manual does not list
tha commands avallable, thus
making Ed unusable unless you
have this book.

CP/M has two major parts; the
BIOS (Basic input/output system)
is different on aach machine and
actually controls the hardware.
The BOOS (Basic Disk Operating
System) is the standard front-end
which is accessad by the program.
Both these parts are wall coverad,
& @re memory maps and
hardware control. A shorl chapter
deals with patching CP/M to a new
machine, 50 can gat nto
the CP/M world. A chapter on net-
worked and multi-user versions of
CP/M Is lollowed by one on tha
B0A6 16-bit processor which is thea
basis of the IBM PC family.

Creating a version of CP/M to
run on a 16 bit coprocessor
alongside an 8 bit main chip is
dealt with in some detail, and gives
the authors yet another chance to
show that what they don't know
about CP/M isn't worth knowing.
The final chapter ia on bug-fixes
from Digital Research. Most of
these fixes have al bean car-
ried out on the versions of CP/M
which come with an Amstrad,

In summary this book aims to ba
a programmer's companion and

PRACTICAL C

By Mark Harrison, £7.95, Sigma

only operate on pointers, and as
the book rightly points out, under-
standing this area is one of the
keys to C. Quite a lot of space is
spant on pointers but | have not
been left with a real understanding
of when to use tham, Nor &ven wiy
they are necessary, This is one of
tha major faults of tha book.

The 173 page, paperback book
contains lour other chaplers, the
first of thesa dealing with pre-pro-
cessor commands, that 1s com-
mands to the compiler which will
not be presant in the final code.
Then comes a description of lib-
rarias of functions, which are very
impartant in structural programs.
Thesa two topics are coverad wall,
as is the introduction (o data struc-
tures. The idea of linked lists of
data is clearly explained, and

s to show the importance of
ponters.  Unfortunately, the
mechanics of creating a linked
structure is not made clear.

cPm

e
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succeads, but it will also be very
usaful 1o any sophisticated user of
CPM ot someona who wants 1o

book, this is ilustrated by

axample functions and programs.
The book is good in that it gives
the reader the basis of quite com-
plicated programs. Finally there

programs are built up. One of the
main ideas in the thaory of struc-
tured programming is that it is
pointiess to re-invent the whesl,
thus standard functions, such as
ng a bleeper, are put into
Ilbmrm In the end n?md
ram will simply be a of m
routines or functiona to be called
in turn. Certain of the examples in
the book are marked, 1o tall the
reader to put them into a special
library, which is used throughout
tha book.

The front cover is adomead with
the words 'Approved by Hisoft'
and the book rafer-
ance is mada to Hisoft C Compiler
for the Amstrad and Spectrum.
This program costs about £30 and
can take advantage of all the

clear and at the price, for over 300 |
pages, CP/M — The Software Bus |
is worth buying for anyone with |
CP/M 2.2 or CP/M Plus |

Amstrad's features, as opposed 1o
the more usual compilers costing
hundreds of pounds, which are not
machina spacific. So it is fair the
book 5 amed at Hisoft users but
doas get the impression the
has a vested interast. He
‘Floating point numbers are
sl.mplmad by tha Hisoft com-
piler’ bul does not actually men-
tion how terible this is. it maans
very very limited mathematics can
be u in your program and this
is a major fault! Simiarty, the list of
other books which might be useful
only contain work published by
Sigma. Thus the whole book gives
the impression of being for the
banefit of Hisoft, ma, and last
(and perhaps least) tha customer!
That fault apart, and the one
conceming pointers, this book
achieves its aims, and is vt:?' use-
ful for the beginner who already
has a C compiler. This is not tha
book for an assessment of which
varsion of C is the bast for par-
ticular use. And | must not
the usual complaint that almost £8
1s too much for a paparback of only

170 pages.

§§
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France B award winmng, role playing epic now available in English
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Here it is. The latest Top 20 Chart as voted by AMTIX! readers. The

figures in parenthesis are last month's position.
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HOW TO VOTE AND OTHER
MISCELLANEOUS MATTERS
Thanks 1o who voted for this AMTIX! Readers’ Chart — we
don"l mind some of you continue to with our reviewers'
views! That's what democracy is all about — all the time In
o e P T S S e e B
coming i

Voting is itsel. Just fill in the fom (ALL OF IT PLEASE) and ks! yous
five tavourite games in descending order with the best one at number one
I you do nol want to cut up the magazing can copy the form on a
mdwhbnﬂndn_mmﬂmu 0 Copry the form. Whatever
you do don't forget to write in all the details neeced!

'--I--l...---l---IIIII.I--l--w-l

+  AMTIX! READERS TOP TWENTY CHART
VOTING FORM

Pivase write in CAFS i an eyestn pn froe mannas

Name ......

Address

Posticode

The World's five hippast games in order of preferance are:

TITLE

From one of the five games above select one and give us your
high score:

1111 ¢ - SR Y e
ACHIEVEMENT ...

My machine is a 464/664/6128/8256 |delete as applicable).H |
am a winnar the game | would like is

Send your coupon to:

AMTIX! TOP TWENTY, PO BOX 10, LUDLOW,
SHROPSHIRE, SYB 10B

-..-.-.-I---l----_-.-IIII-.....-..II-.-----iiiiii
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ONLY THE BRAVEST FLY....

—

BY D.K. MARSHALL
ADAPTED BY DARRELL D

TOMAHAWK - a stunningly
realistic flight simulation that
puts you in command of an
Apache Advanced Attack
helicopter. Flying low over a
spectacular 3D real world
display with over 7000 ground
features - TOMAHAWK puts
you in the hot seat.

Ground attack and air-io-air
interceplion is the challenge -
day or raght in the thick of the
battlefield. Your combat mission
1S to locatle and desiroy enamy
ground forces. It could be science
hiction = it isn't = the Apache is lor
real the meaaneas!. deadhas!
combat hehcopter aver

You have the weapons, the
machine.... climb in and prepare
lor take off!

B Spectacular 3D cockpit view
with over 7,000 ground features
Authentic asrobatic
performance.

Ground attack and air-to-air
interceplion, with laser gulded
missiles, rockets and 30 mm gur
Doppler navigation and larget
tracking.

Day/Night vision systems.

Clo , Crosswinds.,
Tuv;:‘mu.

Pilot ratings - Trainee 1o Ace
Impressive sound etfects
Pilots Notes.
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DISCLAIMING THE NAME
OF THE GAME

wo axcellanl games for your delactation this month
Buy tham both if you can. They are parfect examples of
how to make strategy games exciting and fun, whilst
both are have a high degree of authenticity. With these
now tithes wa've also modified the style a little. The
comment in shaded text after the main review has bean
added to give a better idea of the flow of play. It isn't
intendad so much as a commant on thea game’s worth
as a specific example of play.

The writer of these touching remarks is Mark Peters, ona of our bud-
ding contributors who has begun 1o express an interest in the genre. His
commants therefore are intended to be akin to a "beginners’ view. it also
means that i you disagree with anything in that box, you can't shout at

ma. Have fun.

DESERT RATS

CCS, £9.95, cassette

r R T Smith won acclaim for
his last game, Amhem. His
intest work, Desert Aats, outcias-
sas the former in terms of both
scale and quality. The former
depicits a single battle, massive
though it was in terms of the men
and egquipment deployed by both
sidas. Now Mr Smith has retumed
with a truly massive game cover-
ing the history of the North African
campaign in a series of scenanos
which range from a seven tum
introductory game based on the
British Battieaxe offensive to a six
hundred and twenty four tum
mﬂvz depicting the conflict from
mel's arrfval in the Spring of
1941 up to his departure at the end
of 1942
There are no skill levels as such,

but the matter of gama complaxity
is dealt with in an innovative way
related to the status ol Malta.
There are three different ways
Malta's importance can Dé por-
trayed. The first ia the histoncal
setting, where Malta is used suc-
cessfully by the British to increase
their own supplies and cut off
those of the enemy. The second,
Operation Herkules, assumes that
the Axis forces capture Malta and
as a result their supply levels
increase greatly during the latter
haif of 18942. The third option doas
not allow the British to use Malta
— Of B8sumes thal Axis Suppres-
sion was severa enough to te
the advantages offered by Malla
— thus constantly increasing
Eumm reach the Axis forces.
game can ba played by one
or two players, and in the one
player game the computer can

play either side. As usual, the
exceilent rules book B crammead
with historical notes as H the
author is urging you to test the val-
idity of his game. Indeed, the
booklet often provides an insight
to good stratagy and ® worth
reading aven by those familiar with
the historical contestt as a whola,
baecause the information it con-
tains is so redavant to the scanarios
prasented.

The British player orders his
forces first, with the Axis player fol-
lowing. Movement and sub-
sequent combat are handiad
simultanecusly once both sides
have issued thair instructions and
play proceads to the next tum
Reports are always available and
the same varety ol combat and
movement modes as those found
in Amhem are employed succeass-
fully hara.

Apart from the standard move/
fight options available to a unit, the
British El_lgw has the option to GO
TO PORT at the rate of one unit per
turm. The order allows British units
io travel from Tobruk to Alexan-
dria, or vice-versa, as as Tob-
ruk remains held by British forces

Units are mainly in the form of
brigades, battalions and HOs. ia-
lian units are only depicted as divi-
sions. Unit symbols are clearly
markead for sasy identification and
aach side has different represen-
tative colours. For those using
monochrome monitors, Axis and
Allied forces have opposite facing
units and British units are also
shown in outline.

The screen consists of four
areas. The largest of these shows
tha map of the region over which
tha batties wera { . A smaller
window shows the date and time
(the game is not 'real-time’ how-

ever). There is also a dual purposa I

window displaying order options

and messages and finally, another |
window displays the identity of tha
unit curmently being ordered

Stacking rules are also
empioyed, allowing balanced
groups of units to make concen-
trated moves upon the anamy.
Incidentally, as losses are inflicted
On units, they may actually change
their designation and become
parts of other units — but such
things are handied in a fairly
straightforward manner 0 as not
to burden players with too much
irrelevant detail

Logistics play an important part
in the game. Various kinds of
movement and attack orderns
depléta the supplies of units to
varying degrees. The supply rules
in this game are the most complex
I've dealt with for some time
Unlass, attention is paid to the
depletion of units’ supplies, you
will soon find yourself up a prover-
bial gum troea!

Although the game plays in a

DESERT RATS
The North Africa Campaign
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the Allies during the campaign.
Tha other scenanos however

gach have their own condi-

axcuses for the things he couldn’t
put in — all bacause of the limita-
wmt?pmummmlhm

limitations as a programmer,
Spectrum owners now have a
128K version to make up for this
but whether the same thing will
happen on tha Amstrad is not
known

What Desert Rats does offeris a
massive game that strives to retain
every historical point of accuracy
despite limitations and ever pre-
sent compromises. Lat's hope
that CCS take advantage of an
expanded version soon.
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solitaire game. The computer can
aither NATO or the Warsaw
act forces in a solitaire game.
lemMMHMIM
Warsaw Pact forces, the Nato
player can salact tha ralative
strength of NATO on a scale from
1-9. Astrength of 5 is average. The
length of be either & or
12 tums. Incidentally, | played the

46  AMTIX! July 1986

B turn games which lasted a good
five hours aach.

Allthese options are followed by
the title screen of the game. The
mwtmﬁhmmﬂ:&umm-
itely designaed sScroans |'ve saaen

goes to show that software

small companies can aspire
to and reach extremely high stan-
dards throughout.

The main display has four sac-
tions. A message window Across
the top displays the tum number,
player, phase and currant victory
point level, By @ the vic-
tory point level, any of three types
of victory may be achieved by
either side; marginal, major or
total. Balow this and to the right is
the map of Europe. Countrias ara
colour coded along with units and
the cursor is shown as a ftashing
pixel. The main part of the screan
shows an axpanded part of the
map ina 11 x 11 hax map. Hex
movamant is the most realistic in
wargames. At the bottom right of
the screen is the data display,

details of any unit in the
same hax as the cursor.

Terrain is clearly disptayed laav-
ing the map with a neat, unchut-
tered look. Rivers may be crossed
at extra cost but sea or neutral
countries’ haxes ars most
dafinitely verboten. Neutral hexes
are shown in st contrasting
colours 10 emphasise their impas-
sibility.

The game bagins in the action

of the Soviet player turn,
meaans that the anamy may
attack and move with as many
units as it sees fit. The only

mm:%mmm

retreats when nacessary. This
phase is followed by the NATO
supply and action phases. Techni-
cally, the is the first
stage of a tum. This is handled
automatically for both sides. Tho
computer calculates the lavel of
resupply to aach unit and intro-
duces any allowable reinforce-
ments on the axtreme weastem or
eastem adges of the map,
depending on who is eligible for
the new units.

After this is the action phase,
whare all movemant and attack
combat is camiad outl. Thisis a
simpla process. When the cursor

over a unit symbol, the
unit or units (up to four units may
be stacked in a hex) are d
on the hand side of the
SCrean. unit 1D, combat
strength, Movement . BUpP-
ply level, fatigue and affi-
ciency of each unit is displayed in
an aasy to read fashion. All thesa
factors are taken into account dur-
ing combat (along with terrain
maodifiers). A plus or minus sign is
displayed to show whather a unit
ismmwmwinrmam;:m
t. -
played in orange (instaad of whita
it means that unit has aithar
attacked or been attacked and
therefore may not engage in com-
bat until the next tum

A stack marker maans that cer-
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fain units in a single hax may ba
given orders while others are
ignored. Up to four units may co-
axist in a hex. On the main map,
units appear colour coded in diag-
ramatic form for easy |1D. They also
have littie pointers (0 indicate how
many units are stacked with tham,

Combat is a simpla procass.
Units involved in the attack move
into haxes adjacent to tha target
unit. The cursor is then positioned
over the target unit and the A key
pressed. A message 'select
attacking units’ appaars. Direc-
tonal keys peck out hexes with
ynits that guality for attack and the
Lt selection key IS pressed for
aach one participating. When
enough units have been selected,
another key confirms the attack. if
no units have been selected when
this kery 18 pressaed, the attack is
aborted. Assuming confirmation
of tha assault, the computer than
informs the player of how much air
support the enaemy is allocating
and than presents you with the
option of adding air support. This
is most important. Bacausa of tha
paucity of NATO reinforcements,
the best best is to allocate enough
air support to maintain air
supenanty in the most important
engagemaents aach turm and 1o
avoid conflict once all the air units
have been exhausted until next
um

The computer then calculates
tha resuits and a few sound effects
add atmosphere to the proceed-
ings. it aunit is destroyed, an exp-
losion occurs within the relevant
hex and the unit marker disap-
paars. it may be that neither unit s
last in which case a massage not-
ing tha reductions in fighting capa-
bility of aach unit is displayed
Altermatively, the attacker or

| defander may have lo retreal. To
| retreat succassfully maans mov-

ing out of the opponent’s zone of
control without entering anothér

| unit's ZOC or a hex fully stacked

with friandly forces. If this is not
possible, the retreating unit will be
aliminatad. Al this point, lossas to
both sides are displayed.

The gamae is furicusly paced and
has an axcellent computer oppo-
nent who relentiessly pursues any
and all possible waaknesseas in the
enemy dispositions. Amstrad
owners may lack the forrnidable
S5l range in thair choice but
Cybercom could easily bacome a
viable English altemative if it is
supporied by the users. The qual-
ity of the game puts it alongside
many of the better S5 releases on
othar machines

The instructions could be
improved (and perhaps will be on
the final version) and the game did
crash at ona point during a fight on
a map edge. However, these are
small niggies. Battiefiald Germany
is compiax, cnmpalln;g. challeng-
ing and wonderfully ictive, At
the momant, the game is only
available by mail order. However,
Robart McMahon intends to try
and persuade a distributor to take
his game If it receives enough sup-
port. it deservas it.

By the way the company”s full
address is Cybercom Enterprises,
16 Egdon Drive, M , Wim-
bomea, Dorsat BH21 1TY.

A PLAYER'S VIEW

At the start of the game, the bast
policy is 1o plan your approach 1o
battle. This gives you the chance
1o form scatterad units inlo power -
ful spearhead forcas. As you move
h Wesi ,therais a
chance that you will be forced into
small areas which are difficult 1o
dafend. Try to keap your front line
as coherent as possible. Be
pared to hit and then fall back,
MNeéver go into large scale com-
bat without suitable air support or
losses will be tremendously high.
Also, try to keep a retreat routa
Opan or more units than necessary
will be lost to the . When a
unit is down 1o its last iota of com-
bat strength, it may ba sant for-
ward for a holding action, The
chances are it will ba eliminated as
it will baar the brunt of the anarmy
advance and hardly warrants air
support but can slow enemy units
down by judicious use of the 20C

Wﬁhmwmmuf
this atrateqy being such as it is,

these are only genaral guidlines
but ona rule must be remembered.

Once an action has been antered
into, stick with it. Even early losses

Presentation 90%
Graphics 95%
Complexity 89%
Authenticity 88%
Lastability 94%
Value for money 91%

Overall 93%

Budgi
ears) 0 ategigy

fo.ﬁrﬂd ton
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PICK A LOCK 'S
AND R ot

VERY OWN
PRINTER

A Centronics GLP
Printer, Beyond
T-shirts

and copies of
Shadowfire to
be won

P e

Have you ever pla Shadowfire,
tha icon drivan adventura gamea
where you must mescue Ambas-
sador Kryxix from the evil clutches
of the traitor General Zoff who has
imprisoned him within his skyfor-
treae Zoff V7 Wall this compatition.
minion hadn't until the other day.,
It's very difficult for me to get my
hands on any game without the
screaming primadonnas that
maks up the AMTIX! raviewing
staff throwing me off the computer
and sending me off to mail order to
report to Aunt ie for fatigues

sty with vet morn

ol i ?
~ bulging mail-

£ gl sacks 1o be camed
up the saveral flights of

e S

: t
T atalrs until | collansa from

fat “;glun.

ell, Shadowfireis such a good
gamse that | decided the only way
to play it through was to lock
mysadf in tha relative sanctity of the
broom cupboard and nastle down
within, away from the ghetlo blas-
ters and the jealous eyes of Mal-
colm *I've been around the worid’
Harding. Such was my dalight in
the novalty of ordering each of the
i characters that make up the
En Force around General
Zoil's ship, that time ran away with
me and | missad the gaentle creak

48 AMTIX! July 1986

of Malcolm's bathchair as he
locked the office and laft for tha
morne relaxed shores of the Pig and
Ball Baarings and the happineas
he discovers as he wraps his
wrinkled little gums around a pork
pia and a nint of Old Flatulance bit-
ter. Happy days for him but | was
stuck in a rotten broom cupboard
with only the prospect of a little
enforced overtime 1o comfort me,
Then | remembered Sevrina Maris
whao, atthough | didn't have the
pleasure of going to school with,
did plant tha idea of picking tha
lock. She's the member of the
Enigma force inthegame whg is
an axpan al picking ocks.

Eventually | managed to escape
from my reductant orison but not
before | came up with an idea for a
competition — one lor which tha
very smooth Mr Michael Baxter
has charmed Saga Systems of
Woking into letting him have a
Centronica GLP printer as first
prize. Such is the man's charm
that thera's also 20 Beyond T-
Shirts and 30 coples of
Shadowfire tho game, on aither
disk or cassatie to be given away
to runners up

All you have 1o do is 1o halp poor
old Sevrina pick a lock she's comsa
up against. She has several keys,
only one of which will open the
lock, and what you must do is spot
the clues sha's obviously missed
that would let her know which key
works. Thanks (o your super aide-
tic memory, you can tell that the

picture on the lefl and tha one on
the right are not quite the same.
Ring the differences on tha
Coupon pic, fili in tha details and
send it off to YOU'LL NEVER
TAKE ME ALIVE AGGIE, AMTEX!
MAGAZINE, PO BOX 10, LUD-
LOW, SHROPSHIRE SYB 1DB to
arrive here befora the 21st July




THE DOUBT OF
RABAK

CONVERSATIONS
WITH APEX

BEFORE THE GATES
OF WOLFDORP

SCREEH SHOTS FROM
THE SPECTRUM VERSION

BEWARE OF THE MAGOT
WEREWOLF!

SPELTRU M 48/128K

' GARGOYLE | TR

-the GAMEMASTERS CaMsi/iss £9:95

GARGOYLE GAMES LTD., 74 KING STREET DUDLEY, WEST MIDLANDS DY2 8QB
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Well another month has gone by
and it's time to sor out Somaé more
lucky winners. Uincle Malcolm has
delved into the assorted boxes
and bags and pulled out those who
are lucky and now it's left to me to
do all the leg work. Oh, by the way,
there have some complaints
that prizes have not been reaching
their destination. On behalf of ‘he
who must be obeyed’, and the
sponsoring companias, can | ask
all you winners to be patient. The
lists of prize winners are sent off to
the company invoived as soon as
the magazine appears at your
tavourite newsagent and after that
it Is up to the company itself to
daspatch the goodies in whatever
form. Hope that explains the situa-
ticn to all of who who are suffering
withdrawal symptoms of any kind
for the non-appearance of the
aforemantionad objects.

And a special message 1o the six
readers who are paﬂmﬂynwml?
their DK Tronics goodias. Can

as possible and state which
Amstrad they ownl This informa-

tion is needed so the company can

ich the comect
One thing | have noticed in
recent months is that certain
mambsers of the public are entering
avery ona of our compeatitions and
their persistence appears o be
paying dividends for them. The
moral of this, dear readers, is to
utilise the old grey matter and send
in your entry post haste. After all if
you don't enter you don't stand a
chance. Wheraas if you do elc etc!
Anather thing | have noticed (I'm
not as stupld as our ad thinks) is
that only a tew of the fairer sex are
antering tha compatitions. | know
there are female owners of
Amstrads out there so why don't
you sit down and win yoursell
some ies. Go on show our
chauvinist aditor you can daliver
the goods!
Once again we have come to
that momeant whara the latest
batch of lucky readers achieve
fame by having their names
printed in | Congratulations
on your success, and to all those
who enterad and wers UNSuUCCess-
ful, words of commisaration. Don™t
give up hope. Keep antering and it
could be your name that is pub-
lished in the next issua

we L v el = .I:.'.- : 3
: i T 3 .'. 2 _._‘..’ - o S o
Sy R He Py gk B e &
e Y = T Ml $ i =
I '.__:-\.;ri oL 2 N\ o, i
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4 i AV : " =S
= s ] Srid FraIRY,
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I = r;.; " N
I
THE VIRGIN GANG OF FIVE
VISUAL COMPETITION

In the April issue of AMTIX! you
were asked to draw a picture of the
tamous Gang of Five of Virgin
Games fame. It was not an sasy

| task because the gang tend 1o live
I anonymous fives and until recantly

they have always run a mile

whenever a camera was pulled

from its little case. As usual mu

wera vary inventive and thea five

overall winners will aach receive a

Virgin Quartz Watch, a uper"d'!rg:n
i

Airlines Flight Bag, and ac
A ngmmnwhopm S run-

ners-up each recalve a copy of tha

=t pame
+= " The clever five were Alexander

| McFee, Haath Hurst Rd, NW3
2R, Edward Price,
RAd, NP3 4.5, Stephen Hum-
phreys, Boode Croft, L28 4EW,
GJ Rush, Holmes St, OL12 6AQ,
and Michael! Eason, of North
Marsh Rd, DN21 ZRN. Tha follow-
ing receive copies of the game.

Darvict Haath, Kanmworth Closs, Stafts,
Livirwnics Fummacsll, Sardheils, LS54 30N,

a robol can be a lot of
fun and some of tha entries sent in
for this competition wera excel-

e iI'F",f

lent. It took alot of head scratching
befors we could decide on an

overall winner but

decided to award tha work)
scale model of a Robotix 4
robot to Nick Leigh, of Stafford-
shire STS 4HZ. H:’wrﬂ;m I:er
receiving a copy of the game Tau
Ceti. Have fun Nick!

it was

The five readers each
receive a diddy robot and
a copy of the game, Tau Ceti, by
way of a consolation prize.
e S e
Fottord TF1 4 Theo Maranios. London 122
wﬁm Liverpool L6

Knocking forty words into some
sort of order 1o descoribe a location
piccie DUt together by the Graphic
Advanture Creator had mailbags
with all sorts of literary
goodies and some of the synopses
of your own adventure ideas were
classics in their own right. ARer
opening all the entries and looking
at each idea we decided to send
tha first prize of the DMP 2000
to PJd Hankin, Sutton Way,
5 OJA who | hope will usa the
printer and the graphic package to
write the wholé adventure. The
rest of you can usa the copies of
ic Adventure Craalor
will be their way
North, South, , and West
under tha wr ngs of their very

own jifty bags. lucky tweanty
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SUBJECT TO AVAILABILITY. ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT

; All prices Include P&P and VAT, Send i
| Allprices include P&F and VAT Send cheque, Postal  EVESHAM MICROS ~ MICRO CENTRE

BRIDGE STREET, SHAM, HORE ROAD,

I by phone. Callers welcome. Wide range of goods SONCE, ST Y, COTTERMDEE, BORNEISAN.
stocked. Trade enquiries welcome. European orders Tel: 0386 41989 Tel: 021-458 4564
send price as advertised, Outside Europe £2.00 for Fw
alrmall. Mall order to Evesham please. v z

in Australia contact: MICRO ACCESSORIES of S.A.. 3190 Anderson Walk, Smithfisld. South Auctralia 5114 Tel 08) 264 4284

BACK NUMBERS! i s s aneans:
Ml YY VY VY VVYVVYVVYV VY
AMTI

R T, W o TSR i T R e T e e b i
BAEK HUMBEHS SPECML DFFER Lt Price
Each back number of AMTIX! is [— -
available at £1.00 each (plus 20p for | £1

ost and packing per item ordered)
But why not take advantage of our
special offer:

v Totsd {

Less Special (ffer deaccunt wheee spisleatsies

X! is THE magazine for the discerning Amstrad owner,
combining the best in games reviews and technical know how,
coping with adventures and strategy, your problems and ours!
You shouldn’t miss out on this, but if you haven't been able to
get hold of earlier issues of AMTIX! we do have some in stock
— and after all, you wouldn't want any holes in your AMTIX!
binder would you? So order now!

Mo 1 November 1985
® Complete Guide to games | ® Lightpens @ Dun Darach Map

® Pyjamarama Map @ Everyone's a Wally Map @ Lords of - gN
Midnight Map @ CP/M @ Tape to Disk Utilities ® Order three issues or S
e AR | more at the same time PR total (20p per Hem) §
5 2 Dec er 1985 1 and get 40p off total!
I

® Complete Guide || ® Fighting Fantasy ® Alien 8 Map ® Word
Processing with Tasman @ TH on the Amstrad

“Totsl enclosed |

Please make chequey) postal orders payabls (o0 NEWSFELD
LTD. it is bost 1o avoid sending cash gty Plagse oo not
enclose ary order with mail to the sditorial side of the
maparing as this may resull in deleys to vour order Seel
GFIES 10 1T aaress bidanw

Mo 3 January 1986

—— O

| )

—— A —— -

£ | would like to order
Mo 4 February 1986 AMTIX! Back mmhﬂd!’
® Dynamite Dan map @ The world of Infocom adventures @ ; R
Amsoft visit ® The first batch of results ® Gremlin graphics, the FIS000 Hek The aomast b é;” ACaC150 :
journey, i
[
Fame I ]
No 5 March 1988 | I
s . I Acdress I
| ® Cauldron map ® More competition winners ® More | |
{ educational software @ the improved AMX Mouse @ the ! |
Vortex expansion board ' |
) tepe I Postoode i
No6 ;—‘\[.l-'ll 198bH I !
. " b I |
® Maps of Guniright, Marsport and Three Weeks in Paradise @ i m
A review of Pyradev @ The world of Lothlorien @ A visit to the i m SERS " ml ' :
| Ocean and Imagine software company @ Readers awards @ | m mx 'ln' m' m S“ 'lm I
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Right, I'll gat the boring intro bit out of the way as quick as poss,
after all who wants to read a boring intro anyway? Firstly there
are some really ace Elite tips. Yes, | know some tips on this
game have already been printed but they were for the Commo-
dore version — these are for Amsters. There's also a NOMAD
map along with lots of useful little bits. Feast your proverbial
eyeballs me ol' mates.

Oh, by the way. Have any of you readers got an old Vacirax
Video Game Console (with » couple of ROMs maybe?7?) lying
around in your cupboard? Perhaps your friend has? If you or
they don't want it any more then contact me ‘cos | do. I'll give a
fair price . . . Write to the tips section.

1
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GENERAL TIPS

F * Stay away from anarchy and feudal planets until you are com.-

- bat axperanced.

i * Don't waste credits on side lasers — you don't really need
tham, unless you want to posa ol coursa. What you do nead
though, are front and rear military lasers as soon as possible.

* The escape pod doesn't show up On your status page aven

thaugh you may have one — the reason why is bacausa room is

left to show your special equipment when (or if) you get it.

*To increasa kill all ships both pirate and harmiess.

* To make a lot of credits trade in narcotics, firearms and furs,
,~“-\ but only whan you'ré combal axpénancead.

Wi * If a space station is not rotating it contains pirates.

[ ] * Don't waste your bomb on Thar matherships — it
e d doesn't work, although it'll blow the Thargoid ships to
ey kingdom come.

* Go for the packs of two and three when attacking fleets of
enamy craft, athough first switch on your cloak if you have it.
* Use a targetted missile as a range finder for your lasers and
always keep one missile to use as a range finder.
i * Missiles are slow and sometimes stupid — use your lasers if
' and whan you can.
* When going to anarchy and feudal planets keep enough
quﬂiuﬂhwymmiumpnum!dangmmammy

WHAT TO EXPECT

From COMPETENT

Threa ' t onTommander's to
DANGE S

One ‘Right on Commander’
FIRST
Three more "Right on Comman- /s

dar's

SECOND MISSION _
Two "Right on Commander’s
DEADLY

THIRD MISSION :-“‘" T
Thirteen 'Right on commander’s
ELITE

it takes betwaen 200 and 230 kills

for @ 'Right on Commander

dapanding upon the types of ships
kill — some ships have higher
points than others.

-—

— T

.y

ISSION FA e : : b

=Eil

#
H
T

T
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station is floating and consequently a loss of your remaining
hyperspace fuel will be experienced, Don't dock
andangarad station now bacause have no
sale and you'll get stuck, suffering the same tate as they. What
you must do is sun skip with your fuel scoops to replenish
now ampty hyperspace tanks. After you've refilled your in
this fashion you can rescue the refugees without fear of taking a
small part in the forthcoming haavenly holocaust.

When you've left the space station with the on board
hywwiunmm«pwwymmllﬁrdMywm
been n into the next galaxy by the sun going nova. Deliver
the refugeas to any space station to reap your reward.

SECOND MISSION — THE INVISIBLE ASP
According to Mr Campbell this is the most difficult of all
missions. When the invisible Asp first appears "l soe
ing dot on the scréan. It usually comas in a fleat o
craft but sometimes on its own. lgnore any other
screen, target a missile (but don't fire it} on the
directly towards It. The only indication you will

g

i

g
it
sis

Asp’s position is its incoming laser fire. When the missile indi-
cator shows that it (s in range of your laser stant .Keap firing
and try to scora as many hits on it as possible. the Asp's

energy diminishes it'll become visible allowing you to destroy it
When the Asp is destroyed it'll

up at all costs because it's the ing device. By this time
ship's anergy will ba vary low. I there are other ships
energy bomb them, or if you have

g

escape 1o salety. Now get to a space station, dock and save the
gama as quickly as you can.

To use the cloaking device press the Y key and your ship
becomes invisible to all other ships on the screen, giving you a

Space
station. Al the start of this mission you'll be given an ECM Sys-
tem Jammer which allows you to fire missiles at ships that have
ECM systems, and at the end of the mission use missiles to
destroy the space station heid by the Thargoids. To use the ECM
jammear prass tha Y key, but watch your energy as this also tums

e sopros

approach to the space station is barred by Thargoids but
with careful use of your cloak and jammer you should ba able to
raach it quite easily. As soon as the station is in range destroy it
with your missiles but remember — you MUST have the jammer
tumad on. Whan you have blown up the station escape to
become an “Archangel’ and keep going until you reach Elite
status.

THARGOID HUNTING

When you have the cloaking device and the ECM jammer try this
out to increase your rating. Find a rich industrial and poor
agricultural planet near to each other and trade in furs/narcotics

urﬂraurtﬁ;miu mu%ygumam. Start to st -
W two planals ng the countdown tha gama
(DELETE . Press the F key {should hear a beep) and unfreeze

the game (CLR key) tnmn?lrmthnhypumprm.m
instant you come out of tum on your cloak and
mer and you'll go into Witch Space and bacome surroundad
%Tmm.mmwm1mmmmm!mwwm
goids with missiles and lasers before your anergy becomes

AMTIX! July 1986 55
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so iow that you become visibie again. Don'tincrease your |
- when you come out of hyperspace — just let the Thargoids d
Ty lowards you, any that get past can be destroyed by your rear
i ! laser. Keep an eyeball on your laser temperature and energy and
W with practice you should be able to destroy all attacking fleets of
i Thargoids in Witch Spaca. With practise you should be able to

v dispose of fleets of three, four and five ships belore the ship's
| enargy becomes so low that it becomas visible again

When all the Thar?oids are destroyed tum the cloak and jam-
mer off and wait until your energy and shields to replenish tham-
o selves again. To get out of Witch Space you must have enough

ca fual 1o reach your dastination planal. This is aasy 1o

Senean check on your Short Range Chart. Set your destination

¥ and before starting the hy

attack pattemns.

routine tum the Witch ]
kay off (the same as turning it on) then you can hyperspace as
nomal. if you use this mathod of Thargold hunting and trade in
furs, narcotics and firearms your combat rati
climb rapidly. It takes about B0 kills, mostly goids, for a
Right on Commander as opposed to the 200 to 230 normal kills
requirad. It is difficult at first but you'll soon leam all the Thargoid

ROCK AND WRESTLE (Melbourne House)

o | are caught in an armspin

circle your joystick/keys In the
npppsnﬁ direction to the way

joystick/bash the keys the oppo-
site way to the direction you're

ing e if you're facing
mw left and "
* It's better 1o use the keyboard
because you can acheive faster

spins
MNow, hare's how to baat the dif-

REDNECK McCOY: Wobbile up to
him and get him in a headlock, do
a pile-driver and pin him.
MOLOTOV MICK: Grab him in a
headlock and than asroplana spin
him. Chuck him down and stomp
him until his energy has gone,
Hﬂmﬁ you to pin him with aase.
ANGRY ABDUL: Get this nas
man in an arm spin and once a

56 AMTIX! July 1986

valocity has baan achaived lat him
go. Drop kick him then stomp on
him to drain his energy. Once it's
all gone pin him.

LAd RU EmE-Do'I him grth:“mahﬂ
put him ' headlock and ple orive

puthimina and pile drive
him. Now pin to win.,

MISSOURI BREAKER: Go bahind
him, do a back breaker then follow
him to the ropes and do yet
another back breaker. Keep on
back breaking until his enargy runs
out. When this happens do a sup-
lex and pin him.

VICIOUS VIVIEN: Get this wile
specimen on the canvas in any
way possible and stomp the
2] out of him, then pin him.
FLYING EAGLE: He moves fast so
be preparad to do battle. Get him
in an asroplane spin and then let
go, do a clothes line, let him get
halfway to his feet then pin him.
BAD NEY TROUBLE: This
homible character s tha most
difficult to beat. Try to sap his
energy without being grabbed.
Got him to the canvas in any way
possible, stomp the energy from
him than pin.

LORD TOFF: Follow the same
instructions for Vicious Vivien.

and cradits will

SWEEVO'S WORLD MAP ——

H you're constantly your-
self lost in Sweevo's W then

8
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Here are a couple of tips from
mol . .

The key to acheiving high scores
on this arcade conversion is by
earning yoursall the big bonuses
awar {0 a Jack who can collect
all the sparking bombs. Collecting
the first bomb causes the fuse on
the naxt bomb in the line to spark
Just runfly along/down the line
and as you collect each sparking
bomb the naxt one will automati-
cally fight. When you've cleared
that row, another bomb at the end
of a ling slsawhara on the screan
will start to spark. Collect those
bombs in the same fashion and so
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on until you clear the screen. f you
get all the bombs you'll eam your-
salf 50,000 points! Wheeaaae.
Each screen has its own distinct
order in the way the bombs spark
and thase patterns can be easily
learmt to

just go to the
and wail for the sloth-like crea-
tures to descend to your level.
Then jump to the top of the screen
and claar tha bombs. If thare are

Tw AN I”" |iz,r:-
|
l By Minx vl
e = -
L;J T | TN L-!p
A v
ﬁ.'l.!\ TRT 1.. Th"l L oORE. %
O 'O
i ! 3 1"{_
|
@_N AN R&N
. T
R |
% r;.f'J BonT HLQ

THE LITTLE, BUT JOLLY

USEFUL, TIPS

STARQUAKE (Bubble Bus)

A certain Stephen Swain chappie
from has found all
the codes for Starquake! Here
they am:

1. VOREX

2. AMBOR
3. DULON
4, ELIXA

THING ON A SPRING (Gremlin Graphics)

This little was found by
many of you readers! On
the titie screen type THIN G
and the border should go black.

5. TALIS

6. INDOL

7. ZODIA

B. ASCIO

9. UPAZZ

10. SNODY

11. KRYZL

12. QUORE (where the bits should
be assambled)

It it does then you'll have unii-
mited oll — useful to say the
ieast. Who knows the Monty on
the Run cheat then, oh?

AMTIX! July 1986

S7



mrgmrnrt
- BhEE

-
ESs

-
IREES
IEES

- AR R
EREE EEEET ERe

bS5

R S

T+ vt;:

-
snanfanin
=
+

. T

sfdssaparanpanan

sfingsaparrnganes
i

4 akdaa i

daragarn
dapagapan

s bhh
ol LR

+

Bapan e

Ll
pa=.

1t

et

TPl
LE S

| Cy Booker has been POKEing
around his Amstrad’s mamaory and
has come up with these gamiattes.

FAIRLIGHT (The Edge)

This litthe |
spitfing isting gives

10 OPENOUT *'D": MEMORY
&27C: MODE 1: INK 0.0: INK 1.2:
INK 2.25: INK 3,6: BORDER O:
LOAD "1PIC" , AC000

20 LOAD "'IFCD"

30 POKE &7D2F ,0: REM INFINITE
LIFE

58 AMTIX! July 1986

® it's bast to open up the gates by
you

pushing avery switch
ancountear.

* Every time you come 10 the
of the screan stop, face di

and trundle forward, guns blazing.
Using this method you shouldn
have too much trouble disposing
of any lurking gun emplacements
* On the ultimate screen enter with
caution, but make sure you keep
up a hail of offensive bullets, To
destroy the avil archcriminal Gross
you have to shoot the slot at the
top of the screan.

40 POKE 8621900 POKE
8612A0: POKE &621B,0: REM
CAN SEE THE SCREEN BEING
DRAWN UP()

50 CALL 89380

MUTANT MONTY (Artic)

| Here are some es
for urlimited ives. The Bsting
skips past the first BASIC loader
and then loads in the main file.

10 MERMORY &1BF1
20 LOAD ** ".7154: REM

THAT SHOULD BE IN LOWER

CASE

30 POKE &923A.0

40 POKE 892410

50 POKE 89247 ,0: POKE £9248.0:
POKE £9249.0

60 CALL 7154

WA
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SAMANTHA will greet these POKES with 22560 and POKE 4&42240,13
FOX } gu:ln and relish. According to | before loading she'll remove all
STRIP POKER (Martech leming Dederson from her clothes just for you, Lust on
' A skl Lemvig in Denmark if you POKE | dear reader. ..
still desperately trying
tﬂl‘"’?hm. | o o el hi pll for this month
H"IH mﬁu i ' More POKES please — remember, there's £E100 worth of

software going to the author of the best set of POKES! Also,
where are your maps? Prove to me that you're not incapabile of

producing cartographic delights. T—shirts and maybe
doftware for the best mapping attempts — what about Fairfight,
Movie?T Get playing and send off your tips, maps, POKES eftc
to me at AMTIPS, AMTIX MAGAZINE, PO BOX 10, LUDLOW,
SHROPSHIRE. 5Y8 1D8.
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WHERE ARE ALL THE

OTHER BITS?

g====w= g hough quite a few new
desk this month, several reviews have had to be omit-
ted through lack of space. However, 1 hope to bring
you reviews of lots of goodies next month. Inciden-
tally, it's mainly due to the lack of sSpace that Swords &
Sorcery and Herry om the Magik have been writlen as
standard reviews. Another factor in this decision was
that these games differed substantially from the norm
and several opinions would give a better view of the

1
]
’
)
i
"

- e

bapam= =

EAMmes armved at my untidy

game. But if any of you get tips for either of these games, I'd like you to

send them to the Arcana

Next month, I'll be taking a look at Qur, a new GACked gams from a
new company, Maltdale; Fart 2 of The lost Phirious (which I'm told is a

+

uadrilogy and not a trilogy as | previously reported) called The Planets;
reasure | unnels, another GACked adventure by some people mysten-

ously known as The Plasma Touck and a couple of old favourites that
have been converted by Ambyte for the PCW 8256. All this and much
maore in next month’s (hopefully) juicy column. Be seeing you

i

[

e

Level 9, £9.95, cassette

| players

=] ew games from
A the Level 9 stable
'] should never be
¥ dismissed out of
€ hand but their
latest game does
o present oa  tre-

A Ko, i :
ﬂ ey mendous chal
§  lengers o

and reviewers alike. |
could say this is just a hack and
slay pame with oodles of magik
{(sic). Some people have seen
nothing more in the game than
this. Yet Level 9 are heralding the
Eame as their best yet and they
are not exactly notonous when it
comes to hype. 50 why are there
'.w-t--LJLi':uri.*F.Hlt-ilﬁg views?

I'he reason is that to an extent,
they are both true. The game is a
sequel o their highly successful
Red Moon. You have to defeat the

| ewil Mvglar and to do s0 vou must
| acquire spells via their material

components and learn how to use
them effectively. Most of the
game involves exploring a mas-
sive house, encountenng a vari-
ety of traditionally evil creatures
and using magik to defeat them,
thereby ;i.ururi;; access Lo more of
the house

The game uses the new parser
allowing stacked commands (now
i.H'1T'|t: installed into older games
for their re-release onto the mar.
ket), the usual plethora of impre-
ssionistic graphic screens and a
new feature. One side of the tape
has the standard game but on the
other side, the game has been spe-

| cally modibied for 128K machines
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‘THE PRICE OF MAGIK

by having more text. There is also
a new move, DOPS, which allows
you to back-step lhruugh movies
you wish you had never made
The game is, of course, technically
--xu'ﬁrnt as one has come to
expect from Level 9

The use of magic is imaginative
as well. Pete Austin was greatly
inspired by some of the concepts
of the magic system used in the
highly respected Runequest role
playing game. As a result, magic
is more of a general purpose tool
than simply a collechon of offen-
weapons. However, il
appears that another Chaosium
H[T » served as inspiration, Call of
Cthulhu, based on the terrifying
works of the late H F Lovecraft. In
that game, the more you learn
about magic, the closer you come
to insanity, The same concept is
wit to good use in The Price of
Magik, As you progress through
the game, your sanity is continu-
ally “shaken’. Hence the title oi
the game

50 the player is introduced to a
few new ideas in the prossess
Instead of looking for a lamp to
help you see in dark places, judi-
cious use of a conspicuously
named flower is required. And al
least one of the apparent baddies
is actually a worthy ally if dealt
with properly. This brings to
mind another interesting feature
of the game. It's impossible to suc-
cessfully complete The Price of
.‘-l.ll'.;.'i without interacting with a
variety of different characlers.
Consequently,

sive

characters have |

front.

door .
Hhat now!

Exits are west TtTo a woodshed,
upwards to a vine and
Yo cCan se® a vine,

in Through a

You are on a vine with strong branches
Lxits are upwards to a4 vine and
duunuxrdg ﬁn a winding 4d4rive.

Hhat now
You are on a vine,

upwards To t

Hhat now

been given detail and depth dur-
ing programming

%‘f‘m problems are subtle, more
so than usual even by Level 9's
standards. The player is allowed
to move with freedom through a
large part of the game without
needing to solve more than a
couple of simple puzzies. And
this brings me to the main prob-
lem with the game. It strikes me
that perhaps Level 9 have been
too clever for their own good
|n|rt.1|.'tlnl with other characters
is great, the text is up to their
usual standards, the magic is well
implemented — but playing the
game constantly gives the impres-
sion of repetitivencss. It all comes
down to how you're going to deal
with the next creature; hjﬁ it, zap
it, help it or avoid it and then onto
the next one

It really is a shame that | find
mvsell criticising a game from
such a n.r.-.pm'tmr'mmpnnv and |
must admit that it is way ahead of
many other lesser efforts bul we
have all come to expect s0 much
from Level 9 and they haven't
lived up to their reputation with
this adventure. | am in awe of the
technical expertise exercised
throughout and | tried to like the
game. In the end, | found myself

pPushing hrough a

nass oV d-clgtn¥ tendrils.
[ op of

ﬂuunuard! iﬁ a vine.

Xits are
the vine and

tired and disinterested. Not
because | couldn’l get anywhere
It was almost as if | couldn’t find a

roblern that needed solving

ulldin up \F'h."“.'q and combining
them, then using them on other
characters is all very impressive
but the player is left so much in
the dark as to how, why, where

and when that after juggling the |

combinations in your mind for a
while, it all became too frustrat

m{,
t will take a while for v-up]r to
decide whether they like
game or hate it. It took me a long
time to discover how | felt about it
= EVEN NOW |hi'rl‘ arg f'l.-I_LL];IE'l'
doubts. No doubt the game w;h
be another smashing sucoess, It's
just a pity that all their imagina-
tion seemed to be exhausted in
well hidden ideas and nothing
was left to beef up the plot or
flavour the .'|In1nl.'p}1rrr Whait-
ever happens, The Price of Magil
will not go un-noticed

Atmosphere 82%
Plot B1%

Interaction 95%
Lastability 93%
Value for money 87%
Overall 88%

this |




Firebird, £1.99, cassette

SEETFhis title is a new
addition to
Firebird's £1.99
B Silver range and
4 not a bad affair it
{appeared to be
Heither. I'sa quil-
d;]u'd ramie  with
dgrapnics The
plot puts you in the unlikely role
of a reporter called Ed Lines who's
sub has been captured by a mys-
teriously deserted underwater
base. To complete the game, the
secrets of the base have to be
unravelled and a mini sub found
to enable escaps

This involves  wandering
around a vast -.l.'ln'\['h'h by foot,
elevator and tube car, all of which
have puzrrles associated to them
It's also necessary to collect the
various parts ol a diving suit and
explore the exterior of the base
Some of the problems are very
interesting erIL‘t't’ For instance,
I've discovered a mixing bowl,
hen, four, milk and a kitchen
Now there has to be a connection
somew herne

The game

fairly large
],'irup(nﬂhrn of space devoled to
graphics and these have been
handled fairly well. Many of the
graphic screens are similar (such
as the next section of a tunnel ) but
there's enough vanety to slop
them being boring. Sound effects
are put to use as w ell but only in a
limited fashion

For the most part, the game is
quite -»1:11}‘]4' Quite often, pruh-
lems can be solved first time
around and whenever objects are
found it is sometimes all too easy
o hgure out their importance
However, | don't see this as a criti-
cism of the game, in fact quite the

has a

contrary. The iuu.rT.*t. are all very
logical and this program repre-
sents an  excellent vehicle for
teaching the uninitiated about
adventure BAMINg, For two quid,
Can you |lIl'||,|[ vin?

Well, just a Llttle bit. The
&r .I!1h||. y are neal and well drawn
2s Fhave already pointed out, but
as they are full screen affairs, they
do slow the game down some-
what and leave the text descrip-

tions sadly I.u'Lm?' The PaUSes
could have been shortened. The
not immense (by

vocabulary is

Rids

yﬂl.l?n

~

quilled standards, it's very good)
but some problems v.'!ﬁ be
encountered  here In other
words, don't expect anything too
original or imaginative the
u1r11}'r-.:lr! won't understand any
outlandish commands anyway
Presentation on screen is par-
ticularly neat. Nothing clever has
been done to the lhtr.h ter set soif
you can’'t read it, it's your prob-
lem. However, the instruction
leaflet that comes with the game
is fairlv dire. On the cover s a
reasgnable picture of the seabase
(faithfully reproduced as a load
INg screen), {h.ll inside the infor
mation provided is minimal. Two
tiny paragraphs descnibe the plot
and a third EIves You an eclemen
tary introduction to the dubious

word nput
SAIMiE 'I-F.h L
Silver Club

two
spend the
advertsing their
Mot a damning error of judge
ment but a shame nonetheless
some companies could have mar
keted this game at a higher price
and it deserved some 1Pr'|'|..|l1_ L«'ru
| backgrouhd for the player to read

while the tape loads

Although I've only played the

| game twice (total T*E.nn-u time
| six hours or so), |'ve }1r.:.tu.1.|1_-.
| solved it without having to save

or draw a map. But the game has

been entertamming. It has internal

delights of
Firebird

conssiency '-h.1|'|p'\."-| a4 sense Of
humour and there are no hobbits
Can’t be all bad now, can it?

Atmosphere T3%
Plot 69%

Interaction 57%
Lastability 62%
Value for money 79%
Overall 75%

C FLEUATION.

F 1 URE MO

}Ll.% g:th thT

stop!

m&"ﬂvm&u

HUCE NUCLEAR
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CRL (Delta 4), £7.95 cassette

esreery ne of the latest
i V W games to be
b ﬁ / thrown at me by
an jrate Amtix!
editor is Robin of
| Sherlock by CRI
After
the bruise for a
moment. |
looked at the packaging and it
started to become u‘iﬂ.h:luu why
this game has attracted so much
attention in the press. The cas-
sette box is a typical medium size
with an inlay containing instruc-
tions and a map (of dubious use
it appears to be a list of Hern's
rarden sheds) on its reverse gide
t's the front cover that gets you
A man with mediaeval garb,
wearing a deer hunter hat, smok-
ing a meerschaum pipe and hold
ing a violin in one hand and a
magnifying glass in the other
Shall we say it's eve cale |!'.|n;_=“'
CRL have marketed this latest
game from the notoriously funny
team Delta 4, the people responsi-
ble for Bored of the Rings: This
adventure, as the title suggests, is
in the same vein as Bored. It's
probably best described as a sur
realistic poof on two subjects at
once. You I'ILH; the main charac-
ter, Robin, in a wierd puzrle
based comedy set in and around
the forest of Sherwood
The ﬁ,.\rm* is quilled and runs
over three sub-games on wo
sides of the tape
This is an excellent way of over
coming the inherent imitations in
this aging but still respectable
adventure writing utility. It uses
graphics (on most of the screens)
of a reasonable standard and the
vocabulary seems quite .J.Lil'u.uah-
Ir % .\:}m:l F"”"\“:I'."'tl.' o Ccarmvy ot
limited forms of conversation
with saimie of the other characiers
in the game
And what an interesting bunch
the characters are. Al, the cablwe
whio's vehicle has been stolen, the
Wizard of Huddersfield (who is
holding the dog of a certain
Dorothy to ransom), Grandfather
Smurf and his minions, azure
| adversaries of Robin and his band
of merry men, and a convent filled
with mysterious inhabitants. It's
all very strange indeed and begs
the question as to what the Delta 4
team were drinking when they
had their ideas. Come to think of
it, it also begs the question as to
whether their concoction is availa-
ble to the general public
Back to the game — the alcohol
can wait for a while, | suppase. It
is, as you may have guessed, a
| very h|r1r1\.‘ altair FI s rather
| difficult to imagine Smurf hen-
| chmen but funny all the same.
| Even the simplest of text mes-
sages are tongue in cheek. Quite
| often when you move from A to B
| within the forest and are told that
Eobin has found himself within
the forest but is not at all surprised
by this, you get the Impression
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nursing |

Robin found hins,lf
e Way a

that this latter day hero is some
thing of a mixed up hack

Going from one part of the
gamé to another is fairly simple
The computer asks to make sure
you know what you're doing and
allows you to save vour current
status before i.'il.u'l't'dlhg. You
often need information or mate
nal to progress th'mu_;.;h the diffe
rent parts of the game but moving
in reverse through the sections
may normally be accomplished
without any fuss. Incidentally,
there is also a RAMsave fadlity in
the game which often proves use
ful when attempting something
dangerous. Actually, the whole
affair is so0 banal that figuring out
what's going to be straightior

ward and what is dangerous can
be one of the trickiest p:ulNL-nl«
vou will encounter

road. S
shape o0 the
the horizon
One of the
Robin. II
he roar

You're nh
He tThunder

Hello maun!

adventure!™
away.

g'iﬂ.

oked around him.
grflcr,

uperior’s
r A CoOomveEn

dot of mons rnul
¢ room and

fEGfT Lot

This is a very funny and well
written game, not the greatest
perhaps  (there are moments
when you cnnge at the odd cont-
rived witticism) but worth buy
ing, It isn't exactly easy either
You can explore to your heart's
content wl!i‘u'l.ﬂ getting a lead
T'his will probably gain cult status
as did Bored of the HJFI\'E and ]‘l-,lpl.'
fully add to Delta 4's reputation
Congratulations should also go to

nnutng
rﬁtnt

n, aren

uge sta
uy a

ghnrgg
(] saylzg?“he

#ﬂm hini.i tg

ng ~ lnn

He was in the
somewinat

erhaps., but nsver
rn lijrtlnn-f.

e t
n:t:. ecast &

CRL for backing a good game and
puthng it oult at a
price

Atmosphere B0%
Plot81%

Interaction 69%
Lastability 78%
Value for money 80%
Overall 81%

seruice
he dark
against

fre
1?"535-1

nurnnn
llnn round

< i
l Snrrg‘
hg returned.
in a Pelta

re—thundred

reasonable |
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Several le have sent listings of programs devised to decode the
tips ;Iumpﬂih partof the m:;;.lne I'm muum-ax '

listi {or indeed listings) as the [ |
ngs (or any listings) MMP?_ magazine’

Eoﬁc;n However, 1 do

essenger,

tussell, Dave Curtis and Philip Birtwistle for their efforts. But please,

mmln?ipechlﬂtmkyuuinﬂwhmnfamﬂmfm orm i

Paradise is on its wa{'b Andrew Appleton who lmullz sent me a
|'u-. This has proven very useful i .

ing me write this part of the column. Thanks again.

working program on

RATED AT LAST

Dear Sean,
In issue seven of Amtix! | noticed
a letter that gave ratings on the
magazine. So | have decided to
write and do the same thing for
the adventure section. Here Boes:
Atmosphere B6%
The illustrations in the Arcana are
very good but the graph paper
type squares across the top of the
irl.lgv make it appear too technical

ow about some drawings
instead?
Plot 0%
I thought you wrote the adven-
ture sechion tn a grotto, not an
allotment.
Interaction 80%
Not bad now that the Arcana has
been introduced but | don't think
that one cassette adventure is a
very good incentive. How about
twenty pounds worth of software
for ketter of the month
Lastability 68%
You don't have enough pages
Get the pliers out and start remow-
ing By Mal's toenails very pain-
fully until he lets you have more
room. (Ed says he might do that to
yoii!)
Value for money 92%
I never regret the 8.1 pence that |

y for it
erall 92%

Very good but will be better if you
take note of the points I've raised.
| liked the Infocom interview
Why not “nrr m;-: other cnm-"

anies? | hope these points wi
:alu.- the mpr:nﬁ mug:nh."thn
than it is.
Allan Price, Bramley. Leeds

Thunics for the comments. I'm afraid
I've gol no say on the actual layout of
any parl of the magazine, but F'm sure
your comtmients have been heard by
those who do. You're right, £20 of
software would be move of an incentive
— 0 from now on that's whal will be
"uf'r for grabs. There will be plenty mone
infervicws as well. Next month, Lepel
;:.rr coming under the microscope.

winford ¥ dﬁi.
At the moment, wotalod_ I've n

endail johns, David
in help-

topical subject of graphics in
adventure games. | am a sixteen
year old ExX-Spectrum owner and |
came to the adventure “scene’
when there was a great divide bet-
ween the gmphn; and text frater-
nities. This may have been
because at the ime, it would have
been a major memory drain to
include graphics and would leave
little room ftor the vocabulary and l
parser

With better compression
techniques and larger memory
sipes, some think that pmphlﬁ
would no longer inhibit the qual-
ity of the game. | think differently
As the industry grows and
demands are made for larger and
more oom plex adventures with
better interaction between player
and computer. Too much atten-
tion o h'_r.lme s will result in an
adventure that is too amall and
lacking in atmosphere

As an example of this, we can
look at Adventure Internaticnal
Their adventures have wonderful

Bra 1hu‘- bul are amall .u‘Ld Iuw.-
nothing significant in terms of
location descriptions. Contrast-
ingly, Level ‘li' have fairly simplis- |
hic bl very pleasing graphics sup-
ported by [mfn;,. nlmusp%u:l’i{ loca-
tion descriptions. This shows
how the level at which the
F;mphici are pitched must be
judged — possibly, only on the
amount of memory left after the

‘T'..i;‘:'f"".,.... Castle Vale, Bi

ale, pir-

mingham

Tricky subject — interestiny
vien
5M

Dear Arcana
| hiave I.Il'L'hAH‘d a4 game L‘]jh‘d
Forest At World's End. I¥'s a very
ood game but | keep on gettin
EI“!‘(’ w the Elves. IF;'I.I.\'E tdlds
shooting at them with the armows,
hoping that they will go away but
this just won’t work. What am 1
supposed to do?

Jeremy Ball, Arden Place, Kings-

but not theome. -
the nexi prrson
. ":J..'.

3,

some Hps

|
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Dear Sean,
| would like to offer
vour colomn ﬂﬁm
mson it E
Moom; Worm In Fumdu:m.‘im
ball: Message From Andromeda;
Heroes Of Karn; Forest Al World's
End; Jewels Of Babylon; The Hobbit;
Subsunk; Gremlins; Wise And Fool
Of Arnold Bladkuwood : Trial Of
Arnold Blackioood : Brawn Free;
Angelujur
ave completed all of them. If
there are any you don't have the
solution to, et me know. Mean-
while, if any of your readers
would like direct helr. | will be
ha Py to oblige. All | need isan
SAE and a description of the prob-
lem. ‘Can't get anywhere,”
doesn’'t make it easy to help those
whoare stuck. | would also like to
gt in touch with fellow GAC
owners to share tips, problems
and& yiesting etc
i

through

Pat Winstanley, Wigan
Hope you get plenty of response. Al
the moment, 'm looking for tips on

Worm in Paradise, Lord of the
Rings and Redhawk. But don’t lef
that limit you — I"m ahoays grateful
for tips of any kind,

M

WOT'S THIS
APOCALYPSE NOW?

Dear Sean,

| am writing to you about that
marvellous game, The Hitoh-Hikers
Gaiide to the Galaxy. The tips you
have come up with so far have
been extremely useful to me in
dealing with the twisted sense of
humour that makes the game so
much fun. Luckily, | had already
noticed your boob the other
momnith and corrected that, How-
ever, having found mysell well

B4 AMTIX! July 1986

and truly confused within one of
the alternative universes. | was
back on Earth playing Arthur
Dent, just before the planet’s
destruction when the program
crashed telling me that the uni-
verse had m-sed to exist for mz

lhhnhuli-h nrlu-t
m&mdﬁw

, stzky’s little
Dneuul
1 wthltﬂlﬂﬂll\qx
::ty l!troughﬂ': hm

Heart D!Gul:l Are
r ﬂu\‘yuucln
hn

snmethln Jﬁp m

bt.' asking him to do?

Keep up the work. Being
the owner of a 8256, there
are very few adventure

mes avai and Infocom

ave certainly come up with a
winnér with this one. Another

lea: do &:u have any Hps for
lerves Of Karn. | have got so far
but am having trouble trying to
et the .rm*ordg
D Freeman, Fermain Bay,

Guernsey

Linless memory 15 pla tricks on
me, when you return to Earth in the
ualternative universe, you are Ford

1 — not .Jl.rrhur Denl. T
M wihal Ford did nrrgu
m ning aﬁ'h' gumee ared re-enact it

wn't experienced the Apocalypse

ﬂ" mieretaon buet | think Mr

eretziy’s sense of humour is ot play
there

Marvin won't help r‘rﬂ through
the door. When you do get through
ke sure Marzin tsn't on the of
sude or you could be in deep trouble
{well, dead ac tually). The device you
need 1o erder Phe room s avatlable dur-
ing the encounter with the Bughlatter
beast. When you find ths, it showld be
;::Hu olbroionus Hrrr aa hint. You

¢ fo prove you're intelligent,
ht? &‘n_g or having ulrﬁ:?hmg

whnile simultaneousiy not dotng or
hm'rna, that something ‘Jrﬂ
there's a constant clue YO F [T
tory listing
M

=1 — o —

g verdeamelt tatqednrtandfrpraftoraprrrafortotartofartrdosnefrsnsgrrarhocdodisachosaiBisasfocrahonaadercagona
4 X r e e e B e e B e R L R L T R R o R e Ll Ll T

v - darapat b s 4 . - -
poup afrmrs e ERs w4 b angut i h@uddnfhani Wi o8 LA L .
T 4 anfennngunanfheny e pahan "

[\ -84 4 4 RS LRl e *

re FEEEETETRETEY TEET 4 -1 +
=t et et S PRI = shastabavashani s IR ERs EREl ERE & +
I e = = &

THE END OF A STORY
Below is the full solution to The

Never Endin

Part1:TLCL ﬁmabf;r.owmw
T™VG ZFIBM, TVG SLIMBEM
XOVZIRMT. To get Falkor, YOLD
SLIM, UOB LEVI
VHGM.IJ' E.Iim i
HKSRMCVH YORMP,

HLFGS.
Part2: To
IJ\I"Z MW WG LKV, WNLEV

KOZMPH RM IFRMVW
YFROWRMT. TL GL P‘RGKSVM

TVGXLRM RM KLFXS, In the tor-
ture chamber WILK XLEM. Then
TL DVHG GLTVG TLDwm
PVB. TL GL SROOGLK ZMW
TVGYLES UZOPLI ZMW
ZFIBM.
Part 3: FMOLXF URIHG WLLL
TVG GSILFTS NZAVH. HZB
KOZVZHY G GLK WLLL. TL
IMW HEMRHS!

And there vou have it.
Craig Coombes, Glenkindie,
Aberdeenshire

g e e
ad showd e a fof

lems —:n'rl!h* m,:!ud.rd v e
M -

DISGUSTED — OF TUN-
BRIDGE WELLS?

Dear Sir,

am not in the habit of being "Dis-
gusted Tunbridge Wells' over
reviews that | disagree with, even

%-‘

Ry Ty '_ ?

t 1 must take you to Inkuht
rmh::.mmnlm

hmgd

nul.iilMngi

&Smmyw
Hmﬂnemuml!m-udvm
tures. To win you have to gain
tlndﬂ:rsmnmbﬂng
). In my opin-
hﬂllgﬁlfiﬂl:ﬂlh! g,rufﬂl
gnrnemu.ndmn not a
adventure buffs, it has many

m Dtpl:lnldlnn-

Well, opinions being what they are, at
lﬂlpﬂ!ﬂmﬁmfurﬂhﬁm
point to bear in mind. However,
whilst | did make several mistakes
uﬂunﬁmpkmngthrxamrmﬁm[
had no instructions te work from), |
shill Hnid:ml'mmh in

m I still J
ppn lirg
Ilult rJ'ur 15 rsubsiarn-
hll' The aut temspted to create @

kind of Amstrad Ultima — a large
scale game. Yel options seemed nar-
roww and play repetitive. Bul there you
§u — it"s only an opinion

M

HINTS FOR HEROES AND
A RETURN TO ROBIN

Dear Sean,
Here are a few tips for Herves of
Karn. To kill the swamp lizard
ORTSCG NZIHS TZH
GRMWVIYLG. To free Beren
GZPYUILT CSVMPRHHRG. To
kill the barrownght ZCCZXP RC
DRGS YEYOLU. To escape from
the dungeon TREV
NLMVEB. TREVSLMVBGL YVZIL
To get the son GVOO
YV GL RG DSROV
XZIBRMT DRXPVI XZTV. Tokill
the servant tell Beren GL
ZOGIXPRGDRGSHLMTYIRW
To iree Istar, KOZB HOFGY

In reply to the letter by David
Klrkwmn:t in the June issue, here
are the I'Hl:_ll-l'ﬂ:' tips for Robin of

ou cannot get into

IC.I.rklm Abbey bul to geta nun to
answer PMLXP LM wqfu. You
don't need Ftriu Tuck to follow

u and to nlu the Castle de

lleme wit tin % killed

ust XZIIB G5V I~ OEVI ZIILD.
Lllth.l!l Jennings, Dodworth, S
Yorkshire

[ thimk you have just made a frustrated
reader N‘z happy — what @ thought-
Fﬂ! attitude you have.
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Its o gamse for one or more players whose skill alone will delermine viclory or deteal
Deomdark's Revenge = avatlable now trom software dealers everywhene [n case of dithiculty wnte io. Beyond, Britsh Telecom. Wellington House
Upper 5t Martin's Lane. LONDON WC2H 901
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M o 45 .
S | el | gianT T
CAVE |FORGE upe
TRy LAKE @[ﬁ
= S L
LIESADG g~
) 'IE-HP!T %8 =
BaL STORAGE
@E] R RECHES
TREE g
e S
LAE
BT
FOREST e “‘R‘
(Thanks to Michael Jampel for
the key and original map)
AND FINALLY . ..
s SR, Zwamen ey
an, t
Firstofall, Iwould liketosaywhat THE HOBBIT HN mm% RG RM GSV KLORXV
a marvellous response ['ve had KFG DS HGZGRLM GL TVG Z IVDZIW.
from people wanting to help with  Toget out of the ‘sdungeon  BLF ULFMW RG. To light the lamp UROO RG
adventures since you printed my VRGSVI Ll DZGVI GSVM RMHVIC
letter in the April issue. | have TZMWZOU GL XZIIB BLF EMERALD ISLE XZIYRWYV XIBHGZOH. If you
enclosed some hints which may DVHG. Tngﬂﬂlmunz&t}nm haven’t discovered what the
be of use. By the way, who does door in the cellar ULICE\? wa, using them to
the superb pictures for your col- YFGOVIGL GSILD Z YZIIVO To get free of the parachute IVOV- VOVEGU



RED MOON MAP KEY

ARE ALL “Two-whaY

GHARDlﬁHTﬁTlW

S

N‘E-IDE TOWER TO

JUMPS

EXCePT

X7

I \W‘
e .
WL

PRASSAGE ONUY

PLAIN oNwy |

OBJECTS: m PEOPLE: @

1D A Blacksmith

1 Horseshoe B Guardian

3 Axe C Ziix (magician)

4Lam D Giant Rat

5 Mushroom E Nezzon the Healer

6 Flask F Sog the Newtling

7 Safe G Bletch the Scorpion Man
8 Handle H Kellf the Human

9 Key I the Dwarf

10 Tubing K The Grasper

11 Cloves L Xiiz (Wizard)

12 Dulcimer M Black Stone Cloaked Stalue

13 Spices N Mandana the Vampire

14 Pills F Watch

15 Chalk 0 Saxa the

16 Purple Potion R Drellap the Troll

17 Scroll 5 Mummy

18 Braces T Perfect Reflection of Yourself

19 Linen Shirt

0 Sword

21 Shield ' g}g‘;@

22 Rin N \

+ i'ﬂl ghon v 1\

24 elimnm Boots Y

15 Medallion \ \-\ \' \'

26 Black Ball e

27 Fan M \\"\

5 Cloak

29 Stolen or Traded Goods

H Meat

31 Chain Mail 41 Broach

12 Mask 42 Emerald

33 Acorn 43 Bottle

M lron Coins 44 Pearl

35 Grating 45 Crowbar

3% Gnd 46 Crown

¥ Crucifix 47 Pool of Acid

38 l‘:rrli.ai 48 Silver Bars

39 Raisin 49 Necklace

#0 Sarcophagus (Mummy Dust) 50 Crown

WARLORD GSV ILKV ZMW TREV SRN GL

G5V WIFRW. To find out what
w ring is for HGVK

To get past the warrior on the RT.

mh& DVZI OFTTH

TREV SRN HUVTIZ0G, Togee  FOREST AT WORLD'S
the meat TREV GSV RILM GL END

GSY GIZWVL To get the amulet

XZKGFIV GSV DRGS To get down the precipice YOLD

.gw from the ;whwﬁuﬂymynuruﬁm
GSvV . To And in case you're
into the volcano GRV ILKV decision mﬂdnuda:.mluﬂlr
GRLM ZMW XORNY session | edited out of your
To kill Zarn FHV G5V letter. Thanks for the ti quess
. win on the nfwﬂy
Tim Gurney, I'm('.'lwrd ncﬂmldly.ﬂsm
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— "'x 53 FENNEL STREET
‘l | MANCHESTER M4 3DU
@ TEL 061 834 2808

SAGESOFT CAMSOFT
Pop. Acocounts C£99.99 Stock Control C49.95
AMSTH'“D Pop. Accounts/ Payroll £49.95
Payroll £149.95 Invoicing £49.95
RRP OURPRICE Pop. Accounts Database £49.95
CPC 6128 - Colour £399 C379 Plus C149.95 PSIS Stock, Inv.
CPC 6128 - Green £299 £284 Payroll £69.95 & Sales £99.95

PCWa258 £459 c439 Involcing/Stock PSIL Stock, Inv.,
PCWBS12 £574 £540 Control . C69.95 Sales, Pur,Nom. LC149.95

Database £69.95
:5 232 for 484/664/5128 £49.96 £44.95  ChitChatE.Mail  £69.95 CAXTON
5232 for PCW B256/8512 £69.95 £59.95
Chit Chat Cardbox C£99.99
DMP 2000 £159.95 £149.05 Viewdata £69.95 Scratchpad Plus  £69.95
55A1 Speech Synthesiser £29.95 £26.95 Magic Filer £69.95 Brainstorm £49.95
MP2 - Moduiator £29.95 £26.95 Aetnieve £69.95 Touch'N' Go £24.95
J¥2-Joystick £14.50 £12.50 Accounts Smartkey £49.95
Modem - £136.85 £126.00 Super Combo £199.95 DIGITAL RESEARCH
PCWB256 Modem & Sage Software 18995 C172.00 HISOFT DR Draw £49.95
pact Boxof 10 Pascal B0 £39.95 DA Graph C49.95
F : T. Devpac BO £39.95 Basic Compiler C£49.95
Sl it peasor L £39.95  PascalMT + £49.95
CF2003 Discs £5.99 £55.00 Keyboard Tutor £24.95 Printer Extension

FDI - 2nd Disc Drive £89.95 £B4.95
P Cabi s
DD - Disc Drive £159.95 C£149.95 Tff;:r' - C£95.95 C:“!:f?ﬁﬂfﬂ ' T30

AMSTRAD CPC6128/PCW 8256/ Microle’ eyl - iy ol
PCW 8512 SOFTWARE Moroword | £48.88 4y o £12.95

Personal Assistant C94.95 Touch'n' Go C24.95 Hitch Hikers Guide 256K Expansion
Pocket Wordstar £99.95 Mastercalc 128 C£34.95 tothe galaxy £28.95 kit tor B2556 £49.95

o i g ALL DISC GAMES LESS 10% OFF RRP.
for or ’ JUST SEND YOUR CHEQUE OR P.O. WITH A NOTE STATING
Fleuifile/Flexiwrite £49.95 Prmrgae £24.95 WHICH TITLE YOU WEANT

Supercalc 2 £49.95 Prospell £24.95 Post and Packing FREE. ALL Computers ADD £6 for value UNDER £250

30 Clock Chess £19.95 All payments cheque or P.O. to: MICRO MAIL
SHOWROOM NOW OPEN ALL PRICES INCLUSIVE OF VAT B E

Major software house based in London requires
additional Programmers and Graphic Artists to work on all
storyboard or own design.

A studio environment with development systems,
graphics, music and technical support is available if

All applications will naturally be treated in the strictest
mmmmmwmmdm

mmmmmm
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AN AMTIX! EXCLUSIVE

DO IT YOURSELF

In this specialfeature SIMON GO O DWIN axplains
how easy it is to upgrade your P C'W 8256 and double its RAM

capability for just £20!
Amstrad’s computer ‘upgrades’
are pratty notonious. Within a few
moanths of the launch of the
CPCE64, tha 6128 appearad,
boasting twice the memory forless
monay, and prompting much
gnashing of teath among 664 own-
arsg

Now Lincle Alan has boosted
the Joyce word-processor (o
512K of memory, and he's asking
a cool £200 to upgrade last year's
model into a twin-drive half-mega-
byte system. But this time you can

| install YOUR OWN mamory

upgrade, at a fraction of the official

| price. Interested? Read on

JUST8p AK!

You can upgrade a PCW 8256 to
512K of mamaory for about £20,
with our step-by-step instructions.

| You end up with 368K of RAM disk

— room for spaliing checkers, util-
ity programs or vast databases

and text files, and all instantly
accessible. Yo 1 oat g tul

= from drive

A to drve M, and back onto

another ‘real’ disk — in one gol
The memory upgrade is a sim-

| ple, fiflean minute job, but we

hardty need point out that Amstrad
will not be happy if thay find out
what you've dong, Study our exp-
lanation before you dive in, and
remamber that AMTIX! can't take
the blame it something goes
wrong. That said, it's a reversible
oparation (uniess you've got a
VERY early maching) 50 you
should be able to restora the

machine 10 its former state i you
naad Service or you losSe your
narve half-way through the opera-
o

THE JOYCE HISTORY

The PCW B258, code-namad
‘Joyca', was un?mally designed
aaaPCWBE128. twas imandad to
have two sats of 64K chips, giving
128K bytes of memory. But gvery
yaar or so new memory chips

crawl onto the market. Thea intarmal
wiring pattern means that each
naw componeant has four times tha
capacity of its predecessor

As the Joyce neared the market,
64K chips bacame old hat, and
256K parts fell to bargain prices
Amstrad snappad up tha new
technology. Both sizes of mamory
usa tha same connections (one
‘I8g" ona 64K chip is unused) so it
was easy to make the machine
with one row of 256K chips,
instead of two 64K rows

That leaves a set of ‘spare’ soc-
kets for another row of chips,
ready and waiting. What they're

officially waiting for, of coursa, is
Amstrad’s own upgrade; but soc-
kets aren't fusay.

Similarty, the disk cable in a 256K
machine continuas from thea first
driva, 10 & conneclor for a sacond
Power wiring for the sacond drive
is also ready and waiting

Sothe PCW 8256 is a cut-down
machina. All the connections for a
PCW 8512 ara hanging around (lit-
arally) inside. The softwara in the
8256 adapts to different machine
configurations, automatically

Memory Is aasy to get hold of,
and cheap. Naked disk drives—
espacially the one-magatyte
three inch vanety the Joyce
2xpects —arg more costly and not
S0 easy 10 track down. This month
we'll axplain how to boost the
memaory. As soon as we've found
a supply of drives, we'll axplain
that upgrade as walll

L

Raady tn begin the operation.
The suthor obviousdy thinis it 2 hammes job!
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PHOTOS: Graeme Kidd

.

o

Tmupg l{iur.]uyceycu'llnaeu
aight M chips. The stan-
dard part number is 41256, other
‘compatible’ mamories will proba-
bly work as well, and may be
cheaper, but you should obtain a
written promise of their compati-
bility from your supplier batora you
pay up :

chips work at vanous
speeds. The most common spead
is 150 nS, which maans that the
componant can communicate
over six milllon times a second.
The spead of a chip is usually indi-
cated by a dash and some ligures
after tha name: *-15" for 150 nS
parts. We upgraded our Joyca
with 41256-15's. Faster chips
should work just as well, although
they won't speed up the proces-
S0/

The right parts are available
from most electronic component
suppliers, including big names like
Maplin. Baar in mind that chips are
a volatile commodity. Pricas vary
a lot batwean suppliers, and
change from week to week. Al the
tima of writing, Happy Memories
of Newchurch, Kington, Hereford-
shire could supply aight for £23,
including VAT and postage. r
phone number is 054 422 618,

Thea anly tool you'll need is a
dacent cross-point (Posidrive)
screwdriver. Some of the screw
are recaéssed, so a stunted Korean
markat-stall iead-alloy prong will
probably not do the job! If you
habitually usé a flat-bladed
screwdriver 1o undo cross-point
screws we'll probably not be able
to parsuade you 1o do otharwise;
wa Il just laugh if you damage the
screw-head or alert Amstrad to
your D.LY. activities.

FATTENING BY NUMBERS

To keep you on tha right track,
we've taken careful photos of
avery stage of a Joyce-fattening
session under the austera lights of
a Newsfield Editorial slum. Follow
the words and pictures, step by
step, and you should ba able to
Spol escaping screws and mam-
ary chips: a cushion or pillow may
also come in handy to prolect tha
machina's display

STEP 1 SCREWS TO UNSCREW

Complately unplug the main box,
disconnecting the power,
keyboard and printer. If you've
bean using it recantly, leave itfora

few minutas to allow high voltages

in the display circuitry to leak
away. We won't be touching that
part of the circuit, but it's best tot
take precautions

Turmn the maching so that its

back is towards you, and undo the
six screws marked in the photo: e

two above the basa, two aither
side of the axpansion connactor,
and two in recassad slots at the
top of the display. Put the screws
somewhera safe; they'll come in
useful later
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T||_'| “h- I
the disple

as wfll Bt
trus T-u.rn-lrl { a wasle of
Lirmes
Most of H’lt“' space inside 15 taken

and whlfr- TV bx — withoit
sound or a turar wously. Leave
all "1'111 1.I e

inlayed near the
Spare’ me
row naar the

'-.l.jl'_rj}l'rr'l':. il

Unplug the grey multi-way disk
control cable, and tha group of
power supply wires that alsogoto |
tha drive. Both unplug at the drive
end. Avoid repeatedty banding the:
wires whare they maat tha circuit
board

Easa the white power supp?
plug away from the top part of t
bodard, and undo Tha two CONNEG-
tors clipped at the bottom. Don™t
tug at these connectors —
examing them 1o sea how they clip |
— and then ease them off, without |
banding the circuit board. This
sounds difficult, but it isn't. Just
remamber, if it takes force, you're
doing 1 wrong!

A notch in tha top edge of the
board, near the back of the disk
driva, holds it in its slot. A clip fits
into this notch, you can release it
by moving tha catch shown in the !
phota. Whan all the wires are free
the board will shide up the slol and
out from the computer.

-

-
1

B
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Ready 1o attack the back of the Joyce!
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4t ahmtas

fiidiis

Four swiiches. laballed Ato D
naar the middle of the circuit board
toll tha maching how much mem
ory it can use

This is tha point wherna a few
readers could be disappointed —
vary aarly machines usad wire
nks, rather than switches. andit’s
nat possible to upgrade those
without making changes to the
board. There are six inks, markad
A to D and two unmarked; A
shouid be re-routed to the top
unmarkad link, and C to the bot-
tom unmarked link. We'va not
been able to find one of these rare
machinas, 0 'wea can’t advise
further; however a firm called
Micro-Bridge (0904 39449) will
upgrade the maemory and fit
switches as required, for £50

Assuming you ve found the
switches, the changes are very
straightforward. A 256K maching
usas the sattings ON/OFF/OFF/
OM, as shown in the second photo.

Tha third option — satting all the
switches 1o OFF — is rather fian-
dish: it gives you a Jekyll and Hyda
computer, which behaves as a
512K machine when tumead on
from cold, and a "standard” 256K
model if resat with Shift, Extra,
Esc. This might ba usaful if you find
badly-behaved software that can't
copa with the extra RLAM—In prac-
tice wa have yet to find such a
program

The tour all important switches,
inbelied A, B, C, and D

]

256K Setting

512K

fused mhq‘ g
aéight chips alre

one Side part-wa

1!'Ir:_1 then i .M't an

5 jhﬂ\, tr, mc h in thri
hip aganst In--i'h.'l-;:

chip '-r;' RO hl*'l wrval i i
AT i a8 the '_"I" ||

component alon

An Aesthetic ernatiy

6 1 2 8 Comopatidl e
£695 inc p&p 021743 7609 cheque or po 1o,

LIFFSOFT

52 Garretts Green Lane, Yardley Birmingham B26 2HP

AMTIX July 1988 71




STEP 6§ — OCCULAR OPTIMI-
SATION!

Whian vou 'va nsartad all the chips,
squint along the edge of the board
as shown in tha photo. Make sure
-an saa all the legs going

ito the sockets, with none

hangin g out or folded undernaath

Make another check that thay're
all pointing the samea way — I1's
aasy to get this wrong. For good

maasura, go back to the switches

and check that they're at the end

of thesr tranved In the "E_-quu"ﬂd POst-

tions

STEP 7 — RE-ASSEMBLY

Maost instructions glibly say 're-
assambly is tha reversa of the
above procedure at this pont, bt
not AMTIX! When you're a
thousand per cent sura that you ve
got averything right, slide the Cir
cuit board back into its siot and
replace the wires

The blue adge of the disk cable

should be at the top, Tor every Con-
naction. Tha top drive power cabla
— a small bundie of wires— goes

STEP 8 — THE ACID TEST

Re-connect the power — leave the
printer off for the time being, just in
case you ve done something mon-
sirously iMaginativé — nSen your
CP/M cisk, and eccamine the star -
up display

if the usual lines do not appear

on cue, disconnect the power al
once and che-ch w:u.;r work, i all is

unlesr. fateis Tpulmg paﬂ.-cuia.ﬂl,.-
CApNCIoUS—the computer will
chaerily announce " 368K drive M:

It is & good idea to leave the

machine running for a day or 5o
(unless you have an unreliable
power-supply), copying files
around tha RAM disk automati-
calty. Any problems should quackly
become obvious during such a

S04k les!
It the oparaton DI the RAM dr!.k

lht'l mﬂu:hun& ‘H:N'nﬁi mes EIEIﬂE- u[)
with less than the full 368K, your
AAM chips are probably faulty and
should be returmed or 1ésted in
another machine

H thie machine fails (o start at all,

or you only get 112K of RAM disk,
unplug the power and check your
WOk Y'Du".‘-!_r on yOour own in this,
becauss wa'va nol managed 1o
get thes u[:qrarif- wrong' s likly
that you've inserted a chip
wrongly. forgotten a connacton or
mis-sat the switches

Amstrad claim that user -per-

formed upgrades are unrehable
and may nol work on all machines
Of course, they ve gol & vested
interest in such a vew. Wa've had
no trouble with ours, and we have
spoken (o dealers who have per-
formed many upgrades and never
encounterad a problem.

Good luck, anyhow!
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to the top dnve; the lower one
remains unconnectad, unkess
you va got a twin-arve systam
Tha big white power connactor
should have a brown wire at the
top and a yellow one at the bottom
Al the other edga of the board, the
DIaCK clip-0on ConNnector goes
naarer to the back of the computer
than the blue one. Both are
designed S0 that only the

hopalassly violant can put tham on

back-to-front
Tha only free-dangling wires
should be the ones to the second

disk — a ribbon cable continued
from drive A, and a power cable
from tha main board

Finally, you can replace the back
of the machineé, making sure that
the expansion card-adga prot
rudes in the right place. The two
Lulu:{-‘;‘.T SCrews Qo INto the hotes at
the top; the two smallest go aither
side of the expansion connactor
and the last two il above the base
Squeaza the maching a litths when
you've replaced the screws, 10
makea sure that everything's dona
up tightly

CP/M Plus imstrad Consamer Llectremics ple
v 1.1, GIK TP, 1 disc drive, 368K drive N:

The boot up screen after the successiul exercise




ROY JONES delves further into public domain and finds out how vast the range is

One of the main problems with public
much ol il. There are some 600 dis

omain software
W CP/M maten

s that thera 1S 50

and 800 for IBM

PUMSDOS, wading through this amount of material can be guile a task

In this issue wa have a summany of somss of the best of tha pubili
programs and where 1o find them. The rather Cryptic volume

g byl
Mes o

. KUG ot rafer 1o the ibrary name. BOOG for exampls is E!,-r|[~.:;h
Osborne Owners Group and KUG is Kaypro Users Group. Although thesa
volumes wara oniginally intendad for thess particular machines the prog-

f they will run straight away on any GP/M or CP/M plus

Jommiurications programs however 4o nee

them to sult your machine if needed

The public domain libraries have
protably mora utility programs
than anything else. Some of these
utilities are real musts because
they can save hours and generally
make life a lot easier. Quite often
thare may be saveral versions of
the programs mantioned. You may
have to try more than one version
o get what you want but at around
£2.00 per volume this is not too
much of a burdan

DISK EDITORS

DU is my favourita, it allows aditing
of any sactor of the disk plus
saarch facilities and many other
functions. The latest version 8.9
can be found on BOOG volume 55
and will run on CP/M 2.2 or CP/M
plus

There are quite a few other disk
aditors, soma of thesa may be
slightly aasier to use than DU but
most of thesa others nead 10 be sel
up with the right screen control
codes. DU so far has run on any

| CP/M machine | have tried it on

without modification
LIBRARY ARCHIVERS.

Thasa are programs which allow a
number of small files to be com-
bined into one large file. Files so
archived can be individuall
extracted later if required T}:‘IE files
producad by thess programs can
ba identified by their LBR filenama
extension. Thesa LBA filas are
gaining popularity as a mathod of
distributing software as disk
space usage is minimisad and
related files can all be kept
together as a sort of compaosite
lump. Probably the main applica-
tion for the average user would be
as a way of saving disk space for

0 Da set up 1or

littla used files. The bast of the
programs for making and handling
thasa archive files B NULU. Tha
latest version of which is to be
found on BOOG volume 58,

FILE TRANSFER UTILITIES

Newsweap or NSWP, as it is usu-
ally called, really is a masterpiece.
Once you have used this program
ou will not want to be without it
SWP combinas the major func-
tions of PIP & STAT, but is much
aasier to usa, and has tha ability 1o
squeaze and unsquears files
(Squeezing is a method of com-
pressing files so thay take less disk
space.) NSWP and its accom-
panying documantation can be
found on BOOG volume 44, For
those with single drive systems try
SWOPCOPY on BOOG volume
20, this allows single or all files to
bé copléd and prompts for the
disks to be inserted as required.

COMMUNICATIONS
PROGRAMS

| have found public domain com-
munications programs genarally
bettar than thair commearcial aguil-
valents, particularty for download-
ing software from bulletin board
systems. There are a huge range
of thesa programs availabla for all
kinds of computer and thay are
undergoing conmtinual develop-
ment, with new versions baing
continually addad. The programs
mentioned hare aré among the
bast known and Amstrad versions
are available. Modem 7 is proba-
biy the best known of all although
a relative newcomer 1o the PD
scene, called MEX (from Modem
Exacutive) is rapidly overtaking it
in popularity. Versions of Modem
T and MEX are avallable ready
configured for most of the

Amstrad machines. CPMBBUK
volume 33 has MEX and MODEM
7 for the Amstrad 6128 and
anothar version for the 464 is avail-
abile on UK vol 27. As wall as for
use with a modam thase com-
murication programs can ba
employed to transfer files between
machines by connacting the
RS232s together. Both programs
support Xmodeam protocol 8o that
binary (.COM) program files can be
transfermed.

The public domain contains quite
a variaty of these, Somatimas
theara may be two or thrée vearsion
on different volumes and you may
have to try a number of tham to get
the version that suits your neads

Forth:- Forth B3 is on BOOG 40
& 41, MVP Forth with tutorial is on
CPMBBUK 30, FIG Forth s on UK
volume 8 and anothear varsion s
on KUG 50,

Algolm & FIG Forth are both on
AP volume 16. EBasic is on KUG
26 to 28 (a three volume set). A
good small C compiler with float-
ing point math is available on AP
volumes 1, 2 & 3 (a threa voluma
sat) and to test our your C prog-
rams or learm the Iangu age thera is
a C interprater on CPMBBUK 25

For Cobol enthusiasts the NPS
Cobol Compilleris on BOOG 49. 1
have found 3 pascal compilers in
the public domain for CP/M,
BOOG 4 & 8 have a Pascal com-
piler, KUG 48 & 48 contain a full
JAT Pascal with linker and
documeantation. For those
interasted in artificial intelhigence a
version of LISP called XLISP can
bé found on SIGM 118 and PRO-
LOG is on SIGM 242

Thare ara & faw other languages
available:- Stoic & Pistol, both
Forth like languages, Pilot ateach-
ing language, REC Regular
Expraasion Compiler and soma
more obscure languages.

ASSEMBLERS,
DIS ASSEMBLERS & CROSS
ASSEMBLERS

This is one area whera the public
domain is alimost too well pro-
vided. Varnous examples axist for
BOB0, 280, BOAS, 1802, 6800,
68000, 6505, Z8, 9995 and 6502
CPU's, There are dozens of tham
but well worth a try for 280 is ZBE
on SIGM 238 and ZMAC on
BOOG 36.

TEXT EDITORS &
WORDPROCESSORS

My favourite in this category s cal-
lad VDO, it uses the same com-
mands as Wordstar and also has
many of Wordstar's facilities, how-
avar it does not provide for right
hand justification or formatted
printing. Also it doas not allow
aditing of files larger than about
20K. it produces standard ASCII
files and 50 is ideal as an aditor for
programrsource files. Expressisa
similar typea of aditar but s more
angled for the programmer. To
produce high quality documeant
type formatting or for mailmerge
tvpe functions either of thesa can
bé used with a text formatter prog-
ram such as ROFF. A version of
VDO for the 8256 and 6128 can be
found on CPMBBUK 38, for other
machinas it will nead to ba instal-
lad. This should not ba 1oo much
of a problem as tha same disk con-
lains an install program allowing
vanous computer types 1o be
selected. EXPRESS is on
CPMBBUK 33 and ROFF on
BOOG 45

OTHER ITEMS

If you really want to dedve into the
public domain you can't oo batter
than ordar the Public Domain
Software Interest Group's
catalogue disks. Tha CP/M mate-
nal is catalogued on three volumes
{a voluma by the way is up to 240K
in siza) and also includes NSWP
mentionéd above and a very
handy program called FIND. The
Find program allows searching of
the catalogue for any desired sub-
ject by name and produces a list of
the volumeas which contains any
matching items, really a halp with
s0 much material. You can get
these catalogues by sending three
formatted disks and £6.50 (If you
aré thinking of upgrading to the
new 16 bit strad, MSDOS aqui-
valents of the programs men-
tionad are also available.) to:- The
Public Domain Software
Interest Group, 138 Holtye
Road, East Grinstead, Sussex
RH193EA, or if you have a modem
and communications you can
download a shon-form version of
it from one of their bulletin board
syslams which can ba contacted
on 0895 420164, 0895 52685 and
0342 315636
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There's no doubt LocoScnptl is a
terrific word proCassing program,
and for many people it's suparior
to the likes of WordgStar and New-
Word, particularty with its ability to
group files under the various haad-
Ings that you might méed, and
tharafore aliow you to have the dif-
ferant layouts that are appropriate
to letters, InvoiCes, mamaos, arti-
clas or whatever, all on tha ona
disk
Compared to other such prog-
rams LocoScript is extremely
friendly, with its pull-down manus
and its threa differant methods of
satting features like underiine,
italics and so on. What isn't quite
so fnandly is the by now notonous
manual. Even apart from its
approach, which many newoosm-
ers to computing find too high-
powerad, assuming as it doas that
you already have a degrea ol
knowledge (and praferably a com-
puting dagrea at that), it treats its
information in several unusual
ways, some R omits complately
(have you looked up the STOP key
in the indax?), soma it hides away
| (would you put the sSCreen-dump
feature in the chapter called "Set-
ting up a Group Templata'?), while
others are misleading, mcomplete
or contradictory. | you'va been
feanng your har out trying to
undarstand some of the features
in the manual, this article may
hopefully clear up some of the
problams. Besides, who wanis
| bald readers?

THE STOP KEY

To start with let's ook at the STOP
ki, at the very top-left of the
keyboard, which the manual
| assumes you'll stumble across
yourself, though it doasnt tell you
| what 1o do with # onca you've
found it. This is similar to the CAN
| ke, by which you take back an
| option you've called up but
decidad you don't want, axcept
that STOP works once the action
has been selected and put into
motion. In effect it only works
| when you're editing, and it won"
| halt tha printer or a disk operation,
‘ but it is useful, for example, i

you'va decided you want 10 sand
tha cursor 1o the end of the docu-
| ment but inadvertently press the
kinys 10 sand it to the start instead
Rather that sit there cursing the
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Author, MIKE GERRARD, examines

LOCOSCRIPT and concludes there is no
reason why it should drive you Loco!

cursor and watching the screens
scrofl by (though with LocoSeript
that's more a case of stroll by),
press the STOP kay and the cursor
stops wherever it happens 10 be.
Pressing ENTER allows the cursor
o continue s My progress,
while pressing STOP a second
time halts i@ permanently and
return you to editing mode, there-
fore allowing you to send the cur-
sOF in the right diraction.

Although STOP won't affect tha
printer (press PTH to halt it in mid-
print) what can aeasily affect it ane
the settings you put into the
haader and fooler zones. Most of
the sample templates you're pro-
vided with on the LocoScript disk
contain a very wide header rone of
ning lings. The manual tells you
that naturally you can alter this to
sult your own néeds, and most
pecpia would probably want to
reduce this slightly to avoid all that
space ai the top of every page —
it's rare that you'd use more than a
single lina of text in a header. What
tha manual doasn't tell you is that
thara has to be a minimum header
zone setting of six lines. If you

anter a lasser figure (and LocoS-

cript allows you to do this} the
page settings are thrown into con-
fusion and the last few lines of
actual text on your page wil be
printad out on tha top of tha follow-
ing page. There arg other ways that
this can happen, but if it has been
happening to you then you should

certainly have your haader
axarmined,
FOOTER TROUBLE?

For a long tima | had footer trouble
mysall. In writing magazine arti-

cles it's common practice to finish
the plece by putting your name on
the penultimate line and ENDS in
the centre of thé final ling. By
insarting thesa two lines in the foo-
ter to go at the and of tha final
page, it saved ma the monumeantal
lask of typing them into sach and
ey article Unfortunately
LocoScript persisted in printing
tha final ENDS at the top of a sepa-
rale page, and after langthy exper-
iments where | numbered and
counted each line of text and each
line of header and footer | disco-
vered what was happening. Any-
thing after line 67 in a standard 70-
liné page is for some reason car-
ried over to the next page. if you
therefore have two lines of footer
text and you are using double-
spacing and you sat the first line to
print on ling 66 then the second
line which should go onto line 68
will appear on its own at the top of
the foliowing sheet

H you've been paying close
attention 10 the manual Ml m
doubt ba aven more confused
what I've just said. The manual tfﬂﬁ
you to work out which line you
want your footer text to bagin on
by counting upwards from the bot-
tom of the page and entering a
figura of threa, five or whatever into
your footer zone. Oh yes? Have
you tried it? i you have a full page
of text then you'll realise that your
footer is also being printed haif-
way down, immediately after the
taxt finishes., Funny place for a oo
ter, you might think. What's hap-
pening is that LocoScript is trying
{o print the footer on line three, or
whatever lina you've entered, but
as this is occupsed Dy text it nas to
wait till the page has finished and
enter the footer on the first availa-

bie line. The comect setting lor your
footer rone s the actual line
number on which you want it to
appaar, i@ ling B7 rather than line
thred. Ignore the manual on this
O

You can’t really blame the man-
ual for not covering all the little tips
you can pick up for making Ile
aasier, and one of thase I've found
useful is when using the Direct
Printing mode. You know that this
moda allows you 1o usa the PCW
morne &5 a typewrites, and what you
type on the screen is not printed
ot till you press RETURN, I you're
typing & line at a tima then this is
no problem, or if you'ra doing sev-
aral full lings than word-wrap will
apply until you do press RETURN
What happens with someathing like
an address, though, where aach
ling s short of a full lina? You
should ba aware that aven whan
Direct Printing you can still use fea-
turas such as CUT and PASTE, so
il you've written a letter 1o Some-
ong and want o pnnt out the
address on a label or direct onto
an emelopa then COPY the
address of tha addressea from the
latter yolu've writtan as a Phrasa,
and then go to the Direct Printing
and PASTE in the Phrase, carmiage
retuns and all. Then press
RETURN and the whole address
will be prnted out Tor you

A slightly imitating feature about
tha Amstrad s that then s No

between a word and its underiine
which doesn't look (oo attractive,
but thera 5 a wary round this for
headings. After putting the haad-
ing, switch 1o a Line Spacing of
half, then place a row of underinad
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blanks beneath tha latters in tha
heading. This results in a neat ine
not too far beaneath the words

themsalves. Don't to switch
back to your pravious line ing,
though — a Line Space of half is

not recommended for writing text!

Also not recommendad is run-
ning out of space on your disk, as
although this isn't disastrous i
does seam to cause problems to
people and thera's always the risk
of losing files. You can in fact
‘Disk Full’ message when
seems to be plenty of room left on
the disk, and this could be causad
by the fact that LocoScript only
allows you to have B4 files on ona
disk (again, not mentioned in the
manual.} in my work | can't imagine
ever coming an near that
number of files, if you use tha
machina to write lots of short
documents then it is a possibility.
You'll either have to accept the limi-
tation and open a new disk or
marge some of the shorter docu-
ments together.

The more common way of filling
up the space on a disk is when you
comé to save a file you've been
editing. Once again you may be
confused by the fact that you
appeared to have more than
enovugh room when you started the
operation. To understand what's
going on, you nead to know what
happens when LocoScript saves a
fila. Let's you have a file
that's 15K iong, which I'll refer tc as
Version One, and you want to add
a small amount of information to
this, amounting to just 1K. You
have 10K of room left on the disk,
s0 everything, you think, shouid be
in order — plenty of room left on
the disk, so everything you think,
should be in order — plenty of
room for adding that extra 1K. Not
50, I'm afraid. When you go 10 save
Version Two of your file, now 16K
long, L t quite sensibly
leaves Version where it is until
rtkmwnmaﬂiammnm:mmfnly

're trying 10 40 iS Save
a 18K fEunmma 10K of space
remaining on the disk, and obvi-
ously LocoScript can't do that. it
therefore saves as much as it can,
and than asks you 10 create room
on the disk to enable it to save the

rest of the file. You will be returned
to the Disk I Screan
where you will that the file
you ware working on now has s
file type (the last three characters
of the nama) as ££L, indicati
'phantom’ file. This cannot
adited, and what you must do is
move a file or files into the RAM
disk, files that in total must amount
to 16K, thereby giving you the
room that you to save Version
Two. Version Ona will ba wipad out,
and you will have 9K ol space
remaining on the disk. Copy the
files that you moved to the RAM
disk onto another physical disk as
S00n as possibla — you do always
have a formatted disk to hand,
don't you? Then you can sort out
which files are going o go wheng.
The rule on this one, in shor, is
always to have twice as much
room on the disk as the file you'ns
currently working on will occupy.

PCW USER

| recently read of a PCW user who
fillad up his disk with one file that
eventually was 82K long. When he
tried to save his newly edited ver-
sion, naturally there was no room
on the disk for his new version and
his old version. L want
into the routine that asked him to
maka room on tha disk by moving
another file. Sadly for this user he
didn't have anot file to move,
and so he was trapped. For this
reason, always keep your files
down to a manageabla length, say
no more than about 20K each, and
then put tham together into one

file using the ‘Insert Tesxt'
option should you want to print
tham out in g:ﬂ msmg

te the manual's attempts,
Logﬁgnpr neadn't drive you loco
if you know what you're doing —
usars who think they might ba in
danger of suffering from LocoS-
cript fatigue are recommended to

try the PCW Users Group
at 37 C Road, Bin-
ley, Coventry 2DW. Their

monthly newsletter contains com-
plaints and cures alike.

Mike Gerrard s the author of
by First Publishing Ltd at £9.95

Ocean go for a

Laser hat-trick!

Following on from the success of LASER BASIC and
LASER GDMPILEFI LUKE HAYTER tests
Ocean IQ's latest offering and finds it's sheer Laser

Genius.

Tha latast releasa, for the Amstrad
range of machines, on the Ocean
IQ label s & machine code
development system, written by
Oasis Software, called Lasar
Genius.

The suite of programs is an
editor, an assemblér, a monitor
and an analyser. For your monay
you get a large video style box that
contains two cassetias; on one
thara is the assembler related
programs and on the other the
monitor related ones, and the
Laser Genius manual.

For both the inner and the
more a programimer
tha manual is esasy to read,
although it is not a tutoral in
machine code programming. Each
of the programs has i1s own part in
tha manual and within aach par
are sub-sactions. Command axp-
lanations and how best 10 use
commands are easily read and
understood. Detail s not left out
and the more experienced prog-
rammar is given all the technical
information ha could want. As with
most utilities of this nature, tha
better your understanding/know-

of machine code and
assemblers, the sooner you will
become compeétent with Laser
Ganius.
There are several assembler
ams available that cater for
Is of ability and require-
ments batween tham. This assam-
bler caters for all laveis by the usa
of loading options.

An easy (0 use and very power-
ful editor and two pass assembler
ara tha basic option. To this can be
added a set of commands that
allow programming in Phoenix
which has similarities to the prog-
ramming language ‘C".

0DD EDITOR?

At first usa the editor seems quite
strange because it isn't based on
the normal Amstrad BASIC. Each
ling number may have a group of
instructions, called a 'phrase’, all
nicely spaced adﬁ‘m automati-
cally. A phrase s ad like a small
taxt ﬂha on a word processor. The
screen contents are buffered and
this allows you to scroll off the
screan and review old i of
your program and how you
alterad them. My only complaint is
that it is not possible to insert a line
of text batween the line numbar
and the first instruction of a

phrase. This can be overcome by
making the first line a comment
ling with a ‘.. With this system, tha
added bonus is improved reada-
bility due to the phrases being
saparated.

Text entered in a phrasa is
checked for symtax emors when
ENTER is pressed, like Sinclair
BASIC. Any eromrs occurring ane
reporied, @ an amor message
being inserted into the phase,
above tha line containing the mis-
take, and the phrass is displayed
for editing. Immediate comection
isn't essential, you can finish
entering your program and then go
back to remedy the syntax mis-
take,

Commands for block line dele-
tion, copying, moving and re-num-
bering: text search and replace;
printer sattings; saving and load-

have all bean included in the

itor. These are standard com-

mands and there is nothing special
about them.

Other commands are included
for the editing and saving symbaol
tablas produced by the assambier
are very powerful and encourage
the building of a library of machine
code routines. This halps pravent
you from having to re-invent the
whael every time you need A cer-
taimn routine

The assembiler accepts all stan-
dard Z80 op-codes and pseudo-
op-codes for the generaling ol
workspace and labal definitons.
Gone are the of 6 digit labals,
aach a coded form of a 4 word
routine namea, this assembler
allows labels up 1o 240 characters
long! Assambiler directives for list-
ing, printing, generation of code,
line counting (a bit like tha BASIC
TRACE command) and pausing

uring assambly are all available
to help control how fast and legibly
your program is assembled, and
to sase debugging.

Conditional assembly is catered
for by the commands “while, *
endw, “repeat, “until, cond, alse
and endc. Macros are fully sup-
ported and are very useful.

Phoenix is an inmeger-based
complled language. It allows
to use arrays, functions, data for
mating and accessing withouwt
writing lots of very complicated
machine code. Based on C (a
powerful language often used to
write compilers), it can be mixad
m with the assembler and

ing code lines ol your prog-
ram. The Phoenix commands are
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compiled from a library of machine
code routines like a normal com-
pller.

RELOCATABLE MONITOR

The monitor is relocatable (it can
reside anywhere in memory) and
follows the standard ‘front panel”
design of most monitors. The
screen is spiit into four different
wWiNdows, sach for register,
disassambly, memory display and
antering commands.

Commands for setting and
reading register and memory val-
ues may be entered singly or on
mass. Memory can be sent to tha
printer, moved and searched or
run as a normal program 10 1est/
debug a routine. Virual screens
are options 1o create files that can
bé usad by tha assambiler.

Dabugging is aided by "single
step’ mode, ‘slow running’, ‘trac-
ing’ and "breakpoints’, Single step
operation executes one oparation
and then allows you 10 saa the
affects on the registers. Slow run-
ning updates the display of regis-
ter valuas after each instruction.
Trace displays the flow of the
program. Breakpoints stop the
program when they are reached,
and are used to examine the regis-
ters after decisions in the program
have been made.

The Analyser has been
designed for use with the break-
points and is based on the prog-
ramming language FOATH. Often
it is known whare an &mor OCcurs
but why it is not obvious in that it
only occurs sometimes when a
particular instruction is reached.
The lata tha pr
contius ‘sher & Dreakpoid hes
been encountered if a set of condi-
tions are not fulfillad (the arror has
not occurred this tima). The useful-
nass of this can only ba undar-
stood completely if you have spent
hours trying to find out why that
rouge register value only occurs i
wnrﬁh;;g alse is operating per-
fectly yOu are single stepping
through your program for the
twentieth thme at 3 am.

It isn"t possible within this space
to adequately convey all the very
useful and helpful commands that
m::lﬁmfmmm@msmh:s over its
rivals. I t nto
the Gesign of Laser Genius and the
sheer power it gives the program-
mar is only fully appreciated when
you nead to ba able to do some-
thing more advanced and discover
it aiready has the options to do so.

This reviewer has spent many
happy (%)

fries 1o his latest routing 1o
wWork has always dreamed of
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DESIGN A FIGHTER AIRCRAFT FOR
THE YEAR 2000

Shuffling siowly towards the
towering castellated walls of
AMTIX! Towers, as dawn breaks
over the sisapy hamiet of Ludiow,
a comps minion's life is not tha
axpacted round of pretty promo-
tion peoples and candialit dinners
with Aunt je. Oh nol Woken at
6.00am by the scream of low-
ftying Hammiers racing from the
traffic lights of the nearby RAF Air-
field makes Mummy Minion mad
whilst for me it heralds an earty
star 0 a day sorting out mailbags
and adopting a low profile whils!
Aunt Aggie hunts for me in the
nooks and crannies of my favour-
ité resting places.

Although this does allow for a lit-
the excitemant to paermeate a min-
fon's otherwise humdrum exis-
tenca, | somatimes wish | was ris-
ing aarly in the moming to leap into
tha cockpil of one of those sweap
wing wonders — (o ba mat with

gasps and respect instead of the
strange looks and the baraly sup-
tumsed aws as | zig zag down

udiow high street at low altitudea
trying to avoid detection by anemy
radar and sidewindar trafthc war-
dens as | pilot Malcolm’s turbo
bathchair down the road to pick up
the editor's weakly prescription. It
would certainly tum a few heads if
| could arrive at the chamists in tha
driving seat of a Harrier jet with
which | have more than a passing
familiarity thanks to Mirrorsoft's
superb flight simulation Sirike
Force Harrier

The squadron of people down at

Mirrorsoft are quite rightly proud of
this shoot em up simulation, and
rnonea less than ir firglgss opera-
tions supremo, Pat Bitton, who, in
a mood of generosity, has offered
up a competition prizeof a out
for two in the company of
Asrospace, & trip that should cer-

tainly keep somecne's head in the
clouds during the all axpansas
paid visit. There's also 25 coples

of Strike Force Harrier plus a
poster to ba given to the runners
up.

What have you got to do?
' Seasy, right up your craative
streat, Just commit tO paper your
exclusive design for THE fighter
aircraft for the year 2000, It can be
anything you like based on what
t i&s you think the future
will offer. Pop the finished bluep-
rints {(maximum size to be Ad that's
300mm x 420mm) into an
anvelope and plot a course for
them 1o: ER COMPETI-
TION, AMTIX! MAGAZINE, PO
BOX 10, LUDLOW, SHROP-
SHIRE SY8 1D8B to arrive here
before the 21 July. Who knows, if
the plans are good enough and
British Aerospace like the look of it
the sky could be the limit!

7X=
Win a day out EGBM—L:U}E@ J

for two with British Aerospace or a
STRIKE FORCE HARRIER and a poster
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GAMES CENTRE

« and

VIrgin Games

Bring you:

Still available
l SORCERYat £7.95

STRANGELOOP at £8.95

FA.CUPat £7.99
New release:

B SHOGUN
(£9.99 cassette

and £14.95disc)

COMPETITION:
Buy any Virgin Game al any Virgin Games Centre and enler

our competition to win one of 10 goodie bags containing
a Virgin LP. Tape, T-shirt, Book and Game

or 1 of 10 games of SHOGUN for 10 runners-up

Fresh games fpr tired minds at

themo.1cho
forgames

ABERDEEN 172 Union Street 1 BIRMINGHAMS8 Corporation Street
BRIGHTON 1577161 Weslern Foad 18 BRISTOL 18 Merchant Streel
BROMLEY 1401144 High Street (in Burton Menswear)

BLASBOW 522 Urvon Street 1 LEEDSS4/96 Brggale
PLYMOUTH 105 Arrada Way 1 LONDON 100 Oudord Stresd

TOP MANC:xdord Circus

NOTABLE

M‘Iﬂilﬂl'ﬂﬁw

Mr Ofiver bought the 664 to aid his
business. He chose the Amstrad
machine becausa it offered the
Digital Research CP/M operating
system which, according to
Amstrad’s advertising, 'permits
the user to access tha waalth of
applications software written to
run undar CP/M. In addition to the
usual CP/M utilities, additional fea-
tures have been included for the
CPCBB4’,

He searched for CP/M software
to run on the CPCEE64 and found
only a handful of the 7,000 plus
tities were available for it. He
decided to write direct to Alan
Sugar pointing out he had ht
the computar on the strength o
their technical specification adver-
tisamant. As ha saw it, tha adver-
tisement had misled him and as his
rmachine did not live up to expecta-
tions he wanted compensation in
tha form of a full refund for
£459.95, or an exchange for a
Cm?ﬂh wm 2, or an
ax or a ;

At first he was advised to con-
tact a software company which,
according to Amstrad’s 56
vice controller, S J Jhada
range of titles com for the
664. Further research by Mr Oliver
showed only seven of the 131 titles
IISth mmﬂmmany

of any usa from a businass
pomtﬂimw §0 Onca again he

DAN DARE’S ALMOST
READY

Games hope to have Dar

FIRST
OVER AMSTRAD

them to replace his CPC664 computer with a new
at no axtra cost whatsoover.

wrote to Amstrad asking them to
axchange his micro.

Back came a polite but firm reply
that he should take the matter up
with the retailer from whom ha
purchased the machina. At first the

, Vision Technology
Limited, of Croydon, tried to shun
the issue but at the beginning of
May Mr Otiver fina;lly received a
cradit note for the full amount
which he used to purchase a
PCWE128.

Commentad Mr Oliver ‘Most
B64 owners bought their machines
to run GP/M software. | think
Amstrad misiad them and -
ally gave them a raw deal. The 6128
must haye been at a very
advanced stage when the 664 was
launchad in April iast yaar. | hope
othar 664 owners will be encour-
aged by my success and take up
the challenge

3
:
g
i
g
:

pick-up haad which attaches to an
earth point. The unit acts like a sta-

charges Yo the dovioe and

A man, wlmwun nted the

first salesman for

Hﬂmg;m 1969, ha;'bu'b u‘f

managing director
company. Da

Park, who was Sir Clive Sinclair's

rl?\t hand man, will have responsi-
bility for all overseas sales and dis-

tribution of the company's

Amstrad network and hartd disk

system products.

Northemn's international arm is
m&’mﬁandwiiupmaud
i network systems in West
ern Europe, Surm\wm Eastern

Eurcpe, the Middie East,
Australasia and North Amarica.
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themn safely to aarth.

NEW M D FOR NORTHERN COMPUTERS —
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Thosa of you who have been curious as to how those herces of Gal- || Unleash 3
corp rslax when they're not making cities safe on Tau Ceti lll will | our £
s00n have the chance to find out thanks to CRL's next reiease, | Cru{?‘l“f: Tk 3
Room 10. The game by this unusual name because of tradi- 1| ¥ 1% Augeis |
tion. Apparently, the ummiaxbypmmpntmunupnn "w-n':‘-”"'-':l et LR
c.nlbudGr)'drg Traditionally, room 10 of a Galcorp complex is fdeelcling v ,; 'l-.l'.‘l E 41F E 1
is sport, hence the title. e sial EL
Giyding itself is aiow sport for two players. Each controls ,E':p !H'T" B ¥ L i —
ntm&ﬂj;ﬂbm’wTﬁm 10@;@&1&1%5&% Jaiap sk alal - - I-' E’Eﬂn -
ot of the room. The object is 1o get passad the other player, -t it
nnmw&mmimmmm‘;?mmimﬁw PAGEMAKER MAKING i “:1 lﬁ:‘ ainim oM
garme uses four oclour Oraphios twkth ssectable colowe HEADLINES [
schemas), split screen viaw, two and zero player options, three skill R, 1
levels and six ball speeds. The s author is Pete Cooke, the Following a month delay the |
man responsible for Tau Ceti. Unfortunately our preview copy “mpubllal'ungpac \'_"J il —
arrived just too late for this issue but we should be abie to give a full Im“m'“ xllmlwuq — £t =
review of Room 10 next month. WI !nrﬂmhmwndCPGﬂE-ﬂ g || /0123458289
CPC664 and CPCE128,

CRL ADVENTURES FOR PASCAL AND FORTRAN Systems of Warrington, this latest

version should have been
THE 8256 FOR JOYCE launched at the Amstrad Show at

IS LI T T
ol Nrirl ¥

: vrmxy? )';!”f

' lfilfp T

frrassans 9
Prospero Software has Manchester but a minor "hiccup L —=——-!_&f_._
CAL have relaased two adventure W OO tumed out to be a major hold-up
, Blackstar and SAS Raid, and the company found them- for the best-selling AMX Mouse,
or the POW 8256, The former is 2 selves way behind scheduie. price £14.95 on cassette and
taxt adventure and the object of The Pagemaker combinas | £19.95 on disk, and it is available

the quest is to return the power orb

a typesetter, graphics and word for all three machines. It enables
to Lady Artemis. Any treasures

DCessor on two disks for £49.95. any araa of a picture to be

found on your journey can be kept, lends itself to letters, posters, stretched, shrunk and scrolled up
after Artamis has cleansad them of menus, in fact anything which and down: Also included is a
their evil, mwbulnim' haid in a castle. You neads to be created on A4 size gw;lurm which ena-

In SAS Raid, which is a semi- to gain access to pa%z pictures to be to all
graphic adventure, secret plans ﬂmmmrmﬂmmm company has also made leading makes of printer be it dot
have been stolen which give pre- | your base. AMX Utilities—support software matrix or colour.
cise details of your base and ara Both programs cost £14.85,

—

JULY IS TOLKIEN MONTH | AID FOR FRUSTRATED REPUBLIC SOFTWARE IN

UK
Melbourne House is turning July JOYCE OWNER
DIGITAL DRUMS FOR maﬂmi Blockbuster month. | e publishing have launched a | Bastille Day, July 14, is the apt
ms rﬂobbﬂﬂa |m'$ﬂ bzz mﬁmiu date for the launch of a new
o1 £9.05. mmgnlmaﬁuh? USng the £X- software company in the United

Cheetah Marketing of Cardiff are month will be the release of The mm“w.ﬂﬁmmmmmwmm . mmmﬁ
e T U Lord of the Rings and The Hobbit | 1, yhe computer’s word proces- ing software house, |
f & Amsirad for the PCW82 sing system familiar not on;ly with | hopes to storm to success with its
the hardware but aiso the accom- fruﬂlmn
pmylnngﬁmmwdpmm- mdrmamnﬂmpm:ndum
NEW FROM HISOFT r.ﬁn ture of proportions, contain-
bmkwnﬂmbyl‘raalnnca ing Owear u!ptmnnmuﬁ
Mhﬁtmbl’m writer, Mike Gerrard, deliberately | sitating the use of twin cassetie
el “iw avoids | and assumes the pack for the tape versions. The
reader no previous knowledge | game can be played by up 1o four
PCWB512 CPM machines mwmmwm. players, although one person can
detai

are now with a set It costs £9.95. For iis | control all four characters which
of free library 10 ACCESS read AMTECH. make up the team, and these
the Digital Research GSX characters can either ba pre-
allow users of HISoR C and HiSoM (% Iy Ty i
PascalB0 1o draw lines, piot points, e .
fill areas, and access all the other Or the novice adventurer the
GSX functions from their own " game is instantly playable while
maﬁh;gm A m 0" munxmmthuu;fmmu
dmlnnmpin-x world
R s . MODEMS IN mediaevil magic,batties and indi-
As GSX documantation s vidual heroism. On disk it will cost
axtremaly difficult to get hoid of, scms £14.95 for the Amstrad version
Depmrnuﬂuled&amlnmmry s £1 million ' Modams in

MhmbmnﬂmmdbyﬂmhmnmmﬁHSw-

A FIRST FOR FIRST! tems. Krite says the department’s decision to use just two
modems, the Dacom DSL 2123AD and the Tandata TM512, was a

The First Software company have rajacﬁonnffreew«mm. :

finalised an axclusive licensir g He is s0 angry that he has asked his local MP to raise the matter

in the House of Commons. 'We have a Conservative governmaent
which advocates the merits of free enterprise yet one of its depart-
mants is tumning its back on the issue.'

Mr Krite' smpa%mmﬂ Magic Modem, and he believes
the department sh have put the contract out to tender,

agreement with Ashton Tate o
launch a low price version ol
dBasa 11 for tha U K sarous hamea
Amastrad version comas on disk
and costs £119 including VAT.
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| First of al

Welcome once again to the page that lets user clubs write about

AMTIX! wants to haar from user
clubs the length and breadth of
Britain and indead we welcome
comesponcencé from Oorganisa-
tions abroad. Wrile and tell us
how, why and whan you set up the
club, its aims, when and where it
maats, how many members you
have, any special events you have
plannead for the coming year, if you
pubdish a newslatter and if 50 how
fraquently it appears. Got the
idea? Then get your thinking caps
on and writa today!

an apology 1o
averyong who has baen tryl
contact the Amstrad North
User's Club at Manchaster. For
soma reason the club's address
did a vanishing trick in the May fea-
ture. The address is 41 Millwall
Closa, Gorton, Manchastar M18
8LL | also have a telephone
number, 081-273-27T83. On the
subject of ANWUC | would like to
thank them for the "‘nicé’ photos
they have published of ma in thair
Apni magazing. Thanks a kot!

ADVANTAGE
GROUP

This month | am featuring Advan-
taga, the national independent
user group for ownars of the
Amstrad computer. As you will
recall this group recently tOok over
Amsciub s0 1 was interesting 10
hear from Jelfrey Green, the
owner of Advantage, which is
based at 33 Malyns Close, Chin-
nor, Oxfordshire OX9 4EW

Mr Green says the group's aims
ara to provide an organised centre
for all members; provide the
maans whereby users can share
thelr knowledge; to disseminate
and generate new ideas; 1o halp
solve problems; (0 encourage
commumcations botween users,

USER

themselves, offer advice and help to newly formed or planned
organisations, notify others of any rip offs, and generally have the
opportunity to sound off about anything and everything.

By Malcolm Harding

1o halp users get to know their
computer more effectively; and to
monitor standards of hardware
and software products. He also
points outl his aims would appear
to have been copied by ANWUC
which is a poirt for him as
imitation is the best form of flattery
when all's said and done
Immadiate objectives of Advan-
tage are 10 provide a monthly
newslattar which will include
news, |deas, advica, letiors,
reviews, classified advertisameants
and other articles of inlerest redat-
ing 1o computing. It also sats out
to bulld a database of information,
programs, and advice to which
members may have access and o
which they are encouragead (o con-
iribute; and also to provide
unblaasd reviews of both
hardware and software products
It also gives free publicity to local
and national clubs; provides an
opportunity for members to
axprass thair views, publish ideas,
raise problems, and advertise
iterns for sale and finally also offers

80 AMTIX! July 1986

the chance for mambers 10 aam
money writing original programs

Longer term objectives includa
obtaining proprietary software and
hardware at reduced prices
astablishing a lending library of
quality tested software; provision
of a telephona answearnng servica;
theé settng up of a communica-
tions link betweaan membears and
the centre; and the organisation of
local group maetings.

M-mnt‘r?e was formed last year
and annual membership for resi-
dents of the United Kingdom and
ireland is £8.95. Overseas mem-
bership s £13.95 per yaar. Mam-

ANOTHER CLUB DOWN
UNDER

It's only a few months since | last
featured a club from Australia yet
onca again AMTIX! is bridging tha
13,000 milas to pubhcise another
oné down undar

This time the letter is from the
Southside Amstrad Users Club
and thair address is P O Box 324,
Gosnells 6110, Western
Australia Says secretary, Debbie
Hoffman, ‘| am writing to you on
behall of our club In Wastam
Australia. We are the Southside
Amstrad Users Club and we msed
al the Gosnells Scout Hall on the
sacond and fourth Wednesdays of
eéach month. We are a socially
orentated group with over 70
mambers. We offer a great deal for
both the beginner and tha
advanced Amstrad user,

'‘We have an extansive library,
available to al members, which
has a large range of tapes, disks

bers recelve a newsletter sach |

month and are éntitled to dis-
counts on items offered by Advan
tage

iS THERE A CLUB FOR
DISABLED?

| have received a letter romM R |

Pugh of Ashton-in-Makerfield,
Wigan, asking if there is a club or
group which caters specifically for
disabied people who T
Amsirads. | have not heard of one
but if there is can they contact me
80 | can pass on tha information

and magazings available for hire

Our group is interesting and infor-
mative, including software and
hardware demonstrations and
quite often discussions from
teachers of computing Courses
and other laading sources. The
commitiee members, with their
Australian lelephone numbears
agre: president, John Marshall,
093907338, sacretary, Debbie
Hoftman, 09—4598702; librarian,
Roy Duperouzel,
treasurer, Eric Tytherleigh, 09—
A5TO026"

Thanks for your letter Dabbie
Pernaps one of these days | might
call you!

MANCHESTER CLUBS
TO MERGE?

| hive heard a strong rumour that
the Amstrad North West Users
Club is in the process of acquiring
the Manchester Amstrad User
Ciub. Watch this page for further
news!

nmlrw-rdtb :u.Hd-
Fﬂ.%l 10, I.u:lmr

‘l'nmtlhubﬂ | have had
lrup...!hnml-t of

Qus, [ unblana, Parthahire FR15
OJY for pen pals. He owns o 6128
and wants to correapond with and/
or ma st paople S0 ha can |
swop ideas and so on. Go on write |
to him now!
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THE PUMPKIN STRIKES BACK is the sub title
for the latest release from Palace, CAUL-
DRON i

f you go down fo the woods loday, you're sure of a
quitck demise . . . That's the motto for the latest game
from Palace, Cauldron I, For those who never saw
its predecessor, it involved a broomstick-riding witch
in her quest to destroy a collection of pumpkins. This
game i suitably entitled. The  Pumpklin
Serikes Back You contral the last
pumpkin, intent on gaining vengeance for your extinct
comrades. The action all takes place within the witch's
casthe. You can appear in any of a number of rooms
and the object is, arcade/adventure style, to collect
necessary Bems which will help vou Tind the witch
cut off a lock of her hair while she sleeps and then drop that lock of
hair into a guarded cauldron at the base of the castle, Fasier said
than done!

There are a vanety of obstacles within the palace. Innocent
looking inanimate objects soon spring o life and chase you arownd
a room, trying to drain yvour magical energy. When this reaches
rero percent, you lose a life, Other more obviouws nastios like giant
spiders, trolls, nads, skeletons and even rats all seek to end yvour
quest with alarming fervour, Physical traps, oo, make your jour-
niy ever more dangerous. To negotiate these difficulties, you're
reguired to master control of the pumpkin — and that's where the
Tuim s1ars

The pumpkin bounces from place 1o place, the hetght of
bounce affected by the length of time the fire button is depressed
The pumpkin responds in rubber ball fashion, squashing as it hits
something and then expanding back to full size as it flies through
the air

The graphics take advantage of the Amstrad’s sisteen colour
made and stone work and doors are all subtly shaded to add
atmasphere. As the pumpkin moves from one location to another
streens flick change rather than scroll. There are some interesting
special efects a4 well, for instance, if the pumpkin Rlls 1o its doom
outside the castle, you see it tumbling away into the night followed
by an explosion as it finally lil-'..ippu,-..!:\ froesm wiesww

There s a certain order inowhich at least some of the nh;l'c s
st b cofleched if the mission is to be successfully completed but
it sn't by any means obvious and doubtless, many attempts are
going 1o be made before the solution is figured out. Roll on Hallo-

wrsen!
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Yet another oriental martial arts action game

arrives, this time it's Mirrorsoft’s SAl COMBAT

fresr wehiat seerns ke a quite period,
Mirrorsoft i now girding its col

ectve loin with several new titles
Biggles, Stnke Force
Harrier and Spitfire 40 taking to
the sk 1o fight in the bag battle of
flight orientited software, Back on

v huding

the ground, however, the latest
release, Sal Combat,
sms Oeshred 10 ead  thear

atteampt 10 antér the onanilal drg
gon of karate chop em ups. Orig-
nally redsased on the Spectrum
thes cormversion was done by the
gama's orgiral author, David
and sesms (o be even better. The graphiecs, especially, are
v colourful as can be seen from our sneaky preview screen shol
with the aclion laking place hestwsisny W visry Griental Iy s who
are irvvolved ina contest of skill 1o get through 16 levels 1o become
the Master. What they must do is use their skill and agility to
VATpUrsh an ;:i'un'-l--'l‘ by .,r~!;-..n..: a vanety of the 1h available

Clark

W i

=

MIKE SINGLETON'S great ‘Midnight’ Trilogy
is back on the road with part two, DOOM-
DARK'S REVENGE, soon out from Beyond

Beyond |

Doomdark s
Revenge Doomdark

reth the Heart Stealer |
Morkin

Sha

have shared with Tar
A

th

i all, wouldn'

i :. LW '

And =0, taking the pan
cue Morkin and then taks
of lcemark. Play
I'l:l |
mterachon eEtweeEn
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although thi s r
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For the third

il RN 0

Chrstmas release may b

Lioowmdlark s Kevenge st

MHvEeS The I':th ||_I'L'\-_fll'|\. direction and hire bhutios
weapons of thesr staffs and bodies

The game can be played by two plavers of o
the computer. You begin with six lives as g thir by
nenl. Beginning as a white belt, vou play the part of the
appearing in the green comer (or at least in the green str
thee & ormpuler plays yvour opposile numiber o i
ing blows score different amounts of damage bo yi
nent which reduces the amount of energy, or Chi

Ther: are sixteen kevels 1o win through bed
tithe of Sal Master with at least eight differom
againgt which to chop it outl, From what
Combat it looks as if the wait may have beer
convincing animation coupled with good graphics
tion has been paid to detail, from the colour of
changing as progress through the grades is
backdrops that adormn each bevel. Ar
game means that by using the enter ey to restart you car
the last level completed instead of having 1o work
from grasshopper status. However, as the onentals may see this as
2 bit of a western cop-oul you must loneil three of your Thves lor th
pleasure. Well after all, as with all oriental sports, it is the «
grows in the cold which bears the hardsest fruits
ke that
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- This is the easiest way of buying your Games and Utilities

BY MAIL

youn l'nll;: . it's withi pmn'm
| want, 3 nour to
i Hun“wﬂl.mnlﬂum-’“
MhMHMMﬂMImIﬂ
ordered by using the form below.

But to avoid disappointment, please ring first to
check availability of unusual items!

AMTIX! Malil Order is backed by the resources of
Newsfield Ltd, this magazine,
CRASH and ZZAP! 64, which has been
more than 150,000 computer users with software
farmr:mu.my;uumhmﬂuumm
n service

‘ Thnrihmmlllnrduw
| the prices Mﬂumhmﬂllwm
Itmuul

have queries

Iﬂﬂlrﬂlﬂﬂlﬂmrﬂh

DISCOUNTS GALORE!

may take adv. of the discount
coupons on the form — £1 off orders worth more
than £20, and off orders worth more than £10.

Nothing could be — fill in the form today
and order whatever you like.

involved, justuse

Order

What

You Want
from the
Largest Range
of Software
You

Could Ever

Wlsh For !

fmmmmmeememeesssmssssssessssseeessssmsse s s -

MName
Cubscriber Mo
(il appdicabie)

AMTIX! MAIL ORDER FORM

Telephone Ludiow (0584 5620

Please send me the foliowing items: BLOCK CAPITALS please|

Please note: some software reviewed may not be availabile until its rele ase
Address date. If you are in any doubt about availability,
cannot be held responsible for delays resulting from late or non-release of
titles when reviewed or previewed before their official release dates were

ring first \Ue

TRy MR 0N QO Lge FaDey

delay processing your order and may result in loss.

KNonwm
e St aE o e Do T Aerourd
Postcode |
SPECIAL DISCOUNTS ’
|
l
OFF ANY ORDER WORTH ]
MORE THAN €20
Al e e GO uncer eveew headings e T —— {_m Tﬂtﬂ‘l F.
F W Er i ]
50p OFF ANY ORDER WORTH O s et i S AL VAT AMTEU Lo ot e s Rl
L MORE THAN K10 PPk A, o RO fo PR ard packiee e e unnnn.:i TIONS LTD
L. Cumtomers in Continental Eunope should Please do not wend ary coinage
Sorry - only ONE voucher per order ! bl g b s g Total enclosed: £

AMTIXI MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYB 1DB
Please do NOT enclose this form/payment with any other correspondence to AMTIX | Magazine editorial, as it will only
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it takeas quite a few game to get I

past level one, as you have to | Equinox is g value for money |
remamber your strategy so as wid fun o

not to waste fuel. | would recom-

mend you buy Equinox as there

are not many games that will

keap you at the Amstrad like this

wiill

| absolutely loved playing

ﬂ! th Mm@ hacause
e 503 pddictive Tha
graphica are soma of the most
axciting 've seen on the
Amstrad, and give a really con-
3D atmosphera. The
tune on the title page is excellent
and the spot effects are very
atmosphanc. MNica touchas oo,
game instructions appaar on the
san with lots ol little stars
twinkling around them. Mowve-
mant of everything 8 wery

. h and exact, and trans- NUISIC § e | : ‘ J = — '
porting abowt the area in various g I FA @  § : - EWEME
toleports has to be donea with L) 1 -

s the credits are a bit too
o wasta, this maans that




| Open
| beyond you ghmpse the ou!raﬁe- '
| ous form of a glant snake wil

| blinds your eyes and the metal

| kayboard and VOU is here

| pounds

andenng through the chaos, |

you adjust your grp on the |
handle of your sword. Cold sweaat
soaks the fur beneath the palm of
your hand making your gnp less
secure. On your other arm, a shiald
ol batitered metal protects the
upper hall of your bruised body
You want 10 rest but know that
thare is nO choice — you must go
on. There is a door ahead. Forcing
it with your shoulder, 1 sSwings |
in the gioom of the room

woman's head. Before you can
bnng down your Sword, a hight

waapons saam (00 hot to hold
¥You've failed — this time . .

Enter Swords and Sorcery by
PSS. Long awaited and aven
longer proclaimed, the game that
says it brings role playing 1o your
It's
taken a long time but now tha idea
is that anyone with about ten
o spare can travel
through a maze of underground
iabyrinths in saarch of adventure
and fortune. The queastion is, does
the game live up to the claim?

The idea in S&S is to jouney
amound four gQuadrants of an
underground maze in sesarch of
amour made by the master

Armourer Zob. In doing 80, your
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charactar will encounter a varety
of monsters, traps and computer
controlled characters — most of
whom are intent on thwarting your
afforts. In the longer tarm, mora
‘add-on' dungeons are in the mak-
ing for as your character explores
and fights, he gains axpanence
The future dungeons are primarily
intended 1o allow this course 1o
continue

The packaging is in the formof a
large cassette case, and a madium
sized A5 manual which explains all
tha intricacies of play and lists the
VaNous magic items, monsters
and othar miscallanaous obpacts

The screen is split up Into five
main areas. Al the top ol the
SCrean s a text window Camying
messages teling you what your
character is holding or the state of
a battle and wheather or not you just
hit your opponent. Below that and
on the left another window dis-
plays your character s vigw in ani-
matad line graphics. So, as your
character prograssas down a cor
ridor, you actually see the walls
move past. To the right of thisis a
map of the dungeon quadrant you
are currantly in. This map also dis-
plays your axact iocation and any-
thing that might bé in a comidor
Howeaver, it does notl reveal any-
thing occupying a room uniass you
are also in that room

1
|
1
|

Below this is a dialogue box

whera conversations between
yoursell and anyone else are dis-
played, Finally, at the base of the
screan 5 a scrolling meanu. Actu-
ally there are several scrolling
menus armanged in a hierarchical
fashion. On the main menu, if you
selected Talk, another menu
would appear with choices like,

Great, Command, War Cry and :

son on. I Greet was salected, the
choice of Friendly, Nautral or Hos-
tile would appear. This control
method is somewhat unusual but
afer playing a while, its logical
structura facilitates aase of use

Al the beginning of the game, a
new character may be created ora
default character may ba usad. To
create a new character, the player
Is given 14 days in which to tran

| with any of twelve masters. Each

masier specialises i particular
skills. The player picks the master
(or masters) with the skills that
most appeal and theraby gain their
own unigue balance of abilities. Al
the masiers appaar as namas on
the scrolling menu, tha player
pressing fira, when the comect
master has been selected

No wonder thal dragons are
extinct because Dragon's Teeth
ara tha main form of cumancy in
the world of Midas. After training
has been completed, a charactier

is allowed a certain number of DTs |
with which 10 buy equipmeant

Once equipment has been purch

| asad, tha character automatically

| enters the dungeon
Apart from encountaning wan-
dering monsters, aach room nor

mally holds a creature or character




ba dealt with i dif-
armourad kgt
‘ talling you 1o stand
VBT 3 Warc W OF ”"'.‘-'H may
. i 10 Send m runnmg
jrés may enjoy flinging

a few minutes belore
ptthe commences. Under certain

rocumstances, creatures may bDe
terrogated as to tha value of an

term you have collectad on your
yilhernturg,. However vwou daal with
them, interaction with these
haracters is a major pan i the

Anothar major aspect of play is
Anovice characier has only
cast a few Fireba
During the game, or after

suttable tramng, it

I sandl of spells 1d
i iffenca, dalence
¥ 1 . N course, certamn
regtures ang goang 10 Dba abda 10

S8 SIS 25 Wb

omibat is normadly lore-wamad
ringing bell. Dur
a of the

i rmitaal. the i

T P POV ) JiIsplay com-
hiat stics for both partias
W Tha only real amnmation
the form of a few speécial

SIS SLQ N A% F irEtall
of diffenng

ombat IS

inddiad N rounds and each party

may [ k a choica of altack and

iafancs forms inaach mound. AlsD

Lak.a Lt onscleration are

armour, waapons and

T m— wrsueec] In the "'-Vl"l'

1 i e Qame, SNoukd Y

8 A fight and da, yOou arn wusi
Joves yn axtra e, This ban

does not last for long, howaver. It
S POSSIDE 10 Tum and run dunng a

fight bt yvour opponant gains a
ipke of fred hits if youL choosa 1o

) A PO retraat 1akes time
and skill to axsrcisa, tharne

lowrs n an opbon nas o bea
aarmac] thr '.l.'."'" X srienca
Uuring v r adventures thars

e likaly 1o be many piaces of tre

sure discovered which are not

i ary o complate the game
But there is freedom of movement
nd CchoeCe throughout, S0 the
sxact nature of the adventure is left

partly to the individual. Options for
saving and reoading a game in

5 DOSSiDia 10 |

available and will
essary for completion
That is, unless you
have saveral months 1o spand on
non-stop playing.

CRITICISM
'!r This is a wonderful game,
pi4| @ superb mixture of

strategy and adventure
which makes it brilliant in itself.

prograss

D0

of the game

Add to that the excellent
graphics and you end up with
perfection for the thinking
players’ society. This Iis
definitely one for the collection
even if you are not over keen on
this typa ol gama. Hopefully
gther software companies will
follow the lead of PSS and
release other masterpieces like
this.

YWhat an incredible game

this 8! You certainly nead

o have your thinking cap
on and a carelul perusal of the
ingtructions s a must balore dely
into the game. IT you ke 10
EXDENBNCH tha challsnd o and fun
of adventurea in the dungeons
don't w a mmnute In buying
SWOrds and Sorcery. The graphics
ara first rata and probably the har-
dest part is in 'Z:flf'l'llf'llgjtl'! l&arms with
a rather alaborate meanu systam
One of the best games | have
played thes year!

Ing

This is an excelient prog
ram from PSS, Obwviously
1 peopla will compare this
computer RPG with Dungeons &
Dragons. The game cannal com-
pare favourably with something of
thal complexity but it's still as

complex as other, less convoluted
RPGs and it gives the solitary
prayer who cannot get invalved in
Such social interaction gamas (o
éxpanagnca the “thrill  of
aungeonsanng. The trickiest thing
to get used 1o 1s the menu sysiam
You should spend some ime
bacoming acquaintad with its

full

intricacies before tnying fo prog

réss (oo far into the gama Other-
wise you may think you have doneé
something whan faci you
haven't. The vanety of crealures is
stunning and vary clevearly thought
out. For thosa who are intérasted
it appears that P55 have used a
kind of digital version of the old
Citadel Miniatures design proce

dure where a few componants of a
character can ba jumbiad in a var

ety of ways o proguce a multitude
of different creatures. The only
moaan | have s thal somea ol the
taxt in the dialogue window is light

i

biue on a yeli NG muk
ing i naarly Impossit o réad
Otharwise, the pame is supart
|
|
Presentation 92
Planty of options, ail cieary tmd—
out in BOoth thé manual and or
SCTEON I

Graphics 91

Very clever use of animation and

colour

sound T2
sNo music and only a few simph

sound effects. Passable though

Playability 91
The menu system is vary wisl

| thhought out but will still slow you
down at first

Addictive qualities 93

An immeansa dungeon to axplorns
full of vanaty and the promise of
more 10 Coma!

Value for moneay 9.
A massive gama for a reasonable

prica

Overall 92

ped

L. =
fctecrtad WL

P et ]

| A great game that's been worth the
| wait

AM TIX!
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HEHT
psiggii
THHIE

L ife as a hired gunman has its ups and
downs. One minute you might be asked to
eliminate someona famous, the next second
you're being asked to acquire a computer disk
held within @ high secunty fortress cunningly
disgursed as a warehousa. The disk holds the
names of a number of rebel leaders and you're
racing against the clock. The idea is to find a
bomb, hidden somewhera within the complex,
get the disk and leave tha bomb behind, icking
down to detonation. All this has to be
accomplished before the timea imit expires and
the information stored on the disk is sent to
outlying terminals, Being a sensible sort of
chap, you want 1o escape and thara just hap-
pens to be a halicopter on the warehouse roof,
waiting to be stolen,

Of course thare is always a catch and in this
case the headquarters are heavily protected
by armed guards and watchdogs as weil as an
automatic defence system which monitors
your position in a room and then starts 2apping
you with a laser. Your mission bagins with you
in a rubber dinghy moored just off a small pier
leading to one of the warshousa entrances.
Clad totally in SAS attire, the obligatory black
jumpsuit and boot polish all over your face,
you are armed with a throwing star. As you
wander through the security complex various
other weapons can be found, picked up, and
used — but each weapon can be used only
once. Tha good thing is they can be aimed at
your target. Trained to a very high ree in
various martial arts, you can also pariake in a
bit of physical aggro rather than just lobbing
the odd throwing star or brick about. You have
a choica too: a killer punch or a Ninja style drop
kick are both equally deadly to any guards you

mqﬁr]hnd
@ security comphex is split into three sec-
tions. The first is the warshouse front, contain-
ing tha halicopter and primary defence force. If
you get down into the sewers then you can link
up to the underground train taking you into the
first part of the computer centre. From here
another underground train has to be found to
get you into the sacond computer centre. This
is where the disk and bomb are held. Once the
disk has been picked up and the bomb prnmed
a countdown starts showing the remaining
time in which 1o reach the halicopter. A quick
dash back through the sewers and train sys-
tems is required unless you like having your
self ameared all over the walls.

Whilst bashing your way through various
adversanas your progress is charted via two
screans, Tha main screan shows a side view of

2t iiin] fiaka i
HE

ehmrdngaraner
e e ae A
B e

tne room youre in. AS well as running and
fighting you can also perform a nifty tuck jump
for bouncing over chasms and gaps. Using the
ladders, platforms.or sleps provided, you
travel around the compiex of colour codad
levels

The botiom quarter of the screen is used to
display your status. Only ona object can be
helid at a tima, the object you're holding
appearing in a window on the left hand comer
of the status araa, while objects closa by, and
available for collection, are shown In the win-
dow 1o the right side of this screen. Prassing
fire uses the object within your grasp, or il
another objact is within reach il be transher-
red into your pOSSassion

An energy bar along the botiom of the screen
shows how your enargy level is fanng. Your life
lorce 1s exhausted by contact with fighting
guards, who fire rubber bullets; guard dogs,
which bite, and the laser defance sysiem
which is generally bad for your health. Stand
ing about doing nothing for a while, howaver,
allows ebbing enargy force 1o retum

The game s played for money, not points,
and a paymeter clocks up a few hundred dol
lars each time you croak a guard. The big
monay is only picked up for collecting the disk
in tha time mit, planting the bomb, and escap-
ing. The programmer was obviously a dog
laver for you get no moneay for killing dogs!

Presentation 83%
Clear and comprehansive instructions nice
ttie screan and several options

Graphics 75%
Limited use of colour but graphics are
raalistic although rather jérky

Sound 34%
Worst aspect of the game

Playability 80%

It's a lot of fun especially as the skill levels
BASE yOu in,

Addictive qualities 77%
Increasing difficulty keeps you at it

Value for money 75%
For action fans its good for the usual price,
but the jerkiness spoils the rating

Overall 77%
Worth having in your collection for the
game despité somea avdio-visual problams
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VW e 'L:.*" aong mecor | EEUUEEUEEEE HI-SCORE: D100
rn—.'-,rlthr.!a.h.er the Spectrum ver-
t has been released for the
Amstrad. Onginally a (Sremin
Graphics production thea
aforementionad Sheffield basad
company has now joined forces
with DJL for the follow up 0 the
successiul Wanted, Monly Mole
With tha assistance of Sam
Stoat, Monty has at last escaped
from the misary of Scudmore
Prison and now ha's running 1o
save his life and liberty. However,
Maonty has a plan. i he can board a
boat sailing to the continent he
may evade the 'u"? arm ol the
British law and hopefully retain his
freadom. You must help Monty
oCata Nis transpon away Tnom the |

g~
e »

HIL i

i

y shores of England and
maks surg ha collacts the Neces-
sary tems balore he leaves

Monty is an agile little mole, on
Apart Trom scutting
spaadily from platform to platform
he can also perform breathtaking
forwards and backwards some
reauits when he needs to ump to a
cartamn location or avoid an alwen
nasty after his fur. Monty can roam
around the game by other maans

the whole

gther than hoofing it. Teleports are
dotted around the place. Thase

offer transport 10 vanous locations
athough not all telaport axit points
are sate. f Monty wants to pass
through a teleport withoutl DEng
*r;i"c,{,-f: 1ad then M NAS TO '||:|;_,r‘i_l
out which of the coloured Daams
of light it emits is safe to walk
through. To make matters worse
soma Taleports changa their col
ours whan you're not look ng, S0

ALLLTLTLTLTLTLN)

92 AMTIX! July 1986

ust whan you think you ve got i
sorted, Monty suddendy finds him
sell flung nto the nather
machas of tha
amarge at a destination that he
had no ntantion of wvis

Lifts offer a seamingly painiess
mathod of travelling from the bot
tom to the top of & screen. But
watch out ome of tha
machanics in

tampared with making tha cables
L

et

tirg

the NS have Daar

Lrestat D UMNESS you want 1o

send Monty crashing to his de

think bafora you use

Balorma Monty
Graat Escapea and flea his

d lorever, hée must collect vast
AT its of equipmeant to hadp him
n his task il the otyects in
the gama are & 1Al Soma are a
wasta of time ilecting (although
you have no way of finding this out
wuntil the end of the gama) and a

cCan siage s

TS

S

AT

HI-SCORE:

THE HOUSE

I.J.-.”‘]l"_ _'||"‘:? h_:

few are downright dangerous

Some deadly objects becomea lass

athal 1 a relevant
obyact has
batorahanc

ansidaration, thara is an awful lol
of re-tracing of steps in the game
until the comact combination of

objects have bean picked-up. The

NELUIESing

[l e

ship that will eventually whisk
Monty away 0 starl a new life in
sunny climes cannot sa il thes

imect ODyects nave al Deaen

safedy stowed away in its hold
Iha gama has the same basi
Wantad: Moty Mok

but much | AN)aEr and mong COMmipd

¥ i
ey -10LUL &S

cated in every way. Tha game
starts off outside a house and
transports Monty to a vanety of

ocatons untl he aveanually Tings
the ferry across the channal, Eac
SCréén 18 A

blocks, mpas

"r'[.lll-'-ﬂ" Comphax

mare of platforms

gdliooo

picked up
Taking all this into

and ladders and, ol coursa, thars
are the vanous monsters 1o awioec
Thasa position themaalvas or f
around an object making it rather

difficult 1o

3
out oS ng a (&

el your paws on it with

Monty on the Run § i1
straight forward I QArme &
theerd 8 the ad t
thrown In Tor o i
wall, From wadd "
o mamnd eapot thivy areé o
axcaadmgly daadly and any |
iact with tha monsiars W
F.q'.r"..r 3 lifle. Five lives ANE DO
for the acdventurng mode at the
Start of wWhan a ife
ot Monty 1 hava 1 3
back to the beginning of the game
DUt usually ™ the Start of that
SCresan Aithougn in S0Mme
instances o e has ampiated a
Iarge amount Of 8 sCroesn. Thsn i

' SIMPYY PICk-up whiara ha laft

i and ha retains any objects that
ha has managed (o collact. Timing
is essantial in this gama as it is the
only suré way of avolding the
Mar|sucng monstars., | (L]

tha Mole Crushers featu
with disastrous results if Monty
tries to sneak under at an INoPPOT
T T

Monty on the Run is
i

it W)E 18 =i
bigger and mome lesting thar
Wanted: Monty Mole. | yo

thu ||_thr yOU had your work it out
n tha last gama than you'd betier
foliow Monty Mola's axample, and
e in Some sanous traming belore
think @b b

VO Ean it tachkhing

Monty On The Rur
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. graphically, an
| | didn"t really get on that C L one. If a
;‘qi well with this game | it to pla
—J although | can sea that
with a bit of persistence | could
become gquite addicted, aspe-
cially as Monty is such a cute 1 | EYCREOTILS .
character. The graphics are | — A high standard from Gremiir
quite good fun, but the nasties | |
seemed almost impossible to
dateat. Monty really should have |
beon equipped with a powerful | | (1 first rale : -3 nd 94
laser. Still for all that it will pro- | | i5 tion wi ot | A nice merry tune
vida hours of fun. i

oth and fun

i rom
n and the
et
5 &8 greal ¢ ga o ¢
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you qualify for large future ["5%, &
discounts on selected games,

AND by using your subscriber o
code number, you also qualify for o

the regular, standing discounton |~ = &S |
software purchased through /= “STSE 3 E
AMTIX! MAIL ORDER! ) |

AMTIX!
SUBSCRIPTION

YES PLEASE! | want to subscribe to GIONTHLY SOF TWARE REVIEW FOR THET &

ADDRESS [ SPELLBOUND
W SPINDIZZY

| enclose a cheque/postal order for -
£15.00 made payable to "
NEWSFIELD LTD. .

AMTIX! SUBSCRIPTIONS, 1-2King
Street, Ludlow, Shropshire, SY8 1AQ |



o your wy Even 30 offer comes fram pomecne of
1emething argtty sach S Lygd (hind voa G0 (8 shoo! him,
o, dead . .

ITHEW
WTERMINAL MAN:

WHY, TINZ WHY —
WHEN 1T Hap ,
OFFERED To HELP
. us?

5- ‘ e ey
Marooned o 30 dien worid and wiTh & SEApErate geaH on
your handy you iy inclinsd |5 ke ol oflers of help Tt
i

THANKS R
¥ LOT, LAPY - You
ST KILLED THE
ONLY CHANCE WE
HRD,”

IT WOULD HELP
US— THEN KILL US,
- | COULD SEE INITS
- " . M‘Hp i CR‘GEE i

i [i_'i-s;r_qwtu HR.P;E:‘I.-'-LIH‘D'-ERE.P - i Ta. L : ;
K PLACE - - Wi WIPE PLAIN
HIDEOUS / \| OFF IN DISGUST, ANP,AS HE | - ] BE.FcTi?FEE T*TEME.TEIEILCFLEEE:‘ETP{W
\ CLEARED A SMALL. RIDGE » |§ > wll S FLAT, COLOURLESS 1T GLEAMED
: _ : : . PULLY INTO THE FAR HORIZON..

% |
N 1
|
|
JIM
COME HEFFE,
- QUICK
IS THIS WHAT
WENE COME
2 > ONLY
B ONE WAY TO
FIND OUT —
COME On,LET'S
GET Poumd
TD ]TIM
l _ M THE SOURCE OF iy
' S RADIATION COMES N BT
. FROM ITS CENTRE , b’ WHERE 7
; - ] THESHIP FUEL i HOWT 1T'S
: ¢ : CELLS wmthu&ﬁ o JusT A
f W N LaNT ARE y FLAT
i ‘W ' EWHERE Sl MOTHINGNESS,
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WILL YOu
&TOP
APMIRING
IT AND —

FRSCINATING -
SEEMS TO BE MADE
FROM SUPERPENSE
MOLECULES WITH
VARIABLE m;a. BUT

_ WE GET ON AND
§ SEE WHERE 1T WANTS AND LIKE

TO an-:E u-.’- COME .  FOCUSSED, /N y ﬂr?ﬂ‘%:i?g'gué?cﬂﬂw
. SO IT CAN FLOW |

LIKE THE WATER
OF A RIVER,

MOVING EVER FASTER. , THEY WERE WHISKED
OUT TO THE CEMNTRE OF THE PLRIN ..,

-IT APIUSTS
ITSGRAVITY AS | ToN'T
IT ENTERS THEE E‘EL'IIE:‘JE ANy
VORTEX -

STORY BY KELVIN GOSNELLo DRAWN BY OLIVER FREYe '
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OON THE VORTEX STRAIGHTENED
gu'r ANMD DELIVERED THEM TO R
WIDE SPHCIOUS HALL w

I
f
i

Y AND SINCE |
THEY LEFT

™
INPIVIPURLS
' g . - PISCOVERED _
ay SLESS.! - AND JUST
THAT THIS 1S A PORT. Pour] HOW ARE WE
FROBABLY THE ONE B e
THEY USED WHEN THEY CROSS 7
4 DESERTED THE SYSTEM» ? _
ITONLY HAS R’ N/ s
FOR PRSSENGER . 4

-

=t
¥

FIRST WE FIND

OUR FUEL CELLS = TWEMN
WE THINK ABOUT 1T,

AN come on:” |

THE SERRCH LEP THEM
PownN ONE OF THE
SMALLER SIDE PASSAGES.,
THE LIBHTING HAP
FRILED HERE wv

AMTIX! July 1986 97



TaxiNG VERY CAREFUL
AIM ,CROSS BROUGHT
| UP HIS BOW AND —

4

CROSS WAS A STRANGE
HYBRID ~PRRT MAN,
PART COMPUTER, PRRT
SOMETHING ELSE —

i -

THE COMPUTER PART OF
HiM CONNECTEP DIRECTLY
TD THE POOR. MECHANISM

A DIEFERENT TPE OF (L2
e PVl NOTHING
TRIED PRIME oTHI
—— UNPERSTAND !

What now, Cross?
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ADULTS!!

&l
(@ L

Juse you'r

JIH up or ‘not J'*

(e pup

and 100K | 1{ up T

when 1 '"Iﬂu,r qm ’1“r Here's your
to find out what it's really
OSe SI ]rwﬁ}a filled haunts

of adulthood. The opportt unit y o

See Now ‘itf'.;JrﬁlLFLrir—rF

ADUL 177 games

1A

Why let the mums and dads
have all the fun. Pub Games can
be a laugh for everyone.

AN e ”’_ tht

] = -
I enougn 10 come
1

- ALLIGATA BITES BACK -

ALl N

Al | IGATA RITFS RACK

All IGATA RITES RACK

'ﬁ?'r?w:“\ v ;‘q

__.-1_,_; _..f_.-'--..f.- JJJ_-"

a compilation of
BAR BILLIARDS - DOMINOES

DARTS - TABLE FOOTBALL
- POKER & PONTOON

m BAR SKITTLES

available on
Emmnmiml 64/128 « Spectrum 48K - Amstrad N\
Available soon BBC « MSX

Alligata Software Lid., 1 Orange Street,
Shetﬂald S$14DW.

ALLIGATA BITES BACK



OUR SOFTWARE
WRAS MADE FOR IT.

Without doubt. the Amstrad range of computers” forces against the cruel dictator A true ‘headto  GUNFRIGHT captures the atmosphere of the
is rapidly establishing itself at the forefront of the  head' game with voice simulation and superb Old West at its wildest worst! As Sheriff
personal micro industry multi screen graphics Quitkdraw youll have your hands full just
In response to this trend US Gold and Ultimate  From the Ultimate Play The Game Stable. ngmlfm‘hmmlh%m
Prilm.' Th:mﬂlfmcmh;f: pmdu(zcdmjl mnlttrs“o? ey + b Mt | (o ealing with the likes of Quick Draw
stunning conversions, designed to exploit the McGraw. fastest gun in the West!
best features of the Amstrad micro A Finally there is DAMBUSTERS. This simulation
Here are four outstanding classic games from 4 JfF7 : <o AP really needs no introduction: an accurate
our ever increasing range that will enhance " , o . reconstruction of 617 Squadron's epic Second
anw software collection World War raid on the Moehne, Egﬁ am.’{
: Sorpe Dams in Germany's industria
E"“ﬂ I{L?*T] IF!:,-FMAHHME‘I.S ;’:ﬂ:m‘;‘m heartland: DAMBUSTERS is already

ot olevery descrip- 8 3 <4 y 3 mt a;llrid as an all-time software
l Are ¥O 5 s In Lhis [as - .

Allthese great games are available
now especially for the Amstrad

at better computer stores.
nationwide

paced video action thriller To
travel through the Wizard's
temple to rescue the fair maiden
you must avoid demons

dragons snakesand killerbees

Beware of weapon wielding L1 : - i~ . ]
henchmen and defeat each of = 2 o '

the deadly guardians to advance 1\ i B " ot
to each of the five floors Your only
defence is your martial art skills! .

Sequel to the highly acclaimed Beach- — i

Head. BEACH-HEAD [l once again pits the allied |

BEACH-HEAD 11

ETTETD IETYe
0 NI Gk ¥

B e el e e  ————

DEAD-ALIVE

ULTIMATE PLAY THE GAME,
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Selected US. Gold & Ultimate Play The
Game product is available from selected
branches of
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