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X TERAY

3-Dimensional arcade strategy
on the 48K Spectrum—£6.9

Compatible with Kempston, Protek/AGF,
and Interface 2 joystick types.

Avadilable ot

Also from
MICROMEGA:

DEATHCHASE
LUNA CRARS
HAUNTED HEDGES
STARCLASH

All £6.95

for the

16K or 48K
Spectrum

Trade Enquiries:

Microdealer
0727 34351

Websters
0483 42222
Tiger

051 420 8888

Pinnacle
0689 73141







NOMEN
LUDI

There's been a lot of talk in recent
years about microchip technology
andthe way it is changing our
lives, Many sociologists have
likened the microchip revolution to
that of the Industrial Revolution of
the 18th and 19th centuries. At
that time invention and
development was very much in
the hands of inspired people,
greed not playing an unimportant
role in the inspiration! The
Victorians have left us a large
legacy of institutions funded by
that wealth, But what most
characterised the period was the
strength of the individual spirit. In
50 many respects the computer
games market echoes that spirit.

Itis a market in which
entrepeneurs and talented people
Emnuﬂsh, and have done. e
itain has been icutarly rich in
individual effort agﬁ'nsgards games
software. As in the 19th century,
what started as a cottage industry
has grown into a major business.
Only the time scale has altered -
bao years ago it barely existed,
the fip of the iceberg being the tiny
classified ads In the new computer
magazines.

Of course the development of
microchips and microprocessers
has been in the hands of
corporations, usually American,
certainly not a cottage industry,
But itis the efforts of individuals
which has made so much
software available. And no
advance has been as spectacular
as that of Spectrum games.

It would be easy to dismiss the
development of games software
as a frivolous side issue of little
importance in the general scheme
of things. Yet the director of a well
known software house that also
does commercial software
development, told me that in his
opinion some of the best
gLﬂFrammars it the world are to
ound writing games for the
Spectrum. The skills they have
had to develop would put those of
programmers in what might be

called the more serious market to
shame.

Marketing pressures and
theincreasing sophistication.of the

ames market, have inevitably

ed most of those early cottage
industries into much bigger
concerns. Yet the spirit remains,
and itis a sign of the strength of
that spirit that completely new
companies like Gargoyle Games
of Birmingham can emerge with-a
game as sophisticated and
impressive as Ad Astra (which is
reviewed in this issue). So as
owners and user of the ZX
Spectrum, we can feel proud to
belong to a tradition barely out of
the cradle that yet has achieved
astounding things. And don't think
that because you may only be a
E:Jm of games that you haven't
a lot fo do with that

achievernent. Nothing is worth
anything until it is used as it was
intended. A game cannot exist
without a market to purchase it,
and it dies without the feedback
the market offers. The feedback
isn't only financial, it's also an
emotional spark which finds its
way back to publisher and author.
Because of that vital interest in
good games we can now look at
an astonishing range of programs
of high quality.

WALKING THE PLANK
Sadly, a lot of this is at risk.
Because producing computer
mes is a financial business, and
elopment, marketing and
duplication costs can be very high,
a:e#%uysas need all the
revenue are supposed to
receive from the sale of their
games. The cancer rotting in the
heart of the British software
industry is Piracy,

According to GOSH (Guild of
Software Houses), piracy of
software is costing the industry
£100 million a year! Some
estimates have put the figure
higher. Of course the percentage
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of that figure made up by
Spectrum software is much
smaller, but the scale is still
staggering. Commercial piracy
probably doasn't affect the games:
market to a worrying degree,
though there have always been
the rip-off merchants and 'Bring
and Buy' boys at the trade shows,
wha can offer brand new games at
less than trade prices. One such
notorious offender has been the
bearded young gent who trades
ZX Microfairs in London under the
name of Chichester Discounts,
and who was seen on on oceasion
handiing large quantities of an
EMAP publication, Your Robot at
a recent ZX fair. These people do
damage, butit's notirreparabie.

The most serious damage is done
by the public themselves. it has
becmaeihignahdem nELInhs o
computer clubs as copy clubs. We
are told that schools are hotbeds
of software copying, user groups
actually run mini production lines
at their evening meetings and can
steal as many as 2000 copies of
successful individual tittes at one

0. According to Imagine

are seven copies for each

legitimate product scld can be
considered as realistic. At this sort
of rate itis easy to see whata
‘harmiess’ little activity like getting
together with a few friends to copy
some games is doing. The
outcome is sadly obvious. Small
software houses with very
in-demand games are the most
susceptible to the cancer, but
even the biggest can't escape the
consequences of the financial
slump copying causes. The logical
cenclusion is that games software
for the Spectrum will cease being
produced.

Is this what we really want? It's
known as killing the goose that
lays the golden egg.

The computer press has alsc to
bow its head in shame, or perhaps
it has only paid lip service to the
software business seeingitas a
good source of advertising
revenue and nothing more - just
put a few games reviews in to
keep the punters buying! In the
grappie for advertising revenue,
magazine after magazine has
offered space to pirates and
discount clubs, which usually

ml
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disappear after a couple of
months of ads have resulted in the
desired response to those three
famous games for 99p. They have
also allowed the most blatant of
classified ads fo go in, offering
copying services, and even cheap
copies made from original tapes.

PIRACY
‘CONDONED’ BY
COMPUTER
MAGAZINE

There's obviously a conflict of
opinion about piracy between
some of the computer magazines
and the software ind which
largely supports the publications
with their advertising revenue. If
editors of magazines continue to
turn a blind eye to the situation,
then they will only have
themselves to blame when the
revenue dries up because games
companies can't afford to
advertise any more.

The most blatant and
astonishing case of editorial idiocy
recently came from the March
issue of COMPUTER CHOICE
magazine. In his editorial Bill
Benneft admits to copying
programs for ‘back up’ reasons,
wilfully ignoring that so many
‘back up’ copies are zold in their
thousands by pirates. He sees
nothing wrong with this, says it
can't be stopped, and offers this
comforting crumb of wisdom:
‘Furthermare, there is no betier
advertisement for a company’s
next game than a well-loved,
constantly played copy of the
previous game, even if it was
pirated.’

He sets out by saying, ‘Software
companis are for ever moaning
about software pirates. . . . They
complain that the activity is
robbing them of profit. While there
is no doubt that such activity does
go on, it is not anything like the
amount of harm that the moaners
suggest.'

ill Bennett, Computer Choice
and Business Press International
have evidently looked into the
matter a ?reaf deal more
thoroughly than the software
houses to make such assertions.
Equally, they would no doubt be




happy for user groups to buy one

copy of their magazine and then
distribute thousands of illegal
copies free of charge. Atthe same
time, uter Choice, like a
number of other computer
magazines, effectively condone
the activities of pirates by allowing
the advertisement of copycat
programs. It must seem strange,
then, that software houses
continue 1o advertise with
magazines when this is the official
attitude.

HAM PIRATES

Mike , of A&F
Software, evidently does not
share Bill Bennett's
hi -go-lucky attitude to
pirates. Mr Bennett in his
editorial admits to the possibility
that, ‘anly half the copies in
circulation are “official”.’ Mike
Fitzgerald considers Imagine’s
claim that for every one copy sold
seven illegal ones exist, is
actually conservative. And he has
good reason to believe his figures
rather than those of (the
well-informed) Mr Bennett.

As a result of information placed
bsfore A&F by a radio ham, Mike
Fitzgerald has uncovered a
conspiracy on the air waves of
staggering proportions. Mike
claims that software houses are
-currently losing between £5,000
and £20,000 per title, a total loss
conservatively amounting to £28
million a year, through the
transmissions of games software
ovear the air waves between British
radio hams,

Approximately 50 software
houses whose rams are
involved include A&F, Anirog,

Addictive, Bug-Byte, CR.L.,
Melbourne House, Micromania,
Ocean, Quicksilva, Silversoft,
Voriex, Virgin, Imagine, DK
Tronics and many others. Games
readily available and free of

(e include any major title you
can think of. So far a total of 416
Spectrum games have been listed
as being r:%!i.ﬂaﬂy transmitted
between radio hams.

Dubilous at first of their
informant's claim about air wave
piracy of software, A&F set up a
monitoring station of their local
area, and within one hour
recorded off-air the transmission

of software data for four
wedl-known games. Convinced of
the necessity for putting a stop to
this activity, A&F have now
instigated the sefting up of a chain
of monitering stations around the
country. As a rasult of their local
station they are pursuing
i;éuncﬁonsa ainst approximately
within a 50-mile radius.

epartment of Industry,
which licences private radio hams,
says that there are some 50,000
licensed operators in Britain. The
terms of their licence strictly
forbids the fransmission of
copyrighted material or &
entertainment material. ‘'We are
going to shut these people down,’
says Mike. They think they are
modern Robin Hoods, but they
aren't. :

Mike is also well aware that
some of the worst pirates are °
school teachers and school
children, but the scale of radio
Ei:acy has made the software

usiness aware that their very
livelinoods depend on putting a
stop to it as soon as possible. The
argument often offered that if the
price of software was lower then
piracy would die out seems
spurious, Mike thinks. “The price

per of a game on a home
com%ﬁ'er has to be

pence, compared with the 20p or
more required for an arcade
machina," he says. He also points
out that if piracy was stamped out
then sales of games cassettes
would rise by as much as ten
times, which would immediately
knock £1 to £2 off the current
prices anyway.

Perhaps the only brigt;_lht irony in
the whole thing is that the biters
are also getting bit; copycat

rograms which most magazines

allowed to be sold through

classified ads in their pages are
now also being ‘pirated’ and
transmitted through the airwaves
by radio hams! But then we've

ways known that there's no
honour among thieves.

In commen with a lot of other
very committed software
specialists, Mike feels
strongly that one of the saddest
as of software piracy is that it
is 'Iling off not only a vi
entertainment industry in its
infancy, but, more imporant, also
killing off an industry which is able
to employ a great ycmng
people who otherwise face a lite
on the dole. Unfortunately it
seems that too many of the
computer magazines who are
where they are today because of
the software industry are content
to sit back and let it happen -
they've made their money.

Software Abacus has
told us that they have developed a
cassette tape protection system

for software. Three months ago, a
similar idea developed by Jim
Lamont was jumped on by the
Ministry of Defence. Jim Lamont's
system operated on the bias
signal placed on any tape by a
recording machine, but details of
its operation are now top secret
after MOD acted to seize all
inforrnag?n re:m tg;hp e
cop n device he
s i

Cathy Shaw of Abacus tells us
that their system is nothing really
new, merely an adaptation of
something which is already in use,
but which no ene had thought of
using in connection with

preventing illegal copying of
software from tape to ;
Abacus too have been jumped on
by the MOD, which appears to be
worried about any form of tape
protection, but unlike Jim Lamont,
Abacus seem confident that they
will be cleared to go into
production of the unit within six
waeks. Cathy said that samples
had been tested by several people
who had tried to software
programs which been
mastered using the protection
system. While a copy was
possible, it would not load
properly or run, and the general
impression was that this device
really would work effectively.

Cathy Shaw, in common with
many producers of games
software, has campaigned for
some time tomove the authorities
into action against the pirates, and
she is aware that the most serious
threat to the British software
industry comes from computing
¢lubs and schools, In one instance
she cites a teacher who has
happily confessed to making an
easy £500 a week from selling
illegal of games to his
schoo! children. If the British
authorities in charge of schools
:ir:dgomg to continue aflowing this
<ind of freedom, one which aften
extends to the school copying
educational programs for use in
several classes to continue, then
they deserve a work
recession can throw at them.

In the end, only one thing really
matters, and we musi all ask
ourselves the question very
seriously. Do you want to see the
home computer games market
fade to nothing? If you have any

interest in writing games
ams you might want {o
market them - but what market

will be left? itis time to wake up to
the fact that every stolen copy of a
game is damaging the ver

market that has ;ﬂ!an, and can
continue to give, 50 much
enjoyment for really very little
cost.

Trashy Gossip

Flicking through the is0fa
cynwggy up-market ication,
whose name escapes me for the

moment - Personal Computer
Games | think it's called - | was
fascinated to read a snippet of
gossipy inconsequentiality which
suggested that CRASH is a
down-market magazine which
cares nothing for objectivity. This
because of an article on
ammer Stave Turner written
Hewson (Tumer's
ames are published by Hewson
onsultants). This pointmay have
had some validity had we hidden
the writer's identity.

What's “mﬂﬂw the
piece in Parsonal pLiter
Games (April 1984) is that another
computer title should obviously
feel so threatened by CRASH as
to resort to cheap smear tactics
like this, and it wouldn't even rate
a mention it those tactics were
only confined to the scribblings of
an unimportant hack.
Unfortunately they have extended
1o advertisement executive of
FCG spreading flasehoods in
public, a matter | can't go into
here, ul nately.

: it'hsl&smmhe to be jolly fun,
'misure, writer joki
etfting the name of m
substituting TRASH instead -

for Pukingly Cruddy
s fauders oy . As T
r rs very far. r
‘down-market — at least CRASH
attempts to offer readers what
they want {o know, whereas PCG
(Your Complete Guide to Micro
Entertainment) offers very litle in
the way of objective or detailed
reviews and more resembles a
cynical exercise in marketing (187
pages, &7 of editorial hclggn?g
program listings, mmg' 0
CI:S‘SH: 128 pages, 88 editorial).
PCG is losing its grip if it feels
the need to sink to
tactics like this against otﬁgr
Magazines.

ROGER KEAN

ERRATUM

Due to some inexplicable error in
typesetting, Derek Brewster was
stated as
Lothlorien's Micromouse Goes
Debugging in last months's issue.
We apologise to all concermed.
The author is in fact Steve
Hughes.
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PLUNDER

= WARGAMES

All available for Spectrum 48K at £5.95. Selected titles available from
larger branches of Boots, Greens, John Lewis Partnership, Rumbelows,
W/.H. Smith and all good computer shops or mail order from
Cases Computer Simulations Ltd., 14 Langton Way. London SE3 7TL.

o« ' WHSMITH

g~ Strategy Games. They re no pushover.
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CAN YOU HANDLE THE ULTIMATE? FEATURE PACKED, 100% MACHINE CODE,
THE MOST AMAZING PROGRAMMES, THE SMOOTHEST AND PURE ADDICTION.

ACTION, THE HIGHEST RESOLUTION GRAPHICS? SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR
ALL ULTIMATE GAMES ARE ARCADE STANDARD, YOUR MINDe

(Al games joystick of stores and all goad software retailers. O send the coupon divect.
Jm'p'hu&ld cantraly We'll pack and post your order 1o you absolutely free in HhH UK.

ONLY £ 50 EAC Bwgilabis from: W.H. Smith, Bosts, John
Mengies, Spectrum Centres, large depariment

I Okay, I dare take my computer to the edge of meltdown. Send me the following: I

Ultimate Play The Game,
The Green,

|_] Cookie |:_J Lunar Jetman [ Pasat [T Tranz Am

l | JdetPac [ JetPac - Expanded VIC 20 [ ] Atic Atac l
| enclose cheque/PO forg Name. Do o0 cp A |
Adgres———— ——— et —

| Send to: I

: NE & 3 Ashby dela Zouch
Fss-sl]&u'-tBK Spveclrum Lunar Jetman 48K ZX Spectrum Jet Pac lﬁ-wﬁ 7 Spactrum I Leicestershire.
or 3K Expanded VIC 20

Ultimate Play The Game is a frode name of Ashby Compufers ond Graphics Ltd,, The Green, Ashby de la Zouch, Leicestershire, Tel (0530} 411483, Degler enquiries welcome.

e s e — — — e — — —y



Jet Set Willy

Producer: Software
Projects

Memory required: 48K
Retail price: £5.95
Language: machine code
Author; Matthew Smith

There were rumours that
Matthew Smith was a figment
of the Liverpool computing
mass psyche, or merely a
clever code name for a Tandy
computer, There were
rumours that Matthew Smith
didn’t really exist, and that if he
did, then Jet Set Willy didn't
and wouldn't. So, after all the
waiting, was it worth it? In fact,
it's probably worthless even
reviewing Jet Set Willy, since
by the time you read this you
will probably have already
worked out the boots to cheat
the game!

The rags-to-riches story is
already well known. Rich from
his sub-Surbiton  mining
exploits, Willy has bought a
huge mansion with over 60
rooms, most of which he has
never seen. There's been a
mammoth party and the guests
have leftthe place in a dreadful
mess. Willy just wants to go to
bed, but his housekeeper, the
nighmarish Martha, won't let
him until every bit and piece
has been picked up and tidied
away.

It is always difficult to do a
sequel to a best-seller. Not
only should it have the same
style, it should be bigger and
better. Jet Sat Willy seems to
score on all counts. Very sens-
ibly, it is actually a very differ-
ent game to Manic Miner,
much more of an adventure in
which the player can move
freely between the linking
rooms and work out the struc-
ture of Willy's strange house.
In keeping with a good adven-
ture, there are some random
elements that have been
thrown in. In some rooms the
hazards may change places,
or disappear altogether. Some
rooms may not be entered
from a particular direction —
you lose all your lives, and
sometimes that does not hap-
pen. In all respects, the crea-
tion of all the rooms is excep-
tional, each with its own

8 CRASH May 1984

peculiarities. Some of them are
very hard to solve.

Software Projects have
included a complex colour
code with the inlay, which must
be looked after at all costs,
since the game will not run
without a correct code entry
after loading is completed.

CRITICISM

'| consider thisgamenotasa
follow-up to Manic Miner, but
as something quite different. it
has a ftotally different game
structure, more interesting
graphics - like the swinging
ropes that are highly realistic,
hebbing rabbits, deadly razor
blades, wobbling jellies and
endless other inventions. Not a
single graphic has been taken
from Manic Miner, with the
axception of Willy himself, now
in a natty hat rather than his
mining gear. Quite simply, the
sound is excellent, the graph-
ics are brill and the colour is
great, A classic.’

‘If Manic Miner was mad-

dening, frustrating and fun,
then Jet Set Willy should cer-
tainly be put on the Govern-
ment's list of proscribed
drugs. The cynical manner in
which you are giverr so many
lives to play with is just typical
of the extracrdinary talent of
Matthew Smith - mean
through and  through! |
thought, well with so many
lives it must be easy to get a

long way. Yet they just disap-
pear before your very eyes.
The detail of the graphics is
marvellous. The dreadful
Maria with her pointing hand
of accusation, the flickering
candles, the grinning heads,
the leaping security guards,
fust everything has been
worked as far as it can go. If
there’s.ino demo in this game, it
is because it would spoif the




J-ET SET W-ILLY

fun of exploring the huge
mansion, and besides, | doubt
whether there's a nibble left in
the memory, let alone a spare
byte before tea. Now | must
get back to The Banyan Tree
and try again for the tenth
damned time in a rew [o get
through. . ...

‘Jet Set Willy is a high point
in the development of the
Spectrum game. | hope there
will be others, maybe ones of a
different kind, but I'm sure
nothing will top this game for
addictivity, fluent graphics,
responsiveness and sheer
ima?inalion. The nightmare
quality of the events suggests
its author should be receiving
therapy. Instead, he's probably
getting rich. Good luck to
1117

COMMENTS

Control keys: alternate keys
row Q to P left/right. SHIFT to
SPACE for jump

Joystick: pointless having
one, keyboard is much better
Keyboard play: highly
responsive, but watch the tight
spots, which have been
purposely made as finicky as
possible

Use of colour: excellent
Graphics: perfect

Sound: excellent

Skill levels: how nimble ara

your fingers?

Lives: 8

General rating: to date, one
of the most addictive and
finest Spectrum games.

Use of computer 90%
Graphics 96%
Playability 94%
Getting started 90%
Addictive qualities 98%
Value for money 99%
Overall 95%

Tribble
Trouble

Producer: Software
Projects

Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Jim Scarlett

Jim Scarlett wrote the very
good Doombugs, which was
published by Workforce and
seems to have been rather
underrated. That was an origi-

nal but fairly simple game to
play. Tribble Trouble is a highly
original game and a very dif-
ficult one to play.

For those who remember
the Star Trek series, it may be
possible to recollect an
episcde called 'The Trouble
With Tribbles." Tribbles were
cuddly, cute but rather trouble-
some creatures that began
multiplying on board the
Enterprise until they posed a
serious threat to the ship. In
this new game they are still
cute and cuddly and.even
more of a menace. The hero of
the piece is Brian Skywalker
(ves, Luke's litle known
brother), and he's a Tribble
Farmer on the planet Noom.
When on a mission to round up
wild tribbles, his Moomrover
runs out of fuel and Brian is
forced to herd his tribble back
to base on foot.

This trek takes him and his
tribblesomie herd through five
sheets of sheer hell. In the first,
Brian is stranded near his

Noomrover at the foot of
Firebug Mountain, beside a
river which he must cross.
Gems sparkle occasionally,
and then he can dash up and
dig out a rock, nudge itinto pos-
ition and fling it into the river.
The first stones sink down, so
he has to make two lines of
three rocks on the bottomn, and
then ancther two rows of three
on top. When this is done, it will
be possible to take a tribble
across to the next screen. The
problems, however, are soon
manifest. Tribblesome trouble
starts when the tribble, never
content to stay in one place,
start to emerge from the
Moomrover. The Firebugs that
live on the Mountain like eating
tribbles, so they start to move
in. Tribbles also run straight at
the nearest water and drown.

Fortunately, they are fairly
obedient-ish, and will follow
Brian if he's near. This lets him
lead them up and pop them
back into the top of the Noom-
rover.

In sheet two, The Goofer
Desert, the tribbles eat goofers
but are killed by cacti, and
Brian sometimes gets caught
up too. Then there's the
Spheroids’ cave. Spheroids,
too, like tribbles, and in the
Snappers’ Lair, the Snappers
like tribbles, while the tribbles
run off everywhere after the
mushrooms. In the last screen
you must get all the escaped
tribbles back into their pen
before the air runs out. In fact
the only 'good’ thing about this
game is thaat for once you can
play the part of a hero who is
practically indestructible!

CRITICISM

‘Keeping tribbles out of trou-
ble is a very difficult task, as
they seem to enjoy exploring a

Brian Skywalker shepherds a tribble out of trouble, bullds a bridge of stones

and goes quletly mad.

great deal, unaware of what
hazards are around them, or
what Brian is doing. All the fig-
ures in this game are detailed
and very well animated. Every
screen is colourful and enjoy-
able to play - which doesn't
mean the ?ame is easy; in fact
it is difficult and will take ages
to get through. The tunes are
excellent as well. it's a MUST
BUYI!

‘Brian  Skywalker stands
every chance of becoming a
Spectrum hero. He is simplein
shape, nicely drawn and
immediately  likeable, like
Miner Willy or Horace. The
trible, though much tinier, are
also beautifully drawn and
animated, and look suspici-
ously like mini Brians. On the
first screen, keeping an eye
out for the brief twinkle which

T-RI'B-B-L-E T'R-O-U-B-LE

denotes a gem to be dug for,
whilst keepihg the next emerg-
ing tribble ouf of trouble, takes
all your concentration. when a
gem is dug, a rock pops up
somewhere else that may be
nuged into the river. All the
movements in the game are
delightfully done, and the pixel
movement graphics are first-
rate throughout. Compelling
and enjoyable.’

‘I had to break off to get the
review done, but there are still
three screens to fight through
befare this game is conquered,
and even then | will have o go
back. All | can say is if tribble
farming is this much trouble, |
think 'l stay here and play
computer games! Excellent
sound, colour and graphics, an
excellent game and very
unusual too.’

COMMENTS

Control keys: Q/Z up/down,
I/P left/right and zero to 'dig’
Joystick: Kempston

Keyboard play: good, very
responsive

Use of colour: excellent
Graphics: ultra-smooth,
detailed and very fast
Sound: excellent, great tunes
Skill levels: 1

Lives: 3

Screens: 5

General rating: excellent,
highly recommended.

Use of computer B9%
Graphics 91%
Playability 92%
Getting started 86%
Addictive qualities 93%
Value for money 82%
Overall 91%
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Mission 1
(Project
Volcano)

Producer: Mission
Software

Memaory required: 48K
Retail price: £6.95
Language: BASIC
Author: Stuart Peart

Fancy yourself a fop-notch
secret agent, well versed in the
arts of self-defence and inves-
tigative intuition? Then Mission
1, an adventure that seems to
be the first in a series of mis-
sions from this new company,
mi%htappeal, ;
he package is presented in

a novel way. The cassette is
glued to an ominous manilla
envelope which contains a
passport, briefing sheet, brief
outline map (top secret) and
useful hints including a previ-
ous agent's last message from
inside a top secret enemy mis-
sile command centre. It is now
your task to penetrate this
installation. Once inside, you
must locate the main computer
roem and nobble it by entering
a destruct code to be found
somewhere in the complex.

Once started, the adventure
follews the standard graphics
adventure formula with a pic-
ture of the location on top of the
screen and the text beneath.
Type in HELP and you get a list
of 11 basic command words
and their understood abbrevia-
tions. In keeping with most
long adventures, it has a SAVE
routine.

You enter the complex
through a ventilation shaft, and
if you're clever enough to get

past watery and electrical hur- |

dies, Hou find yourself on the
first floor of the command
centre, a set of corridors with
rooms off. The search for the
code can now commence.

CRITICISM

‘Mission 1 is a fairly standard
adventure. | thought the graph-
ics rather basic, lacking detail,
and they made the wait for
them to build up a bit boring.
Unfortunately the text descrip-
tions were no more atmos-

eric either. Response to
input is slow due to the BASIC,
and very limited in its under-
standing of words. Not exactly
aJames Bond Mission,’

‘A neat adventure for begin-

ing in excitement and things to
do. Because of this, when you
meet with the immoveable dif-
ficulty of entering a lift to the
second floor you might very
well give up rather quickly.'
‘A slightly overpriced adven-
ture for what you get. It's a pity
the software doesn't quite
match the excellence of the
packaging and accessories.
More options on how to com-
plete the obstacle course and
more atmosphere would have
helped. But | did find it oddly
compelling in a frustrating way.
It's very simplicity made the

ners | would think, though lack-

Is A Droid Ahead
IR Ar Koe kmh i nl

next Mission in the hope that
it's aLitmore developed on the
text and action.'

COMMENTS

Response: fairly slow
Graphics: generally line over
coloured background
Features: excellent
packaging simulating a
dossier for secret agents
General rating: an excellent
idea spoiled to some extent by
the actual program.

| centage points in its favour just
for the inlay cover design,
| possibly the most vivid and
agcurate description of a
‘Panic’ game ever seen!

Sheer Panic is a conven-
tional 'Panic' with five floors,
the bottom one of which is
undiggable. Your man carries
a very long shovel with which
to dig his holes into which,
hopetfully, the three mensters
encountered on the first screen
will fall. As is customary, mons-
ters getting out of holes turn
another colour and then have
to be knocked through two
holes, or even three holes in a
row. The game is played out
against a background of fallin
oxygen. Between lives as well
as games, the layout of the
ladders is changed.

sion of ‘Panic.’ The graphics
are very simple and the game
is unexciting — not a patch on
the original. Basically, | did not
like it.’

There are quite a few ver-
sions of 'Panic’ now for the
Spectrum, but none match up
the quality of this one. The
keyboard is very responsive,
there is a good use of colour
and the graphics are fast,
smooth and the sound is great.
The monsters are incremented
by two with each screen suc-
cessfully completed. All | can
say is that this is the best
‘Panic’ for the Spectrum with
all the features of the arcade
original. A very active game.'

COMMENTS

biggest difficulty | encountered | USe of computer 60% .
seem even more difficult to | Graphics 40% ggntr:r:jl keys: 6/7 left/right,
solve when the answer must | Playabili 5oy | Bi=Uplaown
have been so obvious. | Get.{ing stts;rted 80% Joystick: Kempston
couldn't help liking it and feal- i : i Keyboard play: responsive,
ing friendly towards it despite Addictive qualities 50% | but Sinclair keys are not the
its shortcomings. Enough, | Value for money 60% | bestarrangement
anyway, fo ook forwardto their | Overall 58% | Use of colour: good
Graphics: fair to good
Sound: very good
Eklll levels: 1
- ives: 3
Sheer Panlc CRITICISM General rating: above
‘The game seems to lose its Sviorate
: i addictivi ft le of
Producer: Visions g walgyfr{g - wugb?ab% Use of computer  58%
Memory required: 16K because there’s no s:g;nga in | Graphics 60%
Retail price: £5.95 the idea. Also, the keys are | Playability 68%
Language: machine code | very hltngunggtrtuent'.__ 50 ajoyeﬁick Getting started 84
Author: Kevin Bezant o the Slatiors g abars | Addictive qualities  60%
but the aliens aren'tsogood. | Value for money 65%
This game deserves a few per- ‘This is a fairly typical ver- | Qverall 63%
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Ant
Attack

. £6.95




Speed
Duel

£595 = e £550 e

(owners know we're in

the right game

Last year W. H. Smith sold thousands of Sinclair
Spectrums, making us one of the leading stockists in the country
and the ideal choice for Spectrum Software.

With Arcade Games ranging from Jet Set Willy to Ant
Attack we've got action and excitement just waiting for you.

Of course,our range doesn’t just stop at games. As leading
stockists, we can also offer you an extensive choice of educa-
tional software.

Whats more, were constantly updating the range,as new
software is released so you can count on us having all the latest,
most current programs.

In fact, for the full spectrum, you can’t do better than
come to the people who know the game.

!:1 m | Subjectlowvailability Prices corectat time of going (o press. At selected branchies only
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| combat game which features

=Qiviel

Ad Astra

Producer: Gargoyle
Games

Memory required: 48K
Retail price: £5.95
Language: machine code
Authors: Roy Carter, Greg
Follis

Gargoyle Games is a new
company situated in Birming-
ham, and Ad Astra (To the
Starsl) is their first game. It's
quite a debut toa.

This is an arcade space

very large graphics, all
depicted in a very solid three
dimensions with perspective.
There are 20 segments, with
‘each segment being made up
of seven phases. Atthe start of
each phase and after a lost
lite, large planetoid-shaped
asteroids hurtie from the
depths of space at the player's
ship. These cannot be shot,
but must be dodged. As the
last of these is vanishing under
your ship (hopefully), alien
craft appear as dots in the dis-
tance and then swoop down on
you firing bolts. Five different
types of aliens attack in eight
different formations, firing two
types of laser bolts at you.

This is followed by a large |
mine layer, which crosses the
screen, loosing streams of
rotating mines. These should
be blown up as soon as poss-
ible because if they blow up
themselves they fire off bolts at
you, which come across the |
screen, making fwo directions
filled with flying weaponry.
Then come the spinning sauc-
ers, also firing at you. These
need to be hit several times
before they really blow up.

The last phase is a Way Sta-
tion. Before the sixth phase
starts, a security code appears
for the next Way Station, and
as the station appears, the
player must input the correct

14 CRASH May 1984

3 Dee-er than 3D, fully animated shoot em up in Ad Asfra.

code. An incorrect entry resulits
in loss of a life. A correct entry
results in a welcome message
and an extra life.

The screen display is full of
different coloured sfars. Your
ship is a large V-shaped craft,
which is able to move all over
the screen, and is eguipped
with rapid fire laser bolts.

CRITICISM

‘The first thing to hit you in
the eye with this game is the
stunning graphics. The 3D
effect is quite strong, espe-
cially on the asteroids, which
not only come from the dis-

| tance to sweep hugely past

¥ou. but are shaded as well.
he rapid fire from your ship

| makes a fireworks display if |
you fire and move rapidly
about the screen. The graphics

SOHPS

| shading, craters and even a

| towards you at increasing

move very smoothly and very
fast, which is just as well,
because all the craft, yoursand
the aliens, are very big. Dodg-
ing planetoids, aliens and laser
bolts can be done using the
perspective. You can nip
upwards and sail over the top
of something. This all takes
quite a bit of practice. With its
superb graphics, speed and
mass of alien weaponry, Ad
Astra is a difficult and addictive
game o play.'

‘The 3D graphics are
extremely well detailed — the
moons especially so, with

rotational effect as they roll
towards you. Your ship is very
manouvrable and fires really
weall. The explosions are par-
ticularly good: large, detailed
and effective. They reminded
me of cartoon film animation. |
It's addictive because you
want to get through the next
stage to see what they will
throw at you next.’

‘The rotating moons move

speeds depending on what
stage you have reached in the
game. These are very well
animated. Aliens appear in the
distance and zoom in on you,
but not very smoothly, as they
basically go through two
stages, dots, then full sized,
moving down the screen. On
the second screen, however,
the yeliow rotating aliens move
very well towards you, Moving
on to the third screen, the
graphics are slighly more

basic; the large minelayers are

quite simple, though nicely
drawn, but the rotating mines
work well. Exceptionally
addictive at first, but after a
c%up]e of hours play this wears
off’

COMMENTS

Control keys: Alternate keys
bottom row left/right, second
row=down, thid row=up, four
corner keys will fire,
alternatively the cursors may
be used

Joystick: Kempston, ZX 2,
AGF, Protek

Keyboard play: responsive
Use of colour: very good
Graphics: generally

excellent, with effective sense |

of perspective

Sound: average

Skill levels: progressive
difficutty

| Lives: 6

Features: one- or two-player
ames
eneral rating: addictive,

| attractive graphics and very

playable.

Use of computer 85%
Graphics 80%
Playability 84%
Getting started 79%
Addictive qualities 75%
Value for money 78%
Overall 80%

=
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' 2 YOU SPEAK-
4 THE COMPUTER OBEYS

Easily programmed voice control
Sensitive to individual voice prints
Instant response on screen

Your attention can stay on the screen
- not on the controls

R ==

ZX Spectrum

HOME COMPUTER UNITS
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Orc Attack

Producer: Creative
Sparks

Memory required: 48K
Retail price: £6.95
Language: Machine code
Author: Phil Snell and
Dean Lock

This new release for Thorn
EMI under their new imprint,
Creative Sparks, is a clever
rewarking of the ‘Siege’ theme.
The fearsome army of Orcs
besieging your castie, are now
mounting a frontal attack. Your
Wi s are rocks, swords
and boiling oil. The screen
shows the walls of the castie
with its battlernents and you at
the top. In either top corner is a
symbol identifying the type of
weapon available, and to the
cormers you go the collect
them. In first stage a large
force of orcs start mounting
ladders to climb up and you
may hurl rocks down at them.
These must be thrown bet-
ween the battlements, so it is
made difficult by the fact that
the ladders are often placed in
a position where you can't
throw rocks down, easily.

As soon as the ladders are
erected the orcs start climbing.
Others at the base of the wall
fire cross bow bolts at you.
When an orc reaches the top,
your automatically
changes to a sword and you
can swipe away at them. The
orcs hammer at the battle-
ments, eroding them. If you are
hit (in the eye}, you lose a life
and have to get another
weapon. These are not unli-
mgzyd. Boili‘;tég oil ng it's
ready) may be pour non
the attackers, causing & con-
flagration that destroys them
all.

When this is done, the evil
sorcerer sends his spells u

the wall, and these skull
shaped things may be bombed
by rocks. This returns you to

another orc and ladder attack.
Surviving this will lead to an
attack giant trolls who
appear in thin air, and then
come the Stone Warts, who
again try to scale the wall
under your hail of rocks.
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CRITICISM

‘At first glance, Orc Aftack
looks a bit simple - how wrong
can you be! The animated
detail is amazing. As they
march on, the army of Orcs are
all doing different things, load-
ing cross bows, firing, building
tadders, climbing them and sg
on. There can be as many a
fifteen at a go, all frying to get
you. ‘You' are nicely animated
too, and an arrow in the eye is
really painful. Orc Aftack is
really quite original, and owes
nothin% to any game |'ve ever
seen. It's very playable, very
addictive and well made. |
would definitely recommend it.

‘Fantastic —that's all!

‘Another unigue game from
Thorn EMI with some fantastic
animation. At first impression it
didn't seem very addictive or
very playable, but it turns out fo
be quite the opposite. The
%ama is very fast and busy.

xcellent graphics and use of
colour. | can guarantee you'll
get some laughs out of this
g_ama. Highly recommended
y mel’

COMMENTS

Control keys: 6/7 left/right, @
to fire

Joystick: ZX 2, Fuller, AGF,
Kempston, Protek
Keyboard play: responsive
Use of colour: very good
Graphics: excellent
Sound: good

Skill levels: 1

Screens: 4

Lives: 9 (you need em)
General rating: Original,
addictive, highly
recommended.

RalND o
x4

Use of computer 90%
Graphics 90%
mﬂinﬂ started 92%
Playability 95%
Addictive qualities 96%
Value for money 82%
Overall 91%

3D Lunattack

Producer: Hewson
Consultants

Memory required: 48K
Retail price: £7.95
Language: machine code
Author: Steve Turner

The latest in Hewson's
attempts to convince an ignor-
ant world that life as we know it
will soon cease to exist unless
we turn our attention io the
threat of the SEIDDAB, is also
the best yet. The ideas author
Steve Turner started fo
develop in 3D S Wars,
improved in 3D Seiddab
Attack, have now come to full
fruition in this latest program
(unless he's got more ideas
stuffed up his sleeve).
The game requires you to fly
a mission in your Luna
Hover Fighter against the
Seiddab command base. This
is protected by three rings of
defense. The first consists of
robotically controfied DAB
tanks which fire missiles at
your craft and they can be des-
troyed by laser fire. The sec-
ond ring is a mountaingus area
with, aerial mines, set
to explode in your proximity.

EHEERE S
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These may be shot with your
lasers, or dodged around. An
expioding mine will rock your
craft and deflect its course.
The third zone is studded with
self activating SEIDDAB. mis-
sile silos, which may be
attacked with your lasers. If
you penetrate the command
zone, many straffing runs will
be required to destroy the base
while avoiding its heavy defen-
sive fore power.

At any time you may be
attacked by Seiddab hover
fighters. Your craft is aiso
armed with air-to-air missiles
which will destroy the enemy
fighters before they come into
range, although when they are
sighted the lasers must be
used. Weapon selection is
automatic, below the horizon
it's lasers, above it's missiles.

The complex screen display
isa it view, rot unlike that
in Seiddab Attack. Out of the
cockpit windshield you can see
the horizon of mountains, the
various details of the enemy
craft in solid 3D, the crosswire
sight of your weaponry and the
illuminated radar display. This
switches on automatically an
enemy hover fighter is
detected. It places a small box
near the enemy location and a
set of decreasing figures show-
ing range to sighting. At this
stage missiles may be fired
and forgotten. Below the vie-
wscreen is the instrumentation
showing fuel, armament type
in use and hull temperature,
which increases to a critical
point with each enemy strike. A
message display informs you
of the zone entered and enemy
activity. This is also given ver-
bally if you are using the Cur-
rah Microspeech unit.




ATTACK

As yours is a hover craft, the
left/right keys alter direction,
butthe up/down keys raise and
lower the weapon sight.

An additional treat is the
recording on tape immediately
after loading. To hear this you
simply unplug the EAR socket
on the recorder and sit back.
Alternatively for those with
Currah, just turn up the telly
volume and listen to the
instructions on playing the
game as related by the mission
commander to ‘you',

CRITICISM

‘Steve Turner has managed to
pack an amazing amount of
grugram and game into this.
he display is wonderful, the
best three dimensional "Battie
Zone" type game yet. itis seen
at its best when a missile takes
off from the ground siles, and
can literally dash past your
windscreen, as it turns in its
trajectory to head straight at
you. Neat touches like the
radar warning display “pro-
jected’ up onto the windshield
canopy are marvellous. Also
useful is the navigation sys-
tem. Placing the gun sight at it
lowest position prompts a

series of short straight lines to
appear, which guide you into
command base. This is essen-
tial when you are on your final
straffing runs, as several are
needed, making Yyou con-
stantly circle the base for
another go. Really excellent,
most playable and addictive
too.'

You fight the battle against
the Seiddab again, buf don't
form any opinion from 3D
Seiddab Attack, for this is
totally different and utterly
amazing! Three dimensional
graphics storm towards you at
a terrific speed, and it's all so
realistic. Your hover craft
handles just like a real fighter
would - [ think. Skill and accu-
racy play a major role in this
shoot em up game. The Spec-
trum seems to have been
pushed to fts limits, although
Steve Turner will no doubt
have a go at pushing them
further still an the next one.
Graphics are fast, smooth and
detailed, and although colour
has been well used, it doesn't
have a major function. No
unnecessary Instrumentation
has been put in, it's all essen-
tial to help you win. It's highly
addictive and [ think it will take

3:D L'U-N-AT-T-A-CK

PLAYER 2 D0DOQQY
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a long time to get tired of'

‘All the detail in this game is
excellent. As your craft turns
the horizon sways to match the
banking effect. When your hull
overheats, the screen turns
blood red, then the nose of
your craft dips, and the ground
seems to rush up to meet you,
The graphics throughout are
fast and very smooth, well
used 3D effects, especially the
ground missiles, Even the half
sphere of the Earth can be
seen hovering just above the
mountainous horizon as you
head for the command centre.
The cursor keys may not be in
the best layout, but surpris-
ingly, they seem to work quite
well here, despite the speed of
play, possibly because one set
operates direction, the other
set the sight. The sound is also
very well used, and powerful if
you have a Currah unit. | could
almost swear the 'vou' on the
recording at the start is Sean
Connery playing his James
Bond role. ‘Marvellous.’

COMMENTS

Control keys: cursors, with
@ to fire

Joystick: Kempston, Date!
ZX 2, Protek, AGF
Keyboard play: very
responsive

Use of colour;

Graphics: excellent, fast,
smooth and detailed 3D
Sound: good

Skill leveis: 1 but completing
mission results in an increase
in difficuity -

Lives: 3

Features: special sound
recording on tape, 1 or
2-playet games, Currah
Microspeech compatible
General rating; Highly
addictive, complex shoot em
up. Excellent value and highly
recommended.

Use of computer 80%
Graphics 92%
Playability 89%
Getting started 95%
Addictive qualities 89%
Value for money 92%
Overall 90%
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ORC ATTACK -
Can you survive...?

Your castle is undersiege
from the vile Orc hordes.
They mount a frenzied attack,
scaling the castle walls
with ladders, tiring their
lethal crossbows.
To defend yourself, you hurl rocks from
the parapet ontothe Orcs below.

it an Orc reaches you, dagger in hand, you

grab your broadsword and leap to the
attack. Your ultimate weapon is a huge vat of

boiling oil that you mercilessly pour over

' the hapless Orcs.

This brings but a brief respite... out of thin
air a Sorcerer appears and you have to pit your
wits against his evil spirits. Only after fighting
the living dead, the Stone Warts and the Demon Trolls
will you be safe.
Ore Attack is available for the Spectrum 48K and any
Atari computer. You should find Orc Attack inany
major software retailer. (And it carries an offer of a free
poster of the original oil painting featured on the pack.)

FOR SPECTRUM 48K




| Once again we've received a

| massive mailbag of letters -
tar too many to be able to

| print even a fraction.
However, to get in as many

| readers’ comments as

| possible, I've been through
loads of letters and taken
fragments here and there.

| Don't forget, we give a prize
of £12 worth of software to

| the writer with the best letter

| each month. This month
there are two letters which |
| considered worthy of

may imagine, this has
caused severe
consternation in the finance
department, not to mention
my Editor having a fit. Two
letters getting a prize!” he
exclaimed. As you all know,
I'm not one to cringe before
editorial wrath, and | stuck
to my guns. Fonunately he
never reads the magazine,
so he'll (hopefully) never
notice that the first letter
isn't all that

complimentary . ..

| calling ‘best’ letters. As you
| ODETO A SPEELING BUG Qe e | aimot ot con
For | was getting nuwehra,
While reading through you The drﬂwgacks were
software guide, ENormous,
::;:acamel repeatedly aware, As my face turned magneta.
m speeli :
nﬂsgnta?k::y by Euré_ﬁnai_ly | reached the end,
Whi d here saw realfiy,
e T i
e atainst me,
{Es‘taﬁs.tabe Wmhﬂw ]hadtahurry
wasskm;d up and n,
Sol'm ]ustwﬁmg to let you -gmt uﬁwnﬂﬂaf
That these s abound. Iv d to be cinematic,
X hat these errors abound ia maﬁmlly
| worked for days to seek them : !
out, S ‘Sothen | sought my ababcus,

The dreaded fittle buys,

Through programms and
pmg.raf::\s scolls and

To noteduwn all the pigmies.
There were tiems it gm

hypnotic,
A lasariydld oallapse

You must be talking pirateese,
Talked by the priate chaps.

And atharma amaﬁcal
instrumetns,
to hnd out abwﬂqvmu exra

Far&:maiﬂﬁmquaetcus

Is your magazine sa!vagable?
8;’ being anihilated?
canchose, you're in
%aynu ition,

Is hy-oh Qumi?;ﬁv?my
auﬂdated

Hnmy {n:Ld 13]
Tadcaster, N. Yorks.
Reference GH&SH No 2
(March) {
My spelling was.na_.var much
to write home with, Mark, but

ew‘snlkmw mb‘l'wﬁmmt

afr ‘B. Hﬁl&%ﬁnﬂmm
grove n't always

, that £12 worth of
so0 rare on fis way to Mark -
don't call us, we'lf calf you.

/ Lioyd Mangram, CRASH Forum,
diow, Shropshlre 5!"8 i'DB

BUY A COMPUTER

Dear Sir,

| amwriting to say how
muchlarqos{édmsﬁmtissue
of CRASH. [ think itis very
important to read reviews

t ;”cﬂm%mmi
prin a re 5
an added bonus as it gives a
better idea of the game than
raadmglh&inray which is not
always truthful.

on this would be d!
Myon?ytmef for
Ur magazine wot baapga

for young users, as in my
experience there is very little
to interest the very young. My
own two girls (nine and seven)
are both eager to. input s
programs from magazines but
usuaily find them much too

mﬁnany.

Iwouldﬁﬁgmaﬂ

{ hope in future issues memsahrea unh.liﬂiled ‘Buya
pﬂmﬁg LP page iﬂ:'i s computer! and start an
Adventure feaks like myself. In ~ €xciting new hobby.
the past year | have been Your sincerely, Mrs M.
msfmedfm 8 Henson, Leicester,
% mamedi' housewife to

4 i
mind-blowi Adventure you'll probably see
maniac! | h;ga finished four of this isstie, Mrs gg‘lmw
the five Artic adventure series  are doing a bit more for
and am only two weeks into Adventurers now, butmabesr
the fifth. I have also played heip comes from other
Invincible Island, Urban readers exchanging
aﬁ;atan' and Mountains of Ket. information - so feel free.

of which | would give Meanwhile {mﬂw?& £12
ratings, especially worth of software on its way to
of Kat, wtﬁchiatl‘[antﬂxnnato Mrs Henson. Some of our next
gﬂrmmmﬁwm% letters also had § fo say

could ut Adventure AR
Zombie in the end - any help f?aa
r )] | BLACK ZXTAL

HELP!!!

I'm desperate. I've just bought
the adventure game Black
Crysfal, and | have read the
booklet more than once, but |
still don't know what on earth
I'm meant to be doing. Map 1
was hard enough, but by
accident | stumbled on two
rings and made my way to the
castle - then it gets hard. In
Map 2 | have no idea of what
to do. And without this
know-how the game is wasted
as far as | am concerned.
Please help!

Colin Warner, Letchworth,
Herts.

Anyone know the answers?
The next reader obviously
doesnit . .

i LM

I would like to compiain abaut
Carnell's Black Crystal. The
cover is very deceiving. |t says

| thatBlack Crystal is an epic

role-playing game. When |
read this and the pamphet
inside, | paid out £7.95 and
eageﬂy rushed home, As soon
as it loaded, | cringed at the
graphics. Surely this is not
what the 48K Spectrum is
capable of? Apart from being
a bore, the graphics are
ax‘lreme! poor, and the game
itself is almost exactly the
same as the ZX81 version.

| would like to cengratulte
Legend on Vaihalla. This

| ingenious adventure has

resulted in many hours of
enjoyment, with ki#lingk
innocent characters like Mary,
who pops up everywhere and
gets in the way. | think Valhalla
is twice as good as that boring
game, The Hobbit. And |
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criticise the percentages given
in the February issue of
CRASH. | found the game
extremely addictive and
excellent value for money. |
think your cross-eyed
reviewers need to play it
again. The only thing | need to
know is how to find Ofnir, the
first quest in Valhalia. | have

| spent ages searching in vain.

an anyone tell me?

Well, can anyone? I'm afraid
our cross-eyed reviewers
obviously won't be much
help ...

GOING THE WRONG WAY

Dear Sir,

Thanks for a great
magazine. What a refreshing
change frem all the others full
of goblidigook. | bought a 48K
Spectrum for the kids (and
myseilf) for Christmas, and we
are hooked on lots of games.
But | don't know if we're thick
or something, | don't think so,
but we cannot get on with
the adventure Inca Curse.
After the first two locations we
are at a loss for something
else fo tell it to do, apart from
. We recently
borrowed another adventure,
Greedy Gulch, and were a bit
more successful, but still
found ourselves going round
in circles. Are we going about
these sart of games in the
wrong way? If you have any
suggestions | would be
pleased to hear them.

Yours faithfully, Bernard
Moseley, Conisborough,
Doncaster.

Without knowing in more
detail how it is you actually ‘go
about' them, it's a bit hard to
say much. We are now having
a regular Adventure column,
so perhaps some tips and
hints may emerge from that

ff’!:‘you.

TITLE SCREENS

Dear CRASH,

Many thanks for publishing
my letter (March). I'm just
writing to tell you that | actually
bought a brand new partable

i colour TV from Currys. If's

their own make, Triumph
8026. I'm very pleased with it
as it works very well with my
Spectrum. Anyway . . .

I'd love to know how most
software houses produce
title-pages for their games
which come up while the
game [s loading. Especially
games produced by Ultimate,
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which produce an exact
picture of the cover. But
doasn't this take up loading
time?

By the way, do you have
any plans for producing a
binder for holding issues of
CRASH as this would be very
useful?

Yours, Karl Fiaschke (14),
Wembley, Middiesex.

Glad the TV worked itself out
all right, Karl. The answeris
YES, title-pages do take up
loading time. That's afl, they
don’t take up any memory
which the game needs. While
the picture is being produced,
nothing else is happening.
Title pictures are produced in
a varfety of ways, sometimes
by a utility like Melbourne
Draw, sometimes by drawing
out the graphics on graph
paper and then via machine
code directly on fo the screen.
This is done by loading the
memory area of the screen,
and you can usually see the
picture building up. Some
companies now use the
clever method of having the
PAPER and INK colours the
same during loading of the
Screen, so it all remains white
instead of building up the
black first. That way they can
alter the attributes at the last
second and immediately a full
colour picture seems to
appear. In fact it's been there
all the while, but you can't see
it because it is effectively
white lines on white paper. As
o the binders, the answer
again is YES. Details should
appear somewhere in this
issue (if | haven't been
mislead —again).

LM

CRASH

Dear Lioyd,

| bought Issue 2 of CRASH
today, and two hours later |
dented my car on a pillar in the
car park. Is this a record?

Yours faithfully, Roger
French, Shepperton,
Middlesex.

You're supposed to pla
arcade games on the TV
screen and not in the local car
park. What is the car, by the
way, a Morris?

KEY CHEATS

Dear Sir,

Thank you for the new
maq;azine that you have
published. | purchased one for
my grandson, and | found the
contents to be excellent.

| itwould probably create more
| interest in your magazine and

W\

It appears that it is the ‘in
thing’ in schools to collect as
many programs as possible
and, whilstit is illegal, they are
all busy making copies. If |
when reviewing programs you |
published the keys used inthe |
game, with the above in mind,

boost your sales. When the
programs are exchanged
often the information passed
aver is scanty, so copies of
CRASH can be bought to fill
this gap. | know it is unfair to
the software houses for this
activity to be going on, but it is
human nature to do it, so why
not capitalise on it to boost
your sales?

D.H. (address not given).

We do, of course, publish the |
Keys used in a game, and you |
aren tthe first person to point
out that we might do it to help
the illegal copiers of software.
A moment’s reflection, and
most people would recognise
that this is silly. Any
semi-intelligent games player
can sort oui the keys to
controf a game after a few
minutes’ experimenting, so
were not deing much there to
heip. Our aim is to give a clear
picture of how the game is
played without use of a
Jjoystick so would-be buyers
can better make up their
minds whether they like a
control key arrangement, As
to human nature, well the
more schools copy games
and the more the copy clubs
gettogether for an evening's
swapping of illegal games,

the less likely itis that there will
be decently produced games
about for them to buy to copy
in the first place. Their choice,
I suppose.

LM

A ROUND SUM

Dear Sir,

| was very impressed with
your first issue of CRASH, so |
couldn't wait for the next
issue, especially after | saw
your advert in Popular
Computing Weekly (Feb
16-22) offering 10 Jet Set
Willy tapes to be won.
However, | have looked from
cover to cover but cannot find
the competition referred to.

Giles Taylor, Exhall.
Coventry,

Giles, the competition, as
such (dreamed up by some
madman in the publicity
department, no doubt) wasn't
actually in the March issue of

CRASH. On the PCWad it

said, *Somewhere “around
some” isn’'t. Where is it?’
The idea was to search
through Issuk 2 and find the
bug created by some
typographical error (Mark
Harvey, poef extraordinary,
waould have approved, no

doubt). In fact the answer was |

to be found on page 94 of
CRASH, Issue 2, in the article
about W.H. Smith and their
computer shops. Intro
paragraph, line 8: 'This month
our roving reporter took a
whirlwind trip a round sum of
W.H. Smith's bigger computer
shops.' Getit? Well, a few
people did actually. Sorry to
hve been so obscure.
Sometimes our publicity
department leaves one simply
speachless . . .

M

| RATINGS - ARE
| THEY FAIR?

Dear CRASH,

| have been a dedicated
arcade games player for some
years now (comes of being
raised in Blackpool!) and since
| bought my Spectrum | have
been a dedicated computer

ames player. | do have

imited funds though, hence
you can see how pleased |
was to see CRASH.

Enough of the praise. | have
a critical eye and tend to take
seriously only those programs
which get over 80% on your
ratings. But you seem to have
a marked bias in the ratings in
favour of arcade games. What
about Hunter-Killer, 1984 and
Pairntbox — all top-quality
products without top-guality
marks? What will you do to
Apocalypse? Perhaps that's
unfair, but perhaps you should
separate the reviewed

roducts into sections and

ve a game-of-the-month in
each section — arcade,
adventure, strategy, utility and
educational. Also, on the paint
of the CRASH HOTLINE,
couldn't you allow bracketing
of some games as joint tops —
they could be enjoyed for
different reasons. Oh, | had a
whole speech prepared.
Never mind. Congratulations.
If | enly had enough money for
one magazine a month
CRASH would be the one.
(PS. Did you know that on
level 25 of Deathchasethe
bikes shoot back?)

David Emery, Victoria
Park, Manchester. |

Our ratings have caused
some comment, and itis a
problem. Our Editor (his

LS
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blessed name be praised)
didr't want any ratings on the
reviews, believing in his
infinite widsom that the written
| word alone should suffice. In
my (humble) opinion, the
ratings are fine, but they
should be taken very much
into account with the review
itself. One advantage of
having several different
reviewers per piece is that
you tend to get a more
balanced view - the
disadvantage is in the ratings,
where one dissenter out of
three reviewers obviously
lowers the average figure for
each heading - that should
really be heavily borne in
mind. But the majority of

B2 roaders clearly do like to have

some sort of rating system. {'lf
be interested fo see the
results of our Questionnaire
from Issue 3 (April) — have you
filled yours in yet? That might
throw some light on the

| ratings system.

| LM

Please could you tell me how
you decide what rating to give
a program? Surely to decide
between 83% and 84% for
something like 'Getting
Started’ must be a little difficuit
to say the least!

G.G. Harvie, Tiverton,
Devon.

ltmay look rather arcane, but
as the figures arrived at are

| made up of an average of

| three persons’ opinions, it's
not so odd. Also there may
actually be more difference

than one point, as we stopped
using % after the first issue,
so B2Va2%, for intance, gets
rounded up and 84.4% gets
rl?ﬁnded down,

| Of course, all reviewing and

criticism is to an exten
affected by personal bias,
but your standard reviewing
format, with overall ratings,
seems to give a sensible
and fair assessment of
every game,

Neii, Talbot, Bromsgrove,
Worcs.

| was interested in your ratings
at the end of each full review,
but how about a rating for
beginners? It could point out
such things as: Is the game
too fast (arcade) for

beé:; inners?; too complicated
{adventure); instructions too

complicated, etc.

Brian Longstaff, Sheffield.

| would like to say that | have
noticed that your magazine
and other such mags
sometimes say, ‘A game not
for the amateur arcade game
player, etc . . ." | think thatis
wrong to say since you are
under-estimating the poer of a

| new or not so new games

player. You could say you are
being prejudiced. Another
thing is your reviewing
system. | disagree with
percentages as marks, since a
?ama | like you regard as a
ailure. You don't say so, but
the percentage marks make

up for lost words. This is just a
mere morsel of complaint and
| can safely say | will trust all,

well nearly all, of your reviews.

Jason Sav 13),
Acocks Graa?'n??a‘nningham.

| am intrigued to know how
CRASH gets hoid of all the

ames it reviews. Doses it buy
them up, or are they given by
the various software houses?
If you buy them | can't see
how all the games can be
bought and such a great
magazine be produced from a
m&aEre ?.‘Eﬁ an issue.

J.L. Griffin, Hayling

Island, Hants.

Neither can the publisher!
Still, we try. In most cases the
software houses send us
‘review copies', but there are
quite a few who aren't
sufficiently organised, or
perhaps they don't like us
enough, to send review
copies through. Then we buy
them up.

LM =

| decided to enter your
reviewers competition. What a

| job! it was the hardest

competition I've ever entered.
| didn't realise what your poor
reviewers were going through.
Please forgive my remark
about your reviewers'
mistakes (deleted for fear of a
reviewers' strike — LM)
because now | can

| sympathise with them. They

have obviously started
sabotaging the magazine in a

| at 70mph - he looks in the
| mirror and sees a police car

desperate bid to get some
sleep. ..

John Buytlin, Blackpool,
Lancs.

Nobody here noticed they
were awake in the first place.
Still, enough of the problems
facing reviewers. ..

FACING BACKWARDS

Dear CRASH,

What is the average life
expectancy of your reviewers?
Why do | ask? Well imagine
the scene — your reviewer
driving down a busy motorway

moving up on him. He thinks,
‘If the police car is coming
towards me | mustbe in
reverse. Help! I'm going
backwards!

With lightning reactions, he
swerves to avoid the police
car and ends up under the
wheels of a 20 ton lorry -
CRASH!

Don't be silly, | hear you
say.

Funny, that's just what | said

vvvvv
S

We can now offer a limited number of Back Copies to readers

who may have missed out on

CRASH issues

Don'’t wait-they’re in short supply!

L L L D i e e e U v i e e e i i

95” each

(includes postage)

lenclose £

Postcode

~ BACKNUMBERS CRASH PO BOX10 LUDLOW SHROPSHIRE SYS1DB.
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lan Weatherburn

John: "Yes with ZZOOM one of the big problems was
getting the graphic perspectives right, for example the
line on the road gave a reference point but to achieve
real 3D and animation and also ensure that all the
objects increased in size realistically was a pain, for
example the Extron missile spins toward you and
increases in size at the same time, a big problem. Mind
you the hardest part was working out some way of not
running out of memory in about five minutes flat . . .
that must have caused you some sleepless nights with
Alchemist.”

lan: “Yeh, with so many scenes | had to find some way
of compressing everything, so | designed the scenes
two screens wide then by experimenting with quite a
few techniques managed to find a way of getting each
line down to just a few bytes of memory; but you're
right getting everything into what, in these days, is a
relatively small amount of memory caused big
problems. In the old 8K PET days the Spectrum'’s 48K
was a lot, but now , .. well ... "

John: “You're right that was a big
headache with Stonkers, by the

John Gibson

time I'd written the raw data I'd used up 21K so bang
goes half your memory . . . so it's thinking cap time
. remember we got together on that one."

lan: “I'm not likely to forget . . . but we cracked
it in the end.”

John: “Right, but then | had the problem of
making Stonkers not
only a classical war-
game but also a
game that could
be played and
enjoyed by
arcade and
adventure
fans as
well. | had
to get
things




moving so fast that the player really had to sweat, you
know leave them no time to think, with plenty of
computer controlled enemy action going on without the
player knowing about it, just like a real war in fact”,

Ian: “Yeh, its amazing how you can get hooked on
playing around with techniques, before I wrote Zip Zap |
used to experiment just for fun, but when it comes to
producing a cornmercial product . . . well . . . it's hard
work time; the amazing thing is you can sit down at ten
| in the moming and the next thing you know it's four
o'clock the following moming and you suddenly realise
why your body aches and your eyes feel as if sormeone
has thrown a hand full of sand into them. The

worst thing is entering all the data”,

John: “But it's worth it in the end, the
best bit | find is when you've finished
writing some code and it doesn't
crash and you can see it doing
what it's supposed to do on the
screen, it's like writing a book
and directing a filmn and
seeing everything come
out right . . .

a great feeling.”

—_—— e ——

Imagine Software Limited, Imagine House,
5 Sir Thomas Street, Liverpool, Merseyside L1 6BW

lan: *1 find some of the coding tricks | come up with
really exciting, it's the creative bit | like, mind you the
best thing about writing a game is driving around in the
BMW afterwards . . . the trouble is mine's been stuck in
the garage ever since we got to grips with
Bandersnatch.”

John: "Yeh and it looks as if it's going to stay there for a
few more weeks.” :

=
lan: "Thanks mate . . ." =




It was the
best then..

.« and now it’s even
better, with these
new features:

* Unique digital chess clock.
Automatically records time taken
by player and computer

* On-screen indication of total
possible moves

* Interrupt facility - forces
computer to play current
best move

* Opening book of over 5,000 moves!

Masterchess—the game for the real player £6.95

Ten levels of play # graphic display of board * canchange sides or
level in midgame # board can be set to any position

history of moves ¥ copy display & history fo printer at any time

# can save game at any point & displays your moves and
oomputer's-

8
PHONE YOURWISA Available from leading retailers

T ordirect from Mikro-Gen (please
OR m make cheque/PO payable to Mikro-Gen
NUMBER & add 40p post & packing per order)

MIRG U EN

44 The Broadway, Bracknell, Berks RG12 1AG Tel: 0344 427317

24 CRASH May 1984




" Will you
accept this
mission?

KNOW YOUR ENEMY

-[D[A[B]:[TIA[N]K]S]:]
abotically controlled. Ytsan
missiles — armed. Susceptible to

l n your Z5 Luna Hover Fighter ===
you must penetrate the 3

successive Seiddab defensive zones
and destraoy their command base,

(|SIHIIE|L S
i-lithium powered. Combat
power level. Status all green.

| armaments along with status
| reports of the Seiddab defences is

given below.

The state of your fighter and its D

Good luck! May the power be
with you.

BEEIMEEEN

laser strikes:
ong range propeluene tanks.

Status full. Combat shielded. -

ol ; ISIE[ID|-[H][O[V]E[R]"]
ull temperature status low -IFITGIH[TIE R|S|-|

P igh power, low manoeuvrability

[-TL]ATSTETR]ST]

strike craft Plodium missiles —
hort range weapon system. ; R
s armed. Susceptible to missile
) Jrld!uml powered. Powered up = or laser strikes.
and ocperational.

|AlE[R[1[A]L[IM]I[NTETS]
ontain proximity fuses,
explodes on detecting
£5.95 £5 .95 hoverfighter. Susceptible to
his is the latest and most

laser strike.
=)
L difficult mission in the long

running struggle against Seiddab
aliens — are you prepared to accept

EIRTATBIATRI | 0 mision? [MIiIs[s i [L[EF[S[1]E o]
LU”Q range, over the horizon Available Tor 48K Spectrum from all leading | W i1 line of deferice — self
sensors. Tuned to the plasma software dealers including Boots, John r e
output of Seiddab hover fighters. Menzies, Spectrum Computer Centres, erc, Warijxfagﬂiepirgfgizr:asm S

clo[m[m[A[n[p]B]A[S[E]

CIMII[sTSTITL]ETS] ]

ong range weapon system,

£7.95

Radar homing duodec warhead.
Armed and ready to fire.

for other pop home micros soon.

[Iu[AIv!f G|A|T]i[lo[n]-]

50 LUNATTACK =

: Hewson Consultants = :
ocked on to the Seiddab S Tra;?:g Eivas L our objective — heavily
command base. Head up path Milton, Abingdon, Oxon OX14 4RX, mm defended requires many strikes
display. to destroy — you must not fail,




CodeName
Mat

Producer: Micromega
Memory required: all of
48K

Retail price: £6.95
Language: machine code
Author: Derek Brewster

‘Mission: Alien termination —
the desperate plan to place in
the mind of a teenager the
combined tactical skills of all
the planetary leaders in the
solar system. MAT is mank-
ind's last hope. . . .. Now your
mind is Mat's mind. Take con-
trol of the Centurion and blast
off on the greatest adventure of
| :

WA == 17 A

Mat are in command.

How to describe the game?
As we said in our preview fea-
ture last issue, a starting point
might be Star Trek games, but
only as a convenient departure
point, for Code-Name Mal has
gone boldly further, resulting in
a game of arcade action com-
bined with real simulation
which calls for a number of dif-
ferent skills, In brief: The
Myons are attacking Earth,
starting from the outermost
planets of the solar system.
This divides the game up effec-
tively into sectors which equ-
ate with the planets Pluto, Nep-
tune, Uranus; Saturn, Jupiter,
Mars and Earth. The Myons
tend to attack a planet and
attempt to reduce it to rubble
which will be used to increase
the numbers of their attacking
fleet. In the last event, it is bet-
ter fo destroy a planet yourself
than to let it fall inte Myon
claws. The solar system is
seen on the Solar Chart.

The second chart is the Sec-
tor Scan, a 10 x 7 grid which

FRONT VIEW

The Green Hills of Earth thank you for saving mankind from the Myon threat.

inlay cards usually leave
something to be desired when
describing a computer game,
but considering the scope of
Code-Name Mat, Mic-
romega's is almost terse. For
decades the Myons have
sought to dominate the Solar
system and they have
launched an ali-out attack,
knowing that Earth has
developed a revolutionary new
space craft. Unfortunately
there is only the prototype,
USS Centurion, and you as

26 CRASH May 1984

shows the position of the main
planet, any satellite bodies like
moons, positions if Myan fleet
units; your own defence units
(more later) and positions of
stargales (red — outer system/
cyan — inner system). Travel
petween sectors within a
planetary system is done by
means of a warp gate. A cur-
sor can be moved to the
desired sector and then the
Centurion must be piloted
(using the view screen) at the
gate which will appear in front

‘Now your mind is Mat's mind. . ."

of the craft, Failure 1o achieve
the transition will result in the
Centurion ending up in some
other sector. Travel between
planetary systems is done by
navigating through one of the
two stargates in much the
same way.

Long Range Scan is a 3D
global representation of your
area of space. The Centurion
is seen as a dot at the centre.
This is one of the most amaz-
ing aspects of the game, and
one of the hardest to get to
grips with, A craft disappearing
behind you will reappear
ahead. If you loop the loop the

R TR

display will rotate vertically as if
you ‘were looking —down
through a revelving cylinder,
To play well, you must master
your scanner.

Instrumentation and its use is
very critical, flying by the seat
of your pants alone will not suf-
fice. Instruments provided at
the base of the view screen are
Energy (basically a strength
factor — when it reaches zero -
you're dead), Velocity, Angles
from & tracked object both ver-
tical and horizontal, Object

range, Object number, Shieid
Status, Tracking Computer
Status. When the Tracking
Computer is on, it will automat-
ically switch between a forward
and reverse view from the ship
to face any object being
tracked, such as an enemy
fighter, and you always fire in
the selected direction.you are
up against fthree types of
enemy craft; Fighters, which
will attack as soon as you enter
an area containing one, Cruis-
ers, will only attack when
within a range of 3,000; Base
Stars (nicknamed hambur-
gers), which will attack
immediately. If their shields are
worn down, hamburgers run
away for two minugs until the
shields are regenerated.

The Myon attack continues
once the game has started
quite independently of your
actions, unless you stop them,
of course, and it takes a great
deal of skill to contain their
movement through the solar
system. Your instrumentation
is vulnerable to damage, which
can leave you blind, but parx-
ing in orbit around a planet will
result'in a drone coming up to
meet you. This refuels and
repairs all damage.

If you wish to play with full
strategy options, then select-
ing the second mode, Com-
mander, means that you are
also in control of Planetary
Defence Fleets. These canbe
moved about and used to help
in the battle to great effect,
opening up a whole new game.
Fleets are communicated with
via the Subspace Transmitter,

To describe fully the com-
plexities of Code-Name Mat
would take a velume, and this
introduction only scratches the
surface of the game.

CRITICISM

‘Although there are loads of
keys and functions to get used
to, you do find that they
are all very useful, and it
doesn’t mean that you can't
start to play immediately. The
graphics have hit a new high
for the Spectrum; they are
exiremely fast and you are




given an amazingly realistic 30
view and they are varied as
well. | like the way that even if
you have lost your engines
through enemy action, there is
still a way of limping to a planet
for repairs by keeping your
finger on the thrust key. This
causes the engines to “stut-
ter.” The planets are all drawn
very well, as are the drones
that come to refuel the Centu-
rion. This game is well bal-
anced between strategy and
arcade and there is a lot of
interaction between computer
and player. Forward planning
plays a major part too. | don't
think | can find any way of tel-

ling people to buy this game
that would be sufficiently ade-
quate. Just buy it!

‘First impressions of Code-
Name Mat are terrifying. Not
only are there a lot of screens
to cape with, but also a lot of
keys, although joysticks may
be used. But despite appear-
ances, this turns out be fo a
userdriendly game and,
despite its complexity, it isn’t
one where you seem fo get lost
in space like so many other
similar games, Mind you, |
can t think of another game to
really compare it with. You
might just have climbed into a
space ship and hurtled sky-
wards, it's all so realistic. Al
the graphics are superb, and
all the instrumentation s
essential to successful play-
ing. Perhaps the only “cheap”
effect in the whole game is the
stargate warp effect, with its
flashing colours. The 3D is not
only effactive it's also varied.
The Long Range Scan is a
really exciting development.
Realism is even taken to the
degree that when the forward
view flicks to the rear, the keys,
of course, after their leftiright
function, which can be confus-
ing at first. The depth of the
game will ensure that it is
played for a long time fo
come.’

‘Amazing 3D graphics!
Enemy craft really do come
from hundreds of miles away
until they zoom over your
shoulder. Only the planets are
a bit jerky as you approach, but
then, with so many of them and
in such good detail, and only
48K that's not surprising. It ig
obviously going fo take a long
time to plumb the intricacies of
Code-Name Mat, and that
means high addictivity, helped

along by the exciting space |

battles and tremendous piaya-
bifity, If there’s anyone out
there who doesn't like this
game, perhaps they should go
back to Ludo.'

COMMENTS

Control keys: 6/7 left/right,
8/9 up/down, @ fire: Engines:
1/2 decelerate/accelerate, 3
decelerate to full stop, go to
cruising speed, 5 go to full
speed (not available with
cursor joysticks): W warp
drive, D shields on/off, A
tracker, T transmit subspace,
F front view, R rear view, L
long-range scan, S sector
scan, C solar chart

Joystick: AGF, Protek,
Kempston, ZX 2

Keyboard play:
instantaneous

Use of colour: well used
Graphics: outstanding
Sound: continucus, well used
Skill levels: 2 in effect,
although they make for
different games, and in
addition there is a short game:,
full game with medium sized
attack fleet, and full game with
full-scale attack fleet

Lives: as it should be —only 1!
General rating: out of this

world!

Use of computer 88%
Graphics 95%
Pla abi!lstty 94%
Get!ing arted 98%
Addictive qualities 92%
Value for money 93%
Overall 93%

=)evieil

Crash

Producer: Mogul
Memory required: 48K
Retail price: £5.50
Language: BASIC
Author: Mark Larner

When we first saw the adver-
tisement which mentioned
Crash, we were quite excited,
thinking that someone had
named a game after us! Expec-
tations that it would be a good
game were soon dashed how-
ever. Mogul may be better

| known for their Commodore

software, and one hopes so,
because these few games they
have for the Spectrum are
simply not up to seratch, et

| alone Crash:

Press q or fire

response in the keys, the col-
our isn't very bright and the
sound is pathetically weedy.

l.;f]aste your money on than
this.'

‘Crash exhibits all . the
characteristics of a very
BASIC game with poor, slow
block graphics, slow reading
of the control keys, and a
completely undeveloped idea,
lts only saving grace is user-
definable keys, but that's a bit
like putting silk gloves on a
plg's foot.’

‘| can't think Crash is seri-
ously meant for the arcade
?ame playing addict, perhaps
or his very young brother. The
game offers nothing in the way
of graphic delights and less
than nothing in the playing (it
can even give you a minus
score). Less said the better.'

- Ak
[]h
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button 1o Start

Small characters chase each other in search of a game.

Crash is a primitive driving
game in which you guide a car
around the screen, which is
crowded with green lumps of
cargo for which you get points,
blue petrol pumps which keep
you going longer, purple
mechanics who you're sup-
posed to aveoid, and red
houses that can be fatal if hit.
The object is to clear the
screen of all the cargo.
Depending on the skill level
selected, you may run over a

few mechanics without losing |

your life, but too many will
result in their taking action
against you for dangerous driv-
ing. On higher levels of play, a
single mechanic may prove
fatal. It might all have been
interesting if it had been worth
it in the first place.

CRITICISM

‘| can't believe a game like
this is being marketed today. It
is very boring, unaddictive,
pointless and a waste of time
and money. The car is not eas-
ily controlled due to lack of

COMMENTS

Control keys:
up/down/left/right -
user-definable

Joystick: Kempston, or
almost anything via UDK
Keyboard play: very slow
Use of colour; fair
Graphics: poor, simple blocks
Sound: poor

Skill levels: 10

Lives: 1

| General rating: a waste of
money, may have some
appeal for younger children.

Use of computer 52%
Graphics 28%
Playability 20%
Getting started 58%
Addictive qualities 15%
Value for money 25%
Overall 33%
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There are better things to |
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The Time
Machine

Producer: Digital Fantasia
Memory required: 48K
Retail price: £9.95
Language:

Author: Brian Howarth

The Time Machine is one of
Digital Fantasia's series of
adventures which use text and
graphics to neat effect.

You are a local reporter in
this one, finally getting to grips
with a truly challenging
assignment — strange goings-
on have been reported from

| the fog-shrouded moors. A Dr

| search thro
| time layers to find the missing -

Potter has recently purchased
a lonely house out there, and
since then strange lights and
sights have been seen by loc-
als round the eccentric scien-
tist's abode. All this causes a
lot ef concern, and you are sent

|

| same company, is that you
| have the option of switching

! your getting inextricably stuck

in the early stages and giving
up altogether, as with so many
other adventure games.’
‘What's good about this
game, as with others by the

| between text only and graph-

| ics included mode at the press
| of the ENTER key. This avoids

| the waiting time for the pic-
tures to form (which they do
quite quickly) should you be
impatient to get on. Descrip-
tions are short and to the point.
Computer response time is
fast and jolly, creating a nice
relationship between player
and machine. There is plenty
to do on this quest if you suc-
ceed in getting out of the fog at
the beginning.’

‘Time Machine lives up to its
expectations beautifully from
the stylish graphic scene set-
ters to the snappy text. A great
plot with a real sense of pur-
pose which involves getting
useful objects from one time

zone which may well be
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to explore the situation for the
local gazette. The guest starts
with you stumbling around in
the fog. If you manage to come
across the house in gquestion,
you are led into an intricate
h a handful of

but that would give the game
away.

CRITICISM

‘All in all a very entertaining
adventure for both novice and
experienced adventurer alike,
because if you're new to this
sort of game Digital Fantasia
helpfully offer you the option of
sending for advice sheets
which provide just enough
clues to the various stages of
the plot to see any thinking

reenhorn on his or her way.
there's much less chance of

28

needed in another. This makes
for different stages of success
until the final denouement and
it all adds up to a high addictiv-
ity rating. H.G. Wells would
have loved it, despite the
slightly high price.’

COMMENTS

Response: fast

Graphics: optional, but well
drawn and reasonably
detailed

General rating: very good
although high in price

Use of computer 80%
Graphics 68%
Playability 90%
Getting started 60%
Addictive qualities 90%
Value for money 60%
Overall 75%
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A veritable snowstorm of bombs in Thundsrhawk.

Thunderhawk

Producer: Lyversoft
Memory required: 48K
Retail price: £5.95
Language: machine code

Thunderhawk is a 'Phoenix’- |
type game with three screens.
In the first your ship, moving
left and right at the base of the
screen, combats seried ranks
of hawk-like birds which drop
bombs, and occasionally one
will swoop down on you. In the
second screen your rate of fire
is slightly improved to cope
with the increased numbers of
hawks, bombs and their more
frequent swooping attacks.
Moving to the third screen, you
are confronted with the large- |
sized mothership, the under-
side of which must be eroded
by your gunfire until a hole can
be opened up in the green
conveyor belt and it all blows
up. While this is happening
showers of large bombs drop
not only from the mothership
but from empty space as well, if
you move outside the ship's
range.

Completing all three screens
| takes you on to level 2, a
repeat with slightly higher
odds.

CRITICISM

It seems odd for a software
house to be bringing out a
‘Phoenix'-style game nowa-
days, but anything is welcome
if its good. Unfortunately
Thunderhawk doesn’t seem to
offer anything new. The stan-
dard of graphics is fairly good,
better than a lot of earier ver-
sions, as one would expect,
but the scope of the game isn't
very large. There are no speed
differences to select, and once
the three screens have been
completed, which is very easy
for the first level of play, it loses
much of its little attraction.
Another annoying thing is that
nowhere does it state what
control keys to use.’

| Mothership
| detailed and large, but its

‘| think this is meant to be a |

“Phoenix" lookalike. It does
have a few features of the
arcade original. Due to its lack
of colourand sound it destroys

the game's playability. The |

hawks dive and swoop very
nicely, but shooting anythin

on the screen can be be dif-
ficult because the fire rale is
exceptionally slow. The
is quite nicely

extraordinary bombing tech-
niques —the bombs follow you
about wherever you go, even
beyond the ship’s limits - are
not at all like the arcade ver-
sion, and are not an improve-
ment. Graphics are nice and
smooth, but not overfast. No

useful information whatever |

has been put on the inlay or on
the screen, so it's left to the

player to figure out how to go |
| ‘aboutit.'

'The Spectrum may not be
noted for its colour gualities,
but | would have thought
Lyversoft could have been a bit
more imaginative in their use of
colour in this game. Apart from
the Mothership, with its
magenta underbelly and
orange top, the predominant
colours are pale blue, blue and
white. | would expect more

from an arcade shoot 'em up |

today than this game ofers;,

and there are better, older ver- |

sions available.’

COMMENTS

Control keys: 4/5 left/right, 0

to fire

Joystick: none

Keyboard play: after

discovering the keys, simple

and responsive but the

graphics are quite slow
o A
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Use of colour: poor
Graphics: above average,
smooth

| Sound: poor

Skill levels: progressive
sheets

Lives: 5

General rating: average

Eskimo Eddie

| Producer: Ocean

| Memory required: 48K
Retail price; £5.90

| Language: machine code

Authors: Christian

Urguhart and Nick

Pierpoint

First thing you see with most
games is the loading screen —
it's hard to take your eyes off
this one—acreditto Ocean and
its authors.

Eskimo Eddie is a two-
screen 'Pengo.’ On the first
you must rescue Percy Pen-
guin three times. He's at the
top of the screen and you're at
the bottom. In between, two
polar bears and three jagged
holes in the ice move from side
to side. The polar bears wrap
around, one going to the right
and the other, at a slower pace,
going to the left. The ice holes
just bounce from side to side,

ike anicy ‘Frogger.’ The object
is to cross the screen upwards,
collect Percy, and then bring
him safely back down.
Completing this screen
three times moves you on to

Use of computer 53%
Graphics 58%
Playability 44%
Getting started 30%
Addictive qualities 35% |
Value for money 40%
Overall 43%

ﬁs.:ite fast. So stage one is a bit |
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Super smooth and fast acting Rennie tablets cure an indigestible bug in

Eskimo Eddie.

the more traditional looking
‘Pengo’ game. The screen is
filled with what looks like a
board of Rennie tabiets, then
fo a loud twanging noise a
maze is created by removing
some of them to reveal Percy
Penguin in the middle. Four
snow bugs then pop up and the
game begins. As usual in a
‘Pengo’ game, Percy can push

| the white snow blocks around

the screen in the hope of

| squashing the bugs, or meit

them tolet him past. The edges
of the screen may be electrified
and any snow bug touching the
same edge becomes dazed
and can be run over, With this
version, the killed off snow
bugs come back after a few
seconds until they have been
killed twice.

Following screens have the
same four bugs, but they are
more intelligent in homingin on
Percy.

CRITICISM

‘The keys are very well laid
out and offer a good response
in moving the smooth graph-
ics. The polar bears on screen
one are especially well ani-
mated. Sound too is excellent
with a strong, loud tune,
although there isn't much to
the actual game sound. This is
a 'Pengo’ game with much
more content - perhaps notthe

best, but certainly very good |

value.

Wrap up warm for the icy ‘Frogger’ sequence in Eskimo Eddie.

‘You effectively get two
games for the price of one in
Eskimo Eddie, a ‘Frogger' and
a ‘Pengo.’ This has obvious
advantages in value but can
prove to be a bitirritating when
you have to wade through the
first screen each time to play
the second, main screen. Very
good graphics with neat
detailed touches. The actual
game is quite a tough one with
medium inteliigent snow bugs,
but very durable ones. Fortu-
nately electrifying the fence
has the effect of making all the
bugs go slow, which device
can get you out of a hole now
and again. On the other hand,
when you shove an ice block
across the screen your move-
ment is frozen, but not that of
The bugs, who can then take
the advantage and catch you,
all in all, a very good game.’

‘Great graphics and sound

make this into an extremely
playable game with lots of
details, such as the way the ice
blocks explode when ‘'melted.'
Well-positioned keys, and
responsive ones, help with the
tough snow bugs. all in all a
well thought out version of
‘Pengo’ where a lot of attention |
has been paid to detail, making |
it very good value.’

COMMENTS .

Control keys: QA up/down,
N/M leftiright, SYM SHIFT
push

Joystick: Kempston, Protek,
AGF, ZX 2

Use of colour: very icy
Graphics: smooth, fast,
detailed, good

Sound: great tunes, less in
the game itself

Skill levels: 1, but
progressive difficulty [

Lives: 3
Screens: 2
General rating: very good. |
|
Use of computer 84%
Graphics 80%
Playability 80%
Getting started 78%
Addictive qualities 70%
Value for money 75%
Overall 78%

Two Gun
Turtle

Froducer: M. C. Lothlorien
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Steve Hughes

In the middle of winter a turtle is
defending his strawberry patch
against a variety of marauding
bugs. Some go for strawber-

ries, some go for the turtle. The |
turtle, for his protection, is
armed with a gun - one, not
two as the title might suggest,
but that doesn’t make any dif-
ference to this very fast game.

Bugs stealing strawberries,
pick them up and sidle off
screen, but if they are shot,
then the strawberry drifts back
to its place.

The game is played out
against a calendar starting in
October. As each month pas-
ses, the type bug changes. It's
already snowing slightly, but
as winer nears, larger snowf-
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Flying turtie totes two guns against flying nasties after his sirawberries.

lakes fall and these may be
picked up for bonus points.
The strawberries, 12 in all,
float in a neat three by four
block at the centre of a black
screen. In the background,
pixel drops of snow fall, The
monsters fioat in from both
sides and the turtle may move
all over the screen shooting in
the direction of movement, but
only hortizontally, although he
can move in eight directions.

CRITICISM

‘The graphics are nicely
detailed, well drawn and move
smoothly. They are also fast,
and have to be as this is
(almost) unplayably fast. | like
the falling snow in the back-
ground and the explosions are
very good. The bugs are
super-intelligent, homing in on
you in a gang if they can. The
difficulty of firing in the direc-
tion of movement in a fast
game is that you have to work
ever so hard to keep far
enough away from a bug to be

| able to turn and fire atit.’

‘If you've got exceptionally
fast reactions and the stamina
of an elephant, you'll probably
enjoy this game with its colour-
ful, smooth and detailed
graphics. The bugs change
every month, not during a
break between screens, but
actually as the game is play-
ing. Each bug has its own
characteristic, the skulls, for
instance, are ruddy deadly
and come straight for you. It
manages to be fairly addictive,
butalso irritating, because you
don't last very long.'

‘The graphics are nice and

| big and very fast. In fact the

whole game is fast. | suppose

30
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the idea of a fiying turtle is
novel, but the game.is quite
simple in itself. Hard to play
though, you certainly have to
m.ve like greased lightning to
shoot anything up and when
there's two or three bugs it can
be almost impossible to shoot
them up in a row. Not bad, cer-
tainly worth a try to see if you
like it.’

COMMENTS

Control keys: user-definable
Joystick: almost any type via
UDK

Keyboard play: very
responsive

Use of colour: very good
Graphics: very good, very
fast

Sound: good

Skill levels: progressively
difficult

Lives: 5

General rating: a good game,
very tough, which may spoil its
addictivity.

Use of computer 85%
Graphics 83%
Playability 60% |
Getting started 69% |
Addictive qualities 68%
Vaiue for money 73%
Overall 73%
[EEE R o=

Sam Spade

Producer: Silversoft
Memory required; 16K
Retail price: £5.95
Language: machine code
Author: D. B. Chapman

He meests them on the
ladders -

On platforms left and right;
His only hope's to dig a
trap,

They're much too mean to
fight . . .

Thus starts  Silversoft's
‘Panic’ game of platforms, lad-

=)2evies

ders and monsters with a pen-
chant for falling into holes.
There are the traditional five
levels connected with various

ladders and three monsters on |

the first screen. Depending on
their colour, monsters need to
fall through either one hole,
two or three. Monsters which
get out of a trap before Sam
hits them on the head with his
spade will become more dur-
able by changing colour.

There are, of course, many
variations on ‘Panic' now, each
with their own idosyncracies,
some better than others. This
version boasts quite large
characters.

CRITICISM

‘There isn't much can be
said about a 'Panic’ game now
that hasn't already been said.
On the whole this one has
large and smooth moving
graphics. They are all four
blocks large, but as they over-
write each other this results in
the ladders vanishing to black
where they pass, which lends a
flickery aspect that looks quite
amateurish. Another oddity is
that there is only a single func-

| tion key for dig and fill holes. It

takes three presses to dig a
hole or kill a monster, so as
soon as the hole is dug it starts
to fill again! This can be very
frustrating in the heat of play.
On the other hand, it does
mean less keys to have to
worry about. On the whole |

| thought this was a pretty weak

version, especially for Silver-
soft.’

‘The colour used is fair and
the graphics, although large,
are. only average. its a
reasonable arcade copy in
maost respects, there's the fal-
ling oxygen level to worry
about, and as you get through
afew screens, there are a lot of
monsters to warry about as
well.”

‘Sam Spade is a typical
“Panic™ game with nice big |
graphics and this is a good
version of a game which is
rather old now. | would say it's
actually better than some and
worse than others.’

COMMENTS

Control keys: Z/X left/right,
K/M up/down, L=dig/fill/kill
Joystick: Kempsion
Kezt:oard play: sensible keys
make life easy, responsive
Use of colour: fair to average

Graphics: average, although |

large
Sound: good tunes, otherwise
average

Skill levels: progressive
difficulty

Lives:3

General rating: an old-style
game, generally average,

Use of computer 62% |
Graphics 57%
Playability 56%
Getting started 63%
Addictive qualities 53%
Value for money 51%
Overall 57%
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It’s the fun game of

the year — Trashman.
From the moment you sit
down te play vou'll be thrilled by
this exciting, original, laugh a
minute game.
Your job may look easy to the rest
of the world, but vou know the hazards —
speeding cars and pavement cyclists can
both shake you up. Let's face it cars can
be fatal.
But if that isn’t enough you've got the
other problems of vicious dogs, the after
effects of overeating in the transport cafe or one
too many in the boozer.
Not only will you be gripped by the action
vou’ll be amazed and amused by the high quality
graphics.

With seven levels of play featuring three
attempts to finish the game (assuming you are not
run over by a car) Trashman will provide even the

most experienced games plaver with a thrilling
challenge. 1 or 2 player option, Hall of Fame and
joystick compatibility™ ensure this game has all the
best arcade features.
Trashman is available NOW for the 48K
Spectrum. Ask for it today at vour local
computer store!

Only £5.95

Rempston Sinclair nterfoce 2 |

eEwWk
Generation

Software

FREE POST,
Bath BA2 4TD
Tel: 0225 316924.
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CHUCKMAN

Producer: C.C.1.

Memory required: 48K
Retail price; £5.00
Language: machine code
Author: K. Baker

Chuckman is based on the
popular arcade game and
bears a faint resemblance to
Maziacs. Chuckman roars
around a yellow maze on a
skateboard, desperately trying
to find and defuse eight time-
bombs before the time limit
runs out. The maze is consid-
erably larger than the playing
area, although a general view
of the maze immediately
around Chuckman can be
selected.

Time bombs can only be
defused once a toolkit has
been collected, and these are
dotted at random about the
maze, like the time-bombs.
Equally there are holes in the
ground which cannct be pas-
sed over safely, although
these may be filled in if you
collect a wheelbarrow first,
Food is also availble and must
be taken frequently if
energy level isn't to fall to
dangerously low levels. The
other major hazards are giant
boots which tromp around kil-
ling you off. If you collect a
spade first, it may be used to
dig a hole, across which the
boots cannot pass.

When all eight time-bombs
have been defused, another
eight will appear. Between dif-
ferent games the maze is ran-
domly generated.

CRITICISM

‘The skate boarder, when
stationary, waits impatiently,
tapping his foot and leaning on
the skate board. His only pro-
tection against stomping boots
is to dig a hole, although if he
finds a pair of roller skates the
boots seem afraid of them. |
was very
Chuckman: the graphis are
crmod. your hero being particu-
arly well implemented, and the
game was fun to play. It also
requires a good memory and |

enjoyedit.'
There’'s no doubt that
Chuckman immediately

recalls Maziacs to mind, not
only the maze, but also the
very good animation of your
hero. The graphics are of a
high standard, with a very
good status board to the right
of the playing area, which
shows time-bombs to defuse,

36 CRASH May 1984

| doesn't appear all that difficult

| an entirely new one. The map

our |

impressed  with |
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Spades, whaealbarrows, toolkits and bombs - get your skates on save the

world from stomping boots

hi-score, score, whether you
are carrying a spade, wheel-
barrow, a pair of skates for kil-
ling off boots, or a toolkit, It's
one of those games that

at first, but ends up being
rea‘-'r.';r/‘ quite addictive.”

‘This is supposed to be
based on the arcade game
with a few differences, but |
think they've forgotten the
arcade game and developed

facility is very good, showing
you about six times what you
see when actually playing. The
task is quite formidabie,
monitoring energy levels and
avoiding pitfalls and boots. The
scrolling action of the maze
works very smoothly, and
Chuckman is animated very
well. There is no sound while
playing, only when killed,
something which may appeal
to parents. A game that can be
recommended.

COMMENTS

Control keys: Q/A up/down,
C/B left/right, SPACE =view
maze, CAPS SHIFT =dig pit
Joystick: Kempston (one
reviewer noted that 'dig’ didn't
work)

Keyboard play: very
responsive

Use of colour: good
Graphics: good, smoath,
detailed and big

Sound: very little

Skill levels: 3

| Lives:

General rating: very good
and pretty addictive.

Use of computer 72%
Graphics 80%
Playability B4%
Getting started T1%
Addictive qualities 82%
Value for money 82%
Overall 79%
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Knight Driver

Producer: Hewson
Consultants

Memory required: 48K
Retail price: £5.95
Language: Machine code
and some BASIC

Author: Clive Brooker

Knight Driver is not an attempt
at Pole Position’ andis content
to more resemble some of the
earlier Spectrum road games,
which is not to say that it is
primitive at all. In essence, you
must steer a car along a fairly
lengthy series of roads which
appear to be set in a seaside
resort town. The view is seen
from directly above and the
roads are defined with double
broken white lines as though
the painter from Double Trou-
ble has visited the place
before.

These roads twist and turn
energetically past tree-filled
parks, between houses and
shops, past parked cars, round

traffic islands and even tumn
into cul-de-sacs and car parks.
The object, quite simply, is to
get all the way through to the
finishing' line without steering
off the road. There are two
levels, Professional and
Learner. if you select Profes-
sional you lose one of your
lives every time you veer off
the road, whereas Learners

| and they do this rather well.

dont, but have a time limit
imposed on them. there ,is also
an Automatic mede, which is
really a demo.

The screen display is
divided into three areas. The
two larger squares at the top
are the town map and a large
graphic device of your car
flashing. Running along the
bottom is a large report strip,
When you have finished, ar run
out of time or lives, this reports
back on how well or badly you
did.

CRITICISM ’

‘Wnight Driver is a drive around
a rather scenic track and the
graphics are quite good, As the
playing area is much greater
than the display, the graphics
are constantly on the scroll,

Unfartunately the control is not
exactly brilliant (possibly an
Eastern bloc vehicle - Skoda,
etc). The game is playable at
first but | soon began fo lose
interest - just beating the clock
glets alittle boring after a while.

ice graphics, above aver- |
age.'

‘The sceneis setinan empty
town and you're the lonesome
driver. The graphics are
drawn very nicely and the
Streets move across the
screen wonderfully. But steer- |
ing your car is a disappoint-
ment and it's guite unrealistic
due to the fact that 45° incre-
ments are used. Thus you tend
to oversteer. Poor key
response makes this factor
worse. Otherwise colour and
sound are well used. At the
end of each game the compu-
ter prints ouf your score and a
length ﬁ_'repon in very large let-
ters. This delays you having
another go immediately - frus-
frating.’

‘It's a pity, because the
graphics are of a high quality, |




that this game really offers so
little to the player. After a cou-
ple of turns around the streets |
had had enough. The car is
exceplionally difficult to steer,
more like a tank than a saloon!

This doesn't add 1o its playabil- |

ity and certainly bonks on the
head any addictive qualities it
might have possessed. The
report, which comes in such
large letters that only two or
| three words can be displayed
atonce, fakes an age and only
acts to interrupt any flow you
may have achieved. | would
have expected a bit more from
Hewsons than this.'

COMMENTS

Control keys: Z/CAPS
SHIFT=left/right,
BREAK/SYM

SHIFT =accelerate/brake.
ENTER to start

Joystick: none

Keyboard play: sensible
keys, but the response is a bit
siow and car control is difficult
Use of colour: very good
Graphics: nice and big,
detailed and smooth with
excellent scrolling

Sound: good

Skill levels: 2

Lives: 5

General rating: good
graphics but ultimately a

rather pointless game.

| Use of computer 53%

| Graphics 73%
Playability 60%
Getting started 65%
Addictive qualities 45%
Value for money 57%
Overall 59%

Producer: Terminal
Software

Memory required: 48K
Retail price: £6.95
Language: BASIC

This is a board game for bet-
ween one and four players,
with the computer always tak-
ing part. Each player is given a
coloured diamond marker to
move arpund the board, a

company nameis entered, and
the computer takes the green
marker. The screen is formed
by a complex grid of streets,
intersections and T-junctions.
When it is a player's turn to
move the computer allots a
random number of spaces
which may be taken, the cursor
keys controlling direction.
When the move is complete
there is an option to build a var-
iety of institutions such as

pubs, banks, factories,
houses, apartments and
shops. Eaeh construction

costs a set amount and there
are a limied number of each
type of construction available
in a game. If a player builds
something, a symbol appears
in the location chosen in the
company colour.

Between each move a black

s

responses are also very slow
because of the BASIC. The
graphics are small and not
really detailed, and | found the
game generally uninteresting.'
'This is a sort of computer-
ised Monopoly game. It has
four playing lengths, but even
Jlt::‘:e short game is extremely
ng.
with a friend we were just
beginning to make money, but
that million was a long way off.
It requires some practice, is
above average but not very
addictive, and left me indiffer-
ent as to a verdict. In some
respects it s better than
Monopoly, but | quite like
Manepoly whereas | wasn't
very bothered with this game.’
‘Based on MonoE-oly, The
City doesn't play like Mono-
poly, the board isn't divided

Get in smartish with the City or the computer will monopolise the board.

After an hour of playing |

square crosses the screen,
descending one line each time,
He is the rent collector, who
takes the rent for each property
and puts it into the bank for the
player. Money in the bank
earns interest, but there are
also taxes to pay.

Each player starts the game
with £200,000 and the winner
is the first to reach a million. As
soon as the game starts, play-
ers must enter their names or
the computer will take the turn
and start building. When a
player's turn is indicated, it
must be taken immediately, or
the turn passes to the next
player. Bumping into another

player's marker will send you.

to jail for a‘period depending on
the number of previous
offences. Four types of game
OLEdTﬂerem lengths are awvail-
able.

CRITICISM

‘The game takes ages to
play and is very slow. Key

into rigid or traditional proper-

ties. The graphics are not very |

interestin?. and left to its own
devices for a moment, the
compuer just carries on play-
ingandwinning. Not very excit-

ing.

COMMENTS

Control keys: cursors, plus
ﬁrompt inputs

eyboard play: slow
Use of colour: reasonable
Graphics: small and
uninteresting
Sound: poor
Skill levels: 1
General rating: fair, not at all
addictive,

Use of computer  48%
Graphics 49%
Playability 35%
Getting started 49%
Addictive qualities 36%
Value for money 48%
Overall 44%

| lrons, a Pitch Wedge, a Sand
| Wedge and a putter. PRESS

e —

Handicap
Golf

Producer: C.R.L. .
Memory required: 48K
Retail price: £5.95
Language: BASIC

‘Play a round of 18 holes on the
“Spectrum” course of 5,444 |
yards. Your set of clubs con-
sists of four Woods, eight

ANY KEY TQ CONTINUE . .,

S0 goes the unpretentious
start to C.R.L.'s charming golf
simulation. Pressing any key
then lists the 18 holes, the par
and length for each, with a par
for the course of 70. This is
followed by a listing of the
clubs with a graphic depiction
of each and the distance in
yards for each. Wind factor
must be taken into account in
the choice of club and direc-
tion, and the factor is also
shown on the greens for put-
ting. A final page asks whether
one or two players are taking
part. It is then possible to pre-
view all 18 holes befoe starting
if you so wish. This is not |
essential because you may
view any hole before it is
played as well. This element is
quite important because;
unlike almost every other golf
program, this one splits the
holes into several views, thus
simulating the real game,
where you would not be able to
sae the end of the hole in any
detail.

The display is in a 3D-style
perspective with "you' and your




Valhalla on the golf course as caddy watches player take a shot. | can also
ge4. . . a divot.

caddy seen standing ready on
the first tee. The figures and
animation of them is very
reminiscent of the Valhalla
graphics. Pressing P will allow
a preview of the hole to be
played; pressing C allows
selection of club, bearing in
mind the statistics printed
below the display area: Club
selection is made by pressing
any key which moves a cursor
arrow along under the clubs
until it reaches the one desired.
it may then be ENTERed. The
angle of the shot is selected by
using keys 6 and 7 to move a
cursor marker on the side of
the screen up or down,
ENTERing when itis correct. In
full animation, ‘you’ then swing
and the ball curves away. As
s00n as it comes to a rest, the
golfer staring after it, the caddy
Iifts the bag on to his shoulder,
and both set off after the ball.
Two seconds of animation,
and the scene cuts to the next
view, ready for the follow-up
shots,

CRITICISM

‘Golf - another boring game
to review, | thought. NO! | was
wrong. This one is very enjoy-
able. | was flabbergasted to be
able to see the whole course,
and very imprassive it is too,
with detailed different types of
trees, hedges, bushes, rough,
bunkers, rivers, nds,
bridges, even the clubhouse,
and not forgetting the player
and his caddy. Both are very
well animated, even to the
swing and the tense wait for
the ball to land. Good close-
ups are given when you are on
the green. This is the best golf-
ing game | have seen. Every-
thing is so realistic, and the
excellent graphics are quickly
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displayed. There are even
amusing remarks from the
computer to cheer you up! A
game that | really enjoyed play-
ing, and that | can recommend
to anyone who wants a golfing
game.'

‘This is the best golf game |
hve ever seen, with' plenty of
details, scenic fairways, and it
is very playable. Unbelievably
the game Js in BASIC, but
because it's so good, who
cares? A very good feature is
that for even a player with no
knowledge of golf or what
clubs do, the game is simple
because e ing s
explained on screen. Excel-
lent colour and fantastic

graphics.’

mha end of a tiring round,
it's really nice to see “"yourself”’
part company with the caddy
and walk wearily into the club
house for a welcoming baer —
or something. The only detail
that C.R.L. seem to have left
out is the tipping of the caddy
{or perhaps that isn't done in
the best of clubsl). This game
is so well thought out and dis-
played that it looks like a {elevi-
sien golf championship rig:g
down to the editing of
scenes. Wonderful, and satis-
fying to play.'

COMMENTS

Control keys: 6 and 7 F and
S, very simple and logical, and
all prompted on screen
Joystick: no point

Keyboard play: very easy
Use oflcoluur: exceéient
Graphics: very goo

Sound: very little, just the
peace and quite of a well-kept

course

Skill levels: 1

General rating: an excellent
simulation, one of the best golf
games around, highly

recommended

Use of computer 78%
Graphics B0%
Playability 84%
Getting started 73%
Addictive qualities 84%
Value for money 87%
Overall 81%

=R e————

GRID-BUG

Producer: C.C.I.

Memory required: 16K
Retail price: £5.50
Language: machine code
Program: Elfin Software

In Grid-Bug you must guide a
hero bug across square or
along the grid surrounding
them, eating the strawberries
in the squares. If you cross an
emptly square, you leave a

2@ HIGH GRIDBUG

addictive. The graphics are
small and the use of colour isn’t
very exciting either.'

COMMENTS

Control keys: Q/A up/down,
C/B left/right

Joystick: Kempston
Keyboard play: responsive
Use of colour: basic
Graphics: block, small and
undetailed

Sound: average

Skill levels: progressive
difficulty

SCORE COAB1Q
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Strawberry Flelds forever, but keep the spiders at bay.

strawberry behind, which must
be eaten. On the grid there are
spiders which eat bugs, and at
least one which runs across
the squares. When a screen
has been cleared of strawber-
ries (170 of them) the next
screen contains more spiders.
The ftrick is to clear the
squares, using the grids to
move between emply squares
so that you don't leave more
strawberries behind. That's it.

CRITICISM

‘The game is fun fo play and
is addictive. The graphics are
fairly simple, but sheer playa-
bility makes up for this.'

‘This is a grid ?_ame with a
novel difference. The object is
to collect strawberries placed
in the grid squares, whilst
avoiding the spiders, and
that's all there is to it. An origi-
nal game, perhaps for the
younger piayars, although all
the same, it's not worth buy-
ing.'

‘The main problem with
Grid-Bug is that it doesn't
really contain enough to be
interesting after a few minutes
play. It does manage to be
quite difficult, especially on the
later screens when there are a
lot of spiders outto get you, but
it doesn't add up to being very
playable and therefore not very

Lives:5

General rating: mixed
opinions from poor to good.
Use of computer 60%
Graphics 55%
Playability 58%
Getting started 62%
Addictive qualities: 57%
Value for money 58%
Overall 58%

Star
Warrior

Producer: Visions
Memory required: 16K
Retail price: £6.95
Language: machine code
Author: John Edwards

It would be true to say that the
prime objective in this game is
to stay alive — not an easy task.
Three interdependent screens
make up the action.

In the first, you are in your
space craft at the bottom of the
screen and you must shoot all
the alien craft which travel
down the vertically wrapped
around screen  dropping




showers and showers of pixel
sized bombs at you. Vertical
| movement to about half the
| screen height is allowed and
| your craft may wrap around
horizontally.

In the second screen you
start at the top and must land
the space craft at the bottom,

navigating through a dense |

| shower of asteroids which
move in various directions.

On landing you proceed
immediately to the third
screen. Your ship is landed at
the top left and there is an entr-
ance to the underground maze
in the centre. The main prob-
lem is the cyborg which follows
your every move, firing con-
tinuously. At the bottom of the
caverns a crystal is located
which will refuel you ship so it
can {ake off again, but getting
down there and collecting it,
and getting back safely is an
extremely tough task.

With all three screens com-
pleted the game repeats with
different aliens and a much
more intelligent cyborg.

CRITICISM

‘Each alien protects the other
on the first screen of this game,
It has great graphics with scrol-
ling star background, good

the cyborg.

to get past. A good concept, a
pity about the graphics and
keyboard layout.’

‘Star Warrior is an unusual
looking game, apparently sim-
ple graphics turn out to be quite
complex, with shifting colours
and fast movement. The aliens
explode  satisfyingly; you
explode wonderfully. Getting
past the cyborg is very difficult
and requires careful timing and
the use of the wrap around
screen to draw the beast away
from the entrance for a second.
Fortunately the fact that you
can get in seems to drive it into
a mindless frenzy for a
moment — your only saving
grace. A quite original game,
tough and addictive in playing.’

COMMENTS

Control keys: 6/7 left/right,
O=fire, M/K=up/down,
K=thrust as well

Joystick: Kempston
Keyboard play: highly
responsive

Use of colour: good
Graphics: fast, smooth and
very detailed, generally good
Sound: reasonable although
very low key

Skill levels: 1

Multi-celoured asteroids throng the skies as Star Warrior descends to meet

explosions with sound and is
very addictive. The one draw-
| back might be the tiny bomb
showers which can only be

Otherwise the best game from
Visions. Recommended!’

‘The wrap around screen
can be quite useful for avoid-
ing stray bombs on the first
| stage. In the second, the

seen close up to the screen. |

| fonger you stay on it, the less |

points you get. The third board
|is the worst because the
graphics of the maze are poor
and the cyborg is impossible

Lives:3

Screens: 3 and 5 different
alien levels

General rating: above
average to good.

ED-ON

Producer: C.C.I.

Memory required: 16K
Retail price: £5.00
Language: machine code

Based on an old arcade game,
Ed-On presents you with a
series of concentric squares,
representing four ‘streets’ with
four compass point crossov-
ers. The streets are lined with
dots, and you must drive your
ear around in one direction, col-
lecting all the dots. The compu-
ter controls another wvehicle,

E

seem very intelligent. The big-
gest disadvantage of this
game is that the keys are
dual-purpose, that is, they can
be wused o increase or
decrease your speed as well
as move the car upldown or

| leftiright. This does tend to get

confusing. Not a very interest-
ing game on the whole but it
might appeal to some.’

‘Ed-On is very similar to
Arcade's first game, Gridrun,
with the addition of accelera-
tion and braking, The graphics

| are small and the use of colour
| is pretty drab. A simple idea

|
|
1
L}

and quite hard to play but it
doesn't get very far and palls
quite quickly.’

Fast Ed-on collisions seem inevitable when you're faced with maniac drivers,

which travels in the opposite
direction and which you must
avoid. At points in the game
flags appear and add bonus
points if collected. On cleari
ascreen you then face the tagg
over again with two enemy
cars, and so on.

The four directional keys
allow you to speed up or slow
down, as well as change lanes
to avoid the enemy cars. In the
centre box your lives appear as
well as a simple bar indicator

| for speed. The enemy cars

have a fixed speed of travel, | General rating: fair to

| and change lanes whenever
| they feel like it.

| CRITICISM

‘The enemy cars tend to
home in on your lane, which
makes the game very fast and
fairly . challenging, especially
when there are two or more
cars in play. The graphics are
simple and it ends up being just
another average game.’

‘Once loaded, there are a

| good set of instructions. The

Use of computer 61%
Graphics 75%
Playability 73% |
Getting started 66% |
Addictive qualities 74%
Value for money 58%
Overall 68%

Idea is simple but it is a quite
difficult game to play as the
computer-controlled cars

COMMENTS

Control keys: Q/A up/down,
C/B leftiright

Joystick: Kempston
Keyboard play: very
responsive although the
dual-purpose takes some
getting used to

Use of colour: poor
Graphics: block movement,
simple and not very big
Sound: average

Skill levels: progressive

| Lives:5

average, not very addictive.

Use of computer 52%
Graphics 45%
Playability 52%
Getting started 58%
Addictive qualities 48%
Value for money 50%
Overall

51%
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~YOU'VE
READ ABOUT
THE SOFTWARE -

NOW PLAY IT!

CRASH is the only magazine to offer you a direct link between reading about software and playing it!

For?et hours of fruitiess hunting in shops for that extra special game you read about and want - and want now. CRASH
Mail Order will move stars and planets (even the 8.15pm from Paddington) to get you any of the brill (and even not-so-brill)
software from the big (and even not-so-big) software houses reviewed in these pages. Because CRASH believes that

you reading about software is only second best to you plaging the real thing — and forming your own opinion. Bazoola
software and meep software - don't just believe us — see! Order any games, adventures, utilities, simulations and
educational software mentioned (and not-so-mentioned) in CRASH with the arder form later in this issue.

CRASH- SPECTRUM SOFTWARE
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Dreamers on the
Increase
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Person of the Year

Awards within the computer
industry are now really getting
under way, and the only big
question left lo be answered is:
When will we be seeing the
Golden Joystick Awards
presentation ceremony televised
from some grand showcase
centre in London? Will we see
Esther Rantzen trying to elicit
some gems from Matthew Smith
for picking up the Best Jumper
award, Seb Coe shaking paws
with the Piman for winning at
Olympimania or Terry Wogan
congratulating Chris Urquhart for
having backed the best hunch in
history?
But while plans for next year's

reat event go ahead, the CTA

Computer Trade Association)
has voted Rod Cousens of
Quicksilva 'Person of the Year.'
Rod received the award primarily
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because of his work in promoting
the UK software industry. In his
capacity as vice-chairman of
GOSH (Guild of Software
Houses), Rod has been active
throughout 1983 in his efforts to
fight tape piracy and protect
consumers' interests. On a more
serious note, judging by our

Sales Manager, has had a busy
time recently what with the rush
avarJat Sef Willy. Now he has
had to look info Thrusta and Push
Off, both advertised as 16K
games. It would appear that they
were 16K except that somewhere
an odd byte has crept in and made
it impossible to load eitheré;ame
into a 16K Spectrum. The CRASH
technical department lowered
RAMTOP on one of our 48K
Spectrums to'simulale a 16K

[1EWS

Jet Set Willy in
Multiple Deaths

We have had a number of

enguiries from people asking why
their Jet Sef Willy programs have
behaved oddly. In fact there isno
real problem and the program has
not crashed when you suddenly
lose all those valuable lives at one

Spectrurn and tried loading, -
without luck, Colin Stokes was
very prompt in ringing back to say
that it appeared o be the case,
and that Software Projects would
be changing the cassette inlays as

go. Unlike Manic Miner, Jet Set soon as possible. Of course this

The Banyan Tree

Collectead 203 Time

Wilfy is more of an arcade
adventure with random elemeants
buiftin, objects and hazards may
moré around. The worst obstacle
is a visit to the Altic. Your very
prasence there will cause a chain
reaction in the Chapel. The four
guardians from there will go to the
Kitchen, West of Kitchen,
Cuckoe's Nest and the East Wall
Base, making short cuts through
them impossible as you will
encounter intant death when
entering the rooms.

Software Projects, however,
have offered an apology over the
fact that the program requires
reloading at the end of the game
after visiting the Attic. This is due
to the oomplexit? of the game and
the sheer size of the program
needed to generate the 60
5CrEens.

Software Project's Colin Stokes,
who recently joined the company,
having left Imagine, where he was

has only been a problem for 16K
Spectrum owners.

Colin Stokes

picture of Rod from the last issue,
it locks as though he's also aiming
to pick up the award next year for
‘Bast Dressed Person of the
Year.

Rod Cousens

il .

-
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Further along the Mersey imagine
seem to have still been having
trouble with their game Stonkers,
which crashes after a few minutes’
play. This was said to be a fault on
soma of the first batch back from
duplication, but later batches still
suffered with the problem,
Imagine have told us that the hitch
has been put right, bi;lf, once .
in, our last batch of sii
???Jsunmd refuctant to Stc:E for
more than a few minutes. Imagine
will, of course, replace any fau
tapes; so if you are having
problems we suggest you send
them back. Obviously lots of
games are working fine, however,
as Stonkers now stands at 28 in
the CRASH HOTLINE.

Playing the Game

For all adventurers who prafer to
remain in Tolkien's Middle Earth
rather than come up to the late
ninateenth century of Sherlock
Homes or the early twentieth of
Mugsy, Melbourne House have
published a new book called A
Guide to Playing the Hobbit.

The Hobbit, winner of the
Golden Joystick Award for
Strategy Game of the Year 1983,
is still regarded by thousands as
one of the best ever adventures,
but the complexities of the game
have baffled as many. Now with
this book, claim Melbourne
House, anyone from beginner to
advanced adventurer will be able
to improve their understanding of

ame,

AgGuﬁda lo Playing the Hobbit is
divided into three sections. The
first aims to give a groad outline
as o general strategles and
tactics involved, while sections

two and three give an increasing
amount of guidance offering moe
detailed solutions to problems the
player may encounter. The book
nas been written in such a way,
however, that it should not spoil
the fun and challenge of the
adventure. It does not supply the
solution to The Hobbit — is only
offers one of many possibilities.

A Guide to Playing the Hobbit is

wiritten by David Elkan and costs
£3.95. It is available from most
good bookshops.

Game Keeper for the
Autumn

The Game Keeper, Birmingham's

largest computer software -

stockist, has decided to pull out of

the hardware market and restrict

itself to software and accessories,

The reason given for this decision

is the totally inadedquate supply

of computers from manufacturers

in Britain, making it financially not

woarth while to sell major lines. Ina

sharp rebuke, Tony Noble, Game

Keeper's managing director, says,

'Itis ircnic that in a time when

Clive Sinclair is announcing to the

Press that computer dealers are

unable to deal with volume sales

that The Game Kpeper has had to

stop selling computers because

companies like Sinclair have

supplied zero stock this year. The

Game Keeper needs to obtain

units in excess of 500 computers

a weeak from manufacturers and

the manufacturers are totally

unable to supply in such volume.’ i
The Game Keeper has three |

shops in Birmingham and one in

Coventry. Now they are planning |

to open a network of software |

specialist outlets stocking games

for Spectrum, Commodore and |

BBC computers. At the same time |

some 15 freelance writers are

preparing new software tities for |

various macines to be released in

the autumn under The Game

Keeper software titie.

Incentive Software Ltd have
come up with the ideal peripheral
for your Spectrum - something on
which to stand that glass of beer,
Coke or mug of tea. It's a 'Spiat
Mat.' For owners of the game

Splat! the device printed on the
centre of the beer mat will be
tamiliar. For those sadly
uninitiated Splatterites, it probably
just looks like the thing it's

supposed to stop!
at Mats are available from
Incentive Software at 54 London

Street, Reading RG1 450, and
they're free on request with a
stamped addressed envelope.
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Spectrum for
Cablevision

[ Cable Interactive Services
{ g{CFS}. & division of British
‘elecome, has won the first
contract to supply TV video
games to a UK cable cperator.
he contract is with Rediffusion

and is for the CIS Gamestar

service. Up to one million homes

| on Rediffusion networks

i throughout the country will be able

I to access Gamestar, starting this

I summer.

| Customers subscribe to

I Gamestar and receive a home
terminal allowing them to load
telesoftware down a cable and
have ar_;.y number of plays of a
game. The cost is £8.95 a month
and for this you receive hardware
consisting of a 4-3K3pectrum with
an add-on box providing joystick
facilities. The black box, with its

Gamestar logo, sits neatly
underneath the Spectrum,
connects 1o the computer and

| interfaces with the cable system. It
' contains an amplified speaker, to

i

Thnﬂumnahrauh.crhr :kl?l
[oystick. By courtesy of Brﬁlh

get around the Spectrum’s
abysmal lack of sound. A joystick
will be included as standard. The
black box contains enough
memory to offer a ‘welcome’ when
switched on and download a
menu of games on offer,

Gamestar will offer a mix of up
to 20 games, ranging from arcade
through to adventure and
educational games, and it will be
replacing five every month. Maost
games are envisaged as being
supplied by established existing
software houses, although there
will be scopa for new software,
especially as the system grows. At
any time, of couse, the Spectrum
may be used in the normal way for
playing games or computing.

In addition to the service,
subscribers will also receive a

Program,
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includes Spectrum (48K), biack box and
elecom.

monthly newsletter magazine
?'rving details of current and
orthcoming programs as well as
offering subscribers the
opportunity to air their views on
the games. Areas likely to be able
to receive the Gamestar service
are: Bargoed/Penybryn, Barrow,
Basildon, Brighton/Hove, Bristol,
Burnley, Darlington, Deal, Dover,
Exeter, Folkestone, Grimsby,
Nottingharn, Oxford, Plymouth,
Portadawe, Reading, Rhondda,
Rotherham, Southampton, South
Tyneside, Stockton (including
Billingham), Stoke-on-Trent,
Swansea; additions: Hartlepool,
Hull, Lancaster/Kendal,
Maidstone, Mansfield, Newbridge,
Newport, Newcastie-upon-Tyne,
Norwich, Wirral MBC,
Waolverhampton, Worcester.
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Msaff W, Chﬂ's

Writa 5
A
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Creators of the infernal Seiddab,
Hewson Consultants, have just
moved into new premises in
Abingdon, It hs 2,000 square feet,
gpace snough for offices, show
room and warehousing. The move
has enabled them to install and
run & large duplication facility. But
as importantly, it will now allow
them to double their staff. Already
they are recruiting two in-house
programmers !or_ﬁ!ames finishing
and conversion. The mmpang‘s
growth has also been helped by
the writing talents of Andrew
Hewson whose book (written in
con;uncﬁon with John Hardman)
40 Best Machine Code Routines
for the ZX Specirum, recently won
the CTA award for the best book
published in 1983.

"N Andrew Braybrook and Steve Tumer
—— - the Seiddabs in person.

FEEEPEERSS SIS

Andrew Hewson
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David Ward and John Woods of Ocean

TO THE STARS!

Birmingham, generally lagging
behind Manchester and Liverpool
for games programming, is now
making a sterling effort to catch
up. Brand new company

rgoyle Games, has launched
its first game for the 48K

. It's called Ad Astra (to
the stars), and is a 3D shoot em
-I]'-ﬁ;m you've never seen before.
3D perspective view is quite

astonishing — see the review in
this issue.

Programs authors Greg Follis
anc Roy Carter have a

background not only in
programming, but also in art, and
the graphics quality of the new
game certainly points to their
artistic abilities. They are now
working hard on the second
refl:rasg which ril]as a tenléfﬂva title
of Arabesque, but says , this
will probably be changed hﬁm’e
the game is available. it will be an
arcade style adventure and
features a warrior sixty-four pixels
high. The game employs full film
techniques 1o achiave the
animation effects, technigues
which can also be seen to good
effectin Ad Astra.

COMPUTER
GAMES ON |
VIDEO |

It was the psychedelic

communications guru of the late
Sixties/early Seventies, Marshall
McLuhan, who proclaimed the g
book and written word dead in
favour of television. He was
probably aware that the central
weakness of his argument was
the tact that all his arguments
were presented in books! Twenty
years later books and magazines
are still the primary source of
knowiedge, especially in specialist
fields like computers, We have, of
course, seen magazines
presented as computer programs,
sold in cassette form, but to date
television as such has been
remarkably uninterested in
computer games. Central
Television's Magic Micro
Mission was the first programma
which actually examined the
phenomenon, but now Yorkshire
TV have announced that they are
soon recording a series called The
Game, which will be screened
locally, and then, if it proves
successful, will be networked
later. The Game is nota
programme about computer
games but is in itself a computer
game using a live TV audience,
guest celebrities and a clever mix of
video and computer game
tachniques.

At the time of writing, Yorkshire
TV are seeking adventure, arcade
and strategy game players of all |
ages within the Yorkshire area. {
Auditions are being held to see
whether the entrants are up to
scratch, and the really nimbie
fingered ones will eventually go
into the studio to record the
programmes.

Another departure is TV
Choice's new video cassette, The
World's Greatest Computer ;
Games. Claimed to be the
first-aver British video devoted to
computer games software, the
video is 30 minutes long and puts
together, ‘a collection of the
highest quality and most
mind-boggling computer games,
shows you how to play themand
highlights their imaginative

features.’
Twenty-one games are
featured, with Chris Tarrant, of i

Tiswas, OTT and TVam fame,
hosting the programme. The tape
starts and ends with
advertisements from some of the
major companies in the business,
and covers gamas for the
Commodore 64, Oric Atmos,
BBC, Atari computer and VCS,
and the ZX Spectrum, which Mr
Tarrant refers to rather quaintly as
the 'Zed-ex." Among the Spectrum
gamss, wall-known progams like

‘athalla, Black Crystal and Jet
Set Willy are featured.

Executive producer Norman
Thomas says, "While there are
some very games around,
the vast majonity of the products at
the moment on the market are
absolute rubbish. This video will
direct the consumer to the best
g:mets they &antauy, 1t will zlgh{:

m to sample the S re
they part with their rﬁm
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After the big hoo-haa of its introduction
last autumn very little has been heard of
the Microdrive and its ZX interface 1.
Either the Spectrum owners who have
ordered this unit are waiting in stoic sil-
ence for -the ‘high-speed’ random
access (or random delivery?) unit to
drop through the letterbox or they
already are in possession of the very
same and are treating it with the same
interest and enthusiasm betfitting the old
and dusty ZX81 hanging above the firep-
lace.

Either way, it does appear rather odd
that neither Press nor software houses
are not frantically buzzing with news of
application programs benefiting from
the excellent specifications of the
machine. The 'Spot the first Microdrive
cartridge-based games software adver-
tisement’ competition has yet, to my
knowledge, to be won. Considering the
usual gargantuan delay between ads
and the availability of the product this
really means that no Microdrive-based
games software is to appear before
summertime . .

Having just received by miracle a rare
species by the name of Microdrive on
loan from the very source and creator of
ZX wonders (to be returned within two
weeks — could this really be the one and
only working unit onits Ulyssean travels

to far and distant magazines?) CRASH
has the opportunity to discover the
unta resources contained within
the Microdrive and the ZX interface 1
and with luck avoid the templation -of
launching the first Microdrive User sup-
plement (what an original ideal).

At first the main function of the ZX
interface 1 becomes obvious: this unit
provides the roué games J)aner with a
wonderfully tilted keyboard position and
allows a tar superior keyboard control
for those multi-digit arcade games.

But what of the side-eftects? Well,
three cannily hidden benefits have been
spotted and will be discussed in detail.

Megastorage

Keen programmers appreciate LOAD
and SAVE wait times as being the most
creative pauses in the programming
process, but many games players could
de without this boring interlude. The
Spectrum may have improved loading
times by a factor of four over the ZX81,
but this is annihilated by the vast mem-
ory size of the 48K Spectrum. The Mic-
rodrive sounds like the remedy to this
problem. Just download your cassette-
pased games software into the Microd-
rive cartridge and you have instant
access to your games library.

But wait; this proves to be a night-
mare, The games software consists of
pure machine code in 95% of cases and
once loaded it is practically impossible
to return to Spectrum BASIC for the Mic-
rodrive save commands. The idea
proves to beimpossible unlessyou area
whizz kid and can interrupt and disas-
semble the game's machine code,
locate the start position in memory and
download the dissected code into Mic-
rodrive data files. You will then still have
problems with autostart and possibly
you may even have to relocate code
which may have been originally in the
Microdrive systems variable and MAPs
area of the memory. Obviously the Mic-
Irodri\.re is not the solution to this prob-
em.




T
We take a look at the fabled, legendary Microdrive g

There is however another advantage.
The cartridge tape conains a minimum
of 85K bytes and whizzes round in less
than eight seconds. Given the fact that
the operating system has to locate the
file to be loaded, the average access
time may vary from one to eight seconds
depending on the position and length of
the file on tape. Compared to an aver-
age load time of four minutes for a 25K
games program on cassette, the Mic-
rodrive constitutes a 30-fold reduction of
wait time and you can wave goobye to
the usual tea-break at this point. The
Microdrive is a random access storage
system — forget about rewinding and
locating program starts. The cartridge
contains an endless loop of tape and the
operating system, which is an extension
of the Sinclair BASIC, will control the
Microdrive and will guarantee a com-
plete revolution of the cartridge tape for
every access. During this revolution it
will look for the file selected or for the
clear tape area required for the load or
save function and perform the LOAD or
SAVE automatically. Once completed, it
will have positioned the tape ready for
the next access.

This really opens up new country for
epicventures. Imagine popular adven-
tures such as The Hobbit or Valhalla,
then extend the number of loations by a
factor of say 10 or 20 and you will soon
see that your chance of getting lost for-
aver in adventureland increases alarm-

ing;n. =5

e principle with which this can be
achieved is similar to the exciting paper-
back adventure The Warlock of Firefop
Mountain from Penguin. Your choice of
action will dictate which page number
you will have to continue on and similarly
the same applies with the Microdrive.
Substitute the page number with data
files and depending on your action in
combination with various other condi-
tions, such as objects carried, energy
level, past history, ete, the program will
load the appropriate data files, which
¢an contain new locations, new charac-
ters or new conditions.

If the'idea of such a mammaoth adven-
ture scares you, just think of the poor
programmer, who is now faced with the
agony of writing machine code prog-

rams in excess of 100Kbytes. No doubt
adventure games writers are at this very
moment labouring away frantically at
their first microdrive epics and we will
see some results in the near future. The
key to a successful approach will not
only lie in the quantity of locations, butin
the intricacy of the path of actions and
events which should hide the in-built
linearity and limitation of access to the
various data bases. In other words, the
epic should not result in a series of seli-
contained subadventures, but should
appear as a smoothly flowing saga.

LOCAL NETWORKING

A great many people consider the com-
puter to be a deadly social enemy which
can turn the entire population into
bleary-eyed non-communicating
morons living within the confined of their
own computer system. A network sys-
tem goes a long way towards bringing
people back to contact with each other
by allowing one anti-social ‘computer
user to communicate with another. It
helps them 1o play friendly chess
maltches over long distance without
coming to blows with each other or to
play ‘Battleships’ without being able to
peek at the opponent’s secret ship posi-
tions. It also allows the sharing of
expensive data bases and up-io-date
news items.

The X Interface 1 in conjunction with
the extended BASIC sets up a local area
network, and by local this really means a
user-group within the confines of a
room, MNow obviously this limits the
range of applications. Chess and other
board games may well be played in their
original version without the computer at
this close range: you would hardly think
of communicating with another person
in the same room via telephone when
the person can be approached directly.

This really only leaves multi-player
simulation games as a useful applica-
tion, where each screen simulates the
cockpit or battle-station of the individual
player, the computer providing the

realistic backdrop of the game. Protek
here are showing an enterprising spirit
with their two-player version of Hunter
Kilter. Obviously the network will prove
useful for school classes where the
teacher may set up a local network with
the pupils. Apart from downloading Mas-
ter programs he will be able to hold con-
versions through the din of the clas-
sroom. . . .

SERIAL TRANSMISSION

Another communications option is the
serial interface RS232. This proves use-
ful for connecting up peripherals such as
printers, plotters and modems. If your
Sinclair printer has developed dislexia
and prins out garbled and random pixel
messages, doesn't feed the paper and
saves paper cost by printing listings all
on the same line, then you might con-
sider upgrading your print-outs by pur-
chasing an inexpensive dot matrix or let-
ter quality daisywheel printer. The inter-
face provides two channels. The text
channe! 't' is used to send the text or
listing to the printer. The binary channel
'b' will transmit binary control codes to
the printer for double width, double
strike, condensed italic printing, etc. Any
standard baud rate between 50 and
19,200 may be set up, so this should
accommuodate any peripheral.

A V21 modem may be connected up
to the serial interface and access gained
to remote computer owners via normal
telephone lines. The modem converts
the serial data stream into a phone line
compatible frequency shift signal. An
audio coupler may be used so that the
transmission can occur through the
speaker and mouthpiece of a conven-
tional phone. The Spectrum can also be
hooked up to another computer with a
serial interface. A good knowledge of
both systems and necessary protocols
is required.

EPIC LOGUE

Certainly the most exciting aspect of the
ZX interface 1 is the cheap and fast mic-
rodrive storage systems, which opens
up a whole new world of adventure and
possibly arcade games. It will be inter-
esting fo see what price level will be set
for Microdrive caritridge software.
Franco Frey
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TURBO CHARGE
UR SPECTRUM

* Outperforms any Spectrum interface

The unique Turbo interface from Ram gives you all these Or call our credit card hot line on 02514 25252. (Access and
featuires —and more —in one unit: Visa welcome).

s Avariety of interfaces including Rom cartridges, two 9-way D plugs Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire
for standard joysticks, PLUS full expansion bus at rear.

s Compatible with Kempston and Protek protocols.
sl Works with latest Quickshot Mk Il auto rapid-ire joysticks! ______Spectrum Turbo Interface(s) at £22.95
+ £1 p+ploverseas orders £3p-+p)

t t ftwa

s Choice of Rom cartridge or tape cassette software. _ Qu ¢1LJoysticks) at £995
#k Instant program loading with cartridge software. {Only when purchased with Turbo— normally £1295 + £1 p+p)
#% Buift-in power safety device —unique to Ram Turbo. | enclose checue/postal orderor charge my Access/Visafor. £ !
s Full one year guarantee. ENE
3% Immediate availability — 24 Hr despatch on receipt of Name

PO./ credit card details (cheques—seven days). Adc!ress

% Incredible value — only £22.95. EE——
So don't wait around —simply complete =
the coupon and send it to us today. To: Ram Electronics (Fleel) Ltd, 106 Fieet Road, Fleet, Hampshire GUI3 BPA

Trade and export enquiries welcome,
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Quilled
t Adventures

The Quill

Producer: Gilsoft

Memory required: 48K
Retail price: £14.95
Language: machine code

e e L el e

Utility reviews tend to be writ-
ten by people who know what
they are talking about, the sort
of technical wizard who can tell
you where RAMTOP starts
and RAMBOTTOM ends, and
what to do with your UDGs in |
between. This makes a lot of -
sense in almost every case,
even in this particular case, as
long as the reader likes to know
what makes a utility tick. But !
Gilsoft's The Quill program is
really far more fundamental
than the average utility. The
very choice of its name is indi- |
cative of its use. It is a writin l
utility, very much the pen a [
ink to the adventurer's paper. l

Consequently, the success of
this utility depends much less
on knowing how and why it
works than the fact that it does, i
so in this case a review written | |
by someone who wouldn’t |
1
|
!

know a RAM from a TOP
makes some sense.

What is essential to using
The Quill is care, concentration
and a developed sense of
logic. To a person who has had
even minimal experience of
Spectrum BASIC, ie. that
gained from the cursory glance
through the computer's man-
ual, the language used by this
] : MR editor makes immediate
1 , ) " Lo W] sense; morever, it makes

Al oy sense in a straightiorward way.
The result is a utility which will
allow anyone to write an
adventure with surprisingly
large scope and eventually run
the program quite indepen-
dently of The Quill itself. Natur-
ally, this leads to the thoughtof | |
perhaps marketing that prog- | |
ram, and Gilsofthave noobjec- | |

THE PIT B - Uhat me, Master?
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tion to that as long as you give
them a credit in the program.
The Quill is accompanied by
a comprehensive booklet, inas
much as it takes you through

the stagas of constructing a
small adventure based on six
locations. Despite its size. this
is sufficient to get across some
quite  sophisticated ideas,
although as soon as you start
to try and write your own, you
will no doubt come across
s5ome problems not answered
easily in the first part of the
manual.

In brief, after loading is com-
fiete you are presented with a
arge menu, the important
options as far as this review is
concerned are:

Vncahulary“
Hﬂsaago te;
Location text
Movement table
Object table

Object start location
Event table

Status table

Bytes spare
Objects conveyable
Permanent colours
Return to BASIC

A lot of the options are instantly
obvious, but the important
functions are aiso far from
clear. Vocabulary takes you to
a sub-menu and allows you to
insert all the words you will
want the computer to under-
stand. Each word is given a
number. Words may be
entered, deleted or the entire
list printed on screen for check-
ing, or synonyms of a word
printed if they exist in the voc-
abulary already. The program
comes with the most important
adventure words already in the
vocabulary, like North, South,
stc.

Location text is another
sub-menu. Your first action is
to Amend a text since The Quill
comes with loation @ (every-
thing is numbered from Zero)
already written in, Selecting A
brings it to view, where it may
be deleted and rewritten to suit
your adventure. From then on
pressing Insert results in a line
at the top saying, ‘Location : 1%
etc, When all the texts are writ-
ten and entered, the Object

Text may be selected. is

GO NORTH
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/ lists all the objects which may

be manipulated in the adven-
ture and gives them an object
number. They must be in the
vocabulary, of course. Object
Start Location is self-evident.
Every numbered object must
now be entered so that it
already exists in the location in
which it will first be found. This
is done in the form of '3 4’ {obj 3
whatever it may be in location
4, whatever that is). Objects
such as keys hidden in draw-
ers are entered as ‘not cre-
ated.’ Similarly objects worn or
carried have a special code o
denote this fact,

The Movement table is very
important. Here the directions
which may be taken from any
location to any other location
dre entered. Again, using this
part of the edifor is simplicity
itself and only requires some
careful thought in terms of the
actual game rather than the
program, If from location 1 you
can go north 1o location 2 and
west to location 6 this would be
enteredas TN2We6.

The heart of the editor is the
Event table, and it is here that
the most complex work is
undertaken. This controls the
inventory and recall or rede-
scribe functions; here you may
set up conditions that will allow
objects o be picked up,
opened, closed, switched on or
off, and inhbitions may be
placed in the database which
only allow certain actions to
take place at specific times
and/or locations. One of the
great flexibilities of The Quill
comes with the flag system
used in the Event table, Flags
can be set up to inform the
computer that particular
actions have taken place or not
and can be used for scori ;
inhibiting actions until condi-
tions are corect, making
rooms light or dark if certain
conditions are not met, caus-
ing messages to appear, and
S0 0on.

Messages are created in the
Message text, like ''m hun-
gry,' I'm dying of starvation,'
'm dead! The messages are
entered and numbered so that
they can be called up when
required,

At all points the adventure
may be tested to check that
things are-hapganing as they
should. When they do not, you
begin to realise another point
in the logic of using The Quill -
the order in which entries relat-
ing to an action are made in the
Event table.

Itwould take up far too much
Space to go into any further
detail here, and the booklet
accompanying the program is
very good despite a very few
shortcomings  which may

It“s dark

become a;l:_?arent as you go
along. But Gilsoft are only tog
happy to help you out if you
should get seriously stuck with
a problem.

The Quill opens up a huge
area of complex programming
to thousands of people. it
might be thought that this
single program would ruin the
market for the commercial
software houses selling adven-
ture games, but | don't think
that is at all likely. After all,
thousands, millions, of people
own typewriters, but how many
of them write novels? The most
criticial element that you can't
buy in with The Quill is imagina-
tion and actual writing ability of
the literary kind. Even if you are
not thinking of writing adven-
tures in order to market them,
The Quill is a massively worth-

in here-,

while investment since itis one
of the few programs for the
Spectrum on the market which
will give lasting satisfaction
and arouse the creative urge.
At £14.95 it is almost ludicr-
ously underpriced for what jt
does and, more importantly,
what it allows others to do.
Already, a number of adven-
tures are available which have
been written with the aid of The
Quill, a recent notable being
the engaging and infuriating
Denis Through The Drinking
Glass by Applications. But
Gilsoft themselves are now
marketing a range of adven-
tures written by several
authors who have used The
Quifl, under the umbrella name
of The Gold Collection. We
take a look at some of them
now. Lioyd Mangram

S



Africa Gaen

Producer: Gilsoft

Memory required: 48K
Retail price: £5.95
Language: machine code
Author; Tom Davies

Under the gﬁaral hading of
The Gold Collection, Africa
Gardens is one of Gilsoff's new
adventure games which has
been written with The Quill
adventure writing utility. While
the game loads, there is a very
detailed title-page to admire,
showing a low wall, tcépped
with luxuriant foliage and split
by a large stairway leading up
o the colonial-looking man-
sion which tops the hill. A
board in the garden says,
Africa Gardens Hotel.

After a long journey you find
yourself standing outside the
faded Victorian guest house
under a cold, wintry sky. Even-
iang is closing in with misty rain

ding its eerily swirli ch
to the Hammer horror film-like
scene-setter. You are told, ‘Mr
Robinson insists an your every
comfort in the hope that you
will extend your stay. Indeed,
Mr Robinson hopes that you
may be amongst his many
guests who feel they can never
leave.’

With this chilling formal cour-
tesy, the player is led into a
deceptively quiet, elegant and
respectable mansion redolent
of past guests and their com-
fortable stays. The mechanics
of the game are what we are
used 10. You can get objects,
drop them and ‘spell’ them,
which releases any latentmag-
ical powers or breaks other
spells. Some objects may help,
others may hinder or not be
needed until later — and as yet
unknown - locations. Africa
Gardens uses the Quill's in-
built objects conveyable figure,
which means you may only
carry four at a time. A lit candle
may be a boon for this murky
hotel's upper reaches, and to
have the Book of Spells is
sheer magic (power to ;our
elbow). Needless to say, A ica

Gardens has its very own sec-
ret room, a few priest-holes
and its hidden treasure that is
very well hidden! Unlike many
hotels, this one has only one
exit, and the management sin-
cerely hope you don't get to
use it!

Although very largely text
only, the author has dropped
info a few sudden graphics
here and there.

CRITICISM

‘Quilled adventures have an
instant response to input, S0
there's no waiting around. The
text is very clear, with usable
objects tagged by coloured
bars, some of which flash.
Using Inventary, when you are
carrying four objects, can
make for a veritable fireworks
display of colours and flashing!
There are numerous locations
and a map is an essential,
especially when you have 1o
keep dropping objects in order
to pick others up, You can then
note on the map where exactly
you left them. The hotel's
rooms echo with sounds of
people never quite seen, cigar
smoke lingers in the air, warm
food is still on the dining-room
table — some of it not very nice
at all. The descriptions are
excellent, detailed and drip-
ping with atmosphere. The
nomal horrors of grammar and
mis-spelling so common in
many adventures seem 1o
have been winkled out in this
one, apart from the spalshing
water in the fountain — but
perhaps that's a clue?'

‘| think this game has the
best atmosphere created by
the location descriptions in
any adventure yet. You can lit-
erally picture the rooms in your
mind's eye, even smeill them.
So, even if you never get any-
where near a solution, explor-
ing the house fs an experience
in itself. And there’s always
this nagging feeling that if you
start again you might just find
that overlooked litlle room that

will make all the difference. It's
very addictive.’

‘in most adventures some
form of LOOK, SEARCH or
EXAMINE seems to work, but
not in this ene. This leaves you
bereft of the usual options for
discovering more about an
object or a situation, and forces
you to'be even more ingenious
than usual. If you're a sucker
for a supernatural challenge
then a visit to Africa Gardens
may well be beneficial for your
health (meals apart — tasty-
looking dishes can make you
throw up when you discover
what they really are). The pets,
too, can take against you for no
apparent reason. Despite your
inabili to EXAMINE or
EXPLORE, exploration or the
house and the gloomy gardens
with their freshly turned soft
garth results in descriptions
that might have come from a
Dennis Wheatley novel and
quitting could well be more to

Barsak the
Dwarf

Producer: Gilsoft
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: P & V Napolitano

Barsak is another Quilled
adventure in Gilsoft's Gold Col-
fection. During and after load-
ing it says behind the title ‘The
Early Days' — does this imply
it's only the first of a series?
Barsak takes us back to the
heartiand of traditional adven-
tures, the ancient days of the
mﬁiml ical underworld
where the dwarves held the
Nine Treasures. They have
been lost, and now Barsak
seeks to recover them. To
complete the game it is neces-
sary to wear or carry all nine
treasures and sign the book at
the end. Short instructions
inform you of some basic facts
about Quill adventures, the
use of verb nouns format and

do with having to keep looking
over your shoulder while play-
ing than a failure to find the axit
- and don't forget, Mr Robin-

son returns atthree . . .

COMMENTS

Response: instant
Graphics: simple textin
coloured boxes, some object
raphics and a few location
graphics all instantly

enerated -
neral rating: excellent,

addictive and very good value
for money.

Use of computer 80%
Graphics 60%
Playability B6%
Getting started 90%
Addictive qualities 93%
Value for money 94%
Overall ; 84%
the fact that the computer only

examines the first four letters
of a work, so that there is no
need to type beyond that
number, also that the adven-
ture can be SAVED at any
point.

Barsak commences his
adventure in a dense forest
with only one exit North. This
leads to a clearing in which
stands a large and rather run
down casile. Exits to the
north-east and north-west end
up leading right round the cas-
tle in acircle. Leaving the clear-
ing northwards takes you into
the castie itself with its numer-
ous locations in the curtain
walls, barracks and keep.

Useful objects in this text-
only adventure are shown in a

er blue. The first major
problem is to find some food -
you only have 17 turns before
death sets in through starva-
tion.

CRITICISM

‘Of the four adventures from
the Gold Collection, this was
the least interesting | thought.

—

can”“t see anythingd..



As it is strictly text-only, it does
require more location descrip-
tion than is provided. After all,
playing an adventure like this,

is a bit like reading a book, The
Adventurer needs to have his
anaﬁte whetted, and a sense
of excitement built up. The
descriptions in Barsak are very
short and to the point and
reminded me a bit of those
provided in the manual to The
Quill for its tiny example adven-
ture. The limit on survivi
before finding food also irri-
tates, notin itself, that would be
fine if there were sufficient
interest to capture the player
befare the limit runs out, but in
Barsak it seems awfully dif-
ficult to get anything done with
what you are offered,’

‘One of those bare adven-
tures which make you wonder
why they're called adventure
at all - travelogue would be a
befter name. But even the
‘sights” don’t amount to very
much, and there is hardly an y-
thing to . You can't
EXPLORE, EXAMINE, LOOK
under or into and the closest |
got to food before the seven-
teenth (dying) move was fo be
holding a jar of pickled gher-
kins which | couldn't smash
opén, even though | was carry-
ing a trusty batile axe. How's
that for logic? No doubt some-
one cleverer will tell me I've
missed the point somewhere,
but | might have tried harder if
I'd been more gripped by it all.’

COMMENTS

Response: instant
Graphics: text only

General rating: in this case
the excellent implementation
seems more due to the
excellence of The Quill than to
the game itself,

Use of computer 78%
Playability 43%
Getting started 54%
Addictive qualities 42%
Value for money 48%
Overall 53%
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Magic Castle

Producer: Gilsoft
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Graeme Yeandle

Magic Castle is one of the ear-
liest adventures written with
The Quill and the game has
been on the market before the
advent of the Gold Collection.
It is a rare adventure in that it
has an incredibly short intro
srorg!ine, You have to rescue
the Princess who is imprisoned
in the Magic Castle.’ Very
mythicall Surely knights of
yore like to know at least the
name of the Distressed?

The program accepts com-
mands verb/noun form,
which is briefly explained, and
then it's ‘Good Luck - you'll
need it!' Having said this, the
game deﬁcs‘ns you at a bend in
aroad where you see a pair of
mittens and ‘a sign saying,
‘Beware of Boobytraps.’
Ominouser and ominouser. . .

CRITICISM

'Gilsoft certainly seem to have
a consistently high standard of
adventures, and Magic Castle

[ is no exception. ‘Beware of

Boobytraps,’ means exactly

it says - | was
despatched to hell within the
first few moves. If you manage
to avoid sudden death there is
plenty to do, wandering around
forests and railway lines pick-
ing up objects in your attempt
to'save darling Princess. | must
admit | didn't manage to get
into the castle — something bit
me, | felt queer. . . | was dead
again!

‘Graeme Yeandle is very
sparse with his descriptions
but his humour is lethal. He
aiso. expects your movements
to be sparse and well planned,
If not you begin dying of thirst
or exposure before getting to
pick up that drink, or the warm
clothing you omitted to carry
with you. Alf this and traps toa,
make for a lot of work before
reaching the castle itself.’

‘I felt the descriptions couid
have been more atmos;heﬂe.
and | thought the boobytraps
gave you no way out once I'd
stepped into them. This is an
aspect of adventure games
not often developed very far —
without much warning you're
dead. It could be fun to find
yourself in a deadly position in
which the next move will kifl
you if it isn't the right one.

Otherwise Magic Castle is a
good standard adventure that
nevertheless has some obli-
que solutions to problems,
keeps you busy and is well

worth the money.’
COMMENTS

Response: instant

Graphics: text only

General rating: good.

Use of computer 80%
Playability 70%
Getting started 76%
Addictive qualities 75%
Value for money 80%
Overall 76%

Spyplane

Producer: Gilsoft
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: David Brammer

Spyplane is a text-only adven-
ture written with The Quill that
indicates quite effectively the
scope of the adventure idea.
Artic's Espionage Island was
unusual in that it started off
within the confines on an aero-
plane, but Spyplace is even
more unusual, in that it all
takes place within the confines
of a plane. Of course, it doesn't
take much adjustment of the
imagination to see that being
stuck in a plane is no real dis-
advantage - planes move
about from location to location
just like people, or adventure
characters, and that is just
what happens here.

As a wizard, warrior or priest
you only have to worry about
your various accoutrements
and weapons — with a plane
you have rather more to think
about. Pressing Inventory
after loading is complete will be
a surprise. No adventurer
befare has set out alrealdy car-
rying so much. Your equip-
ment consists of radios for
communication, HF, UHF and
VHF; you have a radar {with a
tendency to go unserviceable

at critical moments, but it may
be repaired by a ground crew if
you land safely); you have
ECM  (Electronic = Counter
Measures) which detects the
enemy's radar in use (it may go
wrong as well); you have sonar
and sonobuoys for detecting
underwater movements (it's
obsolete thm;?h and only picks
up the very oldest, noisiest of
submarines); there's an
infrared detector, an ionisation
detector ({for snifing sub-
marine exhausts), a mission
analysis tape recorder, a cam-
era and a computer,

Finding out how to use all
this gear and when is one of
the primary considerations.
Flying the plane is tricky too, A
map is enclosed with the cas-
sette which shows the scenery
you will be flying over. You
start off at 15,000 feet over the
Arzelean sea, and your objec-
tive is to gain as much informa-
tion as possible about Turyan
military equipment. You should
phgﬁraph naval vessels and
re any other useful iterns
of information. On the map it
shows the sea, islands and
mainiand of Turya and your
homeland Oceania and your
main base, Kithna, on a
friendly island, and the Turyan
base of Santos Field. Landing
is a fairly complex business
firsttime, involving contact with
ground  control,  correct
approach, and remembering to
lower your undercarriaqg. oo
much activity over. Turyan
airspace will alert their fighters
which will intercept you and
sither force you down or shoot
you down.

Instructions on the insert are
helpful, with a list of technical
words understood by the com-

uter. There are more than 165
ations, which makes the
game quite complex enough to
require a map, ESpecja::?r as
much of the terrain overflown
looks rather similar from high

up!

CRITICISM

‘The first thing fo strike me
about Spyplane was that it is
more like a verbal simulation
than an adventure. Use of the
radio is somewhat difficult as it
tends to alert the wretched
enemy to your activities, but
landing is hard without it, This




plane is on its last legs, as all
the equipment keeps going on
the blink! a landing is in order
as soon as possible to get
everything repaired. The effect
of flying a plane over sea and
mountainous land is rather well
done with the text descriptions,
and the game is fun fo play.’

‘This is an adventure that is
not an adventure, more of @
searching game but one with-
out much point to it. Nothing
much goes on while trying o
find enemy naval vessels,
except getting shot down by
Turyan fighters. Trying to land
gt an airfield is almost imposs-
ible and using your radio
always alerts the enemy and
ruins  your mission. The
documentation is very good
with the help list of the avail-
able vocabulary. Overall, a
very undemanding adven-
ture.’

COMMENTS

Response: instant

Graphics: text only

Use of computer 50%
Playability 55%
Getting started 68%
Addictive qualities 50%
Value for money 51%
Overall 55%

e
Mindbender

Producer: Gilsoft

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Paul Styles

Mindbender starts straight off
after loading without any clear
instructions as to what to do, or
what is expected of you. You
find yourself sitting in a small
office pursuing the everyday
tasks of your humdrum exis-
tence, There's a phone, a desk
diary and a quill pen (!). Open-
ing the diary, you see a proverb
for the day which says, ‘They
who live longest will see most.’

Suffice it here to say, that
after a few sensible moves, all
becomes explained, and an
instruction page appears
informing you that you have
become a victim of the Mind-
bender Machine. This is a
powerful computer-controlled
device which has fallen into the
hands of a revolutionary group
who aim to control the world by
manipulating the thought pat-

KILL THE DRAGON

terns of the population. How-

gver, due to your incredible
mental ability, you have proved
to be immune, which makes

ou an enemy of the rebels.

ow you are to be thrown into
their underground prison com-
plex, and your avowed intent is

to escape, and destroy the
Mindbender Machine and save
humanity.

This seems a little difficult to
do when a{ou find yourself
stripped naked in a bare cell
with a door and no handle. . .

CRITICISM

‘Mindbender is a text-only
adventure but makes up for
lack of graphics by being RAM
E.acked with a dry sense of

umour and a knowledge that
a good adventure is one with a
lot of things to do. And you
don't have to wait much
beyond the teasing pre-
instruction sequence to find
action all the way, as you do
find your way out of the cellina
most lethally surprising way.
The exploration that follows is
both extended and wittily excit-
ing, but beware of reading the
small print. . '

‘The author has taken a risk
with this adventure of kicking it
straight off without an intro-
duction. Still it is called Mind-
bender, so a little mental effort
solves the problem and leads
into to one of the mast convo-
Juted, entertaining adveniures
| have played in a while. The
atmosphere is guite different
from that of Africa Gardens,
but it really works. Locations
are easily moved between
with a little care and thought,
and this game does not suffer
from a lack of things to do or
places to get fo. It effortlessly
conveys the idea of using a lift
(there are fots) with a sequ-
ence which tells you, the doors
close. . . the doors open, and
then tells you where you are.
Like a good novel the action
descriptions are to the point
and very sudden. | was thrilled
by the way | got out of the cell
and past the first guard! Mind-
bender should provide hours
of fun before the quest is sol-

yvyou must be

ved, and at first it's fun simply
to explore and see the satirical
use to which so many familiar
things have been put. Excel-
lent.’

‘Mindbender offers a diet of
screaming guards, electronic
scanners, torture rooms com-
plete with old copies of Sinclair
Users to read while waiting for
that chilling command:

“NEXT!" A whiff of James
Bond seems to follow you
round the heavily guarded cor-
ridors and lifts of the Mindben-

ST

-

der complex. It also goes to
show that text-only adventures
can really work well, when
they're scripted properly. As a
result, this one is exceptionally
entertaining, it doesn’t force
you to keep thinking in ridicul-
ous circles all the while, and
despite the unfriendly attitude
of all involved, the game has a
friendly feel. Very playable,
and very good value.’

COMMENTS

Response: instant

Graphics: text-only

General rating: entertaining,
complex and excellent value.
Use of computer 87%
Playability 92%
Getting started 76%
Addictive qualities 89%
Value for money 85%
Overall 86%

)
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| CRASH REVIEWERS

petition designed to discover the best reviewers of
games from among readers. The results of this com-
petition should have been announced in the third
issue (April). We had, however, overlooked the fact
that, as they say, everyone's a critic at heart, By the
time the third hundred review dropped into the IN trnr,
we realised that there was no way it would be possible
to process all the entries in time. Hence the one-month

In the first issue of CRASH (February) we ran a com-

| WINNER CRASH -
{ REVIEWERS’ COMPETITION
| J. Singh, Hadley, Telford, Salo

| RUNNERS-UP ;

in order of merit)
teven Wetherill, Kexboro, Barnsle » S. Yorks
E.Munsiow, West Bromwich, W. Mlglamda
Gary Bradiey, Glasgow

deiay.

Readers were asked to write
three reviews of titles picked
from a selection of 79 games,
divided into five categories:

Arcade, Adventure,
Strategy/board games,
Simulations, Utilities and
Educational.

ch review was supposed
to Eb: of between 500 and 900
words. However, due to a
rather ambiguous use of lan-
uage (sorry) entrants were a
gitcon{used as towhether they
should write three reviews of
this length or three reviews
which together added up to this
length. it was our error, no
one has been penalised for
icking either figure.
i As i?tums out, it was just as
well that there was a large
selection of choice, but, in the
main, the majority of reviewers
opted for the more obvious

mes and there were numer-
%s versions of Jetpac, Hob-

it, Penetrator and Zoom.
!IJ'-'lf{IOﬂ'l among the ultilities The
Quill and Melbourne Draw

ved favourites. We were
pleasantly sqrpnsed by how
many educational reviews we
received, showing that this is a
vital area of interest for quite a
number of readers. .
Choosing a winner and five
runners-up has been a difficult
task, not only because there
were so many entries, but also
because the standard was
extremely high throughout. A
factor common to many entries
was the tendency to pick
games cbviously well enjoyed
by the reviewer, thus allowing
said reviewer to rhapsodise
over the game's finest poins
rather than actually criticise it.
It's always much easier to say
nice things about something
than to say unpleasant thlrgs
in a constructive manner. Ln
the other hand, there were a
few entries which positively
revelled in tearing a program to
shreds as a sort of revenge
against the computer game in
general!

JUDGING CRITERIA

What we were really looking for

were reviews that managed to
provide a fgood concise
description of the game in
question and combine it with a
sense of humour, personal
observation and, of couse, an
ability to write in a fluent, inter-
esting way. We did say that
entries would not be judged on
spei!ing ability, although it
would be important to ba liter-
ate. In the event, there seemed
10 be very few bad speliers. A
number of entries tried to a
the style of ﬂr'esantation as
seenin CRASH, which was not

did not affect the outcome of
the final decision; and other
wruters steadfastkt stuck to the
format that other well-known
computer magazines offer.

e  winner and five
runners-up have provided a
varied s
although it was felt that the
winner stood out, he did so

a the ?pnahs-tup by a faint
margin. all in all it was a h
choice. i

And so to the most impor-
tant part - the results

ion of titles, and &

B SPecial mention
il eve

4l

John Minson, Muswell Hill, London N10
Phil Morse, Welwyn Garden City, Herts

& THE WINNER's ENTRIES B

| 1t would oy : [

I _!bﬂfa:rto I

. ﬂ':: the opinion of thas?”hm '
are Werg g ditor

everal engr '
[ 0 Wereg : ants |
| detaileq ;e‘i,'g,ggg more |
| fames than thage g
| found in the winner
But [Ihﬂ Wi 8

necessary at all, although this [0

Wetherij. '
‘i ;‘nnnth we will be prinﬁfmhwmg
Urther Entries which desarve a

:May we tha
. Yone who wragg ; o
-.li_ Partin the a':cpr':1;;}c;rzrc':..nl‘fgr;]fT v

E

H. J. Loc

In addition to the winner a

get a special mention, and extracts or whole reviews will g
appearing in following issues.

Groves,
A. J. Green, T
Rob Holmes, Wirks ;
David Branston, Hall Green, Birmingham
S. Guillerme, London Wa
R. Norfolk, Scholar Green, Stoke-on-Trent

L i £Eh:
nd five runners-up, the following |

ent’'s Park Esate, London NW1
dington, Beds

worthy, Derbyshire

k, Wallington, Sur

David Dursley, Clifton, arlsm ‘
J. E. Price, St Albans, Herts



Footoal

It's 4.40pm on & cold winter's
{ || day, your team are two goals
down with five minutes left to
Fiay. The crowd are booing
| foudly for such small numbers,
and the directors are well
aware of the league position
and of the massive overdraft
you've caused Dy unsuccess-
ful dealings in the transfer
market. Suddenly, a bottle of
Scotch and a hole in the
ground seem a very attractive
proposition, . . .
If you thought that kind of

—_—

H it, Jetpac
[FOOTBALL
MANAGER @dcive)

grassure could only fall on
eter Taylor then you've not
played Football Manager — a
compulsive game and an
accurate porirayal of a man-
ager's problems. You can
choose your team, pick of buy.
players and watch them crash
out of the FA Cup or encounter
relagation.

The game starts at the
beginning of the season in
Division Four; after inputting
your name and choosing the
team that you want to manage

;f

GINHER we——
CRASH REVIEWERS' COMPETITION

Jaswant Singh is 19 and lives
in Hadley, Telford, with his fam-
ily; mother, father, two sisters
and brother. He went to Manor
School, just down the road
from where he lives, and he left
with 10 O-levels and four
A-levels. He now works for
Lioyds Bank. The CRASH
Reviewers' Competition isn't
the first competiton that Jas-
want has won. In Mar 1982 he
won second prize of £300 as
an A-level student in a compet-
ition organised by Barclays,

microchip. He was also_a
runner-up in a nationwide
competition organised by The
Observer and Whitbread of the
subject, How the Chip Wil
Change Society.

Jaswant bought his first
Spectrumin October, and says
he prefers playing arcade
games. He does notuse ajoys-
tick, although he is thinking of
getting one soon. We hope that
Jaswant will be joining the
team of CRASH reviewers
very soon.

writing on teaching and the

B

yOu are away on your quest for
the First Division and Wembley
glory in the FA Cup. Of the
seven levels of play it is best to
start as a beginner since the
higher levels would leave even

Brian Clough speechless.
The game kindly gives you a
hefty bank balance and sev-

eral options before playing that
all-important first match. You
can listor sell your players, pay
off that loan or make it an even
bigger millstone around your
neck, change the team name
or players' names. If a player
becomes available on’ the
wranster market you can make
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the highest bid you can afford,
knowing the high value his
team have placed on him.
Should you not wish fo exer-
cise any options, the program
displays the forthcoming fix-
ture and various team atiri-
butes such as morale, the
strength of the detence, mid-
field and attack,. If you wish to
maintain the present team
selection, the program's best
feature  becomes guickly
dgpparent. In  a  three-
dimensional view of the pitch,
match highlights are played
out with every goal announced
American-style by a la:g:e
scoreboard at the top of the
screen with the magic word
GOAL emblanzoned across it
in giant letters.

@ game'’s end shows the
result and is followed by an
update of your financial condi-
tion, your gate money, wage
bill and weekly balance tells
you whether you can afford to
pay off your debts or whether
y?u can afford to buy another
player.

ese are the atfractions of
this simulation as it mirrors the
I:rom‘ema of football at all
evels, The manager .has to
decide all aspects of his team
and the challenge of finding
success both on the field and
on the club’s financial balance
sheet provide the compulsion
of this game. It can be acutaly

REVIEWERS’ COMPETITION

agonising to watch your league
position fall when the league
tables are calculated, and
exhilarating when the position
improves.

This game has been on the
scene for a long time, and its
age is betrayed by the presen-
tation, which is not up to the
high standards required today,
The match Lghlights are well
animated and the tsams are
portrayed by little men wha run
and shoot realistically, but it is
let down by the dull grey border
which is ‘shown throughout.
The options display is dull and
response to commands is
slow, and the player is kept
waliting while the league table
is calculated. The game is also
slowed down by having to use
the number 99 to persuade the
program to continue (the
choice of this two-digit number
for this job is for arcane
reasons  beyond rational
exafanaﬁon}.

owever, this is still a highi
absorbing game which, wi
better presentation, would be a
classic. Highly appealing to the
football fan and providing a
lasting challenge with room for
both strategy and that touch of
luck that can turn any match.
This game will differentiate
between fans who believe they
can do better than present
managers and those who
really can. Good value.

R S N R B

THE HOBBIT (Melbourne House)

| stood at the edge of the Black,

River (not very wide across)
and pondered my situation, |
had the short strong sword
and the rope courtesy of two
dead (literally stone-cold dead)
trolls, and the valuable gol-
den ring snatched affer great
effort from under the nose of
now dead Gollum. (It seems
pathological killers are well
catered for in this game.) | had
been incarcerated in, and
escaped from, the notorious
Goblin’s Dungeon with a littie
help from my friends. | had met
the friendly elf Elrond, and
found refuse in Beorn's
House. My companions, a
singing dwarf and a wandering
wizard, had long been left
behind. Well armed and sup-
plied, | had crossed moun-
fains, killed goblins and
acquired maps. Familiar with
the almost certain fatality
encountered by taking some
routes, | had now reached an
impasse, | could see no way of
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finding the dreaded dragon,
Smaug, or his hoard of trea-

sure,
However, the game’s
Superiority over other adven-
tures available to me, and its
unigue feature of indepen-
dently moving characters, per-
suaded me to persevere, and

my capture by a wood elf led

—_—

me deeper into this complex
game. Eventually, by following
the plot in the famous book, 1.
found and killed the dragon’

and laid claim to his treasure.
Unfortunately that is only half
the game, as the treasure has
o be carried back to a now
far-distant starting point.

The most remarkable fea-
tures of this game strike you
very quickly. The high resolu-
tion graphic displays promised
are delivered in the title page
when the game is loading;
Smaug the ferocious dragon
belches such realistic flames
at you that | almost felt the
need for an asbestos shield!
Any adventure played for the
first few times invariably
seems to resuit in frequent
death, and after restarting a

few times the second powerful
feature becomes apparent: the
characters move indepen-
dently of you, so YOu are never
sure whether your two com-
paniens will help you in the
next location or whether they
will hurriedly depart to leave
you in the ecompany of vicious
thugs like wargs orgoblins who
will quite happily decapitate
you despite your pleas for
mercy.

Yes!l said pleas for mercy
because you can communi-
cate with friend or foe depend-
ing on your inclination. This
device is very helpful in exploit- |
ing the abilities of your com- |
panions, and much of the
game depends on successfully ‘
cul::rnmumcaﬁng your ideas to
allies. l

These features, in addition
to the fantaslic scenario and
defth of imagination used in
Tolkier's book (whose plot
seems tailor-made for conver-
sion into an adventyre game), |
make this program a remark-
able achievement, The high-
resolution pictures, of which
there are about 30, were drawn
with the help of an artist whose I
eye for colour and detail pro-
voke the atmosphere of Tol- |

| of

kien's book
tions: the Bewitch
Place is dark and forbidding

atthe various loca-
ed Gloomy

while the Bleak Barren Place
is suitably inhospitable.

The Hobbit is accompanied |
by the original book, which is
followed faithfully, and many
clues are to be found therein.
An instruction booklet is also
contained in the package and
explains the highly flexible
user-friendly language Inglish’
which the game understands.
This, incidentauy, was
developed by a linguistics
expert and allows for longer |
more complicated sentences |
without the limit of one objec-, I
tive per sentence. The instruc-
tion booklet is well written and
the game is easily entered into. |
The hiﬁh-ressolutian colour dis- I
plays help your imagination to |
envisage T};e Hob?gr's world,
and the response 10 instruc.
tions is very quick. Quick |
responses are also required of
the player as The Hobhbit plays |
in real time, thus adding to the |
excitement. | can wholghear. i
tedly recommend this game as
it is easy for the novice and
provides the veteran with a
welcome change from the |
limited uninspired text-only |
adventures. A scoring system
}mine is 77.5%) allows for
riendly competition. At £14.95 |
itis very good value.

TS
JETPAC

(Ultimate)

— e

Situations Vacant

Wanted: Space Test Pilot
Qualifications: Rocket Pilot
Licence, elementary technical
knowledge and Award of Merit
from League of Biasted Aliens
Speclulagﬂaus: Volunteer
required to assemble and
launch test vehicles.,

Dangerous conditions (hordes
homicidal entities alien to all
known galaxies), but good
rewards for initiative can be
acquired through a 10%com-
mission on all minerals sec-
ured. (High profits assured on
every frip.) Lengthy experi-
ence in laser weaponry
required, strong nerves essen-
tial, and a preference for work-
ing alone, Xenophobiacs pre-
ferred, a pathological tendency
to blast everything in sight
helpful, Certificate of Insapni

not mandatory butalso helpful,
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| Can you fulfil the above
| criteria and’ become the Ulti-
mate test-pilot? This job is not
for the faint hearted or for those
with lethargic reflexes. The
task itself is simpie enough; as
| sole test pilot for the Acme
interstellar Transport Com-
pany ‘you' have to assemble a
space ship which is conve-
niently distributed in bits on the
| planet surface while fighting off
‘ hordes of maniacal aliens.
Once assembled the test-pilot
must wait for fuel supplies 1o
| descent from the heavens or
he can supplement his income
| by collecting the various gems
| that also accompany the fuel
supplies. The screen display
| shows the planet surface, the
rocket parts awaiting assembly
| and three ledges at various
heights. The screen has a
wrap around effect which
‘ enables the jetman's laser 10
| leave and re-enter the screen
‘ t opposite points. The aliens

St
FPIEV Wlmwm

are of different colours, and
their numbers are
plemented by new arrivals to
prevent you from feeling
lonely.

Your jetman can negotiate
16 screens and assemble four
space ships before the game
begins to repeat itself, but get-
ting there is a difficult task as
the aliens vary from sub-
normal laser-fodder to vicious
intelligent’ hunters who follow
you around the screen. Nene
of the aliens is armed but colli-
sion is usually fatal.

tise to see why Jelpac
turned Ultimate into a house-
hold name virtually overnight;
even now it stands
amongst the plethora of
mediocre arcade clones. The
presentation of the game is
gxcellent, it loads reliably
under a beautifully designed
title-page which shows almost
exactly the cassette inlay illust-
ration, The keyboard controls

sup- |

and the game itself are com-
prehensively covered within
the inlay; however, the prog-
ram, once loaded, gives you a
choice batween keyboard and
joystick controls, or between
one and two players,

The graphics are colourful
and the test-pilot jetman with a
rocket pack on his back Is
accurately drawn with remark-
able attention to detail. The
animation of the jeiman is
superb and his movement in
flight, and that of the aliens, is
very smooth indeed. My
favourite piece of animation is
when the fully fuelled rocket
blasts off for another planet
with the frustrated aliens hop-

ing about angrily in the flames
rom the rocket's afterburners.
The smoothly animated multi-
coloured laser blasts and the
variform aliens are very eye-
catching as well.

The only criticism with this
cassette (if one is hyper-
critical) is with the sound,
which is adequate without
being exceptional, and with no
catchy tunes being played.

In appraising this game it is
difficult to find any real faults.
The game is easily played with
gither the keyboard or joystick.
The high-resolution colour
graphics and excellent anima-
fion routines make full use of
the Spectrum's capabilities.
Ultimate have gone & long way
towards creating the perfect
arcade-quality game, and at
only £5.50 my verdict is rush
out and buy it betore Ultimate
realise that it's grossly under
priced.

S

| RUNNER-UP
i Phil Morse

Alphabet, 8,b,¢C ... lift off, Time

ALPHABET a0

| Alphabet presents itself in a
| standard plastic cassette case
| with a folded card insert that
| includes the intructions for
operation of the program. The
tape appears to be recorded
on one side. When loaded the
| program gives you a choice of
| three  activities, although
‘ number one is merely an
| abridged version of number
two.
The program aims to give
children (Widgit say ‘young
children’ — probably implying
3-6+) a familiarity with letters
of the alphabet by associating
them with computer drawn pic-
tures. The first part of the prog-

ram allows you io specify a
number of lefters to work upon
and then chooses a rancom
point in the alphabet at which it
then starts to draw its pictures.
It is a slight pity that an option
to specify a starting point could
not hve been included. The
second part of the program
works in exactly the same way
but displays pictures for the
entire alphabet. For each let-
ter, a picture is gradually drawn
on a blank screen. The child
must then press the correct
computer key that corres-
ponds to the first letter of the
object displayed. The keyp-
ress is read directly and does

not need the use of the ENTER
key. Should the child press the
correct key, he is rewarded
with a whole verse of ‘Baa,
Baa, Black Sheep' through the
Spectrum’s speaker. Can you
imagine what 26 consecutive
complete verses of this do to
you? Should you choose the
wrong key to press, the compu-
ter clears the screen and
blandly re-draws the picture for
you. After six wrong inputs, it
was still insisting on doing s0
without comment or aid.

The third part of the pregram
is rather more useful. A lower
case letter is drawn on the
screen (using the PLOT,
DRAW and PI commands, it
would appear) and the child is
then required to press the key
with the corresponding capital
letter onit. This exercise is very
worth while for infant children
since it extends their scope of
letter recognition from 26 to 52

letters. It also meets, head on,
the problem encountered in

rograms like the Sinclair/
Macmilian Learn fo Read
series where a child is asked to
copy a lower case letter on the
screen by pressing an upper
case letter on the keyboard.
This program makes.a valid
exercise of doing just that. One
possible  flaw,  howaever,
appears at this point. Infants
are taught to form lower case
letters by starting at a particu-
lar point and proceeding in a
| particular direction. The prog-

ram, when it ‘draws/writes' its

lower case letters on the
\ screen does not always follow

the accepted conventions.

Nevertheless, should the cor-
rect hb;séy be pressed, the
matc picture is drawn on

the screen as confirmation.

The selection of pictures
chosen o represent the
alphabet is fair, with a few
‘ exceplions. The owl is particu-
larly good, the zip rather clever
— but was that really a fish or a
vest, and why do people insist
upon representing trains with
stearn locomotives when they
went out of regular service 20
years ago?

A primary headteacher was
recently enthusing fo me over
a suite of programs that he had
recently purchased for his
school BBC B. The five prog-
rams in the suite had cost
£125! In this light, Alphabet, at
£5.25, appears to be good
value, but this is only really so if
no ‘other program treats the
subject better for a similar
price. Furthermore, the prog-
ram must be realiable in LOAD-
ing. There's nothing worse
than a crash on LOADing with
a class of small children look-
ing on, Iau%hing at your high-
tec antics, | had such trouble
getting this tape LOADed that |

ad to take it back to the shop
and exchange it. Even now, it
does not always go in every
time. It a parent donated
Alphabet to our scool software
library, | would accept it grate-
fully, but | am not sure that |
would purchase it out o the
school fund or PTA accounts.
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a.b,¢6..:
LIFT OFF!

{LongmansfMicromaga}

a,b,c... LIFTOFF!is supplied
in a rigid, colourful box, with the
cassette sitting inside in a
black plastic moulded insert,
The instructions are a printed
sheet, folded to make a six-
page booklet and contains
operating instructions and
general enthusiastic para-
graphs about how good com-
puter learning is for your child,
not to mention high-tec advice
h#e supplementing the wtl:rrk of
the prograim by playing ‘I-spy’
with the given upﬁrrng .. an

ture wonderland of early
skills and abilities,” they prom-
ise. The program is recorded

REVIEWERS’ COMPETITION

screen scrolls the appropriate
word (all lower case letters
and below it the first letter of
the word as an upper case let-
ter. You are then asked to
press the key corresponding to
the ‘next letter.' In response to
the picture of an apple, | there-
fore pressed ‘P, this being the
next letter in apple. | got a dis-
approving beep-beep from the
computer. It was expecting ‘B
as the next letter of the
alphabet! Such an indignity, |
was glad to see, need not con-
tinue, because each time g
prompt appears at the bottom
of the screen urging ‘press
ENTERING for game.” This is
the real meat of the program.
In the Lift Off game, a rocket
is drawn on the right-hand side
of the screen. Below it, scrol-
ling smoothly along a co
belt, are sealed crates. The
idea is centred around the roc-
ket being a ship from Venus

i

on both sides of the tape and
on LOADing presents an Intro-
fluctinn Ecraan wh?de hhr]e
ogos of Longman a ir-
comega glid:g on and off the
display to be replaced by a
monkey, who introduces him-
self as ‘Microchimp’ and wel-
comes you to the program. The
main body of the program then
ds.

When the main body of the
program has LOADed, two
alphabets of bold and clear
upper and lower case lefters
appear on the screen with a
prompt fress and key to con-
tinue." If you do not do S0,
about 30 seconds iat?r the

ram goes into the first of
mgtwo format options of the
ram.

@ first part of the program

is & matching of word and letter

to a computer-drawn picture
and the uence always
starts at ‘A." In the lower right-

corner o the screen a
small but clear picture is drawn
in & box. Into a box on the
upper left-hand corner of the
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wishing to load up with earth-
type objects to take back for
inspection. As each crate
arrives below the rocket it
stops for four seconds and js
‘opened,’ its contents bei
drawnin it, and in the upper |

of the screen a word and letter
is chosen randomly and dis-
played. If the word corres-
ponds to the picture you have
just four seconds to press the
S' key to register 'SNAP.
(That's a terribly short time for
a four year old!) If you are quick
and correct, the crate is loaded
into the rocket. If you make a
mistake, one crate is removed
from any already loaded.
When six crates have been
loaded successfully a count-
down b%pins and the rocket
takes off quite dramatically,
leaving you with the haunting
mel from ‘Close Encoun-
ters!' The ‘random' choice of
the displayed word, in fact,
givejﬁrm about a 4-1 chance
ofg ng a snap each time (not
a 25-1 chance as you might
fear).

Donotbepu:uffbythe
rather glib and effusive blurb in
the insfruction leaflet. This is
quite a valuable program, My
five- year-old and three-year-

old children loved the Lift Of
game. It avoids the fundamen-
tal mistake of trying to do what
a real book can do better and
concentrates on providing a
good supplementary activity to
an infant's early reading work
or a junior's remedial readi
practice. | would trust its relia-
bility in classroom use as it has
always loaded first time,

time, and has always proved to
be a most popular program.

.
TI ME (Stell)

Some educational rams
are packed in sturdy urful
boxes which you know must
Iack:l unduly to their price, but at
easl they are a stro storage
medium for SChOOIni?BB. This
program comes in a standard
plastic cassette case sur
rounded by decorative but use-
less flimsy cardboard box/
surround, which | dispensed
with immediately after remaoy-
ing the instructions on a bit of
card which were sli in the
back of the 'box." The tape,
recorded on one side, has
three sections: sections one
and two having three parts and
section three having two parts.
The sections can be accessed
separately but the parts cannot
(well, not without BREAKing
into the program and fiddling).

‘An educational game for
3-10 years,' says the title slip,
ﬁich actsasa cassetﬁe insert,

& scope given to this prog-
ram by all its different parts
should make it a good audio-
visual aid in helping children to
learn to tell the time, However,
certain flaws mar its overall
worth,

Section One deals with time
in whole hours. Part One
requires the child to stop the
clock at a given hour by pres-
sing any key. If successful, a
mouse is drawn at the top of
the screen, and when 10 have
been scored the ram goes
into an animated (?) routine to
the tune of ‘Hickory, Dickory,
Dock’ before moving on to the
next part of the section. And
herein lies the problem. The.
method of reading the key-

2ss is ext insensitive,
ormally the problem with
infants  usi a Spectrum

centres around the fact that

they will insist upon ‘holding’
the keys rather than ‘pressing’
them. In the normal manner of
things the key will then auto-
repeat and cause all manner of
problems, in the case of this
prc:gram. however, you have to
hold a down firmly just at
the right time for your press to
register - certainly no hair trig-
ger here! The programmer
must have realised the inade-
quacy of the system because it
the ke registers at one
minute to or one minute past
the hour you will still be
counted as right! Normally the

K starts off about 20
minutes before the time you
will need to stop it at, and each
minute jump is registered in
about one second, but occa-
sionally it will start off an hour
and a half before the due time,
entailing a wait of a minute and
a haif of real time - and if you
cannot get the ress to
register then it REALLY is
annoying! Part Two requires
the child to type in the hour
indicated on the clock face, No
problem here - numbers, let-
ters and clock face are all very
clear, but there is no screen
prompt to remind the child to
pressthe ENTER kegaﬂertyp—_
ing in the number. Part Three
sets a time on the clock face
and then asks the child to stop
the clock one hour later - same
problem as Part One.

Section Two deals with time
in minutes, or rather in lots of
five minutes, i.e., five past or
20 to (but not 17 minutes past).
The shading of the clock to
give a graphic representation
of quarters of an hour is very
effective. Parts One and Two
rec1uire the minutes to be typed
in. If you should have typed 20
but typed 15 and yet realised
your mistake before you pres-
sed the enter key, you can just
continue by typing 20 and it will
push the 15 off the input space,
(If you press SPACE, then @ 0
is regiered on the screen for
some reason.) Part Three is
‘Stop the Clock' again. This
time it is ridiculous. When you
are teaching time ‘'to the
minute’ you really do require
accuracy, but you can stop the
clock at 5.14 and still get cre-
dited as ‘Right’ for the required
time of 15 minutes past five.

Section Three is very useful
for it deals with the very impor-
tant manipulation of converting
‘clock time' to ‘digital time.’ The
proliferation of digital watches
has been unfortunately
rasponsible for many children
failing to appreciate the real
meaning of time told from a
traditional clock face. The
demonstration is clear, but it is




followed by another ‘Stop the
Clock' exercise.

A great deal of work has
obviously gone into this prog-
ram and the gradation of the
sla.?as of learning has been
well judged, but its overall
offectiveness is spoiled by
some of the flaws mentioned
previously. Infants find the
‘Stop the Clock’ exercises

RUNNER-UP

| John Minson
Chess Tutor, The Hobbit, Melbourne Draw

While the battle to produce the

ultimate chess pregram rages,
Artic's Chess Tutor aims itself
firmly at the beginner, who has
little use for a version which
can kick pawns in the face of a
Grand Master.

At first sight this is a stan-
dard implementation. The
graphics are good, though
white pieces might lack con-

trast on the white squares of

the centrally displayed board.
Clocks are provided for player
and computer, which answers
in seconds, though | doubt the
absolute beginner needs the
pressure of playing against
time. At either side of the board
is a scrofling display of the last
six pairs of moves.

he player always moves up
the boarrz. using grid refer-
ences. Keyboard entries are
accompanied by a reassuring
beep, with a small tune for
Checkmate. There is also an
easy-to-use set-up option.
This is a user friendly program.

Turning to the tutor side, |

there is no way that this ta|

could replace a book for the
beginner, despite its ability to
display all the move available
to pieces. However, having
mastered the basics, the best
way to learn is by experience,

almost totally impossible to | art

The Hobbit goes much
further than mast adventures
in allowing for the human ele-
ments of frp. Input is iningiish,
using simple sentences rather
than the more usual two-word
commands. Characters have a
semblance of independent life
too as they wander about the
landscape, and you can even
converse with them. The aim is
to locate a realistic country
within the Spectrum.

To do all his in 48K is impre-
ssive. It also provides simple
but effective graphics,
sensibly only on first encoun-
tering a.scene, or when
requested. The documentation
is ﬂ‘ocd and the inclusion of
and here Chess Tutor comes | Tolkien's novel adds to its
into its own. It does not playan | s
intimidatingly offensive game
on the lower of its three lvels,
so the novice can actually win.
Furthermore, it will demons-
trate all legal moves during
play, and will even suggest a
move. But its most useful facil-
ity is that it allows the player {0
‘cheat.’ If you find that you
have entered a bad move

control. With a little bit of
thought and re-programming
this would make a very effec-
tive and, indeed, good value
ogram. As it stands, | know of
quite a few ‘Time' programs on
other machines which work far
better because they are SO
much more sensitive to the
small-fingered user.

cope.

After which it seems churlish
to criticise, but for me The
Hobbit failed to live up to its
reputation. Theindependence
of the characters was too obvi-
ously random. Gandalf in par-
ticular wanders aimiessly. As
to conversing with them, the
usual response is less than
helpful, and sometimes totally
illogical —a ‘No' followed by the
request being met!

Keyboard responsecanbea
little strange, and with 5o much
to type in & beep would have
been useful. The program is
not bug free either, though to
be fair the booklet admits that
this is to be expected in a work
of this scale, | have found that
the only way to continue the
adventure did not appear as an
option on one occasion!

The game also lacks the
epic prose of the book, and |
don't know that the vividness of
more words wouldnt have
been preferable to the pic-
tures. | feel that The Hobbit suf-
fers from falling between the
within your last three plays you
can cancel to before that point
and choose another option.
imagine finding a human
opponent who would allow
that!

Quibbles are that its depen-
dence on three book openings,
though useful to the learner,
can result in a win in four
moves by diverging from them!
More important e cassefte
inlay, which is generally good,
says that it allows en passant —
it doesn't! Despite this, a useful
companion for those learning
the game.

Chess is one of the oldest
table-top games, but fantasy
role playing (frp) is among the
more recent. lis computer
equivalent is adventure gam-
ing, and here The Hobbit has
been acclaimed as state of the

two stools of tightly structured
brain-teasing adventures and
the open, human moderated
frps. It is probably worth
£14.95 despite this, because it
is still addictive, but it left me
wanting something better.

The title card from The Hobbit
appears again to be loaded
into and analysed by 48K Mel-
bourne Draw. This is a com-
plex utility, but documentation
is very good. | only discovered
one omission in its 22 pages of
text, and this was solved by
reference to the invaluable
summary of commands found
on its back page.

Drawing, on the full screen,
uses eight-direction cursor
control via a logical keyboard
layout. Lines can be erased
and pixels reversed automati-
cally as they are overwritten.
There is no circle command
but the production of curves is
aided by 4X and 16X magnifi-
cation.

Having produced a line
drawing, areas can be filled
with shifted 'F and ink and
paper can be changed without
problem. Flash and bright
aftributes are also introduced
by single keys.

You can also create UDGs
with this program’s draw facil-
ity, and both they and full-
screen displays can be saved
to tape. The booklet concludes
with details of how to locate
these in your own program,

This is a well-implemented
utility for those producing their
own games or just for doodling.
Its great potential means that it
needs many control keys, but
clear documentation makes
experimenting a joy, and it is
only limited by imagination and
artisitic talent!
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CRASH auiz
RESULTS

Here are the answers to our quiz
in Issue 2 on Adventure games
and their cassette inlays.

1 Magic Mountain

2 Volcanic Dungeon

3 Valhalla

4 Velnor's Lair

5 The Golden Sundial of Pi

6 Dr Death

7 Manuel

8 Land of Beroth

9 Murtceps
10 The Hobbit, and The Mines of
Maoria
11 Lady Sinclive and the Pimen
The three winners were: C..J.
Beck, Kimberworth, Rotherham;
M. Woollen, Sheffield: and M.
Beck, Tapton Park, S. Yorks.

Inour second issue we also ran a
competition in association with
Fantasy Software, with the 100
first comract entries out of the bag
winning a copy of Doomsday
Castle. The résponse was
tremendous! The 100 winners
have already been notified and
are now busy trying to get their
hi-scores! A list of winners is
availble from CRASH if anyone
wants it. Most of the answers were
instantly available with a fittle
reading, but the last question

Caused some variations in

answers.

1 Quest

2 Arcadia

3 Ziggy

4 12

5 The Black Hole, and Viclent
Universe

§ Urks, Garthrogs, Nucleoids,
Orphacs and a Googly Bird

7 Oliver Fray

8 We accepted: 103, 103.3 or
103 1/3

MONTHLY
CRASH QuIz

EXAMINE the two illustrations below careful ly. EXPLORE

the detail with an

analytical eye. SEARCH for the hidden

differences between the two drawings. If you can spot the
12 differences between picture A and picture B, make a
small circle or cross over the differences in picture A, and
send it to us. Your entry will go NORTH into the Mystery
bag to be shaken and drawn in time for the result to appear
in the July issue (No 6). The first three correct entries will
each win £25 worth of software and a CRASH tee-shirt,
and the three runners-up will also receive a CRASH tee-
shirt each. Entries must be received by May 23. Don't
forget to put your name and address on your entry!

CRASH QUIZ, PO Box 10, Ludlow, Shropshire SY8 108
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Crash Guide Game of the Month

VELNOR'S LAIR
By Derek Brewster

The Black Wizard Velnor has
gone into hiding in the goblin
fabyrinth beneath Mount Elk.
After centuries of searching he
has finally discovered the
ancient tomb of Grako and is
about to realise his ambition,
to become a true demon on
earth. There is only one hope

- for mankind, and i's you, of
course. You must penetrate
Velnor's defences, avoiding
the traps and surprises before
his metamorphosis is
complete — but Velnor is 2
master of illusion.

To undertake this text-only
adventure you may elect to go
in the guise of a wizard, a
priest or a warrior. Each has

its own characteristics. The
wizard is poorly equipped to
physical combat, but his
powerful magic compensates
for lack of strength. He has a
polymorph spel which turms
any non-magical creature into
a frog. The fireball spell can be
used (at a distance} to
consume any living creature
within a specific location, and
the teleport spell carries you
and anything in your
possession from any location
to the cave entrance. Spells
used drain the wizard's spell
strength.

The priest is somewhat
better off than the wizard
when it coms to comat and he
has a number of defensive
spells to use, suchas a shield,
which decreases vulnerability
during combat and makes the
priest as hard to hit as the

warrior. A healing spell canbe F8
used after wounding in e
combat, and there is aiso one
to dispel any undead

creature.

The warrior is obviously
best suited to physical
combat, the hardest to hit, and
can take the most
punishment. He has no spells
1o use, but may make use of
any magic object found during
the quest.

Combat during the game
takes place in rounds where
each creature involved is
allowed one action, at which
lla_?lint you may continue or flee

ere are no graphics in the
game, but the border colour
alters from white through to
black, indicating your state of
health.

Although the locations and
their positions in Velnor's Lair
remain the same from game to
game, as do the objects, the
fiving and undead creatures
tend to be quite random.

Velnor's Lair was written some
time ago, in BASIC, and
therefore suffers from hesitant
responses, but this is hardly
any deterrent 1o enjoying what
turns into a highly complex
and convoluted adventure
with plenty of humour. Some
quite devious solutions are.
required to problems — getting
through the spore-ridden
atmosphere of the passage
leading to the Goblin's lair is a
case in point (but did you
remember to pick up the silk
handkerchiet?). Velnor
creates a number of illusions
which result in sudden death
until you get the hang of
treating nothing as an
absolute until it's been tested
carefully.

Velnor's Lair is definitely one
of those games that attract you
back for another play, possibl
months after your first try, an
Derek Brewster has built in
enough situations and
solutions to make it rewarding.
It was originally released
under his own company,
Neptune, but is now marketed
by Quicksilva, price £6.95.
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of interface that may be used.

CARDS, BOARDS &
GAMBLING

Wa were tempted to call this sectian
CARDBOARD GAMES. Sadly,
quite & lot of games in this section ara
pretty [limsy. Part of the problem Is
that as scen as you remove the
physical reality o dullnul cards,
ling real money ar playing with
lends, the game loses & lot of Ifg
interast. But In pases like the Psion
Scrabble, the programs are not only
excellent. but some of the tedious
setting up [staken away. It's obviously
# question of personal choice ...

ARCTURUS

Producer: stm.d&i(fﬂ.ssﬁgl

An awtul ot of memory and a ga
into the winded and entirely
irratevant hi of this game's name,
but it turns out to be none other than a
ao and crosses

BACKGAMMON
Producer. CP Software, 48K £5.95
Backgammon is a board game using
dice and counters. Its com plexities
aretoo detailed to go into here, but it
Is important that the cassetts inlay
contains full instructions for the
beginniner, The CP Software version
does so, Full board and counter
display with two on-screen dice. For
asingle player against the computer,

BACKGAMMON

Producer: Hewsgon, 16K £5.05

Clear and simple graphics make this
4 good version which does well
within 18K. Full instructions on

program and gamea contained in
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Due to the enormous amount of games which have been

software houses gver the past

ECTRUM GUIDE has already
inal expectations. After consulting

Microfair we have decided to

split the guide up into two sections, each printed alternate
alternative to this would have
ting down the entries, which we felt would rob the guide of

n to start cut-

Programs are listed under convenient headings with the
programs listed alphabetically by title. The software house is
shown, together with the memaory required, the retail price
and author where known. The figure in brackets after the
price indicates the issue of CR
the game may be found (where it exists). Please fiote that
references to joystick provisions invariably refer to the type

ASH in which a full review for

insert. Invalid moves refused with
alternate moves suggested. On-
streen dice, four game options. Far
asingle player against the com puter,

BACKGAMMON

Praducer: Psion, 16K £5.95

One can usually expect a lot from
Psion, and this game is no
excaption. Very good graphics and
instructions with four skill levels, on
sareen or thraw your own dice,
Good demo mode.

BRAINSTORM

Producer: Miomnmg‘wx £6.95
The object is to find hidden numbers
under a covered grid. Your are given
100 tries per grid. If you open agrd
square, or ‘'door’, and the answer is
wrong, then the number under that
Square is uncovered for about one
second before i i
memory

your job is to rearrange tha matrix so
a8 to match the computer's letter
matrix. Not an easy game, mind
Boggling in fact.

BRIDGEMASTER

Producer: Bridgemaster, 16K £24.95
If Backgammon is a difficult gameto
explain, then Bridge, the ultimate
card game, is impossibla,
Bridgemaster is a marvellous
Baginner's course in learning how to
play the game. The package
includesa computer tape, a
commaentary tape, very well read and
which takes you through the garly
playing stages, and a book Begin
Bridge with Reese, which is included
far general reference. Tha demo
‘automeda’ plays through a hand for
¥au in combination with tha
commentary tape. This is VErY much
4 tutorial program — you can play
through a hand whers the program
only allows you to play the card it
expaects, beeping if you play the
wrong ana. In this way vou bacome
accustomed 1o the Bridge
‘conventions', and it shows youhow
to take tricks, bid and make
contracts and the ezolerica of
scoring. Uses 55 differant deals for
teaching. If you want 1o become
proficient in playing Bridge thenthis
isan excellent program, making fine
use of the computer and well worth
the high price,

BRIDGE TUTOR
Froducer: CP Softwars, 16K £5.95
Two programs, each at £5.05,

Beginners and Advanced. Works
from 40 pre-deait hands, each hand
used toillustrate a particutar aspact
of bidding and card play
Conventions used are Acal,
Blackwood and Staymer, Accepts
only corredt bid or card,

CHALLENGE (1)

Producer; Temptation, 16K £5.95
Challenge provides two garmes on
one iape, a version of Higher Lowaer,
and Master Code deluxe. In the first
¥ou guess the value.of the next card
turned up and may gamble a
winning line-of tive cards. In Master
Codeyou must guess the colour
Ccode the computer sets up, orset up
Your own far the computer to guess.
Graphics generally very good, but
Playability seeps away rapidiy,

CHESS

Producer: Artic, 48K £8.45

There len't much to choase between
the quality of graphics in most of the
chess programs available, all are
pretty good. This program offers
seven levels of play, four of which
are within compelition time limits.
Full analysis, recommended moves,
BaVE game,

CHESS

Froducer: Psion, 48K £7,05
Psion's sensible graphics make this
an easy game on the eye. You ma
play either black or white against tha
computer, reverse roles or change
thia skill level during a garme,

Fig

CHESS I

Producer: Artic, 46K £9.95

There's much argument over which
Is actually the best chass program
for the Spectrum. Artic have ]
produced a number of fine ta pes, but
this one stands out well against
everyons else's, There are 1000
levels of play — you choose tha
maximum response time for the
computer, and that dictates the skill
leval. When pitted against other
computer programs, Artic's has
congistently beat them — so th ay
claim! But see for vourself. You may
change sides, add or remove pieces,
Iist or print out all moves made. and
the computer will recommenda
move,

CHESSPLAYER

Producer. Quicksilva, 48K £6.84
The Chess Player speaks, al least
briefly when he announces himseif,
thereafter e contents himseif with
On-acreen ramarks like, ‘that was g
pathetic move’. A useful feature is
the ability 1o alter the colours.of
board and pleces to suit yourself. Six
skill levels with varying response
times. A good slarter's program,
because the computer does lose on
the lower shill levels, which ie
ancouraging! Computer-
recommended moves, but watch it
clasaly — It cheats somatimas!

CHESS THE TURK

Prodiicer: OCP, 48K £8.95

Author: J Hutchby

The strange title refers (o the famous
turk’, a chess playing machine buil
in 1768 for the Viennese Courl. The
modarn Turk' is your computer.
This ehess yersion has arguably the
best graphics of any available, very
clearly definad classic pieces cna
white and bai-?a ground. A 14-option
menu allows for a wide varisty of
play, printing, listing and editing and
includes.a dema mode and ‘Blitz
game, where a time limit is set for the
game, The computer can also be
used todisplay the moves of 2
players, or it can set up a board in
any configuration you like for
playing newspaper chess problems
out. There are 6 levelz of play with
response times ranging from a few
S8conds Up 1o 6 hours. Moves are
made with the traditional algabraic
notation and the game allows for
castling, en passant capture and
promotion to quesen, Certainly one
of the mast lexible, plavable and
best laoking chess games for the
Spectrum,

CHESS TUTOR

Producer: Artic, 16K £6.95

Whilst limited in ts playing leveis,
this gama allows you to learn chess
against the computer, by showing
you how, You can also play a game
against the computer and all legal

moves are allowad, Recommended
moves, setting up board and save
gama,

CYRUS IS CHESS

Producer: Intelligent Software,

T6K /48K £3.95

This program is winner of the
Second European Microcomputer
Chess Championship. The 48K side
has more sophisticated options such
s altering the colours of board and
piaces, printouts and game saving.
Cursor keys movement allows you to
analyse a move or take the pisce
back. lllegal moves are buzzed.

Eight skilf levels and a problem level
system whereby the computer can

ba instructed to look for a mate in
one, two or three moves. Comes
complete with an instruction manual
and & library of opening moves.
Excellent value.

DERBY DAY

Producer: CRL, 48K £5.95

This race simulation game offers all
the fun of the gee-gees without the
stress of attending a meeting; or
replaces those parlour versions with
the rolled out track and wooden
horses that were once popular. Up to
five players may bat either for points
or pence — il it's money, you keep
your own book, three levels are
offered and when all iz ready the

-computer scrolis the race before

youreyes (machine code) slowing
down to slow motion as the race
nears the finish line. I requirad a
phitofinish is provided, Good
Instructions and graphics.




GOLD COLLECTION = GOLD COLLECTION m GOLD CU

b The Quill is a major new utility writtenin machine code which allows even

] Th e au i l l ot the novice programmer to produce pigh—speed machine code adventures

Z i of superior quality to many available at the moment without any
48K Spectrum Y knowledge of machine code whatsoever.

i Using a menu selection system you may create well over 200 locations,
describe them and connect routes between them. You may then fill them
with objects and problems of your choice. Having tested your adventure
you may alter and experiment with any section with the greatest of ease

A part formed adventure may be saved to tape for later completion. When
you have done so The Quill will allow you to produce a copy of your
adventure which will run independently of the main Quill editor, so that
you may give copies away to your friends. The Quill is provided with a
detailed tutorial manual which covers every aspect of its use in writing
adventures.

: From The Golden Nib Of ©7 .
The Quill e A

for
Hungry Adventurers
k4. Volume 1 Mt (|
Magic Castle ' Of the N Devil's Island

Rescue the Princess from the Magic Escape from the infamous prison
s e o e e GOLD COLLECTION w..iffes ™
Booby T alternative have you?

Er=ms BN

i

it e : : ;i
Mindbander Barsak The Dwa
Can you survive and complete your Only you alone can save the world Help Barsak recover the treasures of
mission high in the sky over enemy from the terrible power of the his ancestors from the underworld of
territory? Mindbender.

A Superb collection of adventures for the 48K
Spectrum written with the Quill. i
From the fertileimaginations of many authors, we ;
have selected this fine volume of adventures for @
you to collect. Each adventure is complete initself ¥
and is presented in the distictive livery of the
series to grace your software shelf as you build up
the collection.

The adventures are priced at only £5.95 each.

Ly eal] Selected titles available from good computer S v

Where in this city of death and intrigue shops nationwide including:- What is the secret of the deserted
is the stolen Sinclive Diamond? W. H. Smiths, Boots, Menzies Hotel and where are all the guests?.

(;l IJS()lJrlw Or direct from us by post or telephone GraditCard DrderLing

. Personally Manned for 24 hours
= gg:'::w'thﬂm Road SAE for full details of our range 2 0222 41361 Ext 430

=
Soth Glamorgan Dealer enquiries welcome ety

Z2
Q
e
(6]
w
-
=
e}
(&)
(=]
|
Q
0
L
e
0
=
O F
Wy
5
=
0
Q
]
|
)
0
[ |
pd
o
'—
Q
T
=
-
0
0

Q
CF6 8LE
¥ 2 (0446) 732765 VISA

GOLD COLLECTION = GOLD COLLECTION = GOLD COLLECTION = GOLD COLLECTION =

2 709 = NOILLDITI0D 4109

E




e
et o

DOMINOES
Producer: Micromega, T6K £4.05
Acompetent version of the famaus:
pub game; marred by a camplex and
unorthodox way of present the play,
Dominoes may be familiar lomost,
but if not thera are sensible
instructions — pravide your own
beer though.

DOMINOES

Producer; Phipps Assoo, 16K £4.05
Phipps version is somewhat better
astar as playing goes, with the
familizr right angle shapes making
lite sasy, adding up the adjoining
ends to make multiples of five or
three. 72 points to win.

DO NOT PASS GO

Producer Workforce, 48K £5.95

A ver and computer version of
T'HA‘IY AMOUR GAME whose name
0 one dares utter for fear of law
suits. Up to six players can take part
with all the usual fealyres like
buying, selling, morigaging, hauses,
hotels, jail, passing G0, Community
Chest and Chance. Each player gels
£1,500 to start and the screen
displaysall the relevant info you
Could wanl. A pad and pencil are
handy though, if you don't want to
keep asking the computer to list
¥our possessions. Very good
graphics within the Spectrum
limitations. The game can be saved
atany time.

DRAUGHTS
Producer: Oasis, I:RKH.D& 3
Drauq:m a board game
mdossn seem o have attracted
much computer attention. In this
vsrshnﬂmnammmotpluyum
TMHMM&WMMW
computer gal moves,
Pleces Opposing back file
ara 1 promated to Kings.
The boasts excellent, clear
gﬁﬁhmamm
algebraic natation for entries, One
mwmmhansndr-mr.fmmn

is and for its ! recommended.
g&uﬁm Cﬂ#grlﬁaﬂng 71%, machine

FRUIT MACHINE

Producer: DK Tranics, 48K £4.95
Thetitie says it all — the only mone
YU can lose here is the price of the
cassetlel Features nudge, hold and
gamble with good, calourful
graphics.

GO T JAIL

Producer: Automata, 48K 05 00
Automata’s versionof THAT
FAMOUS BOARD GAME diffars
from the one by Workforca in that it
doesn't show the whole board af
once, preferring ta concentrate on
three squares at-a time, This does
maka the graphics a little easiar on
the eye, but removes some of the fun
as well. 2-5 players can take part,
with the computer acting as sithers
banker or a player (useful becauss
You can piap‘n one against the
compluter). The computer is a pratiy
mean tycoon as well, Contains avery
usual feature of the board game and
is good value for MOonegy.

INVADER CUBES
i - Oasis, 48K £4.95 (3)
Iwm&mzmammwmnm}nn
nfﬂDNoughtsandcmms_.ngame
is played by one player the
computar on four ve Stacked 4 x
4 grids, What makes this an
emmwrn'anismemvenyoﬂmlng
invaders as markers, and its
ity in . Daspite in
pragram runs
mﬂmﬂnrlmyud'lhamrwm
attached to 30 Noughts and
Crosses for the computer. All entrias
are prompted and then verified befora
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JACKPOT

Producer: CRL, 48K £4.95

A fruft machine game with full
teatures including, nudge, gamble
and hold. You start off with 200 units
and each spin costs 10, A neat 1ouch
Is the money token rolling along the
bottom of the screen into a slot, and
the payout, which on a jackpot can
take almoast haif a minute! Written in
basic, but reasonably fast and
smaoth,

ohd sleam ne.
Althought the gama in-tll,ited?ngmlo
and thonbong. v“’“w’”‘“‘m‘“ ounger
children though. f:)\;'or.';"r cmsmuaﬁng
47%, machine code.

Producer: Temptation, 16X £5.95
Author: Neil Streeler
This tlape containg 2 programs,
‘Super Nudge'and 'Black Jack The
first is'a fruit machine which features
the usual options: nudge, hald,
mbie and cross wins, The nudge
aature is slightly odd in as much as
¥ou can't see how many you have
waon and they only seem tonudge in
one direction. 'Black Jack' is
Pontoon, the card game where u
try to gel as close 1021 as possible.
You can't split hands, Burn or buy
cards. The graphics are good,
especially on the cards, but both
games suffer with the usual lack of
fun in playing gambling games
against a compular, Overall CRASH
rating 48%. Programmad in Basic
with UDG,

MASTERCHESS

Froducer: Mikrogen, 48K £8.05

A program with ten playing levels,
options to alter the board and pieca
colours 1o suit, setting up the board
= good for problem solving —
recammended moves and game
saving, all make Mikrogen's chess:
game a strong contender,

MONTE CARLD

Producer: Micromega, 16K £4.95
Two games on one tape, casino styla
Blackjack (Pontoon) and Craps. The
Blackjack games has fine araphics
and plays the standard rules, but
suffers from a lack of interesting
oplions, like buying cards, burning
and splitting, The raps gama s the
famous dice game of American
maovies and features a hand shaking
the dice until vou press the key to
release them. Despite the usual lack
of atmosphere that you expect when
playing ecommunal games with a
Gomputer, this program is an
attractive one, 8ven addictive.

OTHELLD

Producer: CDS, 16K £5.95

The 18th Century board game is
simple to play, difficult ta win. Also
Known as Reversi, there ara sevaral
versions, This is a standard one, You
can play another parson, play the
computer. or watch the computer
play itself (useful for learning, but
notmuch fun). If you want to play
another person, than you're batter
off buying a real board game

version, Computer-recommended
moves if stuck,
QUINCY

Producer: Severn, 48K, £4.95
Authar: Toay Churcher

Quincy s Yahtzi by anothar nama,
basically a five-dice gama that
rasembies Poker Dice sxcept that
the dice are traditionally angraved
with dots 1 10.8. Severn's version is
probabiy the best, with clear on-
screen instructions as to the
complexities of play (which ara
numeraus). 2 to & players may take
part with individual screan cards 1o
kaep score. The graphics are vary
good, and It you like these dice
games then this will be & must for
your eolfection. IU's also exceflant
value for money,

HEFLEETIE’H"E 16K £5,
ey ', . 95
fmwr; Brign Neadham .

n Reflections ara ed wi
ﬁ in which m#m ﬁrﬁi;ﬁ} have <

npla;;edataforty—ﬁmdag:a

angle. The object is to locate them all

wmmg;mmmwﬂumam
Wl

REVERSI

Producer: Arlic, 16K £5.95

Clear coleurs make this sasy on the
eye. Game fealures four skill levers
and game save,

REVERSI

Producer. Sinclair, 16K £7.95
Excellent graphics, nine skili levels
to choose from and you can watch
the computer play or piay against
the machine. Hi-res graphics and
machine code. One of the best
versions, but so it shauld b for the
price

ROULETTE

Producer: Micromega, 16K £4.95

It gambiing games lack excitemant
when issued forth from a TV séreen
then at least they must have exciting
graphics to make up far it
Unfortunately the wonders of the
spinning roulelte wheel are denied
us in this game. All you see isaline
drawing of the wheel while a flashing
number indicates the wheel
numbers. All bets possible, funin
occasional doses,

SCRABBLE

Producer: Psion, 48K 915.95

It may seem & lot of money lo pay
oul, but if you enjoy playing
Scrabbis, you'll love the Spectrum
VErsion — even if you don't like
Scrabble, you'll Iave the Spectrum
version! There's no denying that this
158 fabulods program. It allows you
to doanything at &l yvou would do in
real Scrabble, and if you're playing
against tha computer it allows you to
cheat — but you wouldn't do that,
would you? Graphics dispiay is
crystal clear; your tile rack can be
juggled to make up words, the
computer talis you what your ward
will score and let's you take it back if
you think you can do better, Upto
four players, the computer may be
ona or all of them. You can select to
see the computer ‘thinking' if you
wish. Only one failing, the Spectrum
geems o get away with some rathar
odd two-letter wards — and you
can’t challenge its 11,000 word
voecabulary, Highly recommendad.

SLICKER PUZZLE
et 10 S A8 s
is
. There are 16 x 16 differant
Gﬂ!ﬂphn! sil

STAR TRADE

g?dumr: Digital Dexterity, 48K £6.50
Author: J. Plunkett

Star Trade is an intergalactic version of
‘Monapoly' with a few variations. The

range. are

features like GO, Jail (or Ramand
Bloc!c}.asafeama{orDou‘}w
mwﬁmmm have
exotic names like F'tg\obm. loor Cares,
and betwean 1 and players may take
part against each other and the
computer {or Trader). The instructions
are on one side of the and tha
E;meanmenﬂw.mt

overall drab effect. An above average
board for those who like the type.
Eov;er CRASH rating 55%, maching

SUPERCHESS Il

Producer: CP Software. 48K £7 95
There has been much argument
between Artic and CP Soltwars over
claims for this program, Artic saying
their equivalent game baats CP's
evary ime, Mavertheless, this
versign is very good, with clear
graphics, the option ta change
Playing colours and seven levels of
play. Several standard GpeEnings
Programed, recommended move
and a very helpiul HELP which will
list the available options,

TOOTIE FRUITY

Producer: Dream Software, 48K
£5.85

Author: § Hillyar

Another one arm bandi gama with
nudges, holds, gambie and jackpot
Payours visibie at the side of the
dispiay. Thisis a varsian we haven't
been abla {0 ses yet, so judgement is
raserved!




VOICE CHESS

Producer: Artic, 48K £9.98

With similar specifications to the
'‘Chess’ program from Artic, this
version will talk you through vour
game and make comments, Seven
“Tevels of play, save, recommended
moves, set up board. A good solid
game.

YAHTZ|

Producer: Workforce, 48K £5.50
Yahtzi, which also gets cajled
Yangize, Yahtzes and even Yahtcee,
153 complex dice game, not unlike
pokear dice. it is based an the throw
ol 5 dice, which are shown in the
upper half of the screen while the
lower half shows the pokar scores,
pairs, three of a kind, full house et 5
Since between 2 and 8 people can
play, it can be party fun time, but |
still think this sort of game works
better with everyone facing inwards,
rather than in a line watching TV,

Z{ DRAUGHTS

Producer: CP Software, 48K £5. as
Oddly enough, cansidering how
many chess, reversi and card Qames
versiong, there are, there s raaily
only this Draughts Program.

Perhaps the game is too simpie to
excite programmers' attention,
which would be a mistake. since
Draughis is quite hard 1o Play well
There are ten levels of play against
the computer. llegal moves refusad
and you are forced 10 take pleces by
lumping it thers is the aption. Piaces
reaching the back file opposite are
automatically made inte kings. Good
value for money and one of the more
absorbing board games.

SPORTS SIMULATION

Athietics on the compuler screen may
seam conirary o the vigorous natura
of sport, but a number programmers
have turned their hands 1o § mulﬂilﬂ
varlous sporls with mixed success,
least playing them on your Spectrum
Is somewhal more active than
Walching the real thing on telly.

BOWLS

Prnducw:i.otus-&ofr, 48K £4.50 (1)
Author Derek Jonas

It yau're fed up with Zapping aliens
orrodring round the race track, wihy
nat retire to the peace and quiet of
an English bowling green? This
Game offers the services of the
Computer as a mediator rather than
Piayer betweean two Gpponents. The
computer throws the 'jack’ and then
8L player has 4 allernative turns o
bowl, the object being to gat your
bowl a5 close to the ‘jack'as
possible. Cursor kays 5 and Bare
Used ta determine direction of
throw, and the strength is
determined by chogsing thi weight
of ball, a heavier bal going further,
There is a feature which
diagramatically shows how closa the
bowis are to the jack after sach
throw. The game is neatly axecuted
but suffers the common fault of
Sparts simulations — the lack of
ultimate reality undermines the skills
required to play it. However, it is
Qood value tor money and will
doubtless appeal to marny, Overal]
CRASH rating 57%, good if ¥ou like
theidea. BASIC,

CHAMPIONS

Producer: Peaksoft, 48K £5.95
Ong of the earlier

CHAMPIONSHIP DARTS

Producer: Shadow, 16K

Author D Lockel!

Yau might think a gamea of throwing
skill would be difficull to translate
into a computer game, but Shadow
Software have marra‘ged'very nicely
in this cute and gentie game. Afiara
fine title card, a large, traditional
dans’ board appears. By, pressing
any kay you fresze a tast movin
sweap line, which determines the
segment your dart has hit. At the
biase is a cross section through the
board showing the rings — double,
single, treble, single, outer bull, bull,
It's elegant, simple and very
effective. A sensible
demao/instruction mode shows you
how to do it. You can select the
number of points required for a
game, enter the two players' names,
and the progra m&uidas ou through
three shots in each turn. You must
finish with & double or bull of course,
Parhaps not exactly exciting. buta
fine game and worth ithe monay.

CRAZY GOLF
FProducer: Mr. Micro, 48K £6.95
This game works with the Currah

Micr wuﬁin&heum o

rating

FOOTBALL MAMAGER
Producer; Addictive Ga mes, 48K
£6.95

Author Kevin Toms

Universally agread as one of the best
of Bpectrum games of any type. Thig
IS a8 much strategy as simulation as
¥ou choose a team from 64 on offer,
andtry to work your way up from
Division four to win the FA Cup. The
background to the game j= quite
realistic, with panemlnsjn? strength
value and gaining it by rest nga
malch, morale worsening with lost
malehes, declining crowds and
resulting loss of gate money, and all
the technical and strategic problemsg
of a club manager, Having selected
your team, studied the opponent's
dossier, you can sit back and watch
the fully animated, edited highlights
of the match! An amazingl

engrossing game with seven levels
of play and highly recomemended.

GOLF

Producer; Abiragce, 16K 05,05

Far 16K users this is a vary good
program with quickly assemblad
graphics that clearly show positions
of tee, green, fairways, bunkers, tree
hazardsand rough. Thera's no
animated golfer asin the Virgin
game. but it's made up for with
clearly visible balls that follow a path
of your shot. You can input
commands to use a 1 or 3wood of
givenstrengths, ar 1-8 irons which
ask wehther you want a soft or hard
strika. If you pick between Tandg
iron, you are realistically asked

whether it should bea chip shot ora
pitch. When both players are on tha
garean the screen scrolls to a closa
up which uses a 20 foot scale for
judging the distance of the putt. The
only drawback might be a tendency
fo crash if anincorrect variable is
entered. An atiractive and
responsively fast game. One/two
players and choosa how many holes
to play.

GOLF

Froducer: Virgin Games, 48K £5.95
Author: Da v.lc? Thomsaon

In this version of the noble game,
one to four players may take part
and play between one and eightaen
holes, choosing handicaps up to 28,
The higher (worse) your handicap
the more erratically random your
shots become. There's an option on
five clubs with a choice of st rength
between 0and 10. When your
selection has been made and you
have estimated the cCompass point
direction in which 1o swing, an
animated golfer appears and hits the
ball. Once on the green a putter is
automatically selected, Whila fun to
play there aré several drawbacks.
The graphics are Very slow, each
hole being built up character line by
charactér line. The random quality
of the handicap system undarmines
its value — everyone should chooss
azerohandicap! And the Compass
points are neediessly difficult as
Morth keeps shifting direction with
every hole. Waorst D?ﬂ" Virgin have
been selling the game with a glaring
bug'— when asked it you would like
another game. there's an incarract
command in the BASIC which staps
the program dead. It's @asly
corracted but annoying.

GOLF

Producer: Artic; 48K £5.95

Sub-titled St Andraws, this game is
based on an accurate reproduction
of the world famous gol coursa,
Each hole is drawn out showing the
well known details and a brisf
description and history is given. One
or two players may take part, playing
a8 proper game or single holes of
their choice. You are asked whisther
you wish to use a wood or iran,
strength of shot, expressed asa
percentage, whether you want the
shot to go straight, fade or hook, and
what angle. Arriving on the green the
SCreen cuts 1o a close up for the
putting. The graphics are black on
green and very simply drawn. The
programiis in BASIC s0 atter typing
in figures you ENTER, but words are
accepted automatically. The
lemptation to enter W for wood will
result in a break intc program — the
main drawback of an otherwisa
interesting gamae,

"
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KNOCKOUT

Author: G. Smallgrass

3 players in what is ively a

&mmmdhpop‘.w board

m‘ object is 1o
aballinto a'G'

rebou it off the cormer walls,

FoOL
Producer: Abrasco, 46K £5.95
Author K Eaves
A sudden flurry ofinterast in Pool
makes for some interesting
tomparisons. One of the nawer ones
is this version from Abrasco for twio
to eight players, with the aption of
g‘:ying aleague. As usual, the cue
Ilis controlled by a small cursor
dot — in this case the cue ball travels
towards the cursor, which is
controlled by use of the cursor kays
(slow and fine tuning) or the zero
key tor fast Positianing. A vary ciear
strength bar indicatoris used to
detarmine the distance the cus ball
will travel, and is positioned with
keys 5 or 8 (min/max), Considerin
tha limitations of the Spectrum an
T streens generally, the graphics
are quite good and the movement of
the balls is convincingly accurate
though terribly busy, Game rules are
& ciose copy of the real game, the
balls are marked as spots or stripes
and you lose & turn for a foul shot,
Good.

POOL

Producer: Bug-Byte, 16K £5.95
This version is unusual in that the
Cue ball cursor may be placed
anywhere on the table, which allows
for greater conlrol over the shat, On
the other hand this is not a vary
close copy of the real game. In
addition 16 the cue ball, thara are six
other numbered balls (you score the
value of the potted bali) and each of
the two players takes it turn, playing
through until all the balls have baen
‘pottad or he has missed thres
consecutive pots, or potted the cue
ball. In this sense the game isa bit
limited. The graphics are clear
altioligh more use of colaur could
have been made — ali the balls are
red, but much bigger than in the
Abrasco version, Practice prabably
makes perfect, for it isn't as easy to
play asit laoks,

PooL
Producer: CDS, 16K £5.05

Author Mike Lamb

CDS have done very well with this
version. Itisn'ta classic stripe or
Spot game. Thera are six balls, three
red, three blue. The cursor moves
round the edge of the table with key
S, picking up speed as it goes. A 4-
Block bar indicatar is used for
strength of shot, a sensible
arrangement where each kay stroke
adds a block. The graphics are very
good, with neat movemant and
perhaps the best sto pping effect of
any of the pool/snocker gamas
available. One or two player games,
scoring and hi-score. Good value,
Machine code.
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detail 1o the real course. The object is
to play & round on the 18 holes inthe

and type
bearing in mind the terrain.
A similar task awaits on the green. The
mmn BASIC and therefore has
limitations. It's an interesting
mwmeﬂgmnumraa}
ara better

coursas, but
implementations of the avallable.
Overgll CRASH rating 4

SNOOKER
Producer Visions, 16K £8.95
Author: Tim Belf

A goodhm«wunﬁma‘lm
dmmmumtndmhu
that can be moved an on the

ke il Kompeton oysiok, 0003
instructions, one skill level of
course, Overall CRASH rating 82%,
could have been higher but for the
price. Machine code,

SNOOKER

Producer: Artic, 16K £5.96

With the minimum space devoted to
score lines orembellishments, Artic
have produced aboul the biggest
playing tabie for their game, which is
a classic six colour, nine red ball.
Instead of @ moving cursor, the cus
ball radiates a direction indicator
line controlied by the cursar keys,
and the strength of sholis given by
using keys Ato Z, The table is
correctly marked with D and spots.
Balls pocketed appsar ina green
pand at the base of screen and the
score is automatically kept and
displayed at the base of the table.
The ball colours work quite well and
the movement is reasonably smooth,
although the balls do stop very
suddenly. Machine code.

STAR SOCCER

Producer: Watson, 18K £5.95

Thia is a quite differant football
game from Football Manager by
Addictive, and is really & computer
version of those oid football games
where you controfled your men with
rods and handles. It's designed for
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two players, but since you need
much of the keyboard, quick change
overs are essentiall After loading

ou are prasented with a Super

eague of eight well known teams
and a league sgoring table, Having
decided which team-each is to piay,
the two opponents may select a
playing formation; 3-2-5; 4-2-4; 4-3-
9; or 4-4-2. The playing fleld now
appears with all the numbered
players of each side set up ready for
{he kick off. The "players’ are not
animated figures, but numbererd
gquares, unlike the well-known Atari
varsian. Passing the ball is done by
salecting the player's number to
whom you want 1o pass, and the
gama ratlles along with both sides
attempting to tackle, intercept and
score goals, Goal kicks and corners
are featured but not side throws,
This Is highly addictive to play — it
could even ba the end of football as
we know it.

TEST MATCH g
Producer: CRL, 48K £6.95

This game should bowl gver all
cricket tans (non-tans will find it all
double-dukch). Fastaction with no
wait times makes it a speeded up
version of the real thing.
Participation is very limited,
however; you're allowsd to gelect the
bowlers in yourteam and ordet the
batsmen, but from then on the game
runs itself automatically. Only in'the.
eventof a good midiield shot do you
have to sit up and decide whether
the bastmen should risk a run or not.
In fact the odds seem pratty good
since the fieldersare nol vary

‘accurate long shots at wicket.

Features howzzats of bowled,
caught, run out, Iow, and follows real
crickat vary closaly with the
axception of Australian beer cans on
tha pitch.

SIMULA

Under our headings @ Simulation
Game is one which conforms to tha
definition that it attempts to simulate
raal situations of a nical nature,
and that part of the game ig to use

instrument displays to conirol the
game as well as usual visual guides.
ADMIRAL GRAF SPEE

Producer: Tamptation, 48K £5.95(1)
Author: Simon Mansfield ;
Sat In the South Atlantic during the
Second World War, this game
racreates the actions of the German
pocket battleship Gral Spae. The
aim Is 1o sink allied merchant
shipping and survive attacks by
allied battieships. 2 screens provide
you, as Captain, with a sea map of
the Atlantic and indicate your
position and that of enemy shipping.
You can direct yaur ship towards the
enemy, and when close enough,
change to & sea level view ready to
sngage with either guns or
torpedoes. Instruments show you
your speed, haading, enemy
position and distance in yards. On
sighting the enemy, hisship appears
gradually above the horizon, If
armed, it begins firing back. A
sarious drawbackis that to keep the
enamy Inyour gun sights you
actually have to come 1o a stop —
not vary realistic. The option menu
tor controlling your ship s also
extremely finicky, Average block
character graphics, good sound and
use of colour, 7 skill levels, Okay for
its type. Overall CRASH rating 54%.
BASIC.

MRLINER

Producer: Protek, 16K £5.95

Take command of 8 modern BAC 1-
11 jet airliner and land it safely at
Edinburgh airport, Y ou can also 1ake
off and land at a sacond airport. The

controls are necessarily simplified
from the real things, but they are
complicated enough and some
knowltedge of how big jets actually
fiy helps, There is no view through
the cockpit window unless you are
ona correct flight approaeh path,
whan the runway lights will appear.
Extensive instructions ook
daunting, but are worth digesting so
that you don't have 1o panic at the
last minute. Operafes in real tima,
but things happen guickly when the
airport is approached! Sensible,
clear graphics, reasonable contral
responses, all in all an absorbing
game.

CHEQUERED FLAG

Here you may drive three differant
types of car around ten differant race
tracks. There are no other cars on'the
road however, so this really isn'ta
in the usual excitamant sense.
‘ery reasonable 3D effect for the road
flaftish landscape, which doas
include mild hills as well. Hazards
include bends, water and oll onfthe
road and glass which can cause blow
outs. Instead of the car in full
W#:u' ara insida, your view
ing out. control keys are a little
awlkward, being too far apart, and thera
that, while baing

Author;

One of the fastest simulation rams

yeLYauareincmmvldanF%DIgngla
a

of enormous and
of B00 knots, The

may be selected, which shows the
locations of the four air basas you are
pratecting in the Air-to-Alr Combat
mﬁmwﬁﬂwmm

perspective dog fights
are ly reafistic. Definitely ona of the
best simulation games for the
Spacirum with easy controls and an
excelient manual. Oyverall
CRASH rating 86%, machine code.
Highly recommendaed.

FLIGHT  SIMULATION Producer:
Psion, 48K £7.85

An early Spectrum program, and
always popular, this simulates the
effects of flying a single seater lighi
gircraft, including landing and
taking off. There are 2 airtields (one
very difficult and surrounded by
hillg), lakes, beacons and a very

gogd map of the whole area. It takes
many minutes 1o fly aver the whole
map. Instrument fiying is esgential to
success and, as usual, there is a lot
of accompanying instruction {0
digest. The cockpit view is simple
but oddly realistic. If you enjoy
contemplative games, then thisis
still one af the best, although watch
out for some oddities if you try
looping the loop — the program
doesn't seem to cope with that!

THE FDREST

Producer: Phipps Associales, 48K
£9.95(1)

Author: Graham T, Relgh

An amazing program which
simulates the sport of orientéering
— yat manages to be much more
thana sport simulation. An
gnormous area of geography is
enclosed in the program, anly a tiny
bit of it aiready mapped for you.
Included is & 12 point orientesring

5.7

)

4/}

course for you to complete in the
shortest possible time, checking
each pointin the correct sequence.
The display shows you the terrain
six metres in front and uses symbols
far the difterent terrain, trees,
shruba, lakes, towns etc. Spacial
point features are displayed as
messages and an eye level indicator
talls you whether tha ground is
falling o rising, 30 you can easily
follow tha contours. In addition you
can g otf and chart the unmappead
areas. The program will draw
contour and terrain maps for you or
make up A0 views. A massive
program, excelient value,
recommended. Overall CRASH
rating 88%. M/C and BASIGC.

HEATHROW - ATC

Producer: Hewson Consultants, 16K
£7.95

Author: Mike Male

If you get a Hittle queasy flying, you
could always hava a go onthe
ground as an air traffic controller —
in this case at the busy Heathrow
airport, You mustdirect incomin%
flights from tha holding stacks safely
onto the runway. Your instruments
include radar, showing the aireraft
call signs, blips and trails, displays
giving the altitude and bearing,
heading and speed and aize of the
aircraft. There-are 7 levels of play
including a demo mode, and you can
progress to handling mixed traffic,
restrictad airspace and outbound
flights, as well as cope with
amergencies like unknown aircraft
intruding, radio failure, 1oss of
runway and on board instrument
failure. Aftar this you'll never fly
againl Recommeanded.
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HUNTER-KILLER

Producer: Protek, 48K £7.85 (1)
Author: Rod Hopking

This is a submarine simulation game
get off the coast of German
Helegoland (North Sea) during the
Second World War. You are
commander of an 'S type submaring
and your mission is to find anenemy
sub in the same area and hunt it
down, Salling too close to the coast
may result In your hitting & mine or
running aground, 3 screens show
you the control room, the chart room
and the periscope view of the
surface. Tha instrumentation |8 quite
complex, Including bailast indicatar,
hydroplanes, battery chargs, engine
speed, rudder angle, heading, asdic,
scho sounder and much more. In the
periscope you may see enemy
shipping and enemy aircraft which
will hunt you if you stay on the
surface too long. Under water you
uge electric engines and recharge
the batteries on the surface, when
you use a diesel engine. The
accompanying booklet is very
datailed and essential reading. Good
graphics and realistic sound, real
fime oparation. Overall CRASH
rating 61%: BASIC and M/C.

NIGHTFLITE2

Producer: Hewson Consuftants, 18K

£7.95

Author: Mike Male

Drastically up%-rad@d from their
original ‘Nightfiitg’, this flying
simulation allows you to.pilot a light
alrcraft at night, taking off and
landing or do acrobatics. New
features are a shifting perspective
which allows you to seethe correct
view of the runway lights from
whatever angle you approach the
airport, many more lights from
surrounding hamiets, and a realistic
changing engine noise depending
onspeed. Instrumentation is
complex and includas variable flap
controls. T modes of operation
including two auto-pilot modes and
a1ralnin%muda* and 6 difficulty
levels. Aftar-flight debrief feature
and-certificate print-out. 100% M/C.

STRIKE ATTACK

Prodiscer; Micromart, 48K £6.95

The scanario promises anexcellent
game — your mission asa Phantom
pilot is to penstrate enemy territory
and bomb a specified target.
Stacked sgainst you are AA artillery,
SAM missiles and enemy fighters.
Entry point is at 70 miles, 10,000 feet,
90% rpm, 400 knots and 90 degree
heading. Chances of attack depend
on the flightpath — below 2,000 feet
there's onfy a 10% chance of attack,
which is still very frequent, The
technique for avoiding total oblivion
is to break (hard turn) at 4 or 6 gees
and change altitude rapidly to avaid
missiles. If you stick to the rules in
the 12 page manual you will be able
to escape evary attack. The dispiay
shiows a 'radar’ picture with youin
the centre, target to be bombed, and
enemy positions. There are also
details like speed. heading, rate of
climb, target distance and extra
mezsages for enemy attack. The
poor variation of atlack and slow
display speed (BASIC) and the not
oo exciting graphics are & bit of a jet
down considering the potential, but
if you are an enthusiast of RAF slang
you may appreciate the extra
messages as the program is written
byaFi. Lt JTF Dyer.
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‘Strategy’ says the dictienary, 'Is

Gensralship, the art of war;
mana of anarmy or armies in &
campaign - art of moving or dispasing
froops or ships so a8 1o Impose upon
the spamy the place and time and
conditions for fighting preferred by
onesell. The best mrtm game
attempt to simulate real conditions ina
wide um {ahemf] of activities,
and as g:u to manage your forces,
whather they be armies old and new,
or an awkward work force. Mosi
compuler versions are hnﬂlh"ﬂllﬂi.
g0 if's important to be able 1o "save’
them far anothar convenient lime.

AIRLINE

Producer: CCS, 16/48K, £5/6.00
Start off with £3 million and tumin
into £30 million and take over British
Airways. Hijacks, strikes, crashes
and rising fuel costs all take their
toll. it you enjoy strategy games
muolvin%around empira building,
then CGS are the people for you:
Clear text and illustration graphics.
Good value for money.

APOCALYPSE

Producer: Red Shift, 48K £9.85
‘Apocalypse’ is a game of nuclear
devastation. It's a long two-sided
Ioad and a game for 1-4 players, It
can take between four hours and
four years to play and if you outgrow
the scenario, Red Shift have others
to add on. A large selection of maps
allows the action to take place
anywhere and at almost any period.
You set up theeempires, their
centres, their armies and weaponry.
This is a very flexible game of real
war strategy which should keep the
addict going for a long; long time.
Very good value.

AUTOCHEF

Praducer: CCS, 16/48K £5/06.00
¥ou have a million in capital and
must increase this to 25 millionin
the shortest possiblg tima. The
problems you must cops with
include wary shareholders who are
watching your very move,
assessing your performance and
who may evern force you to resign if
you're not doing well. Inflation, &
slu%gish economy and copious
strikes are other prablems you will
face in this lively strategy from CCS,
It's all very wall eating fast food, but
how fast is the money?

BARON

Producer: Tempiation, 46K

Author Simon Mansfield
Thegame isfor2tod playersand
takes you back to medieval times
{apart from one noted
enachronism). Al the start of the
game each playeris awarded a
castle, lands, workers and money in
the torm of ‘dubloons’. The object is
to plant your acreage, feed your
workars, hire mercenaries (and feed
them), buy them weapons and raid
your neighbouring barons to take

money, slaves and iand. Slaves are
useful because they doas much
work as your workers but only eat

haif-as much food, The weapons

your mer¢enaries carry depend en
what you spend and can include
lasers (7} There are nafural disasters
to contend with like plague and rats,
and if you feed your workers
generously they'll give birth to
babies. Games of between b and 55
moves may be pre-sefected, the
winner being the mast powerful
baron at the end of the slected
number of moves. There are no
graphics to speak of and the
response times are quite long.
Overall CRASH rating 48% if you're
in & group. BASIC.

BATTLE 1917

Producer: C.C.S., 48K £6.00 (2)

This won the 1983

Award, ITis & unique mix between &
conventional wargame and chess, with
the board, urwarzme‘l._gcmm not

BRITISH LOWLAND

Producer. CCS, 46K £6.00

Author K A Wells

If you'va aver thought about putting
the British car industry back on its
feat; here's your chance! You are the
Chalrman of a small sporis car
company, and by careful .
management you must accumulate a
bank balance of £1,500,000. Atthe
start you are présented with a bar
chart showing the last § months

production, histogram showing days *

lest over last 6 months, & status
report, and a bank account and
profit/loss account for each month,
From then on a monthiy option
meny allows you lo: Open a new
productionline, close one, raise the
prices of cars, lowar them, or
continue an with the other problems
inhand. Thesaincludeannual pay
negotiations, industrial injury, &
wide range of union demands like
longer tea breaks and shorter
working hours, and discipling
problems like pilfering. The game
offers a wide range of strafegic
options and takes intoaccount the
moraleof your werkforce if you are
too autocratic. Good, clear fext
graphics back.up the well thought
out program. -

CORN CROPPER

Producar: CCS, 48K £6.00

Okay cornballs, time to gel your
hends dirty down onyour 30 acre
tarm! There's the buying of seed
crop to do, ploughing, planting,
irrigating, harvesting, storing, hiring
of hands, spraying the bugs and
keeping an eye on the bank balance.
Weather plays an important part,
and as usual with these games life
just isn't a doddle. Good, clear and
colourful graphics.

CONFRONTATION
Producer: Lathiorien, 48K £7.95 (3)
This is a wargame for two players

scenarios may be added, one is
irlcludsdmﬂ'nﬂmm.bmﬂmam will
become avallable . Each player is
giveq 12 various units which he may

may bie omitied if
an earfier pariod. Li
Loth

Iorian . each
mmtmweminhmw
This makes it a long and

DALLAS

Producer: CCS, 48K £.00

The name of the city has become
synonymous with oil and JA. The
object is to take over the Ewing
Empire or be taken over by them if
you lose. A map of the Dallas area is
divided into a grid and you are
ofiered the option of buying up likely
sites for drilling. You can do surveys
before or after buying, move rigs to
the site, drill, set up production and
bulld pipe lines. The mara
successiul you are the more likely
yau ara to be hit by sabotage and
other disasters. Ol prices fluctuate
all the while, affecting your
revenues. A good strategy game on
the whole, alithough the random
plements do seem tointrude too
effectively.

DICTATOR

Producer: DK Tronics, 48K £4.85
One of the best early games from
DK. You've justbecome President of
Ritimba, an equatorial banana
republic. Your reign will ba brief and
unenviable. How long can you
survive your graady and hated secret
police, bullying army, irritating
guerillas, bothersome commies,
snot-nose landlowners and revolling
peasants? Meney may ba borrowed
from the Russians or Americans (if
they feel like it). As the game
progresses the options run short.
Can you make it 1o a wealthy exile or
will you die-at your post?
Recommended,

EVEREST ASCENT
Producer: Richard Shepherd, 48K

£6.
You have 20 days to reach the
summit of Everest, starting off with

limited funds (money comes in from

sponsors if you seem lo be doing
well, but it Isn't crediled to you if
yiou've forgotten to buya radie). You
must hira Sherpas with hamely
names and varying strengths and the
habit of deserting you if you'ré not
ted properly. Their equipment and
supplies are expensive and they eat
like horses, Neat graphics and the
tamillar prompt menu forbuying and
maving about. It takes some getting
into and early expeditions usually
last a short time until you realise
what's needed most. A good
avarage.

GANGSTERSI
Producer:CCS, 48K £5.00(71)
Author: P Boulton

The object of this amusing game is
to become top dog of Spectral City.
You're gang leader up against 4
other rival gangs trying lo own the
city through operating speakeasies,
distilleries, casinos and brothels,
This can be dane by buying up
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various joints, raiding thase of your
rivals, bribing the appropriate
authorities, assassinating your rival
gang leaders and generally carrying
on like an utter rottar. The success
of your gang will rely heavily on their
numbers, equipment and morale, all
of which must be carefully
fegulated. The gamefollows the
traditional strategy formula of option
menus and results. The Moral
Majority are unfikely to approvel
Good value. Overall CRASH rating
590 Offers 9 skill levels. BASIC.

GREAT BRITAIN LTD

Producer: Stmon Hessel, 48K £5.95
Youare Prime Minister of Great
Britain and your aim is (o stay in
power as long as you can. Having
chosen which party you wish to
represent you are presented with the
stata of the nation, tha rate of
inflation, unemployment rate,
axchange rate for the pound and
dollar, your popularity rating,
nation's balanceat the bank and so
on, Factors taken into acoount are
poputation figures and relationship
of OAPs tochildren, number of
compnies in business, tax income
from various sources, expenditure
tor the previous year, and the prices
of commodities. The general aim is
to work towards the General
Election and win it. A highiy
complex program which takes you
to tha thrills of Election Night — and
bevand (if you're a success)
Recommended,

GENERAL ELECTION

Producer: Buy-Byte, 48K £6.95
Author | Wason and D Woiff

The object is to win more seatsin
parliament than your opposition (it's
a realistic simulation anyway). Thare
are 100 constituencies split up into
five regions. In each region seals are

‘graded as Vary Sale, Sate. Marginal

or Very Marginal, From the title card
of Maggie shouting the game's titie,
it's all go. Unfortunately sa much of
the game iz a dice-throwing board
game and it's basel by piles of
confusing instructionsas compliex
asan explanation of Einstein’s
relativity laws. In the end, rathar
boring to play.

INHERITANCE

Producar: Simon Hessel, 48K £56.95
This is a two part game, Great Uncle
Arbuthnot is dead and you inherit
his entire estate, but first you must
prove your linancial acumen by
turning £10,000 inta £100.000 In 26
weeks by investing on the stock
market and tha Metal Exchange. You

¢an also gamble at the casino or at
the races. Only an complating par
one can you load part two; here you
have got the manor house plus its
ailing soft drinks tactory. The aimis
to find tha secret formula for
Paradise Cola and successiully
market the drink whilst Goping with
tires, strikes and frauds, The game is
all text but it mowves at a lively pace
and is playable from the start.

IT'S ONLY ROCK "N’ ROLL
Producer: K-Tal, 48K E&nﬁa;“sé
Part of a ‘double bill’ with T of
Dracula; neither side of this
comes up to scratch. It's
Roll pul to be the sort
pgama you pit your wits nst
the establishad music industry :
become a pop star. Having chosen a
name for can do concerts,
tours, [ i status
symbols, write and record or saH
50ngs, and hire yourself a manager,
With the monay you have at the start
doing any of these things excep! hiring
a fiea-bi is out of the
question. Select CERT and you'll
be told busking is more your line, The
song writing facility is the only lively
alement in what is otherwise tedious
and unrealistic. Overall CRASH rating
41%. BASIC. i

JERICHO 2

Producer: Elephant, 48K £5.55

A text strategy game in which you,
as Joshua, have a goat bringing
down the walls of Jericho. You are
provided with certain siege
implements like ballistae, battaring
rams, towers and carts, plus 300
men. The artis to assign men to
particular tasks while juggling with
the necessities of building further
siege engines, gathering the
material for them, keeping food
supplies up and attacking the weak
‘points of the walled city. Unfed men
dasert — it's a tough lite.

ck 'N'

JIGSAW

Producar: Artic, 48K, £5.95

As the titla says, this is-a computer
jigsaw puzzle, The program contains
2 picturas; anold steam trainand 5t
George and the Bragon. Both
graphics are very niceiy done and
can be seen for a flash during the
loading, oron pressing the Halp key.
During play the picturesare divided
up into squares and muddled up.
You use the cursor keys to shuflle
them into the correct saguences.
Dapending on the sefectad skill lsvel
there are more or less squares to
ghuffle. Our raviewers found the
game amusing and difficult at first,
but unable to hald the attention for
long. Overall CRASH rating 47%. A
game with a difference and likely to
appeal to puzzlers.

JOHNNY REB

Producer: MC Lothlorien, 48K £5.50
Lothlorien specialise in battle
strategy war games which require
hours to play properly, involving
mitlitary units of varying strengths
and related weaponry. Each player
inturn s allowed to move soma or all
of his units their pre-ordained

number of squares and then use
tham to attack. The game is satin
tha American Civil War and theidea
is to capture the anemy unit's Ila?.
The graphics tend to be small tofit in
evarything and it takes some time to
get the hang of how to play, but once
that's dona there's hours of fun if
you like war sirategy games. It has
provedvery popular,

LOJIX

Producer: Virgin Games, 48K £5.95
Author Stephen Webb

This is a puzzie game whaere the
objectis to fit 22 irregularty shaped
pieces inlo a square shaped grid- On
thie left is the bfank grid, and to the
right the 22 vari-ccloured shapas,
each |dentified by a letter of of the
alphabet. To fita piece you select
the one you want by pressing the
appropriate key, whereupon a black
cursor dot appears in the grid which
can be moved by using the cursors
to the cantre of where you want the
shape fitted (this is the grid square
which corresponds to the square in
the shape where ils identifying lettar
is situated). The shape may be
rotated bajore fitting using key 8. It
may also be removed from the grid
by using key B. Looks simple butis
likaly o take & player a long time to
sort out and if you like these puzzies,
offers good value. Overall CRASH
raling 53%. M/C.

LOST

Producer: Virgin Gamas, 48K £5,85
Author: John Hunt

Lostis a graphics survival adventure,
Youare ost in a forest clearing,
surrounded by mountains with only
5 days supply of food. There are
animals and snakes which pop up
now and again and may be killed if
you're quick enough off the mark —
or they may get you. A complex list
of graphic symbols at the start tells
youwhat you are seeing, fruit irees,
caves, waler, settlements ete. You
ean move 4 characlersat a time, but
this allowance decreases over poor
terrain. Weather playsan important
role and between each move the
weather foracast is displayed, Thisis
bullt up 5o slowly it renders the
game almost unplayable afler a few
minutes, Colour, graphics and
sound are all quite well though out,
bul in the end it becomes mare
batfting than enjoyable. Kayboard
response ia poor, no joyatick option
general rating: average. CRASH
overall 57%. BASIC.

1984
Praguger: Incentive, 48K £5.50 (2)
Author: R, Cartar
The time is now. Can you do bettar
than Maggie and ride out three terms
as Prime Minister and survive two
Ganeral Elections? This highly
complex strategy gamne runs along
conventional lines of offering & menu of
epﬂonu and problems to be solved,
‘ou will have to balance the books
over such matters as VAT, Income
Tax, Govt Loans and Contracts,
Corporation Tax, Grants to Indusiry,
Public sector spending, Govt wages,

Pensions, U nt Be
Child Allowances, ign Aid and
interast on borrowing.

personalities involved bring you into

constant conflict over things like wage
demands. The m!smnamnied
by a bookiet caflad ‘A Packet Guide To
Running Britain'. Thﬂau‘lineloe#ﬂlnm
out and responds fast o | - s
no toy government game,

that should tax

blown am
g":g:'ain, Overall CRASH rating
magchine code.

»

PARAS

Producer: MC Lothlorien, 48K £5.50
If you enjoyed ‘Redwaed' or "Johnny
Reb’ then you will find Paras a
suitable follow up. The objectisto
pring the war to a swift close by
destroying thg enemy’s line of
communication —a bridge. To do
this your 15 men are dropped behind
anemy lines. They may be equipped
with 5 different weapons and an
unlimited number of grenades, As.in
thie previous war games each man
may be moved according to a strict

| table of squares allowad, and then

allowed to fira before the enemy get
thieir turn. Unlike the 2 previous
litles, Paras has far more
complexities built in and will provide
endiess fun for war game addicts.
Bright graphics, but many symbaols
to digest. Good instructions
enclosed on a leaflet,

PLUNDER
Producer: CCS, 48K £6.00
Author: D G Evans
Plunder is a pretty massive strategy
game where you find yourself in
command of a British Galleon with
the abject of stepping the Spaniards
from running gold from the New
Lands to Spain. Thera Is a short,
madium and long game option with
3 skill levals for each. The screen
ives youa high resolutton map of
the Marth Atlantic. divided info
squares by a grid, You move your
ship about with the cursors, saeking
enemy galleons, troopships and
battieships. I one is encountéred
you may attack or retreat, Attacking
gives the option of firing or boarding
or both. Firing on a gafleon may bea
mistake — if it sinks then you lose its
goid. Depending on your battle
success the morale factor of your
crew goes Up ar down. There are
several ports apen to you which
must be entered via an arcade style
gequence for docking. in porl you
may take on exira crew or weaponry,
have repairs made, buy food, jewels
or opium, or sell if you already have
any. The display informs you at all
times of the gold stopped, gold
acquired and spant, weather
conditions (which affect finding
enemy shippping), number of
victories, man Iost, ships sunk and
soan. The length of the.game is
determined by the number of moves
you make, and these are also
digplayed. Allin all, an entertaining
game, but one that can become
repetitive with playing.

PRINT SHOP

Producer: GCS, 48K £5.00

Another standard from CCS in
which nou getanly 12 weeks to
make the profit which will stop the
bank from closing down your
printing businéss. Work scheduling,
staffing, purchasing and estimating
to-clignts for their work are aimed to
{est your business acumen to the
nilt, Egch manth you receiva a
balance sheet 1o see how well you
have done. This is a text game with
option menus,

PRIVATEER
Producer: MC Lothiorien, 48K £4.50
I¥'s & good price bul reflacts the fact
that this is an updated ZX81 program
and looks like it. A 3-phase naval war
me which gives you command of a
oyal Navy ship [igntinF French
Privateers. It is a suitable gama lor
an introduction imo the whole battle
strategy area, bul too simple for
hardened vetarans.

RED BARON ;

Producer: MC Lothlorien, 48K £5.50
This is a real time simatation of
Waorid War plane ta plane aerial
combat with you, as the pilot of a
Sopwith Camel, pitted againstair
aces of the German airforce. A main
menu offers oplions, Enemy plana
spotting, which at Iength ghows you
what an enamy planeéis doing

e
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graphically; Training flight, which
familiarises you with the controis
and graphic dispiay; Level of play —
there are 18; Campaign game, in
which enemy planes are sent up
against you; Design your own game,
where you can alter the
specriications of the planesand
plots;and Quit. The main problem
with what might be a really good
game, isthat the cockpit view is very
disorienting. If an anamy is behind
¥ou, you get.a view over the back of
yourplane, which doesn't seerm very
realistic — it's-almost as though yeu
were flying backwards, or Sideways
if you loak leftor right. Controlling
your gircraft lakes some getting

used 1o and the real time element is

| likaly to put off shoot em up addicts.

However, for those who enjoy
simulations, this one represents
fairly nood value for money.

REDWEED

Producer: MC Lothiorian, 48K £550
Ascenario borrowed from H G Walls
puts ¥ou in chargeof London's
defernce against the invading
Martian war machines, whilst semi-
sentient Redweed threatens to put
¥our units out of action as it grows
across the map, You have many and
varigd units from heavy artillery to
flamethrowers (used dgainst the
redwead), Your enemy Is three war
machines and your task is to put
think them. Small but effective
graphics and a menu driven game
where you and the Martians take
guur turnsin a very civilisad manner,
Fiftean skill levels to test yaur
1acticat abilities. Good value for this
popular game,

——

REFLECTIONS
Froducer: Artig, 16K £5.95
Author: Brian Neenan
This is anariginal strategy/puzzle
Qame where you must move a torch
around the edges of a 12 by 12 grid
and discover the locations of
invisible mirrors by sewing where the
torch beam is reflected, You can
select between 10 and 30 mirrors. It
the beam is reflected when “fired
youmay then elect to guess the cell
in which the mirror |s piaced and
then its angle. If youare Wrengyou
lose points and you spend a paint for
every firing of the tarch, Tha
graphicsare simple hut effective and
it requires quite a hit of thinking.
| Likely lo pall with much playing
however. Overall CRASH rating 50%.
M/ T,

ROMAN EMPIRE

Producer; MC Lathlorien, 16K £5.50
In this cast of thousands it is the first
century BC and you are the
Empearor. (A working knowledge of I
Claudius’ might be usaeful butisn't
essential)! Wnat yvou have to da s
simply conguer ten countries which
hate you, and do this wiping out
their troops (under-pald and under-
trained) with your 80,000 men, There
Are nine generals on your side,
including yourself, and 18 legions of
5,000 men each. The ideais to build
up armies from the men, appaint
generals and launch campaigns to
persuade the barbarian hordes how
wonderful fife under the yoke can
be. Three levels of difficulty,

SAMURAI WARRIOR

Producer. MC Lothlarisn, 16K £5.50
You are a Samurai warrior living
during the Kamakura perigd in
Japan {1185-1333). There are no
banus points for killing Richard
Chamberiain, but there ara for
defeating your opponents and
surviving intoold age. You can, af
Course, commit Seppuky it you
‘wauld rather, Up against you are six
groupsof bandits and nine other
samurai of differing abilities, any of
whom may be superior to voursalf,
Challenges and hunts occur in
simple graphics and are not very
good. Hesults are in direct ralation to
the combalants' strengths. Seems
pointless.

SHEEPWALK

Produter: Virgin Games, 48K £5.05
This can't go under an arcade’
heading and should probably be
consigned to the dustbin anyway.
But ifanything dees comia into this
game it isa touch of strategy and a
hell of a lot of luck. The obfect is to
gel your electronic coflie dog to herd
a load of sheep into-a penand
prevent them drowning or chomping
thegrops, ite all ingredibly slow and
tedious to play, and very BASIC.

SHIP OF THE LINE
Producer: Richard Shepherd. 48K
£6.50

You anafficerin the Reyal Navy ar
the 17th Century, incommand of 8
ship of the linein the Mediterranean,
and the objectis to do battie with

other ships in order to win favaur
with your superiors. The ship in
question is a cutter with a erew of 50,
Prassing any key gives you a graphic
view of the sea. ifa ship is sighted
Youmayengage her or run. Should
¥ouengage you are iold the enemy's
strength. If you win the encounter
you may sink the ship or it may
surrender, in which case you win
prize money. Allinall a rather simple
and undemanding game with faw
thrilis.

SMUGBLER'S COVE

Progucer: Quicksilva, 48K £6 95
It's 1753 and vou are on a hunt for
Blackbeard’s famous treasure,
hidden ina complex of caves on the
| north Carnish Coast. The program
burbles away at you in pirateese of
the 'Argh, Jimiad. me scupper, thera
‘e be,' type. The top half of the
screen contains well designed and
instantly appearing location
graphics, but the game qoets
nowhere, It seems impogsible to gal
beyond the first few locations and
then it ceases ta be any fun,

SPECTRUM SAFARI

Producer: A J Rushten, 48K £5.05
I've been told that this game s now
marketed by © D 5 Micro Systems,
but they haven't confirmed that ot
Inany event it is‘a jolly ang original
mixture of arcade bits with
mxu?raph ics advanture which
should keep you on your toes unless

| 'youre aD&D purist. The ides s to

48K SPEC

energy...pink t
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crawliesl A ver
arcade
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take your party of stranded
axplorers across an island infested
with highly intelligent wildiife with
university degrees, and besst with
natives who want to barter away
their foed and men 1o repiace that
eaten by the men or the intelligent
wildlife. Once you have visited a
village it disappears forevar,
presumably wiped out through lack
of resistance to some vile white
man’s disease, but it teaches you
caution in your bargaining, if you're
getting short of explorars (lives) in
your party. Losing tham all means
death to the player. The main object
is to find the only boat, buy itan

sail away from this Magnus
Magnusgon madhouse, Every animal
sncountered hassome problem for
you; sometimes ils an arcade style
situation, sometimes they want to
know the answar to a difficult
mathematical problem, It you fail a
member of your party gets eaten.
vige clear graphics and a veritable
MGM musical score makes thisa
very enjoyable game.
Racommendead.

SUPER 8PY

Producer: Richard Shepherd, 48K
£6.50

Cross and recross the world in
search of Or Daath's secret island
lair. Full of coded messages and
puzzies, mysterious packages,
waitrasses, hotel managers, taxi cab
drivers and the like. Be wary of
parcels and flowers that explode and
watch out for Dr Death's horrid little
midget. It could be a lively and fun
ame to play, but in the end it gatties
or mera confusion which tenda to
waar the player down. If you like this
type of game, probably worth it.

TIMEQUEST
Producar: Midrogen, 48K £5.95
This i5 2 game in which you must
find the pieces of your craft which
have bean scattered throughout time
owing 10 an accident in warp-space,
Thorughout your quest you must
defend yourself from the inhabitanis
of that time, such as a bunch of
Roman soldiers in 137 AD. The
screen displays your attackers,
weapons you may pick up, and the
salvagable bits of your craft as wall
as yourself. To the right is a status
1able and below a saries of lext
options which are activated by
%J‘Tosalng thie dasirad initial letter,
hese options allow youto mave
across the screen, choose the
direction, and attack, pick up,
change weapons and 50 on. The
game has very limited graphics and
is nieither arcadé nor raally an
adventure. 1t claims to be in real tima
(a clock ticks away with every move
made} but as it's staged across eons
of time thisis scarcely possible.
Poor. Dverall CRASH rating 33%.
BASIC.

VALHALLA
Producar: Legend, 48K £14.95(1)

review. It boasts the best animated
graphics in an adventure yet,
numerous lacations, lots and lots of
inter-reactive characters who carry
on with or without you, and kill aach
atheraff all over the place. Interrupt-
oparated text input allows you to
type in commands while other
actions are taking place and the
program accepts quite complicated
santences. There are six separate
but linked guests, although much
{fun may be had just living life as it
zomes in Valhalla. Accompanied by
an excellent book which tells you all
you need to know in no-nonsensa
language. Expensive but worth it,
although there were mixsd feelings
about the ultimate value of the
gams‘a'centrm objectives. OVerall
RASH rating 82%. M/C.

SMUGELER

Producer: CCS, 48K £56.00

Author: P A Hainsworth

The inlay says thatskill, inspiration
and calculated risk are the main
ingredients of success. Five levels of
play allow you to move and store
goods, buy goods, sell them, buy a
poat, sail It and consult the bank. It
is the 19th century and the object is
to amass a fortune of £250,000 by
smuggling goods in from the
Mediterranean (avoiding Ships of
the Linej. Factors to juggle with
include crew costs, commodity
costs, port dues, maintenance costs,
size of vessel and how far it can
safely travel and at what loading.
Random elements inciude the
weathar, which may sink your vessel
or run it aground, and there are
always the priates to watch outfor.

TYRANT OF ATHENS

Broducer: MC Lothiorien, 16K £5.50
Another text strategy game from
Lathiorian. It's the fifth century BC
and Athens is beset by hostile
armies and fiests from other
powerful Greek states as well as the
Persians, All you have o do is
survive long enoughto turn Athens
into the most feared statein the
Mediterrarsan by building warships,
training troops and fighting battles
by sea and by land. Mo mention of
damocracy here, and philosophy's
strictly for the cissies. Not ong of
thieir best gamas, but reasonably
playable.

WARLORD

Producer: MC Lothlorien, 48K £5.50
This might be seen as & sequel to
‘Samurai Warrior as il issetin the
same country and the same period
of time. You rula a small coastal
village whith supports itsetf by slave
jabour and by raiding other small
villages. In turn your vililage may be
raided by other villages or by the
pirates ofi the coasl Thisisa
considerably expandad game
compared to ‘Samural Warrior',
Menu options allow you to train
troops from your villagers, set some
aside for land cultivation, hire
mercenaries, attack pirates, raid
other villages, hire samural and bulld

ADVENTURE GAMES

Adventure games come in all shapes
and sizes. They are texi-oriented,
although graphics are often added,
sometimes for 2 pretty effect,
sometimes as an integral part of the
game with clues not in the laxt. There
are also an Increasing number of
'lgmphll: adventures’ which combine

¢ adventure format with arcade style
graphics. They are all linked by the
commen theme of a quest, a saarch for
gome object or alm through many
locations.

ABYSS

Producer: CCS, 48K £5.00

Ina hidden gorge through the
Mountain of the Golden Lion, lies
the forgotten ABYSS, But brave and
toolhardyadventurers like you
gsometimes strive to cross it, their
sole aim to destroy the many evil
monsters that lurk in the shadows,
waiting for the next meal to come
strofling across the many bridges in
the ABYSS. Scenaric over, the game
begins, The screen presents you
with a yellow grid, each crossing
point belng.a urking' place..
Movemant is done by the cursors
until you encounter a monsiar,
These tend to offer you a range of
problems, like the Ogre who can't
get his sums right—can youin 15
seconds? Or the arcade sequence
whera you must hit five falling
spiders before they raach the cave
figor. Added dangers are creaky
bridges thal may collabpse under
you. By no meansa traditional D&D
adventure, but certainly one for
quick thinking swols with "0’ leveis
to pass] Good value for the price and
nat at all easy.

ARROW OF DEATH (pt 1)
Producer: Digital Fantasia, 48K £5.95
Author: Brit

: Brian Howarth
The follow up to Golden Baton, and the

WOS rod‘sfamomgloowlﬂs
beenm,n'sywrm rascue il
with tha aid of a magical arrow. Part 1
requ‘rrasyouloﬁndﬂmwhmnunal
thia parts which make up the arrow.
You start in a palace with a dead
messanger in front of you who wears
an amulet around his arm bearing the
shape of & . The King's sorceror
has been fo vanquish the
that has stolen the giow — how can
Mmmmwmm

the pen of Brian Howarth, Overall
CRASH rating 66%

ships. Text only gamae. Average fun,

Valhalta is much too lengthy and
complicated to.go inteina brief
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ARROW OF DEATH (pt 2)
Producer: Digital Fantasia, 48K £9.85
Author: Brian Howarth
Having coflected the various bits of tha
find yoursell on the
ation,

ing the one man who is able to
cragte the arrow whole, Amid, the royal
flatchar. With the arow, you will then
be able to undertaks the defeat of the
avil Xardon, the monster who has
stolan the Golden Baton's glow,
Unfortunately, Xerdon's minions have
kidnapped Ardid. Problems ail the way
of course, Overall CRASH rating 69%.

BLACK CRYSTAL

Producer: Carnell, 48K £7.50

A mammath undertaking and one of
the earliest ‘big’ adventuras. It
features %raph:‘cs filling most of the
screen, showing & map of the
various landscapes. Choose what
characler you want 1o be and then
wada in to fight the monsters. Far
toa complex to do justice toin this
space, but if youare to play it set
aside hours for contemplation of the
book (or novel one might say) which
explains everything, Indeed, you are
recommended 1o save the game at
various stages and think over the
day's events before plunging i
ARecommended.

BYTE

Producer: CCS, 48K £5.00(1)
Author: 0&S Ben-Ami

This I& a taxt-with-some-graphics
advanture, where the battle fisld is

the depths of a 30 maze in'which
various computer components must
ba located to build your own
computer, They may be lying about,
they may be hidden and generally
they are defended by all sorts of
slectronic monsters you must defeat
to remtain alive and progress. The
seven skill levels are neatly
categorised by the sophistication of
the computer you want fo build,
each having its own strength
charactaristics, Batlles with the
monsters may take the form of
mental bouts like spelling tésts or
maths guastions, or they may be
physical where, far instance, you
may have to dosemi-arcade batties
with cross bows or swords.
Graphically the tex! is pretty clear,
but the inputting of commands is
rather irritating and there's too much
reverse flashing going on which tires
the eye. Medium fast response
times. Overall CRASH rating 58%,
average. BASIC.

CAMELOT
CCS, 4BK £5.00
Authar: G Chapman & G Brooks
You are Arthur Pendragon, banished
{rom Camelot by the wicked Black
Knight, butan unknown ally has
|oaned you 50 bags of goldpleces.
You must travel around and collect
saven items that are hidden in
various countries. Three baazars
pxist where yau may buy items to
help you, and there are other items
hidden that may help you overcome
problems. The objectisto collect the
sevan items and re-enter Cameiol to
be crowned King. This is a graphics
adventure whera you move Arthur
and his band of warrlors around a
map by using keys NS EW At each
step the scene culs1oa graphid
representing castles, towns and
different types of landscape. In sach
thera is some problem 0 overcoms,
like a band of brigands whom you
may fight or flee. Battie strength and
nelpful objects already collecied
help determine the oulcome. Should
you win there is a search optian for

mare useful items. The graphicsars
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| bright and clear, response times are
fairly good and this unconventinal
adventure might well make an
atfractive change from the usual.

CASTLE BLACKSTAR
gfdmaf: SCR Adventures, 48K £8.95

Author: Sheppard, Cumming &
Richardson
A text-only adventure, and first of a

advanced
the tumning of a winch in
ona room, causing the raising of a
chandelier in a far away.
Psrl‘wpﬂnonlydrmbackisma
rather steep pricé in comparison to
many other similar adventures, so a

low rating on value for s bt
overall a CRASH rafing of

CASTLE COLDITZ

Producer: K-Tel, -MKEEQ&(:!J;

On the same cassette of

the Toothpaste Tubas, an arcade
game of reasonable quality, amih.lstns
well as the adventura
mmmwwm Warll
Genmnpmonmn "

rumarasmg the logic
u
mngomdwhatyoumﬁndiswﬁ..&
tota! waste of time and monay. CRASH
rafing - balow 20%.

CIRCUS
ﬁndm.‘ar: Digital Fantasia, 48K £9.95
ItaIF it ?%i rkedi
antasia s n marketing
a unique feature of
Mﬂuhismmyoumwhawm
graphics swilched on or off

& in the series, and
starts off when car runs out of
patrol in the of nowhere. You
mdmbrhalponmmnndwrga -
BCIOSS A circus, apparently in
swlng.miés%anwhm As you
anter the jolly place, all the sound and

Circus is nu

I dia. The hig veyard of
mmnanmmmﬁémy a
generator, as wandering around the

darknass inside the tent can prove

fatal. But nathing is 50 simple — the
generaior won't work without a cable
intofaedﬂﬂ'gnﬁhﬂghm,smbwm

P W,

Wm net, can bsa
mmmnbadl?nn ictive game

raqwmngmdmmogm

SH

of Owerall
MIWW ing code.

MSSIC ADVENTURE
g Froducer: Meiboume House, 48K

Author: John Jones-Steele
Also known as Adventure 1 by
Rhemﬂ whooﬂgndnrmltstsdmis
GCP Software under
he‘dﬂe ofcmnmai Caves, Classic
Adventure was originally written in the
70s in Fortran and took up over 200K
of memary. As the name , this

where you will find a number of objects
1o help you in your quest. Then the
aniry to the cavams must be
discoverad, On your travels you will
meet giant snakes, rofis, dragqnpancl
other wiard creatures.

moslui

the puzzles presented ﬂeeaslr

ovarcome. A fast mmrlngand

enjoyable adve

COLOSSAL ADVENTURE

E‘rgumdmr, Lewvel 8 Computing, 48K
Discover the fiftesn hidden treasures,
rescue two groups of captured elves
and then try to find the cave exit

passages,
this major quest you will have n:ndll
many wandering dwarves with your
axe, get a knite thrown at you, stumble
across the elves’ crown jewels and
make sure that the batteries of your
Ilyltdnn‘lnmmﬂ_{'}uiﬂsfmmoneof

the treasures may be used in a vending
Mhehrmhamr}as.ﬂh&ma

! Watch out for those pits in

I'Like other Level 8

this one is all text and very
large. Locations are magically
described and the k rd responses
ara good. You are allowed to carry
four atatima, 80 much tima
and battary life s wasted transporting
useful terns from place 1o place,
dropping them and then back for
them whean ara
Recomme

COLOSSAL CAVES

Producer: G P Software, 46K £7.95
Author: Abersoft

Alsknown as Adventura 1 by
Abersoft, this is a traditional style
adventure where you must find the
treasure left behind by a Wizard, and
in which you will meet dragons,
trolls, snakes and other dark
denizens, When the program has
finished loading the adventure
begins instantly without
instructions. These are avallable on
command. The game is strictly text
anly and uses repeat locations when
travelling along, say, a valley.
Finding the cava in the first place is
aiready an adventure in itself, and
the whole game may take days. even
weeks 1o complete satisfactorily.
One of the classic computer
adventure games. Recommended.

DENIS THROUGH THE DRINKING
GLASS

Producer: Applications, 48K E5.50 (3}
If mythical dragons have become the
bane of you life, try pitting you wits
Ww’mmm
compe| game.
You must guide Denis Thatcher
Ve s e s e
she prepares F
terial at Number 10.
Denis just wants to get out o his
favourite pub, the Gravediggers Arms,
but Maggie's in the and Denis has
a sevara drinking am — If he
ashgnfgmvdmmm
sasgmdudaa.d Locaticn
all rendered in rhymae
waerdmuﬂerajaundmdmm
potitical life. Early attempts at escape
maywelendmnﬂh:‘r%un
m the t doorstep of
r 10 nude - did forget to get
dressed| Finding the gin is a tough
nment and the HELP facili
tends to be helpfully rude. A prompt of
‘BALLS!' turns out to refer to the golf
balls which you have ‘
‘Get Knotted' suggea’es sheels may
make a rope. You're not likely to get
bored, Mmﬂmsalwaysaw&lmof
Kropotkin's Mamoirs 1o whila a\
iawaeoordabetwsendyinglor
gd;lm \refyfammponaes
ronomended Dwrnlc rating
B3%, machine coda.

DEVILS OF THE DEEP

Producer: Richard Shepherd, 48K
£6.50

A 3D graphic adventure whare you
move your undarsea diver along the
sea bed avoiding electric eels and
crabs, collect useful items like
harpoon gunsand harpoons, knives
and compasses, and try to collect
the treasure hidden somewhere.
There are 100 screans (o be
traversed. The idea is a good one but
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Computer & Video Games

werify his high scoring ability - he scored even

rmioret)

SPECTRUM 48K £5.50 - COMMODORE 64 £6.50

“Highly recommended”’
Crash Review

Sk ke k kHCW NEW RELEASE

THE KET
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MOUNTAINS OF KET

“A professional game in

a competitive genre,
especially if you want value
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recommend this adventure.”
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the graphics are uninspiring and
very, very slow. Longload and
minutes to wait i you-are kilied
before another game may be played.
Below average.

DODGE CITY
Producer: Phoenix, 46K £9.99
Author; Fraser Orr
For adventurers, the with this
game is that to load the adventura you
must first win through 12 levels of an
arcade gamae where baddies chass
your pony express rider. Completing
the 12 levels results in a running code
for the adventure as wall as soma vital
clues. Your taskis to prove you
innocence of the murder of the deputy
sharrif who has been found dead in
your hotel room with you holding the
gun that did it. i is-an option menu
graphic adveniure with each situation
offering two or three choices of action.
CRASH rating of 57%,
machine code.

DUNGEONS OF DOOM

Producar: Temptation, 48K £5.95
This is meant to contain two games
—githar you enter and progress
down through the dungeons, aryou
start at the bottom and try to get out,
I thought that it was generally the
case with any adventure. 1t's meant
to be a graphic adventure, but the
graphics ar restricted 1o black on
green squares represanting the
room you arg inand the ones near to
it. Mionsters appear in text only and
seem dispiritingly aasy to kil off.
Slow responses and few thrills make
this a beginners-only introduction
game:

ESPIONAGE ISLAND

Producar:Artic, 48K £5.95

Artic have produted five lext only
advantures to date, lettered Alo E,
Thisis'D'. Despitaor because of, the
lack of pictures, all their advantures
are dripping with verbal atmosphere.

CRASH May 1984

They contain endless locations,
options, puzzles 1o solve and are
never afraid of the most obscure or
most obvious of solutions. Always
excellent value, In this.game you are
on a reconnaisssance flight o spy
on an enemy izland when you are hit
by fite. The adventure beginsinthe
plane as it plunges earthwards.
There are many tangles with the
parachute befare you reach the
ground — just grabbing itand
opening the fuselage door resultsin
a nasty red messon the ground!
From there on you rmust make your
way to the heart of the anemy
stronghold, secure information, and
return to your aircraft carrier in
disguise, avolding being shot by
yourown side Biggles lives again!
Clear writing and fast responses
combined with-a variable element in
replay, maka this a very worthwhile
buy. Save game featurs.

FAUST'S FOLLY

Producer: Abbex, 16K £5.95

Faust's Folly is buried somewhere In
this congenial game with fast
rasponse times and somea graphic
additions. Once you have sorted out
the vocab and found tha entrance to
the underground complex, it's-a
matter of the correct implements
belng picked up. The computertells
you that it isn't very inteliigent
{whatever Sinclair may tell you) and
it may not know which way is which
without a compass to help. In almest
any location you can goin eight
directions, 30 don't get last. Very
good far 16K,

GHOST TOWN

Producer: Virgin Games, 48K £5.85
Author: John Picklord

Ghost Town is a pretty accurate
copy of Phipps Assocates’ 'Gready
Guich’, but it's nowhere near as
much fun. There's the same old
empty tawn with a sequential map
showing the locations of the various
establishmants where useful items
and information may be found 1o
help you iocate the gold mine in the
desert, Oncein the desert there
don't seem to be any graphics worin
speaking of. At least the textis nicaly
written and the respaonsa times are
very good. Butifl had to choose il
would be 'Greedy Guich', Overall
CHRASH rating 43%. BASIC.

GOLDEN APPLE

Producer: Artic, 48K £6.85

Author: Siman Wadsworth
Adventure 'E'is the latest from Artic
and its title card explains this text
only adventure very well — a large
mansion, ashipand a mountainous
island in the distance. Looks easy
until you start. The object is to find
13 secret objects, find a safe place to
store them in and do this through
tons of locations. Finding & key can
be hard enough, bul the key you
nead near the start of this game is
hidden inavery cbvious place —so
obvious you would never think of’
lpoking there until you sneezed after
snitfing the — no 1 musn't give any
secrels away. Absorbing!

GOLDEN BATON

Producer: Digital Fantasia, 48K £9.95
Author: Brian Howarth

The object of the title of this excellent
adventure has been stalen from the
palace where ltis normally kept. As itis
a priceless artifact which has been

d by your race for years, you |

worshippe r

are sent out to find it: The game begins
in a dense, spooky wood and you are
standing next to a tattered cloak and a
pile of rotting leaves. During the quest
you will encounter a woll, a carvivorous
crab, alizard man and the Gorgon
among many other eerie nasties. The
ingenuity with which Brian Howarth
spins both plot and logic keeps you on
tha edge of your seat. The ics are
somewhat simple; but the strength of
s ligs in their text, Three
sequels follow on from The Golden
Baton: Arrow of Death (parts 1 and 2}
and The Wizard of Akyrz. CRASH
rating 68%.

GREEDY GULCH

Producer: Phipps Associates, 48K
£4.35

The town of the title s a ghost town
et i the Wild Wast, deserted now
the gold workings have run cut, Bul
there is-a ming out in the
neighbouring desert which still has a
fortune tucked away. The problem is
to tind the right map, get someathing
to carry water in and fillit, find a gun
tar protection and then get to the
ming and back: Whilst not a
massively demanding adventure, it's
certainly an absorbing one. The
graphics show you the mapof
Graedy Gulch itself, or parts of it,
with some lacation graphics in the
desert. There are several mysterious
appearances by someone you only
sae oul of the corner of your eye.
Some problems are simplar 1o
overgoma than you might suppose
—gonfronted by & crevass and
carrylng a plank which wouldn’t
bridaga it, jumping across solved the
problem! Good value.

GROUCHO

Producer: Automata, 84K £10.00(1)
Author: Piman

Thie full title of this ditty is, "My Name
Is Uncle Groucho You Win A Fat
Cigar," but that's much io long to
ever repeat again! Like their famous
Pimania, the object is to wade
through a drug-induced landscape
of weirdness and insanity, which is
supposed to represent America, in
the company of Groucho Marx and
his companion the Piman, discover
the secrat dentity of a famous
Hollywood star which is hidden in
the game, and then win the fabulous
prize of a trip to Hollywood to mest
tha starin question, flying cuton

| Concorde and coming back on the

QE2, A rags to riches story for
someaone. Entries before 1.June,
Naturally, you've got to be solid
bonkers to getit right, and a
pimaniac to boot Good fun despite
the slow respanse times. Excellent
graphics and sgund. Overall GRASH
rating 67%. BASIC,

HOBBIT

Producer: Malbourne House, 48K
£14.95

To date the great adveniure, based
on the famous Tolkien novel of the
same name, which is included for
the price. This game has a largish
vocabulary and allows sentence with
link words, Artificial intelligence ofa
kind anlivens the action as the
characters continue their lives
regardiess of what you do. It's
passible o inter-refate with them to
some degree, depending on their
faalings towards you. Some even get
killed without you knewing about it
until you stumble across their
bodies! I've forgottern what the quest
ig, but it's hardly important —
playing the-gama is. Very long and
totally absorbing. A classic,

HUMMER HOUSE OF HORROR
Producer: Lasersound, 48K £7.00
Clouds obscure the moon and you
are alone in the dreadful house — or
are you? No you arg not alone,
thera's the mad Chinesa cook in the
greasy kitchen for a start off, plus
imps, ghouls and things that go
bumpin the night, Every room is
seething with something or
someona who wants you to pass
something on to someone or
something. Simple 3D graphics try
toenliven the rather ponderous
pace, Avarage fun,

INCA CURSE

Producer: Artic. 48K £6.95

This isadveniure 'B’, well upio
Anic's usual standard of text only
games. Youare in the South
Amencan jungle, nearan, as yet,
undisturbed Inca Temple. Inside
there is a lot of ireasure which you
must find and bring sately out. Being
an Indiana Jones may be of some
help. but pitting your brains against
the evils therein |s more important.
Recommendad

INVINCIBLE ISLAND

Producer: Richard Shepherd, 48K
£6,50

Avthor: P Cooke

Invincible Island is the horme of the
primitive Xaro fribe. Legend hasit
(a5 they often will) that the Xaro
guard unimaginable treasures. Your
only help is the last message of
world famous explorar Or Chumiey
whio said, ‘Firstfind the seven
parchments of Xaro'. He was never
heard from again, Now it's your turn,
Frograms from this company always
seem lotakean age to load. When it
has you are presented with-a nica
clear text and neat location
graphics. Reasonably fast
responses.
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THE ISLAND

Progucer: Virgin Games, 48K £5.85
Author: Martyn Davies

Apparently you live in a clutch of
South Sea lslands, one of which
contains golid. Find the map, find the
Gorrect island and get rich quick. A
mastly text adventure with arcade
sequences to add to the fun—that's
tha idea—the reality is somathin
else. It's had ane good review wa've
seen, but goodness knows why! This
isn't 8 real adventure at all in the
Proper sense. You're led by the nose
along the correct guessing path until
¥ou end up with an impossible
arcade sequence which demands
You sail your ship through a reck-
infested sea. Deviation from the
author's intended path results in
!a;minaling the game. Excellant
résponse tisms to nowhare. Sorry,
I's rubbish, Overall CRASH rating
below 20%. M/C.

KNIGHT'S QUEST
Producer: Phiops Associates, 48K
£5.05

Which Micro’s reviewers got very
angry about this game, because It is
written in BASIC, Lots of adventure
games are written in BASIC and are
very good, if & little siow at times,
The piot of Knight's Quest jg a little
thin'and unoriginal However, a
forerunner of their much better
games, Some iocations are simply

| Hustrated with small graphics and
there are the usual assortment of
spells, weapons and mansters. Naot
all bad by any means,

LORDS OF TIME
Producer: Level § Computing, 48K
£9.90(3)

Aband of evil Time Lords are piott
1o alter the

gmneminwurownﬁvingraom
and & run down grandfather
m.Thncomimidsaretmkaﬂor
travelling through to the many time
ones — 1o conlront angry cave
ootamong e st Bose 0o

- Once the nina
objects have been located in whalsver
ﬁmmmmayben,m:aulﬁm_
must be 5

MAD MARTHA

Producer: Mikrogen: 48K 06.95

Ta prove how much fun a BASIC
written adventure can be try this

little domiestic ditty. As hen-pecked
husband, Henry, steal your wife's
money, creésp out of the house
withaut waking baby ar tripping aver
the wailing moggy, and have a night
outon the town at the casino and
ather similarly Unsavoury Places.
The problem is that your wi fe, dear
‘Martha, Is an gscapes from Friday
the 13th Part Six 40, 8 homicidal
maniac with an axe! Good

veoabulary and an invariabla
program that resembies a word
maze. Getting things in absolutely
the correct ordar Is the name of the
game here, But if you are too clever
thare are very tricky little arcade
seatences included. To purists

these may ba upsetting, but they do
liven up the adventure, It yvou havae
itled Mad Martha and enjoyed it then
bry .,

MAD MARTHA 1l

FProducer: Mikrogen, 48K £6.95
Much the same mix as before,
except this time Henry, Martha and
son are on holiday in Spain. Martha
hasa half-cousin, a wa fter called
(wait for it) Manuel, Martha sets out
ona bustour with her son, leaving
Manusl to keep an eye on Hanry,
who hasa secret rendezvous with &
Spanish panpal, Henry leaves theair
hatei with Manuel hot on his trail,
Features a bul| fight with'Henry as a
the star attraction. Nat to be missed!

MAGIC MOUNTAIN
Producer: Phipps Assaciates, 48K
£4.85

Seek out the Scroll af Wisdom in this
taxt adventure with location
graphics. Thera is the usual
assortmant of items and monsters,
batfling puzzies and sudden deaths
through inexperience. Reasonable
graphics and medium fast response
times, An average effort. i "

MINES OF SATURN
Producer: Mikrogen, 16K £5.95
Ineludes part twoe — Return to Earth.
You're making a routine orbit of
Saturn when a radiation storm
farces you to crash land on ona of
the moons. Luekily you come down
near an abandened mining basa,

ow you must set off in search of Di-
Lithium crystals to refusl yaur
standard ship. 'Return to Earth' gets
¥You back in space and landing onan
abandoned and damaged space
station, looking for & means of
eommunicating with Earth, Both
adventures are very standard, with
not many locations and irritating
random elements over which you
have no contral, The games lack
atmosphere and will notaccept
abbréviations making you lypa
everything out. Tedious,

DENIS THROUGH

2. What is number

3. Who spoiled the photos?

4. Is there really such a pub

2. What made Woy dizzy?

6. Is he a quarter pounder?

7. A hole in one or one in a hole?

8. Where did he leamn to talk like that?
9. Has he gone off his Malvinas?

10. Who is it dummy?

Score 10 = You wrote it. 1 — 5 You've played it
0-To get your copy of Denis Through the Drink-
ing Glass send £5.50 to:

APPLICATIONS
. SOFTWARE
SPECIALISTS

8 St Paul’s Road

Peterborou
PE1 3D

THE DRINKING GLASS
FOR 48K SPECTRUM
1. Are they long enough?

35":‘#?

C

367

in Plymouth?

[ e e

#

THINKING OF & JOYSTICK?
GIVE YOURSELF THE WINNING EDGE WITH THE FABULDUS NEW

YOU CAN NOW
TAKE ADVANTAGE OF OUR
SPECIAL PACKAGE DEAL.

THE SPECTRUM JOYSTICK
INTERFACE WE SUPPLY (S THE
ONLY INTERFACE FULLY
COMPATIBLE WITH THE RAPID
FIRE MODE OF THE NEW
QUICKSHOT I} JGYSTICK AND
WILL PLAY WITH ANY GAME
FEATURING THE KEMPSTON
OPTION, :

THE INTERFACE IS ALSO
COMPATIBLE WITH ALL ATARI
TYPE JOYSTICKS.

QUICKSHOT Il &

only

£22.95
(save £2.95)

Gty Ttam

[ Package Dioal @ £22 95
Quickshot |l only @ £12.95

] intertace aniy ® 212 08

Pleaso add £1.00p & p

Chagques/FO to NEWS-SOFT

Name'

Address
e

- e )

g
I enclose Chaqua/FO for £

-

INTERFACE

VOTED A WINNER BY
COMPUTER & VIDEO GAMES
* JOYSTICK JURY

With your skluand.a QUICKSHOT 11l you
have a winning aombination!
LOOK AT THESE FABULOUS FEATURES
* AUTOFIRE SWITCH
* NEW IMPROVED GRIP » TOP FIRE
BUTTON « TRIGGER FIRE BUTTON
* BUILT-IN STABILISING CUPS »

Sand order to: NEWS-SOFT, 196 MILBURN ROAD, ASHINGTON,
NORTHUMBERLAND NE63 OPH
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MINES OF MORIA
Producer: Severn, 16K £4.95
The Mines of Moria are the ancient
home of Durin's folk from Tolkien's
Lord of the Rings. Long daserted,
the mines contain old hoards of
jawels and goid, guarded by the
ancient and avil terrors of garlier
ages. You'reinside — the problam is
atting out alive. Monsters include
rolls, Orcs, Balrogs or Wargs,
Doors can be opened by force,
spells or bribery of the doar wards,
Spells can be bargained for from
wizards, and traders sell you wound
pintment. Control is by the cursor
keys, you ¢an go up-and down or use
a warp which transports to oiber
|ocations on a random floor, Watch
out for the two-part load, The game
itself |s a mix. The scroen shows you
a plan of the floor with a list which
lgts you know the level you are on
and room numbar occupied,
weaponry and armorial status,
number of wounds, strength, gold
collectad, jewels coliected and
spells available. A line at the bottom
infarms you of what's going on and
asks whether or nat te fight on
mesting mansters. Rooms visited
are plotted on the map, showing
monsters encountered. [t becomes
difficult-to manceuvre after & while.
A rsasonable game.

MOUNTAINS OF KET

Producer: Incentive, 48K £5.50 (2)

et e b aogarie adwotacre’
ach 5a in

for murder and sentenced to death
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takes the part of Edgar, an assassin
bug which has been implanted in your
neck to ensure your loyalty. The game

starts on the edge of a village, some
way from the mountains, Fi3 yiou
may be able to collect some of the

implaments which will help ensure your
survival, weapons, a horse and some
food, Mot much money hs been
mdyw, s0 the first adventuring

are discovering ways of getting
the stolid villagers to part with the

you need. Thisis a taxt-only
game in which any battles are
described blow-by-blow, with your
choice to break off it isn't going well.
Instant times, & I

her s and a sense of humour

maka this a very antertaini
adventure with an overall C!:IEASH
ratingof 73%, maching coda.

THE ORAGLE'S CAVE

Producer: DORIC, 48K £7.85(1)
Author; Chrig Dorrell .
Using the classic D&D format, this is
an animated graphics adventure,
You must seek the entrance to the
caves in which you are trapped,
collecting 40 unils of treasure on
your way. You must alsocollect
treasure guarded by four special
maonsters, The Mummy, The
Centaur, The Fiery Dragon or The
Black Knight, With each game the
layout of the caves is randomly
generated to make each play
differant from the last. Commands
are antered in resonse to a menu of
limited options which allow you to
move, rest, explore, use {a carried
article) or, if in the presenceofa
monster, fight or run. if you elect to
move the menu is repiaced by
another offering left/right/up/down,
When "you' move there is an
animation sequence which is very
well done, expecially the descent of
stairs. The fightg are fun, but you
must watch your combat strength
and that of your opponent very
carefully. Another point is to use the
explore facility all the while. The
game grows on you as you begin to

realise its potential. Reasonable
respanse times, good graphics and
good value for money. Overall
CHASH rating T0%. BASIC,

PHARADH'S TOMB

Producer: Phipps Associates: 48K
£4.85

Make yourself rich by plundering a
luxurious Pharaoh's tomb. Phipps
have put together a well pianned and
sometimes amusing adventurs game
here, with lext and jocation
graphics, which.are simply but
attractive. Responses are very fast
and the atmosphere draws you in
again and again. Good value for
monay and well worth playing.

PIMANIA

Producer: Automata, 48K £10.00
There's nol much to be said about
Pimania, the game that launched
overnight the insignificant Pi Man'to
fame and fortune. The game is
waecky, daft, weird and Infuriating by
turns and to date the famous prize
worth £6,000 (phus index linking) has
not baen won. Although it runson
standard adventure game lines it
takes fatéral thinking into the realms
of higher {or perhaps camp) art,
Slow responses but that hardly
matters, Pimania is a disease which
overcomes most things!

PLANET OF DEATH

Praoducer: Artic, 16K £6.95
Adventure ‘A’ finds you stranded on
an alien planet and you must find
your space ship. That's.a pratty
stralghtforward guest for once, but
the route is far from straightforward,
Atmospheric and chilling 1o play,
you get drawn in by the words.
Plenty of hazards to overcome.
Good value.

QUEST

Producer: Hawson, 48K £5.95

Find & map hidden inaworld
inhabited by gruasome monsters
guarding their territory and vanous
pieces of treasure. To undertake the
quest in question you can choose to
be a wizard, & ¢cleric, rogue, fighter
or simpleton, each with his own
characteristics and abilities. A split
text/graphic game, it hasa
reasonably wide range of
vogabulary. Generally a vary good
game and a traditional format
adventure with plenty of scopé. The

| onlyserious drawback is that you
| can‘t play another game. Once

finished the program guits
permanently,

SAS ASSAULT
Producer: Mikrogan, 48K £8.95
In this text and some graphics
adventure you are leading an SAS
team who must recover the Russian
Ambasador from kidnappers before
the Russians take the matier as an
act of war. The Aussian is being hetd
in a farmhouse and part ane is the
assault, Part two, on the reverse side
of thetape, carries the action
forward with your ratings dependent
upon how well youdid in part one. it
all moves along at a fair paca, with
text deseriptions and prompts as to
the weapons you carry and hiow
many bursts you can fire, When a
situation develops you are given
lattered choices like ‘Go back’ or
‘Fire' or "Wait'. In between there are
ling drawings and some maps but
most of the action {5 reported by the
eomputer along the "You hit ane and
killed him,’ lines. Pretty fast
rasponses, a lively story and
gmerally net bad value, Qverall
RASH rating 56% M/C.

SHIP OF DDOM

Producer: Artic, 48K £8,.85
Adventure'C' takes you into space
and on a reconnaigsance trip your
ghip iz drawn by a Graviton beam
anto an alien cruiser. Fred, your pet
android, informs you that the cruiser
is in search of humanoid planets to
capture slaves whose brains will be
replaced by microchips. The quest s
to find the computer room and press
the button to switch it off. You want
to be'wary in an Artic adventure,
however, of switching off too many
computers should you come across
them. In 'Planet of Death’ there isa
computer which you may be
temptad to disconmect. Doing 5o will
dump you into a Sinclair Research

logo!




YOUR PLANET NEEDS YOU!

Train to save Civilisation by

Subscribing to

Subscribers’ Discount ~
50p off each Crash Micro |
__d Order item!?

@ Get your copy

ahead of the crowd

o UK: issues £4.80 {post
:‘-.

f!-.-_ﬂ'_"_) 12 issues EQDO f:—-?l:lE.! ffr_:‘-:"j
@ Europe £15 (12 issues postinc|)
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TEN LITTLE INDIANS
Producer: Digital Fantasia, 48K £8.95
Author: Brian Howarth
The abjact of the game is to collect all
tan ttle indians, which ars figurines
amounting to a fantastic fortune. It
starts unconventionally encugh inside
a frain with no apparent way
out, & as you can sea the
countryside whizzing past the
windows. After a certain number of
goes the train crashes! Getting the
frain to stop takes some

rimenting, but when it does, it

up at the station of Lower
Massington, which turns out to be
another problem, in as much as the
game really gets goingin Upper
assington, in the manor house which

belonged to the late Major
Johnston-Smythe! Hera the fabulous
ﬁﬁguﬂnaismoden. but so are fen

tical ones made from worthless
melals which will guide to the
fortune itsetf. Be wi . many other
fortune hunters have had a go and
never been heard from again. Usual
on/off text/graphics facility of Digital
Fantasia games, and a convoluted plat

worthy of Agatha Christie in this highly
FECOMmM adventure.
TIME MACHINE

Praducer: Digital Faniasia, 48K £9.95
Author: Brian Howarth
Irvan adventure that could have been

written by H.G. Wells, you take the part
ofal news reporter for the
Tulkingham & Dunsby Garette — hardiy

Designed by Kevin Toms

+ Matches in 3D graphics

tables « Four Divisions

FootballGame
Football Manager

Some of the features of the game:!

* Transfer market * Promotion and
relegation * FA. Cup matches *
Injury problems * Full league

house itself. It is easy to die in a bog
before finally finding the house whare
the real adventure gels under way. You
may eventually gt to several
destinations in time-and space 1o
locate prisms and rescue the time
machine's owner, Objects collectad in
one dimension may well be needed in
another, 50 it all takes a lot of working

descriptions and a graphics on/off
Sacifty, Overail CRASH rating 65%
URBAN UPSTART

Producer: Richard Shephard, 48K
£6.50(3)
Scarthorpe is the sort of town where
even tha dogs carry flick-knives, whare
there's only one road in, and it's a one
way sireet. . . This text and graphics
adventura is set in today's urban
sprawl will‘? unemployment -
opportunities, uncaring septic hosp
and sceptic police stangons where
arrest for obscenity is common.
Football hooligans haunt the dirty
sireets and rats aren’t all you'll find in
Cut Throat Alley. e

adventure but a lot to the
pervading atmosphere, are rather slow

to build up. General rating. above
average, overall CRASH rating 64%.

¢ TheNo.I

|

| x save game facility.

+* Pick your own team
for each match. x As
many seqasons as you
like + Managerial
rating * 7 skill levels

'/!b:k PN NI
gams bt pacp

Rappy Sunday, will be
MMANAGER B
ruarme” Rating;

cirum and my personal iovourbe of
pearson It 15 an excallont view of whatcan
The crawning giory of fhis garme i tha shar

From software sh
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ﬂ'ﬂﬂﬂ §595 Cha i O Do
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VAMPIRE VILLAGE
Producer: Terminal, 48K £6.35(1)
This graphics adventure is 50
graphics-oriented there is hardly
any textto contend with. Tha village
of Viasdorf lives under the shadow of
the vampire’s castie, and as Mayor of
the village you must find voluntears,
provide them with money to buy
equipment and food, and get them to
heip you destray the vampire
manaca. Usual vampire rules
apply—stakes through the heart, no
flying by day, garlic keeps him at
bay. The screen displays a map of
Viasdor! and tha surrounding
countryside with hosts of biack
shapes for bulldings. You control
your volunteer by the cursor keys—
he's a small black dot-—and you can
zend him to shops to buy things {lika
garhic), the boat house for a boat to
cross the river (they drown if they
fall in}, the church for holy water,
and so on. The village operates in
real time mowing from day 1o night
with the usual rapidity of all good
horror filmst An unusual game with
many other features and reasonable
valué for money. Overall CRASH
rating 64%. M/C.

VELNOR'S LAIR

Producer: Quicksiive, 48K £6.85
Author: Derak Brewstar

No adventure anthology would be
complete without this one, Text
only. butfluid, copious text with fast
response times and a sense of
numour that takes some of the sting
from the gruesome tale of terror
which lurks within the complex of
Valnor's Lair. There's a clever use of
repeat locations which makes you
think you aren't getting anywhere,
when in fact you must keep entering
the same command tor five or six
steps. The denizens of this
adventureare a monstrous lot, and
tha goblins are tricky indeed. Chose
your character carefully, wizard,
warrior or priest, and watch out for
ilustons. which abound. Highly
recommendead.
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Available from W.H. Smiths, €3
John Menzies and all leading
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Unit 8, Canalside Industrial Estate,
Woodbine Street East, Rochdale, Lancs.
OL16 5LB. Tel: 0706 341111




At R&R we believe

that value comes first,

and we make it our business

to ensure that we provide good

quality programs at realistic prices . ..

for your enjoyment.

ALL ARCADE GAMES NORMALLY HAVE

CHOICE OF KEYBOARD OR JOYSTICK CONTROL.
Should you have difficulty in obtaining our products
from your local Dealer please send cheque or Postal
Order indicating titles required, for return of post service.

CHOPPER X-1

(For any ZX Spectrum)

You command the Specirum Chapper X-1 Gunship—
Your mission is bo rapel invadeng forses and save the
warih. A0 action pached eriginal game in full maching

ane. £9.50

GALAXY WARLORDS

[Faar afry ZX SPecIrum)

A fast action machine oooe space game in which
you defend your position as Galaxy Wariond aganst
attacking enemy siarships. Both your patrol-ship
and rockels ars shesrabie The ensmy naver seem fa
gree up! Full colour action graphics and sound for

% nee £5.50

JUNIOR ARITHMETIC
{For amy ZX Spectrum)

An exceliend educational program foe £-3 year ids
Ty fun way 1o iearn and practica Adgion,
Sobiraction, Multiplication and Division. Mistakes
are corrected and explained, alang with 2 runming

wasa | of OB

Terrific vaius af jus!

SPECTIPEDE

[Foramy ZX Specinam)

Erijoy iz thirill of his full machire toe arcade game
Bafle w0 keep the Spectipede 3\ bay but watch out
fer a very unprediclabie spider witich = oul 10 get you
For 1.0r 2 players with fnp scoew and on-screen figh

Sk s £5.50

GOLF

(Forany Ix Spectum) .

Enfoy 2 game of golf in (he comina of your dwn home!
With the chence of 3 9 or 18 nole course and the
challenge of Fairway . Rough, Trees, Bunkers, 'Waler
& Green. Dispéays are o feakshic cologt praphics

wilh tull score cards, N bwo (ames are alfke!

AP £3 . 75

GNASHER

{For any 24 Spactrum)

The “famaps ' arcade maze Game with {ast machng
code attion, excelignt graghics . colour and sound
Eat-up 3 tha dots betoes Troe GRsts aat you. of beal
{hem b an ergy Pl wiech will silow you fo sl
tnam! Hours of addicive fun

with on-sereen sCaring and

high-sg0re tape-5ave capabiity

o RRP £495

DEALER ENQUIRIES WELCOME

R&R Software Ltd.

5 Russell Street, Gloucester GL1 1NE.

Tel (0452) 502819

STAR TREK

{For 43K Spectrem anly )

(ne of 1he original compuler space gamas, bul this

program has many up-dated taaturas normally only

Sound of Larger computer versions. Tes! yoursell as

Starship Commander 35 your mission fakes you 10 the
Buater reaches of the Galaxy fo
prolec! Federatan Space, 1he
Starship and yoursel! Excelient

et ane, £4.95

OTHER COMPUTERS?

Send 5 E. tor:a full st ok our growin rama:.:lI
soltware now availatie for ZX87 and ORI TCompuies

S} CALLING ALL PROGRAMMERS ...

WANTED New, Quality Software.
Send us your latest Program
= for evaluation— NOW.

AVAILABLE FROM LEADING DEALERS NATIONWIDE



CRASH

THE EASIEST

CRASH MICRO GAMES ACTION ORDER FOR
Telephone Ludlow (0584) 5620.
Please send me the following titles; Block capitals please!

Title Producer Amount

Subscriber No,
if applicable

Address ]

| SPECIAL DISCOUNTS

£1 DFFR.ﬁNV ORDER WORTH
] THAN L2
Al prices are as quoted under review Flease make cheques or Sub Total: £ CHC R 520

headings and indlude VAT, Crash Micre postal orders payable o |
Gamesg;\cliun make na charge for postage.  ‘CRASH MICRO'. From Less Discount £ 50p UF!“;*&?‘!"V ORDER WORTH
and packaging, Customers in Europe Europe we can accepr = MORE THAN £10

should add 50p per item for post and Sterling cheques or Total Enclosed £

packing. Outside Europa, please write first  Girocheques. Sorry—only ONE voucher perorder!

so that we may advice on postage rates.

CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SY8 IBR

ADVERTISEMENT



| Projects

| Horde, 100 of your Beta Class

Orion

Producer: Software

Memory required: 48K
Retail price: £5.95
Language: machine code
Author: lan Beynon

After an attack by the Dark

androids were kidnapped.
Your mission is to rescue the
androids from the under-
ground maze beneath the

| and ataller status panel on the

right which shows score, his-
core, time and shield power.
Each of the mazes is relatively
simple in layout and there are
four Zygons and four Renlims
to cope with. When you run
over a Renlim, only the small
squares at each intersection
remain (your scanners are
deactivated), so it becomes
hard to make your way round
the maze to collect the next
android. When you leave a
maze the screen flashes,
closes down, then opens up to
reveal the new maze into
which you have moved, re-

Green Zygons and white Renlim fall before the power of WX110 force
field — may you wash whiter than white. i

palace of Nedab, the leader of
the Horde. Twenty-five
caverns are laid outona 5x5
grid. Starting from the central
cavern, you must journey
through all of them collecting
your androids. There are four |
imprisoned  androids  per
cavern.

Green Zygon guards are on
patrol in the mazes. Although
these only wander around aim-
lessly, they kil on contact,
Your Orion buggy is equipped
with WX 110 force screens (the
ones with the whiter-than-
white green specs) which,
when activated, enable you to
destroy Zygons. There are
also white coloured Renlim (for
faster acting relief) and these
can be run over for extra
points, but your scanners will
become deactivated until you
collect another android.

This puts it fairly simply, but
should you run over a second
Renlim before collecting an
android, you will be destroyed,
and your force field needs
replenishing after use. This
happens automatically but it
does take time, so repeated
contact with Zygons will result
indeath.

The screen is split into a
large playing square to the left
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establishing the scanners if
they were still out.

CRITICISM

‘Fortunately your force field
is ever recharging, soit pays to

| keep an eye on the status

board, because it is drained
very quickly too. There are four
movement speeds which can
be altered aclually during play
to give you bursts of speed,
but, of course, everything else
speeds up too. A good addic-
tive game with plenty going on.
The aliens are very nicely
drawn and colours have been
used well. The sound has also
been well used to give max-
imum enjoyment without the
expense of a headache!
‘Maze games seem o
remain popular with prog-
rammers, and it is becoming

harder to find something new |

to do with them. Orion actually
resembles a ‘Berserk’ game in
some. respects, but the
graphics lift it far above those
humble beginnings. This is a
very simple idea - go in and
rescue your androids, but it
manages to be playable and
quite addictive. The graphics
are detailed and reasonably

[ smooth and | enjoyed playing
it,’

COMMENTS

Control keys: Q/A up/down,
QP leftiright, B=force field
Joystick: Kempston,
Hardware Projects Soundstik
Keyboard play: very
responsive

Use of colour: very good
Graphics: smooth, fast and
detailed

Sound: very good

Skill levels: 1 but 4 speeds
Lives: 3

Screens: 25

General rating: very good,
addictive.

| Use of computer 68%
| Graphics 78%
Playability 81%
Getting started 72%
Addictive qualities 82%
Value for money 76%
Overall 76%

Space
Station

Zebra

Producer: Beyond
Software

Memory required: 48K
Retail price: £5.95
‘Language: BASIC and
machine code
Author: Pat Norris

| Space Station Zebra, apart
from being a good name for a
science fiction movie, is, as is
name suggests, a space sta-
tion. It is situated at the farthest

outpost of the galaxy, spinning
quite happily until the aliens
come. Now the energy
reserves are low, only one |az-
gun remains operative, and

you are the sole remaining |

| survivor.

The screen display is seen
as if from a control tower of the

| ring-shaped space station,

with the outer rim just visible at
the bottom. Beyond that are
the outer reaches of space, fil-
led with stars. Below the view-
screen there is a radar, a thrust
indicator, and an energy level
indicator. The radar screen
shows the view around
the station unfolded and aliens
will appear on the screen. The
lazgun only works when there
is sufficient energy. The sights
are two fine markers top and
bottom and left and right of the
view screen. When the game
starts the station is rotating and
the aliens will try to attack the
blind side. The spin must be
halted before the lazgun can
be used, so the radar is em-
ployed to bring an alien round
to the front.

The alien craft appear, with a

station. Your station's shields
will only survive seven hits, but
are replenished with every
completed phase. There are
three phases with meaner
aliens each time.

CRITICISM

‘The aliens come towards you

| inapoor 3D effect. Each move

you make uses up energy, with
recharges if no keys are pres-
sed. When you press the thrus-
ter direction to start the station
spinning again, the thrusters
always come at full power. |
didn't like the way this hap-
pens, totally unrealitic. The
game has no real content and
laser control is difficult without
any cross hairs. No original

Good
Zebra.

graphics put to poor use on the fringes of known space. Space Station

' partial 3D effect, to attack the |




ideas have gone into this game
at all. Terrible.'

‘The graphics are very good
leoking with smoothly scrolfing
star screen, so it seems a
shame that the game itself
doesn't really live up to them, A
|'serious problem is the laser
sight. The small markers at the
extreme edges of the view
screen are hard to see any-
way, but when you are staring
in the centre of the screen as
an alien comes lowards you,
they cannot be seen at all,
which seems entirely pointless
and makes the game unplay-
able.'

‘The game idea is quite sim-
ple - shoot aliens as they
attack you in a very poor look-
ing 3D with your laser which
can‘tmove fast enough to cope
with them unless you are a
clairveyant and have it aimed
'ZFM at the place where the

ien appears. Good looking
graphics, though poor 3D but a
rather unplayable and uninter-
esting game.'

COMMENTS

Controls keys: @ and 1
stop/start rotation, M=fire,
OJA up/down on sights
Joystick: none

Keyboard play: reasonable,
but slow on'the movement of
sight

| Use of colour: good

| Graphics: smooth and
effective, but poor 3D
Sound: fair

Skill levels: 3 progressive
Lives: 1, shields take 7 hits
General rating: waste of
money.

Use of computer 40%
| Graphics 60%
| Playability 20%
Getting started 83%
Addictive qualities 10%
Value for money 15%
Overall 35%

Potty
Planter

Producer: Mogul

Memory required: 48K

Retail price: £5.50

Author: Michael Welbourne

Potty Planter is a mirror image
‘Pacman’ game, which is to
say, you must guide your man
about a series of mazes, drop-
ping dots on the way, while
‘ghosts chase you. Instead of

HIGH

.........

Polty Planter turns out to be a Namcap.
|

SCORE=142

four power pills and several
ghosts, there are many such

brown ‘pills’ dotted about and |
| only two ghosts. As soon as |

you eat a ghost, another

| appears. The pills are only |
|- effective for a few seconds or

for one ghost, which ever is the
sooner. Bonus fruit lie all over.
There is a wrap around tunnel
herizontally, and an exit gate at
the bottom right-hand corner
which must be reached when
the last dot has been laid.
Occasionally a bird tries to eat
your dots.

CRITICISM

‘Once the maze has been
covered by dots you make your
exit through a door and into a
different maze. If the bird tries
fo eat your dots the only wa¥to
prevent it is to eat it. YUK! The
maze is drawn very well but
characters such as ghosts and
yourself are not. Also the
movements are written in
BASIC, which makes svery-
thing a bit sluggish, and it can
take as long as five minutes to
complete a maze. | can't really
recommend this game, though
if you like arcade games and
have slow reactions it might
suit you.’

jerky. Some form of data cor-
ruption must have occurred on
loading because the shapes
of the moving characters did
not seem right: @ mess.in fact,
A fair to average arcade
game.’

‘It took an astonishingly lon
time to load - | began to think it
was a Commodore tape! The
resulting program  hardly

| seemed worth all that writing to

me. As a 'Pacman’ it doesn't
have the grace of the original;
as an arcade game for the
Spectrum today it doesn't have
enough originality or quality in
the graphics.’

COMMENTS

Control keys: Q/Z up/down,
IfP left/right, quite well placed
Joystick: none

Keyboard play: fairly

responsive but not sufficiently
so in a tight spot
Use of colour: good
Graphics: small, jerky but
ood maze
ound: reasonable
Skill levels: 1

Lives: 3

General rating: fair.

Use of computer 53%
Graphics 42%
Playability 47%
Getting started 53%
Addictive qualities 38%
Value for money 40%
Overall 46%

Dragonshane

Producer: Quicksilva
Memory required: 48K
Retail price: £6.95
Language:; BASIC with
some m-¢

Author: Preston, Hunt,
Rose & Moore

This graphical adventure-style
game takes you deep into the
maze of rooms that make up

| Earthstone Castle, where you
‘The graphics are small and |

must baftle with vampires,
zombies, skeletons, gryphons
and sphinx, amol
legendary beasts. All this to
rescue the Princess Paula

other

il
from the Dragons Lord. .

There are 172 rooms laid out
in a roughly radial manner, so
that progressing backwards or
forwards a number won't actu-
ally mean ending up in the
room next door.

There are 20 duplicated
monsters o encounter, some
friendly, most not, and you will
need fo eat food regularly to
keep up strength, although
over-eating will give you indi-
gestion and halve your
strength! Of course, there are
also all sorts of useful objects
lying about to be pcked up
when they are needed - if you
can work out when that is.

The screen is divided up into
a main viewing area in which
very simple 3D-style images
appear of each room, plus a
colour representation of any
objects or monsters, and a
status area, which gives an
indication of the direction in

| which you are facing, the

weapon you are using, the
room number you are in and a
key to the coloured bar codes
beneath, which indicate the
amount of strength you have,
endurance; skill, and your pro-
ximity to both the princess and
the Dragons Lord. A display
panel above the view screen
prompts you with messages
like, ‘Do you want to speak with
the beast?' The view will also
clear on pressing key H o
show you your options, which
are;: pick up or drop an object:
change a ready-to-hand
weapon; eat some food; call up
inventory, Look; free princess;
and quit game.

The view area will also clear
to give a verbal description of
any battles taking place.

Lonely Beast - would Tike 1o contact simifar for mutual frlmaﬁjp and
exchange of beastly confidences. Box CM0457.

ild you Lika O
FCU Lhae

beas?

H DOCisplays oplions
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CRITICISM

‘Movement from room fto
room is done by pressing the
cursor keys, which js quite a
good idea, although if you
press too long vou may move
through several rooms at once
without realising. The compu-
ter doesn't say much through-

|out the game, making the

adventure quite boring after a
short while.”

‘This isn't a proper adven-
ture because the player has lit-
tle control over the game and
there really aren't any puzzles
to solve other than the geog-
raphical one - where are you?
Most meoves are made as a
result of an option menu, The
hi-res graphics make a fine
tracery of white detail to tie
everything together in a vag-
uely Gothic-looking way, but it
doesn't make up for the

atmosphere lost by not having
proper text descriptions, and
the 3D effect of the rooms is
extremely simplistic. Not my
favourite type of game.'

COMMENTS

Control keys: cursors, plus

| prompt kedys

Keyboard play: reasonably
responsive

Use of colour: reasonable
Graphics: detailed creatures
although slowish to appear
Sound: poor

Skill levels: 1

Lives: 1

Screens: 172 rooms
General rating: neither
adventure nor arcade, this
game falls between two stools
and fails to captivate,

Use of computer 55%
Graphics 64%
Playability 54%
Getting started 59%
Addictive qualities 42%
Value for money 52%
Overall 54%

Brilliant graphics, swearing and balls -

all part of the fun in Pogo.

Pogo

Producer: Ocean

Memory required: 48K
Retail price: £5.90
Language: machine code
Author: Ronald Rhodes

With a hog. skip and a jump,
Pogo is what you might call a
second generation ‘Painter'-
type game. Actually it's based
on the arcade original ‘Q-Bert,'
and Qcean's version looks
excellent. Last month we
reviewed Pj-Balled  from
Automata, and Pogo is very
similar,
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Resembling one of the
crystal constructs from the
opening sequences of Super-
man |, the Planet of Steps is
the playground on which Pogo
must survive. In effect it is a
pyramid with 28 steps:
hexagonal-shaped steps in
3D. The top surfaces of these
steps have to be re-coloured to
match the colour shown in a
step at the top left of the
screen. To do this Pogo must
hop from step to step. When he
lands on one it changes colour,
He loses a life should he hop
off the edges of the pyramid.

Unfortunately he has been
pursued from his home planet
by some enemies. These con-

| sistof glass balls, a snake cal-
led Hiss and a few scorpions.
The glass balls drop on to the
steps from the top and roll
down, crushing anything in
their path. The scorpions fiy on
from the sides and try to sting
Pogo, whereas Hiss actually
chases Pogo about. The best
way to avoid the snake is to
jump on to one of the flying
saucers that linger beside the
steps. Not only will this trans-
port Pogo to the top of the
pyramid again, it will lure the
snake off the edge tois death -
for a while! It comes back soon
| ‘enough.

Depending on the screen
level, Pogo will have to change
the colour of the steps once or
twice. there are also a varying

only be used once per screen.
For the first four screens there
is only one colour to change,
and from screen 5 onwards,
two. Bonus points are awarded
for flying saucers not used,
The inlay states that the
pyramid contains 27 steps,
which must be a misprint as
there are actually 28.

CRITICISM

‘A well-presented game with a
very colourful loading screen
and clear instructions. Pogo
has the best 3D effect that |
have seen on the Spectrum for
this type of game. The graph-
ics are excellent and very
much like the arcade version -
they are fast, smooth, well
detailed and responsive, with
superb use of colour. The
sound, too, is exceptional. It's
a well thought out game which
is very addictive and which |
can certainly recommend.’
‘The characterful drawing of
Pogo himself is quite enjoy-
able, and the detail of the
others is well done. Pogo as a
game s strongly coloured and
the graphics are fast and
smooth. It's a simple game
idea, and one that works well,
is playable and addictive. My
one complaint is that the keys
are a bit of a stretch. The four
directions are actually
diagonals and Ocean have
placed them at the extremities
of the keyboard. | would have
thought the end keys on the
two bottom rows would have
been a much better solution.’
‘Pago is an extremely play-
able version of the arcade orig-
inal with high-quality sound
and graphics. It's better than
Pi-Balled on control with its
excellent responses, but | think
Pi-Balled has better looking fly-
ing saucers. Good control
helps to make Pogo very play-

niumber of saucers, which may |

| Joystick: good range with

Sound: very good

Skill levels: 1 '

Lives: 4

Screens: 16

General rating: addictive, fun

and very good value for |

money. |
| Use of computer 84%

Graphics 84%

Playability 89%

Getting started B3%

Addictive qualities 92%

Value for money 92%

Overall

—_—piee———

able and addictive and, all
round, this is the best varsion |
have seen.’

COMMENTS

Control keys: 1=up/left,
zero=up/right, CAPS
SHIFT=down/left and
BREAK =down/right

Protek, Kempston, ZX 2 on a
select menu to which you
return after each game
Keyboard play: highly
responsive, although keys
may be awkward for some
Use of colour: excellent
Graphics: very good

87%

Producer: imagine
Memory required: 48K
Retail price; £3.95
Language: machine code
Author: Frank Johnson

In line with Imagine’s new pol- |
icy of defailed inlay cards,
comes a new super-low price.
The inlay gives detailed
instructions on how to play the
game, as well as details on the
author and his host of helpers
which include some other pro-
fessional musicians Imagine
have hired to improve the
sound on their games.

Pedro is a sad little Mexican.
At least, if he's not sad, he
should be. Trying to seratch a
bare existence fromthe dry soil
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That well-known Mexican w'rlgl{:r bean, Padro, has green fingers and bloody
3

red feet and faces extinction

gardan.

is hard enough without having | fmagjﬁ;s

to cope with hordes of pre-

dators. He has a box of seeds, |

with which he can replace

those plants eaten by the nas- |
ties, but a localtramp is likely to |
stroll in and take them if Pedro |

doesn't stop him in time and
frighten him off. Actually the
inlay states that Pedro has the
most beautiful flower garden
South of the Border, and that's
what attracts all the animals to
come and eat the plants.
These include ants, rabbits
and cats, among others. To
stop them Pedro may jump up
and down on them, or he may
lake bricks from the pile, or
compost, and block up the

| entrances to the garden. The

game is over when all the
plants have been eaten.

The action is played outon a
screen which suggests a 3D
perspective, and this is accen-
fuated by the fact that up and
down are in reality diagonals.

CRITICISM

‘The game has many key |

combinations but they are
poorly laid out in respect of the
speed with which you have to
use the pick/drop/stomp key.

| The graphics are detailed and
reasonably smooth but oddly |

for Imagine, the colour looks |
primitive. The sound — well the |

tunes — are fabulous.
game is an original idea but |
thought badly executed.
Movement can be very tricky
and unreliable, and attempting
to make the game 8D isreally a
problem which makes move-
ment and the game actually
more difficult to play. Not my
favourite Imagine game at all.’
‘Pedro fs a rather odd game
from Imagine. The screen is in
semi-3D perspective view,
which makes Pedro move
about rather oddly. The des-

| troying of animals by stomping

on them is hard due to the con-
trols being difficult to manage.
The graphics are good but not
exceptional, and there are a
few attribute problems with
colour. This is not one of

The |

bast games,
aithough what is poor from
Imagine still rates average due
to their usual high standards,
which | hope aren't sﬁpfing.
However, the more | played
the game the better it seemed,
and it did grow on me in a
way.'

‘The game has been
designed to be quite hard to
play, with sc many animals eat-
ing the plants. Pedro can only
carry one thing at a time so he
must decide whether it's to be
seeds to plant, bricks or com-
post to try and block off the
garden entrances. But some
animals seem to eat bricks as
well. It would have been more
manageable if the keys had
been kinder. Placing seeds
(you only have a limited
number which is shown at the
top of the screen) tended to be
difficult because of the pers-
pective angle chosen, Great
tunes, but only average
attempt overall, with rather dis-
tressing use of colour.’

COMMENTS

Control keys: left/right
alternate keys bottom row,
down — any key on-2nd row,
up — any key on third row.
Jump, pick, put- any key on
top row or SPACE
Joystick: Fuller, 2x 2,
Kempston, AGF, Protek
Keyboard play: very
responsive, but finicky in
movement

Use of colour: average,

although plenty used
Graphics: detailed,
reasonably smooth

Sound; game sound, poor,
tunes very good

Skill levels: 1

Lives: 1

General rating: fairto
average

Use of compuier 70%
Graphis 68%
Playability 47%
Getting started 61%
Addictive qualities 55%
Value for money 68%
Overall 62%

Adder Attack

Producer: Mogul

Memaory required: 48K
Retail price: £5.50
Language: machine code
Author: M. Smith

This game is a ‘remake’ of
Postern's Snake Pit, which
was also for the Spectrum. The

| objectistogo aboutthe screen

collecting gold nuggets. In the
various corners are snakes,
coiling round and round, trap-

| ped by the nuggets. Only one,

' ase IJ

Squirm and wriggle - your harmless little triangle faces snake phobia In

Adder Attack.

the edge over "you" if it coms
to an argument.’

‘The graphics are fairly fast |
and smooth, although the cal- |
ours could have been better |
used: yellow eggs on a white
background are hard to see
well, Reasonably addictive,
because simple, but perhaps
not very long lasting.’

COMMENTS

Control keys: user-definable,
four directions required
Joystick: almot any via UDK
Keyboard play: reasonably
respansive

EEEER  EEERE
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a blue snake, is intelligent
enough to go collecting nug-
getsaswell, and asitdoes soit
inevitably releases the other
snakes. They do not collect
nuggets, but they will collect
you if you meet cne head on.

So the strategy is to collect
as many nuggets as possible
without releasing any snakes
yourself, and do it before the
blue snake releases them all.
Clear a screen and you go on
to anocther one with more
snakes, starting with five and
going up to eight.

CRITICISM

one to play, especially as the
snakes are very intelligent —
perhaps too intelligent. They

| are also fast moving. Quite an

addictive game where lively
reactions are needed.’
‘Snakes sguirming over the
screen is not a prefty sight,
and these are very fast moving
ones. | think Postern's Snake
Pit looks the better game and
has the better graphics, but
this version is still very play-
able. The user-defined keys
are good, and the responses
reasonable, although | think
the snakes have been given

| Overall
‘The game is a very panicky |

Use of colour: average, could
be better used

Graphics: fast and fairly
smooth, but very simple
Sound: fair

Skill levels: 4

Lives: 1

General rating: an average
game from an older idea,
medium addictive.

Use of computer 70%

Graphics 58%
Playability 68%
Getting started 60%

68%
58%
64%

Addictive qualities
Value for money

==
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Adventures
of St.
Bernard

Producer: Carnell
Software

Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Stephen Kirk

Here's the chance you've all
been waiting for - become a St.
Bernard dog called Brandy and
rescue your mistress from the
clutches of the abominable
snowman. The scene is some
northern wastelands where he
lives a rugged and dangerous
existence among the moun-
tains and ice fields.

In stage one, you must make
Brandy run along, but he is
beset by black wolves from
both sides. Turning him to face
the attacking wolf at the right
moment will result in the wolf's
death. Whichever direction he
runs in, a wolf will attack from
behind. After seventeen dead
wolves Brandy moves to the
next screen where he has to
jump over holes in the ice
through which walruses are
rearing up. Stage three sees
Brandy climbing up to the
snowman's lair, leaping over
falling snowballs and fighting
off the wolves again. Stage
four, and we are nearing the
lair. The snowman jumps up
and down, causing Brandy to
slip down the mountain. In
stage five there are more pools
of water, a walrus and skating

penguins.

CRITICISM

‘| was quite surprised when a
3D view appeared in a way that
| only noticed after about 5-10
minutes playing - the foreg-
round moves much more
guickty than the background.

randy runs fairly well for a dog
with only two legs and a tablec-
loth looking taill A transparent
walrus takes the theme of ice
and cold a little too far, and
they are also very difficult to
jump. After a short while the
entire game becomes repete-
tive and boring,'

‘The graphics are nice and
big and reascnably well ani-
mated, but | had terrible trou-
ble getting the dog to jump a
walrus. It takes off with

encouraging energy, and then
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Atta boy! Grab a wolf, leap a wairus and keep the brandy coming.

seems to hover in mid-air, wait-
ing for the beast to come wp
undemneath . The skating
penguins are very good. This
isn'ta fast game, and the main
irritation is in the very slow
response fo the keys, intended
presumably, but not very good
as it just frustrates in the end.”

‘This is quite an original
idea with quite good graphics
but all in all, not quite good
enough to appeal for very long.
It takes ages to get through a
stage considering what's hap-

pening in each one, and so
500N mes uninteresting.'
COMMENTS

Control keys: 5 or Z left, 8 or
M right, SPACE tolume.
Joystick: Protek, AG
Keyboard play: frustratingly
inhibited

Use of colour: foran icy
%ame very good

raphics: simple animation
against scrolling background
Sound: fair
Skill levels: 1
Lives: 3
Screens: 5
General rating: a good idea
that doesn't seem to have
been pushed far enough and
represents only fair value for
money.

Use of computer 68%
Graphics 71%
Playability 51%
Getting started 68%
Addictive qualities 44%
Value for money 46%
Overall 58%

Defenda

Producer: interstella
Memory required: 48K
Retail price: £5.50
Language: machine code
Author: A.J. Lloyd

Having said in last month's
issue, that after Starblitz, there
wouldn't be much point anyone
eise doing a ‘Defender' game,
it's always worth being able to
say that you've changed your
mind if someone proves you
wrong, and Interstella have
come up with a ‘Defender’ well
worth changing minds for.

It is a classic version with
green landers, purple mutants,
mine layers, pods, swarmers
and humanoids. Your ship is
equipped with a powerful laser
and three smart bombs. Des-
troying a lander who has grab-
bed a human will earn you
points, but you'll get more for
catching the human before it
falls back to earth. Humans fal-
ling from a great height blow up
when they hit the ground, but
they tend to be safeifit'sonly a
small fall.

There is the obligatory radar
at the top of the screen and the

ship has the customary
facilities of reverse and
hyperspace.
CRITICISM

‘An  excellent copy of the
arcade original with detailed
and fast aliens. The ship
behaves wvery realistically,
especially when slowing or
reversing direction, when it
slews backwards for several
inches before gathering speed
in the other direction. Colour is

well used and the sound is
average for this type of game.
The keys are well positioned,
which is important in a “Defen-
der." A brill game.’

‘The game is played with the
usual attack waves, each
screen bringing more and var-
jed aliens as hazards. The
graphics are very fast and
smooth, lovely laser blasts and
explosions, especially when
J/Du go for a burton. | was

isappointed with the sound,
which is non-existent during
play, the only explosion sound
being when your ship is des-
troyed.’

‘Lack of sound makes this
version a fraction less exciting
to play than the Softek one,
but | thought the graphics were
actually slightly better, and that
makes up for it. The keys are
well thought out and the radar
is qzuite accurate. If you like the
thrills of a classic arcade

ame, then this is a very good
uy.'

COMMENTS

Control keys: Tto Q=up, V
to Z=down, G to A=reverse,
P=fire, O=thrust, Hto
ENTER and Bto
SPACE=smart bombs
Joystick: Kempston, ZX 2
Keyboard play: very
responsive

Use of colour: good
Graphics: smooth, detailed,
fast

Sound: fair

Skill levels: progressive
difficulty

Lives: 3

General rating: very good

Use of computer 79%
Graphics 93%
Playability 93%
Getting started 91%
Addictive qualities 90%
Value for money 85%
Overall 89%

Ernunﬂ'l graphics for Defenda help defeat the pods, swarmers, mutants and
nders.




ADVENTURE
REVIEWS

“Adventures which have a fast
response time, are
spectacular in the amount of
detail and number of locations,
and are available to cassette
owners .. Simply smashing!”
- 30ff, Sept 83
“Colossal Adventure is
included in Practical
Gomputing's top ten games
choice for 1883: "Poetic,
moving and tough as hell.”

- PC, Dec 83
"Colossal Adventure .. For
once here's a program that
lives upto itsname .. a
masterful feat. Thoroughty
recommended’’

- Computer Choice, Dec 83
“Colossal Adventure is one of
the best in its class. | would
recammend it to any
adventurer.”

- Acorn User, Feb 84
"Adventure Quest . . This has
always been one of the best
adventures for me as it seems
to contain the lot. In all it took
me about eight months to
solve "’

- PCW, 18th Jan 84
“To sum up, Adventure Quest
is a wonderful program, fast,
exciting and challenging. If you
like adventures then this one

is for you' - NILUG issue 1.3
“Colossal Adventure is simply
superb . . For those who want
to move ento another
adventure of similar high
guality, Dungeon Adventure is
recommended. With more than
200 Incations, 700 messages
and 100 objects it will tease
and delight!"

(1591591551515 L5 15 )15 L5 1 15 L 7 L
LORDS OF TIME

Joins our range of acciaimed pure-text puzzle adventures, at £9.90, for:
BBC 3:x COMMODORE 64 SPECTRUM a5k LYNX 15x NASCOM z2x ORIGC 15k ATARI 301

— Egducational Computing, Nov 83

ADVENTURE
REVIEWS

“Colossal Adventure ,
undoubtedly the bast
Adventure game around, Level
9 Computing have worked
wonders to cram all this into
32K . . Finally Dungeon
Adventure, last but by no
means least. This is the best
of the lot - a truly mazsive
adventure - you'll have to play
it yourselves to belive it."

- CBM &4 Users Club Newsletter
“The puzzles are logical and
the program is enthralling.
Snowball is well worth the
money which, for a computer
program, is a high
recommendation."”

- Micro Adventurer, Dec 83
“Snowball . . Asinall Level 9's
adventures, the real pleasure
comes not from scoring points
but in exploring the world in
which the game is set and
learning about its denziens. .,
this program goes to prove
that the mental pictures
conjured up by a good textual
adventure can be far more
vivid than the graphics
available on home
computers,'’

— Which Micro?, Feb &4
“Lords of Time. This program,
writen by newcomer Sue
Gazzard, joins my favourite
series and is an extremely
good addition to Level 8's
consistently good catalogue |
As we have come to expect
from Level 9, the program is
executed with wonderful style
- none of those bering “You
can't do that” messages!
Highly recommended.'

- PCW, 1stFeb 84

MIDDLE EARTH ADVENTURES
1: COLOSSAL ADVENTURE

“Adventure” with 70 bonus locations added
2: ADVENTURE QUEST

power, and destroy it.
3: DUNGEON ADVENTURE

humour s essential!

1: SNOWBALL

the sun.in this massive game with 7000 locations

L/L5/15/L/ L5/ L5/ L1/ L5/ L L9/ L L/ L/ L L/ L L L L L L L L L4 L L L T

SIS/ 1515/ L/ [5/L9/ L5515/ 15/ L5 L9/ 15 15191519 [5

7: LORDS OF TIME

QOur congratulations to Sue Gazzard for her super design
for this new time travel adventure through the ages of
world history. Chill to the lce-age, go romin' with Caesar's
legions, shed light on the Dark Ages. etc.

A complete, full size version of the classic mainframe game

Centuries have passed since the time of Colossal Adventure
and evil armies have invaded The Land. The way is long and
dangerous; but with cunning you ¢an overcome all obstacles

THE LORDS OF TIME SAGA

L/ L5)/ L5/ L/ L)L/ L/ L/ LS5 L5 L9/ L5119/ L5 L5 /L9 L LS5

on the way to the Black Tower, source of their demonic

The trilogy 1s completed by this superb adventure, set in the

Level 8 adventures are available from good computer shops,
Dungeons beneath the shattered Black Tower A sense of

or mail-order from us at no extra charge Please send order,
or SAE for catalogue, to:

LEVEL 9 COMPUTING

THE FIRST SILICON DREAM ADVENTURE

The first of Pete Austin’s second trilogy. The giant colony
starship, Snowball 9, has been sabotaged and is heading for

Price: £9.90 each (inclusive)

Dept CM4 228 Hughenden Road,
High Wycombe, Bucks HP13 5PG

Please describe your computer

N I919/19/19/19/(5)

L e



* The
Golder
Apple

48K Spectrum

You must set out on a quest to find the
‘Golden Apple’. On your journey you

will pass through mansions, travel
overseas and onto an island, hunting

your treasure.

All these games

pe1Th

cassette save routines.

are instant-response machine
code programs. Adventures B, C and D include

ttic Computing Ltd,
in Street, Brandesburton,

' Driffield Y025 8RG
B 10% Discount for2and 15% for 3

or more.

Chegues and P.0.'s made
payableto Artic Computing Ltd
Dealer enquiries welcome
Please stale whether your order is
for ZX81 or SPECTRUM

Access and Barclaycard
welcome

Send S.A.E. (9in x 6in) for FREE
catalogue of our wide range
of programs

ADVENTURES A,B,C &D NOW AVAILABLE FOR COMMODORE 6
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16/48K ZX/Spectrum
16K ZX81

You find yourself
stranded ona strange
alien planet. Your aim
IS ta escape by finding
yourcaptured space
craft. Butbeware of the
little green man who
may get to you!

48K Spectrum

16K ZX81

You are in the middle of
a South Amernican
jungle when you
stumble across a
strange Inca temple
Enter it to collect
treasure andthentry to
return. But beware
don't let greed be your
downfall

48K Spectrum

16K ZX81

While ona
reconnaisance
mission you are drawn
to an alien cruiser on a
humanaoid slave
mission. Try ta escape
from aggressive
aliens, luscious
androids and drunken
barmen. Youronly help
is Fred the friendly
android

48K Spectrum

16K ZX81

You have to survive an
engine failure while

flying over an apparently

uninhabitated island in
the South Atlantic. Use
your wits to harass the
enemy, but treat the
beautiful nativewomen
with respect, to escape
fram the isiand and
return to anallies
aircraft carrier

ARTIC COMPUTING LTD.

Main Street, Brandesburion,

Driffield Y025 8RG m
Please rush me:

agvenure A0 cCloOe0

“for my ZX81 £5.95 /SPECTRUM £6 95

I enclose & cheque for £
ar debit my Barclaycarg 20w

NAME
ADDRESS

complete as appicable.




FOOTBALL
£7.95

Pradiction.
With 8 methods of

analysis— et your
uice you 1o
i 4

: I\_-"' i
Selected producis ’ L

available from: I

Boots, Woolworths, HM.V |
Menzies, Greens, Lasky's, |
Rumbelows, Seliridges;
Spectrum Dealers |

Video Palace, Zappo,j|

and all good),

Computer shops, |

¥

® FIGHTER

: Joystick compatible.

B Please send me the
foilowing
the Spectrurm

PILOT

£7.95 48K Spectrum

ioor Trade Centre,

7l 1 'Watchmoor Road,

ja Camberlgy, Surrey GU15 3AJ

combat ever saen on the spectrum| \

Lttt e L L L T T T T T b kL L pyeeyeea——|
Night Gunner 48K Lifetime Guarantee Cheques payable to Digital Integration
Fighter Pilot 48K lencloseachequePO.for—___  Total
Football 48K [JE7.9 Piene L =

Taxi (Any Spectrum) [1£5.50 Address

VAT andp. &p. sivie within UK
{Overseasinc. 55p. per cassatte)
Trade and Export enquiries
welcome. Tebe Sales Camberley (0F6

Please send to Digital Integration, DeptCM4

Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GU15 3AJ

7.95

Or debit my Access Account No.
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Millionaire

Producer: Incentive
Software

Memory required: 48K
Retail price: £5.50
Author: John Hunt

The title page of this new
strategy game shows a mil-
lionaire’s mansion next to a
drab looking block of flats -
rags 1o riches. When the load-
ing is completed the screen
clears and you hear a tele-
?hone ringin could it be
ame on the o erend’?

As a home computer owner,
you have written a program
and are willing to invest £500 of
your own money into market-
ing it. Can you make it to the
top?

First up comes the inevitable
strategy option meny - in this
case a choice of what the prog-
ram is to be: arcade, adven-
ture, board game, business/
serious program, educational,
management game, ultility
ame or Other.
is decision you
are told that every
ram will consist of a %mf wnt-
ing b) good presentation, c)
original ideas or d) should
maintain interest. You have 20
points and you must allocate
the points acecording to your
thoughts on these four head-
ings. When this is done you
may choose to market the
game yourself, or sell it to a
software house to raise more
capital. Should you sell there
are a few offers (the biggest of
a meagre bunch of bids com-
ing from lcentive of course). If
none are acceptable you can
carry on yourself.

The game presents most of
the likely problems confronting
a small software business and
takes in such items as the cost
of advertising and duplication.
Decisions must made
regarding articles and PR in
magazines, raising loan capital
at the bank, writing new prog-
rams and whether to increase
sales by adding short second
programs to the other side of
your tapes,

Each month a chart shows
your progress, how many
tapes have been sold in the
month, how many games on
the market, total sales, tapes
still in stock, and on the debit
side — rates, phones etc, total
assets and amount borrowed
from the bank. Interspersed
news items inform you of
things such as weather condi-

tion affecting sales of games,
20 CRASH May 1984
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or whether a magazine has
published an article about your
products. If the worst should
come to the worst, you can
always sell out. . .

CRITICISM

‘Millionaire has some very
neat graphics for a strategy
ame. Colour is well used for
o iext to distinguish items at a
glance, and the monthly bar
chart showing your progress is
quite an exciting matter. Every
now and then, if you're doing
well, you are offered “a chance
to reconsider’, which takes
you back to the first option
menu where you can decide on
the value of content, nta-
tion etc. | thought this was an
enjoyable romp with several
grains of truth buried in it!'

‘For anyone comiemplating
marketing their own software,
Millionaire may turn out to be
less of a game and more a way
of life. Given the normal limita-
tions of a computer program,
this ‘one seems to echo prob-
lems encountered rather well —
at least, if you've never
encountered them before, it
might seem to! It does tend to
get a bit repetetive after a
while, but | thought that was
offset by the interest created in
seeing your company rise and
rise.’

‘Chance elements can
sometimes seem needlessly
cruel in strategy games. Mil-
lionaire has a recurrent busy-
body who causes you a loss of
sales by raking up your past,
which has obviously not been
all that savoury. t on the
whole life treats you kindly in
this game compared with
some. The graphics are very
goad, especially the pictures of
your company’s headquarters,
which starts off in a terraced
house, and moves onto a more
salubrious suburb (I havent
made more money than that
yet). | noticed that the scale on
the bar chart alters to take into
account the sums being dis-
cussed. Millionaire may not
have quite the depth of options
open to a player that some
other strateqy games have, but
| found it all quite compulsive.

INC.

| COMMENTS

Use of computer: mostly
numeric keys, all screen
Eompted

eyboard play: very fast
responses
Use of colour: very good
Graphics: effective text,
detailed scenes
Sound: average
Skill levels: 1
General rating: a relaxing
game, and a compelling
strategy.

Use of computer 78%
Graphics 76%
Playability 85%
Getting started 78%
Addictive qualities 79%
Value for money 84%
Overall 80%

Brad Blasts
the Galactic
Barbarians

Producer: Express
Software

Memory require: 48K
Retail price: £5.95
Language: machine code
Author: M. Fox

Express Software is a new
company who, in common with
some other software houses,
have chosen to create a hero
around which to set games, in
this case Brad. The scenariois
set in the year 2025 and Earth
is the HQ for the Intergalactic
Security Network (ISN). The
inhabitants of planet Delta 10
have become increasingly war-
like and the ISN have been
informed that the Galactic Bar-
barians who inhabit Delta 10
have developed a super power
serum. Brad Stevens has been
ordered to destroy the serum.
Brad Blasts the Galactic
Barbarians is agame played in
five stages. Stage 1 (flight

e —

through space) has Brad fight-
ing his way to reach a space
station while under attack from
enemy fighters, comets and
asteroids. Stage 2 (docking)
sees Brad trying to get into the
space station, which has been
surrounded by enemy fighters.
Stage 3 (flight to Delta 10) has
Brad, now in a new fighter
craft, battling through hordes
of enemy craft. In Stage 3
(walk to the laboratory)
has to defend himself againsta
scouting party who are all
equipped with jet packs. The
final stage (inside the laborat-
) is a large maze filled with
c%orgs and the walls of the
passages are electrified.

The producers are running a
competition, details on the
inlay card. If you score over
10,000 points and complete
the game you will receive a
code. You also have to guess
the year Brad arrives (he goes
back in time) and fill in one of
those lines which asks why you
picked this year, to qualify. A
portable TV is offered.

In addition to the five sheets
of the game, there is a very
affractive sequence in which
Brad's ship takes off from
Earth to do battle on the first
main screen. Between each
stage a transmission at the
base of the playing area
informs you of what's about to
come,

CRITICISM

‘Brad offers a very lively com-
pendium of games without the
usual drawbacks associated
with having several different
game types on one tape. After
a mission control run-down on
what you are supposed to
atternpt, and helpfully tellin

you itis a million to one you will

succeed, your ship takes off.
The first screen in this shoot
‘'em up game is a galaxian-
style one with enemy ships div-
ing down, firing, asteroid frag-
ments falling and larger - blue
ones — that tempt you to shoot
- a mistake, as they shatter
into more asteroid fragmenis.
In addition, there are flaming
comets streaking in from the
left at a diagonal. If you clear it,
you move on to a screen,
where your ship automatically
moves slowly up the screen
towards the space station's
open doors at the top. The
Barbarian ships dodge all over
the place trying to get you. The
third is a fast galaxian-style
again, but your new ship
moves and fires much faster at
the green hordes above. Once
landed on Delta 10, Brad is
seen on the ground firing up at

¥
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what looks like Jetpac men,
who are dropping bombs on
him. This screen leads to a
complicated but simply drawn
maze with electrified walls and
cyborgs. There are three parts
to the maze and different
cybor?s in each. The games
are all very jolly and well worth
playilng if you like shoot 'em
ups

‘Many different games
reqguiring different skills have
been combined into one, mak-
ing a very playable package.
Graphics are smooth, but not
terribly fast, and your craft
seems to be a little unrespon-
sive. This does add lo the diffi-
culty of the game. The graph-
ics have good detail and are
colourful. The sound is quite
good although basic in the
sense that it only signals
explosions and so on. | liked
the third screen, especially the
way your fighter fires its twin
photon beams. After a few
plays, the introductory mes-
sage screens become irritat-
ing, and it might have been a
good idea to have a skip facil-
ity. In general, an original plot.’

‘This is definitely a game that
needs a joystick, as the control
keys are the cursors, which are

rather awkward to use, espe-
cially in tight corners.,On the
other hand, the keys work bet-
ter in the maze sections than
the joystick, since fine tuningis
needed to guide Brad through
the narrow corridors. Good
value with every screen being
a playable game.'

COMMENTS

'(;ontrol keys: cursors, @ to
ire

Joystick: Kempston, ZX 2,
Protek, AGF

Keyboard play: a little
unresponsive in ship
movement

Use of colour: good
Graphics: generally good
Sound: above average
Skill levels: 1

Lives: 5

General rating: good,
playable, its addictive qualities

may wear after a bit

Use of computer 75%
Graphics 72%
Playability 78%
Getting started 83%
Addictive qualities 65%
Value for money 75%
Overall 75%

Sorcery

Producer: Virgin Games
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Martin Wheeler

Sorcery is an adventure
arcade game along reasonab-
lye similar lines to that of
Alchemist. The earth has fallen
into the Dark Ages and an evil
Necromancer and his demonic
servants have conquered the
| lands, enslaving the rpecpie.

But there is stil a ray of hope -
You. As the last of the great
sorcerers, you must travel from
your homeland to Stonehenge,
where three fellow sorcerers
are held captive.

Sorcery is played out over
many screens with trees, lakes
and castles. Each screen con-
tains one or more demonic
maonsters as well as useful and
harmful objects such as keys,
swords and cauldrons that sap
your energy, There are also
cauldrons which replenish
energy.

Half the trick, as with a text
adventure, is to discover what
objects, collected on one
screen, with do on another.
Keys will sometimes open
trapdoors on another, without
which you cannot leave the
screen. All the while you are
pursued by the monsters
which flit about all over the
screen. The Sorcerer can fly
and try to avoid them, for any
contact will freduce his energy,
One problem is that the exit
doors on each screen have dif-

ferent characteristics: some
must be walked into, some
fiown into. Falling into a lake
means instant death.

CRITICISM

‘Like an adventure, in this
game you must sort out what
objects to take along with you.
The problem is that collecting
them means an almost certain
encounter with the demonic
monsters, whereas ignoring a

key or a sword rnalkz_l mean you
can get straight through ;the
screen without a problem, only
to encounter a door that won't
open for you, or a monster that
could have been killed with a
sword. The screens are all
played through very fast, no
danger of getting bored with
one. Some even take as littlle
as 10 seconds. Good, large
graphics and an imaginative
use of landscape in some
screens make this one of the
best and most original yet of
Virgin’sgames,

‘Sorcery Is a fast-maoving
arcade adventure game with
quite an original plot, and it is
carried out well. There isn't
much going on in each screen
butitis still difficult. The graph-
ics are colourful and well
drawn, smooth moving and
fast. Unfortunately the respon-
sive keys are rather poorly
positioned  with  left/right
positioned one above the
other. A good game, and cer-
tainfy one of Virgin's best,"

‘Once you have sorted out
what objects do what and on
what screens, Sorcery loses
some of its magic (groan).
However, the arcade element
still makes it enjoyable, and the

amount of energy drain, when
making contact with monsters,
has been calculated very well,
o that even a successful run
through the screens will leave
you on a knife edge in the last
couple. Perhaps not wvery
addictive after a few plays, but
playable and nicel
implemented with large, oo?(
ourful graphics. The move-
ment keys are a bit odd, but as
there are only three, not too
difficult.’

COMMENTS
1EC{:r.-ntw:d keys: Q/A left/right, @

Y
Joystick: none
Keyboard play: responsive,
but poorly positioned
Use of colour: good

Graphics: smooth, fast,

detailed, good |

Sound: fair

Skill levels: 1

Lives: energy drain, only one
if you land in the drink
General rating: good but
lacking somewhers in the
content to give it ever-lasting
life.

Use of computer 63%
Graphics 79%
Playability 75%
Getting started 65%
Addictive qualities 77%
Value for money 71%
Overall T2%




They Say the
World will
Die in Fire
and Ice

Producer: Electric
Software

Memory required: 48K
| Retail price: £4.50

| Language: machine
code

Electric Software dub them-
selves ‘The People's Com-
pany’ and aim to produce
games at prices people can
afford. In fact this particular
adventure was intended to be
on sale at the amazing price of
£2.99, but sadly the cost of

packagi had been under-
estimated, which resulted in
the rise. Nevertheless, at

under £5 it does represent
goed value.

The scenario is that you are
the Master of the Mystic Arls
and the computer is your local
disciple Zemlya. The Oracle
Orb of Andorra has warned of
twin demons of Fire and lce
released by the MNameless
Ones to lay waste the Earth. As
the Master, you aren't going
anywhere of course, poor old
loyal Zemlya has to do the dirty
work while you watch on with
your almost all-seeing eye.

This is the only instruction as
to the object of the adventure,
| much has to worked out by the

player. A brief instruction page
on screen informs of the usual
adventure words which may be
used and warns you to experi-
ment. It also suggests Tou
SAVE the game every few
steps as this only takes a few
seconds and saves you the
bother of starting off from the
beginning every time you lose
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The World shall die by Fire an

sl

d ice - 30 save it.

your life (or Zemlya's).

The game starts in the Mas-
ter's chambers of meditation
and there are no visible exits.
Also present is the Oracle Orb
of Andorra. The first problem to
overcome is gattin% out of the
chambers, and suffice to say
that there are actually two
directions and the method is
very simple but not so ebvious.
Once you have solved this
one, the answer to it will pro-
vide a guide tc many other
problems later on.

The game is largely text
orientated, but there are also
graphics of a simple nature to
enliven the already busy pro-
ceedings.

CRITICISM
‘Once you get out of the

| chambers of meditation the

adventure really ins and
takes you to various locations
in the immediate vicinity of
where you started.
Stonehenge is just down the
road, there's a mine, a dark
and gloomy forest, a dark pit
and the edge of the lake across
which you can see the towers
of Kush. It is into these towers
you must go to get any further,
but you can't swim and you
never learned to fly. The com-
puter's replies are humorous
and often whining with self-

pity, especially when you force.

it to enter dark mines and pits.
Usually its sense of self-
preservation should be iaken
to heart! So the responses are
not onévewiny. but usually carry
a hidden meaning as well.
Never learned to fly, eh? Com-
ing across a cloak of levitation
might be useful, and, indeed,
there is one - atleast, there is if
you can find out how to reach
the location where it is hidden.
Fire and lce has you running
around in circles to gather
objects, drop them in favour of

others, come back for them
again until you gain entrance to
the towers, where more sefi-
ous info is imparted, and then
the game takes on a new
angle. You are presented with
a complex spatial/
mathematical puzzle to solve —
that's where I'm still stuck! But
so far the indications are that |
the puzzle will be worth the
solving.'

‘Although you are not told
the objectives of the adveniure
there is a lot to keep you
occupied. | coftoned on quite
quickly that the computer tells
you one thing when some-
times it means the opposite.
There are some very simple
block graphics, but they are
not needed. The program is
100% machine code, so the
responses are instantaneous,
§0 you can move about very
quickly from location to loca-
tion. The descriptions are not
always very detailed, but the
computer's responses make
up for most of that. | thought
this was a tough game that
managed to be quite addic-
tive.'

COMMENTS

Response: fast
Graphics: clear text, some
simple graphics instantly

enerated

neral rating: an

imaginative adventure with
gome unique problems to
solve and with plenty of scope

in each defined area. Good
value

Use of computer 78%
Graphics 58%
Playability 84%
Getting started 69%
Addictive qualities 86%
Value for money 89%
Overall TT%
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In association with INCENTIVE SOFTWARE LIMITED, we are offering
£1,000 worth of prizes in the form of Incentive’s brand new game,
Millionaire. Two hundred lucky entrants could win them-

selves a copy of the game, which sets out to let you become
a millionaire out of the games software market.

Most of the answers to the questions set out below can be found

either in this issue or in previous issues of CRASH, especially
issue No 1 (February). If you haven't got a copy of issue No 1, we
do have back numbers available now (plug, plug), see our ad.
Some of the answers may require a bit of thinking, but then, if
you're going to become a software millionaire, you're going to
have to do a bit of thinking anyway!

incentive Software began life last year
in August and is run by lan Andrew and
lan Morgan. The company's first game
was the very successful maze game
which ‘yvippeed' its way into the charts
under the name of SPLAT! It was co-
written by both lans and offered a £500
prize to the highest scoring player by
January 14th. Hi-scores were all coded
for verification and the winner was 17-
year-old James Tant, of Wokingham.
He beat all competition and scored a
massive 112,930 points on Splat!, which
was a formidable achievement consider-
ing the game’s difficulty. James said his
secret was between five and seven
hours every day for three months prac-
tising.

Before Incentive started, lan Andrew,

oid, d

a youthful 25 ; e his
name with a

duced by — wi 2l théy&

details up inCRASH as Fl;ﬂ of
a question} Incentive was desﬁﬂq@
software company that

incentives m @e/form of pn

to is gat e the name incentive
Softwars. Bu : .of operations, a
shop in B *fa named after their
first game, 5 - The Splat Shop.

ething of an arcade
games nut@aw I search out all the lat-
est video games in the arcades, and |

: &é;ﬁgg;:ﬂcn of machines in the

§Jump), an old Bell

armed bandit and a
table-top football game.’As he points out
disarmingly, it all leaves very little room
for living space!

Incentive has a policy to get away
from the normial run of computer games.
‘| know there are a lot of people are
slowly getting swamped with splendid
graphics shoot 'em ups, and they want
something a bit different to get their
teeth into,' says lan. Bearing this in
mind, Incentive have been moving
towards strategy adventure-type games
like 1984 and the Mountains of Ket tril-
ogy, although they are currently working
on all kinds of different projects. Several
of these games have come from people
who came into the Splat Shop, like Rob
Carter (1984) and Richard McCormack
(Ket Trilogy ). John Hunt, who wrote Mil-

lionaire, sent it into Incentive because
he liked 1984 so much.

Incentive's next incentive is a video
cassette recorder to the first person to
complete the Ket Trifogy. Paris 1 and 2
are already available, Mountains of Ket
(reviewed in CRASH March issue) and
the new Temple of Vran. The final partis
due out this summer or autumn,

Meanwhile, it's time to sharpen your
wits and put that extensive knowledge of
the games software market to good use
and win yourselfa copy of Millionaire. All
you have to do is complete the questions
below and send the answers to us on a
postcard please to:
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Millionaire Competition

1. By what factor does the American
Billion differ from the British Bil-
lion?

. Which game did lan Andrew write

and release first?

. What was the software house that

released lan's first game? |

Fill in the missing word: 'Who

wantstobea...

Research rather than mathemati-

cal genius should enable you to tell

us what is the last number in the
series: 95, 70, 74, 85, 75, 80 —.

6. What have these words in com-
mon? NINE, ENTICE, VENT,
CINE.

7. Write another word that goes with
those in question 6.

8. Who wrote Millionaire?

S S ST

rect replies out of the bag .n.llin

copy of Millionaire.

Crash/incentive  Competition,
PO Box 10, Ludlow, Shropshire
SY8 1DB

SPLAT, winner James Tant

ISL

INCENTIVE

'SOFTWARE LD
SPLAT!

Ak SPECTRUM CHALLENGE

FROM INCENTIVE SOFTWARE LTD

Millionaire Competition i
i

Entries must be received by
Friday, May 25th a

H
1
i
|
1
!
!
r

§
5




MORE & BIGGER HOTLINE PRIZES!!!

Whether you phone in or write in, all names and addresses go
into the bag to be drawn monthly. First out will receive £40
worth of software of your choice plus a CRASH tee shirt; and
five runners up will each receive three issues of CRASH free
plus a CRASH tee shirt.

The top five places haven't changed since last month, with Manic Miner at number
One, as yet unaffected by the release of Jat Set Willy. Still with only a very few days
on sale JSW has up in the number 41 siot. Quicksilva are still hanging on
with Ant Aftack and some of those top have been threatened by Mic-

romega’s Deathchase. Footbal Man, stHI proves popular and Chuckie has
improved. One of the | 19@5 Is ln'ltwlon 8 Fi Pilof, up'to 18
places followed by Durreil’'s Scuba dive, up 19 places, Hunchback 1ook a

slide while Vortex's Android 2 has leapt into the lower twentiss. Newcomers fo

charts are Oracles Cave, Fred, Krakatoa, Urban Upstart and Zaxxan . Imﬂrssﬁngiy
adventure utility The Qull, which appeared last month has held onto its position,
showing that a really usaful utility can hold its own against games programs.

YOUR VOTE IS EXTREMELY
IMPORTANT — USE IT PLEASE!

HOW TO USE THE CRASH HOTLINE

Method 1

CRASH HOTLINE PHONE:IN. Ring the number below. We have had
to install an answering machine. After the recorded message state
your name and address very clearly, spelling it out if necessary (ifit's
an unusual'name!) and then state the five games, with producers'
names, starting with number 1 down to number 5. Please do this as
quickly as possible:

THE CRASH HOTLINE PHONE NUMBER IS
0584 (Ludiow) 3015

Method 2

CRASH HOTLINE WRITE-IN. Use the coupon below, making sure
you fill in all the details very clearly. Pop tha coupon in a stamped
envelope and send it to us at the address on the coupon,

DEADLINE
Votas for the next chart must be in no later than 23 May. Votes received
after that date will go forward to the next month.

If you use the phone-in Hotline, you may have to bear with us — it's
already proving very popular, which means you may well find it
engaged when you ring. Try again later,.and if all fails use the write-in
coupon for safety.

CHASH HOTLINE WRITE IN COUPON

| Please use block capitals and write clearly!

..........................................

| Send your coupon to: CRASH HOTLINE, PO BOX 10,

| LUDLOW, SHROPSHIRE SY8 1DB
CRASH May 1984

CRASH HOTLINE SPECTRUM SOFTWARE CHART

Flgures in brackels show lagt manth’s position

1 (1) MANIC MINER 30 (37) JUMPING JACK
Software Projects Imagine
2 (2) ATIC ATAC UItrmate 31 (17) TRANZ-AM Ultimate
3 (3) LUNARJETMAN 32 (23) PSSST Ultimate
Ultimate 33 (31) SPLAT!Incentive
4 (4) JETPAC Ultimate 34 (25 FLIGHT SIMULATION
5 (5 3DANTATTACK Psion
Quicksilva 35 (26) MAZIACS DK Tronics
6 (8 3DDEATHCHASE 36 —{30) TIMEGATE Cuicksilva
Microl a 37 (200 MR. WIMPY Ocean
7 (11} CHEQUERED FLAG 38 (--) FRED Quicksilva
Psion 38 (--) ADVENTURE
8 ( 6) HOBBIT Melbourne CREATOR
House 40 (-) KRAKATOA Abbex
9 (74) FOOTBALL 41 () JETSETWILLY
10 (9) MAH&?EH Addictive Software Projects
ZOOM Imagine 42 {39) HARRIER ATTACK
11 (i6) CHUCKIE EGG A&F b Durredl
12 (10) VALHALLALegend | 43 (43) THE QUILL Gilsoft
13 (13) PYRAMID Fantasy 44 (27) KONG Ocean
14 (32) FIGHTER PILOT 45 () 3DCOMBAT ZONE
Digital Integration Artic
15 (78} WHEELIE 46 {--) URBANUPSTART
Microsphere Richard Shepherd
16 (12) PENETRATOR 47 (-) ZAXXAN Starzone
Melbourne House 48 (-) BARMY BURGERS
17 (36) SCUBA DIVE Durrell Bla
18 ( 7) HUNCHBACK Ocean |49 (- mc’?nron DK
19 (15 BUGABOO Quicksilva Tronics
20 (19) ALCHEMIST Imagine | 50 (-) THRUSTA Software
21 (27) HALLS OF THE Projects
THINGS Crystal
22 (40) ANDROID 2 Vortex
a (29 annﬂta!JEISDAY CASTLE | vhis month's Hotline Winner is
25 (22) SCRABBLE Psion & Wear. The five runners up are:
26 (48) TESTMATCH CRL Alan Hake, Aberdeen, Peter
27 fg? PHEENIX Megadodo Flynn, Wokin Su‘rrey A. Wells,
28 (24) STONKERS Imagine | Cambridge, Nigel ‘Nutby’ Best,
29 {__} ORACLE'S CAV LEBdS and N.H. O htﬁﬂ
Doric Mareton-in- -Marsh,

My top five favourite programs in descending order :
are:

I
TITLE PRODUCERl
4 |

I
2 I
; i
4 l

I
3 I
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You stand on a high platform
overlooking a spectacular sub-
terranean waterfall. The air is
sweet and fresh and the cool
refreshing spray pours new life
into your tired limbs. But this is
no place to relax. A warrior
from the last expedition lies
slain here and you still haven't
discovered the key to the
northern labyrinth. “Stealthily
moving east you enter a large
cavern of life-like, almost
human, statues - everyone a
masterpiece, they must have
been moulded by the greatest
of craftsmen. But who is he?
And who collected them in
such a remote and dangerous
place? Prn?;essing north you
eye is caught by a shimmering
light. Moving closer you find a
gem-studded trident. The
gems alone must be worth
thousands! Your thoughts are
disturbed by footsteps behind
you. Slowly turning you hear
an insidious hissing sound.

Suddenly the words of the
Goblin Chief all make sense,
Medusal

Can you escape from Med-
usa er will you become the lat-
st victim to adorn her home?
What is the significance of the

& e I

DER

trident? Is it the key you have
been searching for or only a
cruel decoy?

Adventuring is an anachron-
ism.

You are comfortably seated
in a cosy room at a microcom-
puter and all creature comforts
are close at hand. Yet you
delve ever deeper into an alien
world of dark, dank dungeons
and man-eating monsters. Sit-
ting at your micro you are pas-
sive and relaxed and yet your
mind is in turmoil as your
struggle in a seemingly
impossible predicament. Often
in adventure the explorer has
an active, decidedly physical,
role.

Although an adventure can
often seem to be an endless
string of puzzles it somehow
Seems incongruous to have a
computer itself in an adven-
ture. Now that space walks and
inter-planetary travel are con-
temporary issues many adven-
tures find their setting in pre-
history or are difficult to place
in any time. Surrounded by
plastics and man-made fibres
in the real world, your only aids
in adventuring are harvested
from Mather Earth Herself; iron

EK BREWSTER’S

DEREK BREWSTER has been an ardent adventurer f

or

some time, and not content to merely play the games, he

put his programming talents to good effect and
one of the earlier successful adventures for the

roduced
pectrum,

Velnor's Lair, now marketed by Quicksilva. He has also
written Starclash and Codename Mat for Micromega. In
this issue he kicks off his new regular column for
adventurers and introduces our new
ADVENTURE TRAIL CHART.

swords are thrust into beauti-
fully embroidered leather
scabbards, warmth is assured
with a thick woolly fleece, and
brightly-burning torches are
used to seek gold coins. Once
again adventures offer us
something not readily avail-
able in our modern world - hid-
den treasure that has never
seen a deposit account,

Itis my conjecture that good
adventures are like good
novels - they must create a
world that is both consistent
and believable.

This column is for the
exchange of views, ideas and
comments, and criticism of

games you have played. You

may have read our views on
the games you have played -
now let us know whai you
think. 1 hope the column will
prove a useful forum for shar-
ing hints and tips. After all, we
have all at sometime wished
that someone would give us
the smallest clue to escape
from a prison cell or to cross a
bubbling swamp.

So if you are stuck for your
next move with any adventure
let us know. If we cannot ans-

wer your problem we will ask
other readers for suggestions.

Large numbers of games
are being released each month
and the numbers are increas-
ing all the time. Many call
themselves adventure games,
but this term is becoming
broader all the time. After all,
no one would call Planet of
Death or Snowball arcade
games just because they are
set in space, yet many com-
panies call games adventures
purely because of a fantasy
setting.

in this column | hope to
review most of the new adven-
ture releases, revealing what
type of game they are and dis-
tinguishing those that are
worth buying from those that
are not!

Any hints, tips, problems or
anything of general interest
relating to adventure games
should be addressed to:
Derek Brewster

Adventure Trail,

Crash Micro, PO Box 10,
Ludlow, Shropshire

SY8 1DB.

Most computer magazines
publish their own charts these
days. With only cne or two
exceptions, adventure games
fare badly in these charts.
Mainly because few adventur-
ers are stocked by the chain
stores who make up the charts.

We at CRASH would like to
produce the first adventure
chart. This chart will be based
on what you think about the
games you have played, noton
sales figures. This will give the
many excellent games not sold

by the chain stores a chance of
charting. This should prove a
much better indicator of which
really are the best adventure
games than does any other
chart.

To contribute all you have to
do is give the adventures you
have played a rating out of ten
and send these ratings to us at
CRASH. We will then calculate
the average readers rating for
each game and draw up the
adventure charts accordingly.

Voting on the CRASH

CRASH ADVENTURE TRAIL CHART

Adventure Trail Chart need
not affect any votes you might
want to send in to the main
HOT LINE CHART, sodon'tgo
dropping adventures out of
your HOT LINE votes because
you also want to vote for the
ADVENTURE CHART!

The names of all con-
tributors will go into the bag for
amonthly draw and the first out
of the bag will win £40 worth of
software and a CRASH tee-
shirt, with five runners up win-
ning a CRASH tee-shirt each.

Youmay WRITE into us or ring
us on the CRASH HOTLIN
PHONE-IN NUMBER but
please remember to tell the
answering machine that your
vote is for THE ADVENTURE
CHART. The number is 0584
3015.

CRASH ADVENTURE TRAIL
CHART, PO BOX 10,
LUDLOW, SHROPSHIRE
SY8 1DB

-
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Can't stand the penetrating smell of oil paints and
terpentine? Are you drowning in diluted, diffused water
colours? Forget about paint brushes, mixing pots and
smeary dirty hands. The canvasses of the future are VDU or
television screens and the crayons give way to flexible
utility programs. Today the applications are limited by the
lack of affordable colour screen printouts, but this is bound
to change in the near future.

Every artist will confirm that the selection of the right
drawing utentils is of prime importance, and we therefore
examine four drawing utilities now available to the budding

Spectrum artist.

C.A.D. from Dream Software
Dynamic Graphics from
Procom

Melbourne Draw from
Melbourne House
Paintbox from Print’n’Plotter

Graphical work on the screen may be

subdivided into three main activities:

Background and title screen
creation

Creation of user definable graphics

(UDG)

Handling of moving graphics

(Sprites)

The selection of the right utlhty
depends entirely on the specific
application. Not all utilities provide
facilities for all three disciplines: each
one excels in one of the tasks.

SCREEN CREATION

Screen creating can be a very time con-
suming job. The basics are simple: set
orreset the 49'152 pixels which make up
the screen and give the 768 aftribute
positions the required value. If you pro-
vide for every pixel a minimum of 10
seconds for setting or resetting, you will
have to work non-stop for five days, 16
hours and 32 minutes.

The colouring works cut a fraction fas-
ter at two hours eight minutes.

Obviously there are alleviating factors
which reduce the required time enorm-
ously. Not all the screen has to be dealt
with on a pixel resolution. Text and fil
areas can be handled in character
resolution. Nonetheless it is of prime
importance that the utility provides an
expedient and proficient way of perform-
ing screen functions without having to
go through any lengthy function select
Frocedures for a simple screen manipu-
ation. Added facilities such as diagonal
cursor controls, screen magnification,
window creat'ron, scrolling, etc, give the
user extra flexibility and can prove a very
useful bonus.

Melbourne Draw scores the highest
marks in user friendliness. This progam
provides the clearest logical procedure:
screen and attribute handling are com-
?Fetely separated, The screen may at
rst be edited by positioning the cursor
with the eight direction conirols and then
putting pen to paj r for the actual draw-
ing movement, The picture, including
the usual edit area can be created in
‘black and white." When satistied the
attribute edit mode is selected and the
identical procedure can take place for
the attribute character setting.
Melbourne Draw is the only program
which allows the atiribute cursor to be
moved in a non-destructive (pen up)
mode. The colour may be selected by
simply pressing the correct colour key
(ink and cap shift paper).

Lefe Top: Smaug From The Hobbit

with 3 purple eye.,
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“THE WRATH OF MAGRA”’
A THIRD CONTINENT
SERIES ADVENTURE

The first born has besn destroyed. The
Black Crystal of Beroth has been banished.
Thealliance of Evil has been defeated by the

armigs: of Lord Fendal. So ends the Third
Age. Now we invite you fo writé your name
in theshistory, of the Fourth Age of the Third
Continent

You will meet friends and enemies, old and
new, in the long awalted sequel to Volcanic
Dungeon. Using high resolufion graphics
and cur‘nbinmg the best gualities of *'Biack
Crystal’" and “Voleanic Dungeon'’, we will
ilfow yeu to become part of this tale of
revenge.

"The Wrath of Magra" comes as three, 48K
graimmes on cassette, boxed with in-
|t“ manuai-and book detalling the hi

of the Third Continent and the many
spells you will be using throughout the
game, For the 48K Specirum @

NOTE: '"The Wrath of Magra’' is
adventure. You need not buy

P kLR
Black Crysta )

CARNELL SDF TWARE LTD




Melbourne Draw also provides a
screen magnification facility, which can
display a portion of the screen four or 16
times enlarged. This proves to be so
useful that all the drawing is accomp-
lished on the enlarged scale. The cursor
position automatically dictates the
screen area displayed and as a further
bonus the entire screen may be pixel
scrolled to cenire the work area. There
are no special draw functions such as
circle. rectangle, etc, except fill.

The text mode includes the useful
option of writing text in any of four orien-
tations (I/e,rfl,u/d,d/u).

The program is aimed at providing a
professional drawing board and proves
to be a fast and efficient working tool for
the serious user.

Diynamfc Graphics allows the creation
of a window of any size, which may be
positioned, edited and copied anywhere
on the screen,, thus providing for multi-
ple screens or pattern generation within
the screen. Further to this there is a
rescale option, which will copy any
rectangular area of the screen to any
other part with different x and y scale.
This can prove to be a very potent fea-
ture. Special draw commands such as
line, circle and edit are also catered for.

Although Dynamic Graphics is first
and foremost a moving graphics utility,
its inbuilt screen creator proves to be an
exceptionally versatile drawing instru-
ment.

Paintbox offers a Kempston cursor con-
frol option with its Precision Plotter
screen editor. The inclusion of special
draw functions such as fill, erase (last
command), circle, radial mode and arc
fogether with the option of including an
of the 84 UDGs designed with the UD
editor provide for a useful screen tool.
The omission of a paper colour control
within the screen editor forces the user
to go through the lengthy procedure of
returning to the main menu for the sake
of changing paper colour,

The list of options in the C.A.D. program
suggest a very powerful drawing tool.
However the basic command procedure

of C.A.D. proves to be a stumbling block.
Every function is called by pressing the
appropriate command key, upon which
the selected command is displayed in
the information window. The user must
then press enter for execution. This is
even required for positioning the cursor.
This all makes for a lengthy procedure,
which ultimately takes the fun out of
drawing. Apart from the usual cursor

control there is the option of using.

memorised headings, but in practice itis
very difficult to make good use of it. The
shape creation function, which allows
the user to stoe and recall a sequence of
drawing commands, proves to be very
useful for pattern generation or similar
applications. C.A.D. has a complete set
of special draw commands, which
include among other things triangle, 3D
cube and 3D rectangle generation.

UDG CREATION

Faintbox offers a complete service for
UDG addicts. The program caters for
four banks of 21 UDGs which can be
called into the UDG area for access. The
edit facility is complete and practical to
use including inverse, rotating and mir-
ror functions. The UDGs are stored
together with a M/C routine for calling
the individual banks from Basic into the
UDG area. A sketchpad is provided for
experimenting with related UDGs
(multi-character sprites).

C.A.D. offers a less elaborate UDG facil-
ity, Up to 26 UDGs may be edited and
stored.

Melbourne Draw has no special editing
facility for UDGs but editing is accomp-
lished anywhere on screen using the
x16 magnification mode. Any of the 760
character positions on the screen may
be assigned as any one of the 22 UDGs.
Pixel scrolling may position the required
shape within the character grid.

Top: H good example
oF Melbourn

Praw's excellent
magnTrication

FBCT[ | t’Hi

Left: C.ADS special
draw commancdis
include 20 cubes
andrectangles,
Below: UDG addicts

are catered for
i1 Pain tbox,
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MOVING GRAPHICS

Dynamic Graphics is the only program
to actually handle sprites and sprite
movement from within a user's Basic
program. C.A.D. caters for the creation
of up to 40 24x24 pixel sprites (3x3
character), but leaves it to the user to
inject any life into the screen. It does no
provide any M/C routine for fast pixel to
pixel movement,

Dynamic Graphics provides the user
with a complete sprite animation facility
and must be invaluable for the prog-
rammer who doesn't want to delve into
the machine code labyrinth but requires
smaooth animation.

Six sprites of up to 4x4 characters
may be generated and edited with the
excellent sprite creator. The six graphic
characters are ftreated as individual
frames of an animated film and the user
may test the resulting motion by select-
ing the animated display, which sequ-
ences the frames on display to create a
living object. The character set may then
be saved to tape to be called up for later
use,

To integrate the moving sprites with-
out any knowledge of M/C, a sprite user
subroutine compiler is provided, which
creates a sprite positioning subroutine

here in normal user memory. This
mutlne can be accessed via Ran-
domlza User commands from within
Basic. Up to 10 different frames may be
positioned consecutively on the screen
and the result (if handied correctly) is a
very smoothly moving object.

CONCLUSION

The four programs under scrutiny all
have their individual merits.

Melbourne Draw stands outclearly as a
professional tool for title and back-
ground screen creations.

Paintbox provides the most flexibie
UDG creator combined with a useful
screen editor.

Dynamic Graphics is a must for any-
body wishing to create moving graphics
within their own programs without
bothering about M/C handiing.

C.A.D. provides a multitude of different
facilities for screen, UDG and sprite edit-
ing.

Hboue' E::pr“’te. ammat:on

avoids deluing into
acrine code in
namic

From Painkbox’s
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THE PROS AND CONS

C.A.D.

Plus: - Multitude of special draw
functions: Line, rectangle,
square, triangle, circle, para-
llelogram, 3D cube, 3D
rectangular box, fill, erase
(last command)

~- Grid display on edge of
screen

— Assignment of (A-Z) letter
labels to 26 points anywhere
on screen for ‘Draw by let-
ters’ facility

— Shape creation: 26 prepr:
rammable user commands
will perform a series of draw
commands (=draw
routines)

— Sprite generation: up to 40
3x3 character sprites

— Sprite generation of up o 40
3x3 character sprites

Minus: - Complicated and slow draw-
ing procedure (select com-
mand and press enter)

— Confusing and unpractical
heading facility (cursor or
preset heading)

100 CRASH May 1984

Graphits,
BelowlefE: A boat rﬁade

From Pa | nbbox;

DYNAMIC GRAPHICS
Plus: - T
N e, o e

Line, circle, arc, fill

— Window creation with full
edit and pesitioning facilities

- Rescale of rectangular area
anywhere on screen

- Excellent sprite creation;
4x4 character sprite edit
facility including ammanon
experimenting

~ Sprite user subroutine com-
piler;: Creates relocatable
M/C routine for handling up
to 10 frame 4x4 moving
characters from within Basic

Minus: - Mo grid overlay for screen

creation

- Qomplicated cursor direc-
tion controis

MELBOURNE DRAW
Plus: - Separate screen and aftri-
bute editing

Attribute skip (pen up) made
Diagonal cursor movement
— Magpnification x4 and x16 of
screen sections
- Fast screen handling
- Grid overlay using Bright
facility
— Pixel scrolling of entire
screen with wrap around
- Text can be written in four
orientations
—~ Reducing and enlarging of
entire screen
~ Simple UDG creation of any
character on screen
— Full screen availabie for
drawing (information win-
dow relocatable)
Minus: - Complicated fast
movement
~ No special draw commands
except fill

PAINTBOX
Plus:

cursor

- Two cursor speeds

- Kempston cursor control
option

— Special draw facilities: Fill,
erase, circle, radial mode
arc

- Excellent UDG creation:
four banks of 21 UDGs full
UDG edit and handling facil-
ity from within Basic

- Combined screen and UDG
facility (Screen Planner)

- Sketchpad for related UDG
display during UDG edit

Minus: - Long-winded paper colour

select




Joystick in hand, Chris Tarant hosts
The World's Greatest Computer
Games.

Whilt the shert programme is
quite entertaining, it suffers a
number of faults. First and
foremast it only shows 20-odd
games across arangs of
computers, thus showing the
consumer very litte in his interest
area, Secondly, on screen, Mr
Tarrant explains that he isn't very
good at playing the games, which
rather undoes the claim of the
producers that the programme
shows you how to play them. The
third fault, or misconception, is
that seeing agameona TV
screen allows the consumer to
‘sample’ it. There's no substitute
for hands-on-experience.

TV Choice have also
announced their intention to
release another tape which will be
a computer games magazine. The
intention is to critically evaluate
new games on the market and
back them up by interviews with
the people wha make the games.

The World's GReatest
Computer Games should be
available for sale, rental or merely
on'view, in computer retail outlets.

CREATIVE SPARK

At Christmas electronic glants
Thorn EMI released five games
for the Spectrum. But the
company has been unhappy with
its image as far as the games
market goes, and has now
rethought the matier. After some
considerable brainstdnnir:ig,
according to Gordon Reid,
Product Manager for Thorn EMI
computer software, they came up
with the name Creative Spark.
‘Thorn EMI is not & good idea for
an entertainment brand name,’ he
said, ‘and we wanted to get away
from the big corporate image.'

The result is twonew games for
the Spectrum (reviewed in this
issue) and several other for the
Commodore 64, Vic 20 and Atari
cemputers. Tower of Evil and Orc
Attack for the 48K Spectrum, are
very nicely packaged and retail at
£6.95. Both games have been
written by in-house programmers
at Thorn EMI's Wardour Street
programming department. Sandy

McKenzie, Manager of Home
Computer Software, oversees the
department, which consists of 22
in-house programmers at the
moment.

The five earlier games are now
being marketed by Creative
5 , but still in their original
ing, with the exception of
River Rescus. This will be
regac because it is also
being releasad for the three other
machines. Future plans for 1984
are three more releasas during
the year totalling eight to nine
games for the Spectrum.

Gordon Reid says that they will be
keaping an open mind raga.rclith
newer computers such as the QL,
Amstrad and some of the
Japanese machines which are
so0n to arrive on the mafket.

SUBLIMINAL

With sales of computer games
slumping in America, software
houses are grabbing any gimmick
they can think of (better and better
games don't seem to enter into it
aver there). Tihe Il‘ilnl'?asit craze is for
psychological self-help programs,
and one of the most talked about
Iat the minute is SEImutadcg
ncorporated's Expando-Vision.
For about £80 you can buy an
interface and eight programs on
disk, caﬂrtd?e or cassette. This
package will then flash messages
onto your TV screen at a claimed
130th of a second. At that speed,
of course, the eye cannot register
anything, but, so the company
claims, the brain's
subconsciousness does register it
subliminally, and the message
has an effect.

MAIDEN IN
DISTRESS

Christian Urquhart has toid us
that he is busy on a new game to
be released by Ocean shortly.
Called Cavalon, it involves a
knight who must hurtle through
mazes to rescue a maiden in
distress. There is an evil wizard
who must first be sorted out
betore whisking the happy maiden
off to a life of bliss. There's
obvicusly a streak of the romantic
in Mr. Urquhart who has already
helped Quasimodo rescue
Esmeralda in Hurnichback.

THE CUB THAT
DOESN'T CRAWL

At last someone has produced a
reasonably priced colour monitor
for use with the Spectrum
computer. Microvitec first
showed their Cub monitor at the
March ZX Microfair, where it
caused quite a stir. It is now
generally available. Measuring
approximately 14.inches wide by
11 high and 14 deep, the monitor
comes in a black metal case
which complements the Speetrumi
styling. The screenis 14 inches
{across the diagonal). Cantrols
are very simple. Placed at the rear
is an onfoff switch, a tuner and a

brilliance control, A small flick
switch allows you to set up for the
Spectrum or to accept a video input
from any other TTL compatible
computer, or from a video

recorder.

It might seem an expensive
addition for the games player, but
anyone who uses their computer
regularly could hardly fail to be
startled by the difference in guality
between the Cub and their normal
TV. The least of the improvements
the Cub offers over the telly is the
loss of ‘'crawl.’ The colours are a
great deal sharper-and more
saturated, and the entire display
has a crystal clarity that many
people may have believed
impossible from the Spectrum. An
additional bonus is that it should
makgaur video tapes look
splendid too, although being a
maonitor it obviously suffers a
lack of sound!

After a week's trial by the
CRASH reviewing tearn, we have
decided that from now on all
screen reproductions inthe
magazine will be photographed on
the Microvitec Gub. Not all those
appearing in this issue have been
done on the Cub, but those that
have are credited, so you can see
the difference. )

The Microvitec Cub is now
available at moest good
commputer retail outlets, priced
£225 plus VAT,

QUICKSILVA
IN AMERICA

In January of this year the
Consumer Electronics Show was
held in Las Vegas. Quitea
number of British software houses
attended the show. We asked
Mark Eyles of Quicksilva, to
write his impressions for us.
Although the show is now long
aver, the effect that British
software is having in America is
still very much current, as Mark’s
report shows,

The flight to the east coast of
America takes a whole night, a
long time to be fiying over
featureless wastes of water, the
flight from the east coastto Las
Vegas, near the west coast, takes
the whole day. America is indeed
every bit as big as Americans
claim, the entire United Kingdom
would be lostin a state like Texas
home of Quicksilva Inc's head
offices and thera are over 50
states. . .

Quicksilva Ltd saw the potential
market in America and looked for
someone to market its games,
various distributors were
approached and all found lacking
in one way or ancther and so the
right people were sought out to
form Quicksilva Inc, a sister
company to Quicksilva Ltd. They
ware Carl Ziegler and Roger
Howard, who were found, after
much searching, in Paris. They
moved to San Antonio, Texas and
set up Quicksilva Inc. San Antonio
is at the bottom of America
mid-way between the coasts and
in an ideal position to service the
huge continent.

Las Vegas sits in the Nevada
Desert and is the gambling centre
of the United States of America,
gambling is illegal elsewhere in
America 5o all the gambling is
concentrated into this one crazy
city. Near, Las Vegas is the huge
Hoover Dam which supplies
virtually limitless lies of
cheap electricity which the
Casinos use to turn night into day,

In Las Vegas in January 1884 the
Consumer Electronics Show was
held, and here Quicksilva Ltd and
Quicksilva Inc gathered to start
their onslaught on the American
market. At a stand in one of the
small halls Quicksilva unveited its
L!‘!'st |:':|.iru:u:|i.|t;1sr Time Gate for the

merican Spectrum (the
Timex-Sinclair 2068) and
Bugaboo for the Commodore 64
were among those games on
show. The small hall although
small in American terms was the
size of three or four Earls Courts,
the main hall was of the sort of
size where one would expect to
see clouds forming and small

tribes lost among the stands
preying on unsuspacting visitors.

Mark Eyles

Also exhibiting their latest game,
Hideous Bill, on the Quicksilva
stand were Virgin Games, who
are joining forces with Quicksiiva
inc to promote themseives in the
USA. The Amsricans were
amazed, they couldn't believe
what they were seeing, for in
America you will not find the
varety and ingenuity that exists
among British software houses, in
particular the ones which insist on
original games and not straight
arcade copies. Not only were
orders flowing in thick and fast
from retailers and distributors but
also exhibitors from large
American games software houses
wera coming over to-see the
gamaes, then going away and
coming back with their colleagues
to show them and enquire when
would they be able to buy them.
Quicksilva Inc had arrived after six
months of painstaking
preparation and America was
ready for them.

The internal flights in America are
like buses! The plane lands,
passengers get off and new ones
get on and in ten minutes the
plane is flying to the next town and
the pilot is saying over the
speakers "Hi there, the weather's
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lookin' goed so you have a nice
ﬁﬂz ‘awl.” In one of these the
exhibitors from the CES show flew
down to San Antonio, home of
Quicksilva Ing, Carl and Roger
from Quicksilva Inc, Mark Eyles,
Caroline Hayon and Rod Cousens
from Quicksilva Ltd and Nick
Alexander from Virgin Games. We
watched out the window as we
came in to land looking for the
Quicksilva offices which are
visible from the plane. We landed
finally in a clear cool Texan
sunset.

The following morming we arrived
at the offices and started to sort
out the orders and enguiries from
the show. Quicksilva Inc is well
established and has its own Disk
Duplicating facilities, stores and
functions 24 hours-a-day.
Cassettes are copied by a large
duplicating company & mile down
the road, the covers are printed
round the corner and lunchtime is
spent in a Mexican restaurant with
Guacamole and Nachos (these
are food and not friends!)

The American market is not just
bigger than the English market but
it is subtly different, Americans are
not keen on cassettes and where
possible everything must be on
Disk. onthe
Timex-Sinclair 2068 they are
content to use tapes, on the
Commaodore 64 you couldn't give
away a prcﬁrarn on cassettel The
packaging has to be big, at least
as big as video cassette boxes
and m];refarably two or three times
as big.

Computer games are soid
everywhere, in fact while in
America we came across
Quicksilva ZX-81 games (froma
distribution agreement nearly two
years old) in one of the large retail
chains which sprawl across
America. It was an'odd feeling to
travel half way round the warld
and then find your games on a
shop counter, though a satisfying
one. Another interesting aspect of
American marketing is that
everything is bought and sold with
credit s and money is rapidly
going out of fashion.

Quicksilva Inc is now going
through a rapid growth phase as
the Quicksilva name is becoming
known throughout the USA, and
Quicksilva Inc is expanding to fill a
large gap in the vast American
market. This growth is not without
its" cost though, for instance to
advertise right across the USA is
phenomenally expensive, adverts
aren’t quite 50 times as expensive
but in some periodicals nearly so,
but the rewards and the promise
of this growing market make ita
must for Britains leading origin al
games software house.

cMARK EYLES
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when | read the review of Red
Baron (March). Not only did
the reviewer think he was
going backwards when
iooking over the tail of this
Sopwith Camel, but ha
thought (guote): 'It's very
disorienting if the plane is
behind you, you get a view
over the back of the plane . . .
which doesn't seem very
realitic.” Eh?1? Would it be
more realistic not io see the
enemy plane at all?

Oh, that's it. I've just
realised why he hasn't been
crushed under a juggernaut —
he never uses the rear view
mirror!

Sarcasm apart, | thoroughly
enjoyed Red Baron and didn't
find it either ‘disorienting’ or
‘unrealistic.’

Yours faithfully, Baron
von Richtoffen (alias
Malcolm Higham,
Liverpool).

PS. Please donate the £12 to
the CRASH Reviewers'
Insurance Fund.

| said that's enough of
Reviewers' problems!
Anyway, smartass, how are
you supposed to ity your
Sopwith Camel if your head is
turned through 180 degrees?
How are you going to read
your next issue of CRASH if
your had js turned through
180 degrees - more sarcasm
like that, and that's the way
you could be spending the
rest of your life! Glad you like
Red Baron.

LM

FALLEN OUT

Dear CRASH,

I'm afraid CRASH and |
have fallen out.

After owning a 48K
Spectrum for one week and
buying three games off the
shelf without knowing
anything about them, only to
find ali three to be poor, |
bought four CRASH
recommended games and
was delighted.

| then told my son that I'd
buy hirm one game per month
- the CRASH NEW GAME OF
THE MONTH. What do you do
- but recommend five damn
Games of the Month at a total
cost of £28.85. Please don't
do that again or I'll soon be
broke.

Yours sincerely, R.
Taylor, Nuneaton.

{ don't think I've got any
ali-r;dswerro that. . .

CORNER

We've received so many
letters from people with

helpful hints on how to cheat at
Manic Miner that I'm
beginning to suspect I'm the
only person in Britain who
doesn't know how to cheat.
Before we go on to that, how
about this:

RIVER RESCUE

Dear CRASH

| have found a way of
getting a very big bonus and
geton to the next sheet
quickly on Thorn EMI's River
Rescue, When the game
starts, go about three guarters
of the way across the screen.
When the dock comes, dock
as usual, but after you have
docked press keys for back
and fire and keep your fingers
on the keys until your ship has
filled up with nine men. When
itis full, carry on playing and
then drop your men off. You
will now get a big bonus. Now
manceuyvre yourself to the
centre of the river and wait.

You will see two blue strips
coming towards you. Go
between them (this will take a
bit of practice). Now you will
proceed to the next sheet.

Your sincerely, J.P.
Weaver, Staple Hill, Bristol.

And Robert Thomos, of
Cheshunt, Herts, says . . .

| also have picked up nine
passengers instead of the six
suggested. This was achieved
by going forward (by pressing
P) and then docking, followed
by pressing© and @ -
simultaneously the ship picks
up another passenger. If you
go far enough forward you can
press@ and A and this will
rasult in landing at the lower
dock.

And so to Manic Miner. Now
that Jet Set Willy is out, I'm
sure no one will mind the
following routines
appearing. Besides,
everyone already knows
them. We have received 22
letters on the subject. But
ust in case there is some
ustrated Manic Miner out
there who hasn't been
vouchsafed some Surbiton
occult, here's the jist of it.

First routine is to secure a
large or unlimited number of
lives. One method says, slop
the tape after the picture has
loaded, BREAK in, LIST and
type: 25 POKE 35136,067:.
Then ENTER, type in RUN

and he
tape again. A better method is
to type in before starting the
load: MERGE"", press
ENTER and start tape. When
the OK sign appars at the
bottom of the 'screen, stop the
tape immediately. LIST and
type in: 25 POKE 35136,0 and
then ENTER it. Both routines
create unlimited lives.

A similar routine for a larger
but limited number of lives is
this: Load for a few seconds
until the screen turns black,
then stop the tape, q;_pe in:
INK 7 and press ENTER twice
and a listing should appear.
Type in: 25 POKE 34269, n
{where n= the number of lives
¥0u want) and then ENTER.

oo many lives slows the
game down.

The other main routine is
designed to let you play on
any of the 20 sheets you want
and involves pressing ENTER
as usual when the loading is
completed and the music is
playing, but then key in the
number 6031769. A boot
appears where the lives
normally are displayed. The
levels can then be selected by
pressing between one and five
keys simultaneously. These
have been re in letters
quite variously, but the
common denominator is the
figure 6. When the sheet you
want appars on creen, release
the keys and start playing.
These are the keys which
must be pressed
simultaneously:

8 Central Cavern
61 Cold Room
62 Menagerie

621 Uranium Waorkings

. 63 Eugene's Lair

631 Processing Plant

632 The Vat

6321 Kong Beast |
64 Amoebatrons |
641 Endorian Forest
642 Attack of the Mutant
Telephone
8421 Kong Beast|l
643 Ore Refinery
6431 Sky Lab Landing Bay
64321 The 16th Cavern
65 The Warehouse

651 Amoebatrons Il

652 Solar Power
Generator
6521 The Final Barrier

if you have any
comments on CRASH, or
on Spectrum software,
complaints in general,
playing tips or hints, and
especially any adventure
tips you would like to
share with others, please
write in to Lloyd
Mangram, CRASH
Forum, PO Box 10,
li.tl.;célow. Shropshire SY8
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Manoeuvre your patrol craft
over giant moon craters
avoiding boulders and mines.
Keep an eye on the hovering
alien craft bent on bombing
you out of existence.

48K J.S./K.B. £5.95

TRADE ENQUIRIES:
ANIROG SOFTWARE LTD.
29 WEST HILL DARTFORD
KENT (0322) 92513/8

MAIL ORDER:
8 HIGH STREET HORLEY
SURREY HORLEY (02934) 6083
24 HOUR CREDIT CARD SALES
PAYMENT BY CHEQUE P.O. o
ACCESS/VISA 50p POSTAGE & [*S

PACKAGING o
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Reviewers Chris Passey and Matthew Uffin-
dell don their cold gear to play in the Arctic
wastes . ..

The Pengo scenario says that a penguin in
the snowy wastes must stay alive by meiting
ice blocks, or shunting them along to squash
the snow bugs which threaten him. The frame
resembles one of those small hand-held
word puzzles with letters printed on small
squares which may be shuffled to rearrange
them. The game requires a certain amount of
strategic thinking in setting up kills. You can
usually ‘electrify’ the walls (the edge of the
screen) and daze any nasties that touch it,
running them down if you are able. Firstin the
market was Blaby’s Dodo and the Snow Bees
by a long margin.

Dodo (and the snow bees)

Blaby Computer Games

This is a reasonable copy of
the Pengc game and it con-
tains quite reasonable graph-
ics too. They are a little jerky
due to the character position
movement. As with most Blaby
games, the sound quality and
content is excellent (Blaby
sound seems loud too!). As far
as sound goes, it's the best,
but for playability it's possibly
the worst. Keyboard control is
bad because is uses the cur-
sors - Kempston, AGF and

Protek joystick owners need
not worry though. | found the
game average and it has been
outclassed on most fronts by
others, not G:gfising perhaps,
as it pre s them all by
almost a year and Spectrum
software has come a long way
in that time. The snow bees in
this game did resemble bees,
which is more than can be said
fé:; most of the rest.
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Dodo is the oldest game out of
the bunch, and it shows!
Movement is by block and
slow. The snow bees have a
distinct advantage - they move
faster than you do. Fences can
be electrified four times during
the entire game. The screen
also seems very cramped.
However, the ice blocks move
smoothly. The colour is well
used. One of the worst points is
the keyboard layout, which is
axgeptionaily poor.

Pengy

Micromania

With this game, the title screen
provides you with two pictures,
one for the game itself and
another, which is an advert for
Tutankhamun - a bit like being
in the cinema! On playing the
game | found | had difficulty
moving ice blocks with the
keyboard. When | changed to
my trusty Kempston | found |
could by using the fire botion.
The game'’s graphics are okay
but a litle fhi and the
sound, whilst well used, is
nothing special. This game is
enjoyable but | preferred
Freez'Bees to it. Pe him-
seli seems to resemble a fat
Dracula! One thing to bear in
mind in discussing the merits
of Pengy isthat itisin 16K —the
only one.

CP

The loading time (with its
advertisement screen feature)
is very short - great. You are a
very ghestly locking penguin,
out to squash spongy looking
intelligent creatures - well,
almost intelligent, actually
they're pretty thick, but every
screen. completed adds
another snow bee to the game.

sive and well positioned. Each
time the fence is electrified the
border changes colour, so you
can see that the fence is defi-
nitely electrified, There are four
differently coloured ice blocks
which can be lp:gshad together
(they can't melted) for
bonus points. An average
;?Jrgo but in 16K

Freez' Bees

Silversoft

| like Freez'Bees and it's a
good version. The movement
of the penguin is especially
good, and generallysﬁl the
graphics were of reasonable
quality. The odd, blob-like
snow bees are particularly
comical when they lie 'dazed’
against the electricifed wall,
Their eyes spin round and
round. The sound is good, but
again Blaby's is befter. The
control keys have a decent
layout and Kempston owners
are catered for. With all its ele-
ments and 10 skill levels, this
game will never become too
easy, but it remains very play-
able,

CP

Freez’'Bees has the most
options open to the player, ie
you can alter the speed of the
game from @ to 9, there are
good instructions, and a useful
hold-and-quit key. When
pushed, the ice blocks move
very guickly to their destina-
tion — they also instantly crush
the nasties. Freez snow bees
are not over-intelligent, thank
goodness, but once on your
trail they won't let up. The pen-
guin himself waddles ut
most  convineingly.  The
responsive keys are well

Eskimo Eddie

Ocean

What distinguishes Eskimo:
Eddie from the others is that it
has two totally different sheets

in the game. Ocean did this .

with Mr Wimpy, and while it

gives you two games for the

price of one it dan be a bit irritat-
in% when you want to get on
with the Pengo part. Still, a
very small guibble and one
which mot people will probably
disagree with. In the first sheet,
Frogger style, you have fo
rescue Percy pen%_uin from
Growler the bear. There ars
two bears, slow and medium
speed, and three jagged ice
blocks which cross and
racross the screen. You move
from tthe bottom to the top, col-
lect Percy, and then return.
This has to be done three times
before gefting on to the Pengo
sheet properly. Fram here on,
everything is like the normal
Pengo, with electric fences,
bugs and blocks. The graphics
throughout are very good and
smooth and the sound is about
the best (after Blaby!) and |
liked the small details like the
chasing rainbow effect round
the edge of the first sheet. All in
all a very good game which

Movement of snow bees pen- placed and both sound and gets tougher with each
guin and ice blocks is smooth  colour have been well used. screen.
and fast. The keys are respon- MU CP

| s
Pengo-type games comparison fable & (&N e,
The two reviewers' ratings have been averaged, but despite &S 6{," (‘9 é‘,? &\ :
independent assessment of the games, they were very S/ 0 /& @S S8 & g%
much in agreement. & /8/S/ 5‘-_:“ &K 5y

3 : . - 2 e ) ok
::ntmmmz:mmis ot :B:l"(dhh; m,manm;u:uf;nmm_ ‘b d‘ Q\% ?'@ "ﬁ? 'Q"a

A|BIC|IDIE|F| G

DODO Blaby 40|58| 51|43 |48 (48| 4.95
PENGY Micromania 60|65| 66|53 |60|16| 5.95
FREEZ'BEES Silversoft 70{75/80|78|75|48| 5.95
ESKIMO EDDIE Ocean 88/90(91|80|85|48| 5.90
PUSH OFF Software Projects 90| 90| 9090|9048 5.95
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One difference that no other
Pengo has is that this version
has two totally different
screens, the first being to avoid
moving ice holes and superbly
-animated polar bears, rescue a
penguin from the other side
and bring him safely back -
three times. The second
screen then resembles most
other Pengo games. The ice
blocks move very well, but if
you do push a block, all the
control keys are frozen (sorry,
didn’'t mean thatl) until the
block reaches the wall or a
snow bug. This does pose
problems - the bugs have a
chance of caiching 50{1 while
you are stationary. Otherwise
the graphics are very good,
electric fences work well, ice
blocks move smoothly and the
sound is good. The snow bees
get progressively more intel-
ligent as each screen is
ﬂ%ared. A very good game.

Push Off

Software Projects

This was by far the best game
in my opinion. |t was a little dif-
ferent too, with the ladybird try-
ing to kill garden creepie craw-
lies (and they trying to get her,
of course). Instead of being
white, the blocks are a decent
garden green. Other changes
were bells which, when rung by
touching them, meant you
could eat the nasties
Pacman-style for a while. The
graphics are super smocth,
easily the best, the creepies
have nice detail too. But itcan’t
beat Blaby's Dode on sound!
Key control is good and there
are lots of joystick options
available. The best of the
%%ﬂchfor me:

This is the only one without a
bit of ice in sight. Instead you
push/throw garden bricks at
four different insects, and you
are a ladybird. Apart from
these differences it pla j
like the other Pengos. [nstead
of electrified fences there are
bells which can be rung and
turn the insects to jelly. When
you eat a jellied bug a honuls
score appears, but the bell only
rings for a short time. The
action is fast, graphics very
smooth (unlike most of the

| others), characters are large
and detailed and very colour-

ful. The keys are good and
responsive, and | found this to
be an addictive Pengo-type

W



Programmable
Joystick Interface for
the Spectrum

Simple and fast programming:
Plug the six function connectors
into the required Spectrum key
positions — Ready!

Two independent fire actions:
Photon Blasters and Neutron Bombs
at the touch of your fingertips.

Extension port for Currah Micro-
speech unit: Combine jovstick with
sound and speech for ultimate
arcade action,

Compatible with all Atari type
joysticks including Quickshot 11
lwithout rapid fire action],

Interface operates joystick paralial
to keyboard: Joystick action com-
patible with any add-ons including
Microdrives.

The affordable aiternative: Lowest
price yet for programmability .

Available
in June
by

Mail Order

£17.95

incl, VAT and P & P

CM4

Please send me the COMCON programmable joystick interface for the Spectrum 16/48K .
I enclose a cheque or postal order made payable to FREL LTD. for £17.95 all inclusive.

Me/Mrs/Miss

Address;

Posteode:

Send to;

FREL LTD.

Phone Ludlow (0584) 4894

Hockeys Mill, Temeside,
Ludlow, Shropshire SY8 1PD



Ever since | made my Spec-
trum a present of a Cheetah
Sweet Talker, it has been
rateful and has never stopped
bbling over with Sweet Talk.
But then | gave it a Micro
Command unit and now it lis-
tens oceasionally to what | say,
not always understanding me,
but then again | am quite a dif-
ficuit person to understand.
Strange what a difference an
affectionate ear can make . . .

HIS MASTER'S VOICE

The mouth of my Spectrum
came with an instruction man-
ual and a cassette named
appropriate!
mouth just piugs into the rear of
the Spectrum. Once Chat Box
is loaded, Sweet Talk invites
to its own Chat Show. It
presents itself and gets started
on a very interesting subject —
itself. ltwon'tstop s king about
aﬂﬁzﬂmhw w‘@nﬁerful it ig
Bvqmbody ought tu
admire it. at's whauﬁ I pul-
led out the plug and got the
upper hand. ]
| consulted the instructions
for use. There it was — a simple

example Fmgram called
‘Cheetah.’ | immediately mod-
ified the program changing the.

data statements, looking g up
the phonems for ‘Rabbit’
(Cheetah being too foreign),
included a loop statement for
repeat performance and pres-
sed run: ‘Habbltﬂabbnﬂabhlt-
RabbitRabbit .

| hit the break key and
thought | ought to behave more
respomlbw After all, there are
68 allophone commands 1o be
om;mt and whoever was listen-
ing at port 7 obviously had a
more selective vocabula
than my bud?ie and must thi
‘me aright twirp. The extension
port from Swaet Talker gave
meanidea. ..

HAVE EARS WILL
LISTEN

Micro Command is better
equipped than Sweet Talker, [t
comes in a bigger box and has

108

Chat Box, The

a listening device which would
do Terry Wogan proud. |
layed dominoes with the
Epectrum add-ons, plugging
the Micro Command unit into
the Cheetah Sweet Talker into
the Spectrum. | soon figured
outwhere the mike plug was at
heme and loaded the demon-
stration tape. Micro Command
and | got acquainted. We built
up an intimate relationship. |
suspected however that Micro
Command had a bad ear, as |
had to repeat every new word
four times in a row before n
acknowladged it On
used to my spok worc?
would understand ml at the
rate of sevento eightoutof10.
| soon completed the silly
game which was supposed to
test our relationship and was
able to progress to Sheep Talk.
Here the originally keyboard-
controlled  sheepdog  Rex,
whose job is to round up the lat
sheep in the sheep pen, has
been replaced by a new Rex
with a hearing aid. | soon sus-
however that the bat-
tery of the hearing device had
gone to the dogs — sorry — was
on its last legs, for Rex would
not obey me no matter how |
shouted.
| consulted the Micra Com-
mand Additional Information
booklet. Two methods of listen-
ing are available: Micro Com-
mand listens to the entire word
and then analyses it. With the
second methad Micro Com-

mand only listens to the begin-
ning of the word and as soon
as it has enough data will make
up its mind before the end of
the word. The firstmethod may
be slower, but error free com-
munication is guaranteed for
aver B0% of cases. The sec-
ond method is totally unpre-
dictable, with a success rate of
50% or less. It is my firm con-
viction that Rex is not only a
slow mover but also a fast lis-
tener.

However, | have heard from
a good source (an ear at.court,
50 to speak) that this s not so,
and that the excitement of the
game makes my voice unre-
cognisable to Micro Com-
mand. | apologise to Rex and
surrender my position to more
stoic shepherds.

ng up Your Sweet Talkmg
, The Spectrum

A MOUTHFUL OF EAR . .

It didn't take long for me fo rec-
ognise the potential of combin-
ing mouth and ear with the
Spectrum  as grey matter

ed between the two.

sing the Teach pr
supplied with the Micro
mand, |

ram
om-
mﬁcly set about using
the ear own pur-
posas. Teac ins three
machine cmde subroutines,
which can be called up via
User commands. The sub-
routine. st2 will perform the
learn function, where Micro
Command will listen to the next
four words uttered and leamn
and store them as word 1. The
subroutine st1 will now listen to
the word spoken and set a var-
iable named aptly ‘reply’ to the
value 1 whenever it recognises
this werd. Reply is usually @ if
no word is spoken. Subrouting
st3 will condition Micro Com-
mand for fast or slow recogni-
tion. A maximum of 15 words
may be stored and can subse-
guently be recognised. Suc-
cess is not always guaranteed

as a lot of lefters are so similar
that recognition is extremely
difficult. Having stored ‘Hallo’
and ‘Goodbye,' | set about

eparing a linki ram,
Evrhigh cl'ghacks whre'% the word
‘Hello! is spoken and then con-
frols the Sweet Talker into say-
ing 'Hello’ with the iate
data statements. Similar for
‘Goodbye’ and wow - my
Spectrum behaves like a par-
rotl Now, by placing the mike
near the Sweet Talker louds-
peaker and further program
mam[.lauiauon my  Spectrum
will plunge into hoidlng a con-
versation on its own . . . Hey,
waita minute . , .

[
i



Many a games player may
have wondered what this mas-
sively advertised Trickstick IE:R!
East London Robotics is all
about. The advertisement
promises proportional control
and patent applied pressure-
sensitive sensors. Could this
rove to be really the ultimate
igh-tech  ultra-responsive
proportional joystick for the
Spectrum, a must for the
arcade gamer?

CRASH set about looking
into the matter and field testing
the unit, . .

The Trickstick package con-
fains the hideous control
weapon, the  Trickstick,
together with a narrow inter-
face unit, displaying very
shoddy workmanship, and two
cassettes containing the soft-
ware. The User Documenta-
tion explains in detail every-
thing you wanted to know
about the Trickstick.

The device uses the capaci-
tive effect of the human body to
detect the commands of the
player. This works in a similar
way to the old touch-sensitive
switches, but the Trickstick
sensor works analogue and
can detect varying degrees of
pressure (surface and dielec-
tric changes). The Trickstick is
blessed with six of these sen-
sors: two at the tip of the unit for
left and right movement, two at
the upper side for forward and
backward movemant, and two
at the lower side for two inde-
pendent fire actions.

The documentation 'gives
recommendations for grippi
the Trickstick for both le a:g
right handers. The leftandright
sensors are controlled by rol-
ling the centrally located
thumb, while the forward and
backward sensors are handled
{or fingered) with the fore and
middle fingers. The remaining
free hand is used to clinch the
Trickstick at the lower end and
1o each for the Fire1 and Fire2
sensor trigger.

Before all this can happen
the interface, which is compat-
ible’ with the Kempston inter-
face requiring input port 30
maonitoring, has o be plugged
into the Spectrum edge con-
nector pori and programmed
via plug in crosslinks, Up to
gight Tricksticks can be con-
nected, each requiring a differ-
ent port address (7F9FH to
FESFH). Therefore one cros-
slink selects the port address
and the second selects the
work mode: proportional or
stop and go mode. As the
novelty lies in the analog
behaviour of the animal, prop-
ortional control is selected and
the Trickstick Trainer cassette
loaded. Prior 1o play, however,
the sensitivity control situated

LT i 1529

' ( TRICKSTICK TRAINER !

Four introdustion (o o naw universs
af skill and recics n eomputor

B,

on the upper half of the Trick-
stick has to be adjusted to the
individual sweaty hand. The
setting is found by controlling
the aft in the game and
varying the sensitivity of the
sensors until ideal response is

As promised, a certain prop-
ortional control can be
achieved, but the left and right
controls prove to be foo far
apart for simply rolling the cen-
trally placed thumb over the

“Sensors,

The training game consists
«of a formation of enemy aircraft
chasing the player's plane.
The idea is to manoeuvre the
plane into a firing position and
destroy all enemy planes
Right from the start it is appar-
ent that the Trickstick layout
takes some getting usaed fo.
The bPredic_Labil and
repeatability of the finer pres-
sure to speed relationship
leaves a lot to be desired, but
this may well be the result of
too fittle training. Nonetheless
the Trickstick was immediately
rebaptised the Tricky Stick . . |

The  second  cassetie
included a wvery similar air
‘attack game. The tactic of the

‘game, which starts off with only

one enemy aircraf, is to utilise

‘the wrap around edges of the
‘sereento manoeuvre the plane

into- a firing position and thus
gain the upper hand. Cnce the
enemy is destroyed, the game
continues with two enemy
fighters, thenthree . . .

 The game certainly is fas-
cinating and demanding,
especially with the unusual
controls of the Trickstick, but

the question is whether the
analog control actually is an
improvement over the humble
micraswitch actuated joystick.
To this purpose a large selec-
tion of games ranging from
Fighter Pilot (ideal for analog
control) to Jetpac and Atic Atac
(unsuitable) were played and
tested with both the conven-
tional joystick and the Trick-
stick. Various players confes-
sed to noficing liitle or no
improvement over the conven-
tional r{'_flzoys!ick, most grumbling
over the unfamiliar and unre-
latable forward/backward
mavement of the fingers far the
up/down movement on the
screen,

The document states that
the software should be specifi-
cally designed to operate for
the mode to achieve
best results. it also gives an

example as to how the prog-
ram ought to read the joystick
port, but this looks suspiciously
similar to the usual digital joys-
tick monitering. Faster port
scanning repetition rates may
improve the analog feel if the
unit works with statistical coin-
cidences between a variable
on/off ratio signal generated by
the Trickstick and the pot read
period. But this is only guess-
werk as no technical informa-
tion is available.

As with all new and unfamil-
iar devices, opinions may vary

strongly over its merits and
dmm%aniages.- Certainly
CRASH would be interested to
ehar from seasoned Trickstick
owners, if there are any yet,
what their opinions are as
regards the improvement in
point scoting over conven-
tional joysticks. . . .
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READERS HELP LINE

In association with the Guild of
Software Houses (GOSH) we
are offering readers a service
which should prove to be of great
value. In effect it is a Consumer
Service to help right wrongs and if
all else fails to m%la wrongs as
well,

The past couple of months have
been very active for GOSH with
twelve more software houses
joining the Olgaﬂ‘lﬂflol‘l ma!udlng
Audicgenic, DK Tranics,

Oxford Computer Press, A &

Romik, Artic, C.D.5. and
Liamasoft. The present level of
membership now stands at 25 and
is increasing all the while as more
software houses see the benefits

of belonging.

_aresultof |
GOSH

A major item on the meeting
agendas of GOSH is the serious
maatter of piracy, and GOSH is.
actively lobbying for support over
piracy in conjunction with other
computer trade organtsatlans As
il action taken by

on of one of itg
members, a recent police raid

resulted in seizure of thousands of

counterfeit tapes, il
programs with cle
covers.

copies of
raprinted

In addition to protecting its
members, GOSH is also
cancernad with customer relations
and has drawn up model terms of
trading. It isin this area that
CRASH will be active. We have
already received a number of

letters and phone calls from
readers who feel they have been
treated badly. In some cases the
writer had good cause, in some
cases a sonware house has failed
o respond to a genuine
oemplainl. and in some cases the

mplaint was barely justified. A

of complaints appear to be
gener‘a!ed by slow repair times of

pectrums at Sinclair, which falls

autside our brief, aithough any
complaints will ba investigated
where possible,

Our aimistoactasa,
W‘ with the help of
in sorting out problems,
Very often software houses lack

the staff to cope with out of the
ordinary matters, and with the

il

DORCAS SOFTWARE PRESENTS 4§ , ',',ﬁ €
THE ORACLE'S 7 4g &\
CAVE \s

‘The Oracle's Cave is an exeiting adventure game containing a unique
blend of HIGH RESOLUTION ANIMATED GRAPHICS and text which has
been designed especially for the

48K SPECTRUM

Farmerly
DORIC
COMPUTER
SERVICES

Its many features include:

* Continuously displayed high resolution graphics
= Time limit of five ‘'days’ on every adventure

* Completely new cave layout, monster position and event sequence
generated for every game
* All monsters, articles and locations depicted to a level of detail that
pushes SPECTRUM graphics to the limit

‘Thie closest yet 1o a frue animated graphics adventure.. axcellent value for money' Papular

Computing Waskly

‘Buperb high resolution with smooth scrolling ... with the nights drawing in this program should
give you pienty to think about’ Micro Adventiure Dec 83
‘The graphics are smooth, startling and exeiting, They show the way for the development of the
graphics adveniure in the next year' Sinclalr User Annual 84
‘Each guest is selected by you at the beginning of the game and you will have five game days in
which to complete it. The time factor is expeptional in adventure games' Sinclair User Dec 83

Available from WH SMITH, selected
branches of BOOTS and J MENZIES and
other leading retailers.

Trade Enquiries welcome

best will in the world delays can
oGeur in processing complaints -
sometimes it turns out to be the
post! Whatever, we will try and do
our best to see that both reader
and software house gets a fair
deal, If you have any problems
and would like us to look info
them, write to;

CRASH HELPLINE, PO BOX 10,
LuDLOwW,
SHROPSHIRE SYB 1DB.

Please do not use the CRASH
HOTLINE, as this is not monitorad
on a daily basis,-and your call may
not be intercepted in time.

Vgl

Also available direct at £7.95 (Postage and
packing free) from:

DORCAS SOFTWARE, 3 THE OASIS,

Telephone 0533 314345

110 CRASH May 1984

GLENFIELD, LEICESTER LE38QS
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AGF Joystick Interface Il
- for Spectrum or ZX8I

When vou feel ke upgrading to a more Flexible jowatick
systesmy ol can claim 12.5% off the purchase price of our

Prograrmmable |nterface,

Now the AGF Interface H & oven batter value, Since we

plomesred The cursor-key interface in October 1983 thene

are now over 100 games or utility programs with either the

:i;c:tl:?:r 1::":;:“':):::“:““““ | Lt T Al AGE JUvS_LiCn intartaces will work: with dny. industry
saridard joysticks using B-pin ‘DF plugs — including Calek-

Sill incorparating the all |mportant resr expardion can Shot 11 and 1he nevw Trackball controliers,

rechor which means other peripherals can be conrected at i

the same time ie Rarm Packs, Printers, Speech Unim ete, HOpARAHR o s Uonnce ATE.

and of coursr the key replication p ple ussd guarantoes

this wall néver conflict electrically with any other atd-ong.

Joysticks goc

The choica is yours, Tha standard OikckShor s excellent value
imsorporating suction cups for-sure-footsd precision and a comfar
ably contoured handie- with & copvenient top Tiring bution, phis
convertional b tien in the bas,

Four feet of cord terminates in the indusiey standard 8-pin ‘D' plug
Tod compatisiity with our interfaces or direct connection o @
shection of home micros

The' féw GurickShot 11 has improved styling with a trigge: type firing
control 35 well as tha top firing setion and a brosder base for greator
siction stability. The rapid fire switch, which allows a continuows
stream of shells whare normally a button press is required for each
one, is bocated in the hase for easy acoess In use.

Cord ength and farmination:is as the standerd CuickShot cantrolber.

uickhot

_ mn ee— S —_
m——— r—— —— ]

=discount off our Programmable

Interface~valid 1year on orders over £18
=== ===

\

(=== free m/c arcade game.....«: oo

[ ADORESS

so e [ | ENCLOSE A CHEQUEIPOSTAL DRDER FAYABLE T0 AGF HARDWARE FOR ©
SEND {ND STAMP NEEDED| T0: A.G.F, NARDWARE, DEPT.C,
| FAEEPOST, BOGNOR REGIS, WEST SUSSEX, FOZ2 8RR
“ar % v a1 _ITEMPAICE | TOTAL

post free both S

. QUICKSHOT 1 JOYSTICK 11.96

Plaass allow up to 28 daye from receipt of your order althioligh 'we normally despaten fraen stock — s ek £ . o g - ——res
within 7 days. All AGF prodwcts are guaranteed for 12 manths snd sre suppliod on a 14 day monay GhE D'_S‘C?L:'.NT_!{“’C"EH IF ORDER EXCEEDS £18 FREE
281 O ZXEPECTRUM O Pleass tick FINAL TOTAL 4

back undertaking, AGF Hardware, Bognor Regs, West Sussex: Telpphone: {0243) 823337
———— e el e i
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_The battle could be yours.....
C......but it won't be easy!

This Is 'ZIGGY', shown above, in his exploratory capsule
and is a true representation of the on-screen graphics.

THE PYRAMID :

THE PYRAMID is an arcade style game which has a very adventurous
feel toit

The Pyramid contains 120 chambers on 15 levels, In order 1o get from
one chamber to another you must fight off the indigenous aliens to
icoliect an energised crystal which will neutralize the force field guarding
the two exits.

The Pyramid isinhabited by a total of 60 weird and exatic alien types,
all- of which are beautifully animated. You will meet.a whole variety of
demons, droids, insects and moristers, with a sprinkling of the more
unusual, the extra-terrestrial tweezers, galactic strawberry, cosmic claw,
mutant eye, plus a whaole host of entities that defy rational description,
You'll no doubt invent your own nicknames.

Yau proceed to explore the pyramid from top to bottom with the
difficuity generally increasing with the depth of level. Depending on the
choice of exit from each chamber you are fikely to have a different game
every time you play. :

Agart from the challenge of trying to achieve the highest score
possible the pyramid contains a number puzzie to soive. The more
chambers you successfully visit-the more information is gathered 1o
enable you to discoverthe secret numbers of the pyramid. The puzzle
wien't take you days te selve, it will probably take you a few months,

DOOMSDAY CASTLE

DOOMSDAY CASTLE consists of a labyrinth of 74 complexly inter-
connected Halls and Passages where you will meet a whole host of
adversaries serving the infinitely evil Scarthax, the Garthrogs, the
Orphats, the phenomienally nasty Googly Bird and the Urks which
manifest themselves in over fifty unbelievably weird and wonderful

uises.
. Scarthax has scoured the Universe to bring together the six ancient
stones of lifeforce. United in Doomsday Castle they are being used to
wield an irresistable power over the cosmos, emanating waves of
corrption through every galaxy.

Tosave the Universe, you must battie your way through the Castle
tofind.and collect the six stones and use theirforce against Scarthax to
destroy Doomsday Castle, hopefully escaping yourself before the final
cataclysmic explasion,

The task 15 not easy [saving the Universe neverisl) and itwill take
you many games to unfold the structure of Dopmsday Castie and
discover the locations of the ancient stones,

The addictive arcade style action will keep you coming back to play
but the overall challenge should still keep you occupied for months.

FANTASY SOFTWARE is available from W.H.SMITHS, JOHN MENZIES, BOOTS, LASKYS, GREENS,
RUMBELOWS, SPECTRUM GROUP, COMPUTERS FOR ALL and all other good software retailers.
The Pyramid at £5.50 and Doomsday Castle at £6.50 from
FANTASY SOF TWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT

despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club.
Trade Enquiries welcome — telephone 0242-583661.




Joystick and
interface

for Sinclair Spectrum with these
features to give you endless hours
of enjoyment.

. Super positive response fire
button.

. Firm suction cups for stable
one hand operation.

. Snug fit hand moulded grip.

. Additional fire button.

. Extra long 4 ft lead.

The interface supplied with the
Quick Shot (1w) has a two joysticks
facility. 2

The first port simulates 6789 & 0

keys. The second port simulates in

[31) command. It will run any

Software.

1. Using keys 6, 7, 8, 9 and 0.

2, Having redifinable key
function.

1. Using in (31) i.e. Kempston.

4. Any Software you write
yourself.

=

Keyboard for
use with a Spectrum

or ZX81

Our cased keyboard has 52
keys, 12 of which form a
numeric pad. The 12 keys
comprise 1-9 numeric plus full
stop and shift keys, all in red, to
distinguish from the main
keyboard keys which are in
grey. the keys contrast with
the black case to form a very
attractive unit. The case has
been designed to take a ZX81
or Spectrum computer. 16K,
32K or 64K can also be fitted
to the motherboard inside

the case ({81 model only].

The case is also large

enough for other add-ons

like the power supply to

be fitted, giving a very

smart self-contained

unit with which other
add-ons e.g. printer

ete. can still be used.

Our ZX Professional

keyboard offers more

keys and features than

any other model in its

price range making

it the best value

keyboard

available .

£45

“dKtronic

spectrum
Hardware

<l Ty~ yie =

Light pen

The LIGHT PEN enables you to
produce high resolution
drawings on your own TV
screen simply by plugging into
the ear socket of your
Spectrum. The controlling
software supplied with the
light pen has 16 pre-defined
instructions. You can change
colour (Border, Paper, Ink],
draw circles, arcs, boxes, lines
and insert text onto the screen
at any chosen place, you can
also draw freehand. There is a
feature to retain the screens
and animate. On the 48K
Spectrum you can retain 5
screens. You can also use the
machine code on its own in
your own programs, for
selecting out of a menu etc.
The LIGHT PEN is supplied
with a control interface, to
adjust the sensitivity/pen
alignment.

Spectra-
Sound

The so-called speaker in your
Spectrum is really on a 'buzzer'.
With the DK Tronics “SPECTRA
SOUND’" you can generate fully
amplified sound through the
speaker on your TV set. SPECTRA
SOUND is a very simple but
highly effective add-on. This
means that you no longer have a
faint beep but a highly amplified
sound, which can be adjusted
with the TV volume control.
- - B The SPECTRA SOUND fits
compactly and neatly inside the
ol Spe?trur'r"'; case and i{connecte
o o by three small crocodile clips.
LB R

Pleasgsendme Lo oo @E

Pleasesendme . ..

lenclos
or debd

Signature . ...

DK Tronics Ltd., Unit &, Shire HIll Industrial Extate,
Saffron Walden, Essex CB11 3A0.
Telephone: (0799) 26350 (24 hrs) 5 lines

Name. ..

Mot 1 o N R e S . P ety e 9
Send to: DK Tronics Ltd., Unit 6, Shire Hill Ind. Est., Saftron

Wailden, Essex CB11 3A0Q. Tel: (0799) 26350 {24 hrs) 5 lines
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Trashman

Producer: New
Generation

Memory required: 48K
Retail price: £5.95

| Language: machine code
| Author: Malcolm Evans

| Looking for really original ideas

in computer games is almost
becoming an art in its own

| right. New Generation seem
| to have come up with another
| in Trashman. Even the cover

design is different from any-

| thing seen before, with its dirty,

over-crowded dustbin.
As a hero, this is likely to be

| the lowliest character you will

ever play — a dustman. Players
(there is a one- or two-player
option) enter their names at the

| start and become the Trash-

man. The object of the game is
to walk up and down a street,
entering the houses’ gardens,
collect a dustbin, take it out to
the dustcart, empty it and
replace the bin from exactly
where it came. You must
empty five bins in the first road,
Montague Road, and do this
against a falling Bonus score.
When the bonus reaches zero
a message comes up to tell
you that complaints have been
received about your slowness.
After the third such ticking off,
you are fired!

The screen display is a bird's
eye view, looking down on a
rather well-to-do suburban
estate, with the road down the
centre, complete with parked
cars and the dusicart creeping
up the left side. The road is
busy with traffic in both direc-

| tions. Problems encountered

include getting killed by a car,
walking on the grass in the
gardens (your bonus score
drops more rapidly), dogs
which attack you on later
screens and wayward kids rid-
ing their bikes on the pave-
ment. If you meet a dog or bike
you start to limp. The overhead
perspective view is an
isometric one, showing houses
on either side, the gardens,
hedges, even the shadows of
the houses on this bright,
sunny day. On later screens
there are also cafes and pubs;

ing too much will cause trou-
ble. Bonus points can be
added to your falling total in
another way. Sometimes, after
Euu hve returned an emptied

in, the householder will come
to the door and offer a tip for
services rendered. The con-

114

| entering them increases your |
| points, but over-eating or drink-
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tent of these services is dis-
played at the base of the
screen and replaced with a
comment when you leave the
house. 'Just give ma ZX81,
and I'll control the world,” is a
favourite example,

Progressing to the next level
(Pulteney Road) requires you
to collect six bins. As the
trashman's progress takes
some time (he's slower when
carrying a full bin) he often has
to chase after the dustcart,
which moves up the road a
short distance every few sec-
onds. As the playing area is
much larger than the display,
and the 3D graphics are quite
complicated, the screen
doesn't scroll up or down but
cuts from scene fo scene.

CRITICISM

‘The first thing to strike you
about Trashman is the graphic

- quality, which is superb. The |

colours are all bright and solid, |

but a lot of use has been made
of NORMAL and BRIGHT to
create the effect of shadows
crossing paths and grass. The
perspective view is also very
realistic and reminiscent of
New Generation’s Escape. It
takes a moment's practice to
line Trashman up with a gate,
but once you get the hang of
it's no problem. You must be
careful when replacing empty
bins, since walking to the cor-
rect spot will result in the bin
being deposited. If you happen
to hve overstepped the mark,
when you turn to lave, you pick
the damned thing up again.
Emptying a bin into the dust-
cart is easy eﬂough. just walk
up behind it and the emptying
occurs automatically. The
graphics, then, are wonderful,
the sense of humour is also
very good, and the game is

hugely playable. The only thing
| want to know is, what really
oes on inside the house when
rashman does a favour?’
‘The cars on the road are
excelfent, not only are they
detailed but they move. fre-
mendously smoothly, at differ-
ent speeds, in different direc-
tions, and at random intervals.
The entire playing area is
drawn very nicely. Amusing
comments are put on the
screen if you haven't trodden
on the grass and therefore
been able to collect your tip. |
like the small touches like the
cyclists riding on the paths
and the dogs which chew your
legs, leaving you limping.
Trashman is an immensely
playable game that is very
addictive atfirst, but | think that
quality might wear off after a
while. Nevertheless, it's the
best game that New Genera-
tion have produced yet.’
‘This is quite a different sort
of perspective for Malcom
Evans, and it works really well,

| Great use of grey has been

| made in the ¢

ours, not very
commaon in Spectrum games,
All the detail, both in the graph-
ics, the way they more and the
game content itself, is very
ood. | found it playable and
un. Oddly, it isn't a very fast
game in the playing, but you
soon realise that you must
move with accuracy or you
won't complete before the
bonus score reaches zero.
Marvellous value for money, |
would say. | don't know how
addictive it will be in the long
term, but | shall carry on play-
ing to find out.'

COMMENTS

Control keys: cursors
Joystick: Kempsion, ZX 2,
Protek, AGF

Keyboard play: responsive,
but more fun with joystick
Use of colour: very good
Graphics: great
Sound: fair
Skill levels: progressive
difficulty by screen
Lives: 3 unless hit by a car!
Features: 1 or 2-player

ames

neral rating: fun, unusual,

high-quality game and very
playable.

Use of computer

Graphics 85%
Playability 87%
Getting started 86%
Addictive qualities 76%
Value for money 85%
Overall 83%

80%




| small
| sized, in fact. The four droids

L] - L]
Di-Lithium

( 3
Lift
Producer: Hewson
Consultants
Memory required: 16K
Retail price: £5.85
Language: machine code

and BASIC
Author; Simon Cobb

With an obsession verging
almost on the pathological (not
to say parancid), Hewson
Consultants are again urging
us to our zappers to confront
the menace of the egregious
Seiddab. Having beaten us
down in 3D Space Wars,
invaded our planet in 30 Seid-
dab Aftack, they've now gone
and stolen our Di-Lithium
crystals (and life’s hell without
a Di-Lithium crystal or two).
These vital crystals have been
placed in a vault guarded by
four droids armed with lasers,
You must break into the vault

| and scramble to gﬂe! the cryst-

als as the seconds tick by. So
much for the scenario, how
about the game?

Grids and bullets - some D/-Lithium needs a lift.

obviously make you work har-
der. Collecting is done quite
simply by moving over the
crystals. The droids move fast,
and it is essential that you
should not stay on a line for too
long. At the corners, and in the
most dangerous places there-
fore, are red crystals. If these
are collected then the time limit
is increased for the screen.
The time indicator is situated at
the bottom of the vault.

The program will crash if
CAPS and BREAK are pres-
sed at the same time.,

CRITICISM

‘Di-Lithiurm Lift is another ver-
sion of Transversion, which
was produced by Ocean.
Comparisons are therefore
inevitable.  Di-Lithium  Lift
seems to me to be much faster,
which is not necessarily a good
thing, as Transversion's pace
was deceptive, and anyway
allowed you to get further into
the game. On each of your
lives in Transversion, you
restarted collecting at the point
you died —another factor which
allowed you to get quite a way
in quickly. In Di-Lithium Lift
each life starts out afresh with
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The 'vault' is a 20 x 30 grid of
squares, character-

are tank-shaped objects which
are situated on each of the four
axes, firing inwards along the
squares, so there's one on top,
one on the bottom and one on
either side. Each moves and
fires independently, homing in
on the line of squares occupied

by _E(our man.
he crystals are arranged in
various tterns on the

squares, the patterns change
with each screen, and those
confaining diagonal patterns

allthe crystals back again. This
makes it more frustrating. And, |
| must say, that on the whole | |
found Transversion's colour |
scheme a bit easier for playing.
On the good side, Di-Lithium's
graphics are very fast and
smooth and there is an option
for user-definable keys, which i
is essential with such a fast |
game.'

‘Your task is to collect all the
crystals on the grid. This is not
at all easy because it's a race
against time. To heip there dre
the time crystals placed in the
corners of the screen, but you

can't get at them without get-
ting shot. It's a very fast game,
butthat's as far as it goes. The
game speeds up and slows
down according to the pich of
the BEEP. | thought this was
an impossible game to play. It
looks very like Ocean's Trans-
version, but that was much
more playable.’

‘It you like a very fast, very
simple game, then you may
like Di-Lithium Lift. | say "may"
because in my opinion the
programmer has made the
game too hard, stacking up the
odds just that bit too much to
make it very playable. There
are seven screens, but after
some hours of playing | haven't
managed to get beyond screen
3. After a bit, this becomes
frustrating in the bad sense of
the word rather than the good
arcade sense. Nevertheless,
there are probably players who
will find this game a challenge
worth taking just because itis a
tough cne.’

COMMENTS

Control keys: user-definable

Joystick: most types via UDK

Keyboard play: responsive

Use of colour: average

Graphics: small bloc

gr;aracte rs, but very fast
und:

Skill Iavg?:ﬁ

Lives: 3

Screens: 7 with increasing

difficulty

General rating: fast and

tough, perhaps too hard to be

really addictive.

Use of computer 69%
Graphics 61%
Playability 57%
Getting started 62%
Addictive qualities 59%
Value for money 58%
Overall 61%

Olympimania

Producer: Automata
Memory required: 48K
Retail price: £6.00
Language: machine code
Author: Andrew Stagg

Automata, never laggards for a
bit of topicality, have taken the
noble sporting event known to
the sane world as the Olymp-
ics, and turned it into a travesty
of runningr, jumping and
swimming. The Piman, having
recovered from his drunken
binge in Pi-Eyed and the
bouncing balls of Pi-Balled,
has taken himself in hand and
is going for goid.

Olympimania offers  the
average armchair pimaniac
not three, not four, but an
astonishing FIVE events in
which to compete. The Pijump,

0 P

Pitathalon and, for a soggy fin-

terjl;';i.

he game takes the form of
a platform game (of sorts). In
all but the last event, each
| screen contains four layers.
Alon%each the Piman,
suitably attired for the particu-
lar event, must travel, jumping
over obstacles, avoiding the
faster competitiors by jumping
and letting them pass under-
neath, and thus finish the
screen. A following screen
offers more hazards. Should
the Piman achieve a high
score (per frame) and get a
bronze, silver or gold medal,
he may mount the winners' ros-
trum. Between each event,
there is a screen set in a
crowded auditorium with the
rostrums in the centre. Medal
winners get to take their
places, failed Pimen dash over
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Alpiskiing, Steepichase, the |
ishin the Olympi pool, the But- |




| enjoyable at first but then

On your marks, get set, Go - and the Olympimaniacs are off.

the rostrum to collapse in a fit
of tears and ground thumping
on the other side, while the
crowd behind applaud.

The game is compatible with
the Currah Microspeech unit
which offers amplified sound
and an intoning voice sayin%,
‘On your marks, get set, GO!' It
also announces the name of
each event in which the Piman |
is about to take part. The |
Pijump involves jumping over
hurdles while avoiding another
jumper and an overflying bird.
In ski-ing there are fir trees and
the same other mad com-
petitor. Steepichasing sees
him mounted on a prancin
horse with fences to jump ang
another rider. In Pitathlon he
has to leap weight lifters and
then compete against other
swimmers in the Butterpi.
Unfortunately the Piman's
swimming lane is monster
infested, but he may dive
under them once per length.
It's all quite silly and charming.

CRITICISM

'First and foremost, Olym-
pimania is quite hard, but,
most of all, it is fun. A
tharoughly enjoyable piece of
silliness that actually works as
a good game. Timing is tricky,
especially when you complete
a level and drop down to the
next to find the maniac other
competitior knocking you off
your feet. Needless to say
there is also a free hit single to
enjoy while playing, as it says,
a choral extravaganza The
Piland International Anthem,
which starts off with Martin
Luther King's ‘| have a dream”
speech. Dreadfull’

‘Another crazy game from
Automata that has no real pur-
pose in life! The game is guite

sheer frustration takes over in
the struggle to get gold in
sach. The graphics are very

detailed, smooth and fast - but
116 CRASH May 1984

there are some odd-looking
birds! Skill takes a back seat to
luck in this game — but then
that's what the Olympics are
like really! It's greatfun to play,
but | don 't really know whether
it's to be recommended as a
serious game. Still, if you know
Automata you'll pmbabry be
prepared to take the risk.

‘Each event is nicely done,
and | particularly like the be-
tween event screen with is ani-
mated crowd, and touches
like the advertising hoardings
around the side proclaiming
Kempston and Currah. The
Piland International Anthem is
awful and, as usual, in simply
excruciating taste — it'll prob-
ably make number one. Good
valug on the fun level, not
really an arcade addict’s long-
term game.

COMMENTS

Controls keys: @ speed up, 6
slow down, 8 jump or dive
Joystick: Kempston
Keyboard play: simple and
responsive

Use of colour: good
Graphics: very good, smooth
and fast

Sound: fair

Skill levels: three difficulties
by screen on each vent
Lives: calculated as the three
difficulty levels, ie Bronze,
Silver and Gold

Features: Currah
Microspeech compatible
General rating: zany, silly,
almot certainly worth it if
you're a Pimaniac, generally
guite hard, not madiy

addictive.

Use of computer 69%
Graphics 72%
Playability 68%
Getting started 70%
Addictive qualities 59%
Value for money 55%
Overall 66%

4Star

Producer: J.K. Greye
Memory required: 16K
Retail price: £6.95
Language: BASIC and
machine code

4Star is a games compendium
featuring /nvasion, Kamikaze,
Minefield and UFO. The four
games are each loaded sepa-
rately one after the other as

| you choose to play them.

Invasion is of course what it

| says, complete with eroding

shelters. Kamikaze is a mini-
‘Scramble’ with open land-
scape and corridors. Minefield
has you driving a car around a
tree-filled field laying mines.

Superfast iInvaders in 4 Star.

Frustrating Games!"
‘Four rather old games here,

nothing wvery startling. The
Invaderis possibly the ?asresn'
have ever seen. All the games
have small, very simple graph-
ics and they are alf very dated.
Even though there are four for
the price of one, they still rep-
resent very poor vaiue, | would
just prefer a good game.'

‘The Invaders
very addictive and it is hard to

HIGH @000@e

| You must cover as much of the

field as possible without hitting

a tree. UFO is a shieldless |

space craft which you must fly
down the screen through a
host of asteroids. Obviously,
as you get lower down the
screen, it gets harder to anticl-
pate where the asteroids will
appear. All four games were
copyrighted in 1982,

CRITICISM

‘Invasion is a very tast version
of you know what. Although it
has all the features the graph-
ics are not smooth and the
invaders shower bombs at an
unrealistic rate. The program
also crashes if you let the
invaders reach the ground,

| and you are then unable o play

asecond game. Kamikaze is a
poor 'Scramble’ game with
small character block graph-
ics. Minefield is frustration at
its best - or worst! UFO is a
scrolling ZX81-style game. |
think this package should have
been called “The Four Most

| graphics as far as colours go,

| but everything is very small, so

it's hard to be even vaguely

accurate. Minfield is a bit

pathetic and personally | think

| UFO is stupid. Allin all, a waste
of time and money.'

COMMENTS

Control keys: variable
depending on game
Joystick: cursor key sticks in
some games

Keyboard play: not very
rasponsive

Use of colour: poor
Graphics: very small, fair
Sound: above average
General rating: generally a
waste of money

Use of computer 32%
Graphics 38%
Playability 15%
Getting started 47%
Addictive qualities 5%
Value for money 15%
Overall 25%

control. Kamikaze has better |

ame is not |
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The Quest for
the Holy Grail

Producer: Dream Software
Memory required: 48K

Retail price: £5.95
Language: machine code
Author: Chris Newcombe

This claims to be the world's
funnyised’ graphics adven-
ture. It is ‘inspired’ by the film
Monty Python and the Holy

can contemplate your folly as
he batters you to death with a
worn-looking Vie 20. Finding
the Grail is a problem, getting
back to Camelot is another,
and ?Ieuin in is yet another.
Watch out for the French guard
with his distasteful habits —
remember, handkerchiefs had
not been invented in 932 AD.
The scene is set at the start,
where you find yourself in a
blacksmith's forge populated
by a nuclear powered lamp, a
GND picket and a yellow/green
key. The CND picket are sing-
ing, "'We Shall Not Be Moved,'
what next . . .
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Never mind stinking forest, watch out for guards with their filthy foreign

Ways. . .

Grail, and its cover includes a
salacious white rabbit san-
guinely licking its bloody
chops. For those who have
seen the movie, the reference
will not only be obvious, but
bring chills of fear you may
have thought you had been
able to forget!

Packed in a sturdy card-
board box, the cassette comes
complete with a small, amusing
booklet which places you firmly
inthe correct period, that is 832
AD (after dinner), not 932 BC
(before computers). You are
Sir Tappin the Basic, a knight
of Arthur's round table, and as
one of his elite band you are
about to embark on the Quest
for the Holy Grail. Things aren’t
%cing to be too easy, however.

ne problem is that the
peasantry of Mercia are not
exactly convinced Arthur is
their true and rightful king as
they don't readily believe in the
‘farcical aguatic ceremony’ as
they have come to cail it, when
Arthur attempted to discard
Excalibur. Then there's a
peasant called Eugene
(imagine this a software indus-
try in joke coming) who doesn't
like Arthur at all, and therefore
not his knights. Bumping into
Eugene at the wrong time can
result in death for having tram-
pled onan Inagime advert. You

CRITICISM

‘It is claimed to be the first
funnyised graphics adventure,
I'm not sure about first, but it
certainly is funny, and it does
have graphics that are very

ood. True to the Monty
hon style of historical accu-
racy, there are lots of details
which help to recreate the
period flavour like street light-
ing, motorways and nuclear
disarmament. Dying in the first
few minutes may take the form
of being battered by a compu-
ter, walking into a cesspit
(authentic) or being snotted on
by a guard (nasty).

‘The adventure itselfis quite
simple in concept but does
reguire the correct sequence
of events to happen before it
can be fully explored. Itis also
livened up by the humour and
the graphics, some of the best
I've seen recently. Notquite u
to Hobbit class, but very goocf’

‘Keep clear of the rabbit!
Those teeth are sharp. The
Quest for the Holy Grail is
novel because of the humour
and historical ~ anarchy,
although | thought more
humour could hve been wrung
from the location descriptions
than has been. Response time
is medium fast, and it's useful
to turn off the graphics. This

doesn't actually speed up the
response, but with the graph-
ics on location descriptions
appar first and a key press
brings up more details, when
they're off, the whale lot scrolls
up at one time. My overall
reaction is that, as an adven-
ture it's above average, but in
truth the insert booklet is fun-
nier than the program.’

COMMENTS

Response: medium fast
Graphics: generally
reasonable, some quite
detailed

General rating: unusual,
amusing and good value for
money.

Use of computer 699

Graphics 67%
Playability 78%
Getting started T7%
Addictive qualities 72%
Value for money 76%
Overall 73%

Encounter

Producer: Severn
Software

Memory required: 48K
Retail price; £5.95
Language: BASIC

Encounter is a classic-style
adventure with text only. Your
task is to find & young girl kid-
napped by thugs, and as the
short instructions suggest,
‘everything you need is here,
but you may have to manufac-
ture some items.” On top of
that, it might help if the inves-
tigator has some knowledge of
chemistry (clue).

Most commands are of the
verb followed by noun form.
Ominously, you are warned
that once the alarm goes off
you have only 20 minutes
before you are caught. As
there are an overall 500 moves
to complete your mission of
mercy, a map would cbviously
help. The game starts out from
adeserted market square.

CRITICISM

‘Quick response times on
this adventure ensure & rapid
exploration of the locations, |
found myself whizzing down
alleys into forests, past aban-
doned cars, into gardens, into
a multi-roomed mansion -
where | suppose the kidnap-
ped girl was hidden - and all
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without much sense of pur-
pose. This desE:i'te the many
items littered along the way,
ranging from knives, ladders
and assorted coloured dusts
and powders which (hint, hint)
were no doubt meant to be
mixed into some: infernal
explosive device or other to
effect an hercic rescue! But
unfortunately the whole place
seemed so bereft of life - apart
from a dangerously growling
dog - that | lost interest rather
quickly.’ .

‘This looked like it should be
a good adventure, but some-
how the location descriptions
are so bare, and in so many all
you are fold is that you can see
nothing of interest, that in the
end [ thought it felt like a land-
scape in search of a script.’

"You start in a deserted mar-
ket square and start exploring.
There are lots of unusual
things such as coloured pow-
ders, hose pipes and fishing
nets. The powders must be to
make a bomb with, because it
is easy to break into the prog-
ram and in the listing are sev-
eral references to bombs and
bangs. Then you meet up with
a dog who eventually kills you,
What | couldn't figure out, was
how to kill the dog. | typed in
“kill dog" and the computer
replied, "Good idea,' but |
never killed him.’

‘Kiliing the dog is a good
idea, says the computer, but
nobbling the programmer
might have been a better idea. |
It's about time software
houses realied we expect
more from adventures nowa-
days than we used to, just giv-
ing fast response times o
input is not enough. Below
average.’

COMMENTS

Response: reasonably fast
despite BASIC

Graphics: text only, blue text
on bright yellow background
plus tally of moves made

General rating: below
average

Use of computer 65%
Playability 40%
Getting started 50%
Addictive qualities 30%
Value for money 40%
Overall 45%
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Tower of Evil

Producer: Creative
Sparks

Memory required: 48K
Retail price: £6.95
Language: Machine code
Author: J.K. Wilson

Loads of meanies, tons of nasties and bucketsful of beasties -

Creative Sparks is a new
software company in name at
least, in fact it's really Thorn
EMI with a new front. They
have released two new games
for the Spectrum this month.
Tower of Evil is a very fast
arcade game not unlike Atic
Atac in concept. It isnt as
complex either in the graphics
| orthe scope, butitisn’tsimple.

You play the hero, Andros,
who has been banished from
court until he recaptures the
King's treasure from a wicked

118
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Necromancer and his minions,
The game is played out in the
Tower of Evil, which consists of
five floors, each with nine
rooms. There are nine treas-
ures to be collected. Each floor
contains a treasure, a key and
possibly a goblet containin
one of two potions, one wil
grant temporary invincibility
and the other increases the
strength of you firepower.

To get from one level to
another, you must be in pos-
session of the key. Red doors
lead upwards, and blue ones
go down. This is fairly impor-
tant because there is a chest
on the bottom floor, inta which
treasure must be placed if it's
to be kept safe. Loss oflifeona
floor will mean key and treas-
ure being lost, so it's worth
going down to the chest to
store it, especially as you get
points for collecting treasure
rather than for shooting the
miniens.

Between each floor there
are firepits to cross. Andros
must run along a fioor, leaptwo
pits, move up a level, leap two
more and repeat the process
ona third before emergingona
new storey of the Tower. Atthe
same time the evil Guardian is
hurling fireballs, across the
pits.

Each floor has its own dan-
gers, Beelzebubs on the first,
which twitter about the place in
hordes, trying to hem you in;

‘Valfors on the second which do

the same but shoot back;

Xaphans on floor 3; Demi-
Clones on the fourth, and flying
Baphanets on the fifth. Andros
is able to fire in the direction of
movement. On each floor the
rooms are connected by doors,
which tend to be the most
dangerous place to hover,
since the nasties come flying
through at high speed, and
straight into you.

CRITICISM

‘The only drawback to this
otherwise excellent new game,
is the lack of sound during play.

| A pity since the medieval

| sounding tune played between
| games is lovely. Still, it's a

small quibble, as Tower of Evif
is ultra fast. The speed of the

awarm welcome in the Tower of Evil,

fair amount of luck. The aliens
are not over Intelligent, but you
still have a good chance of get-
ting killed, due to the fact that
there’s so many of them. Find-
ing treasure and the key canbe
a problem as the aliens tend to
pick them up, and they -only
come back when you re-enter
the room. The graphics give
the impression of being ve

“solid”, and when you get k;?-{
led, | love the explosion and
the way your molecules all
reform about the nucleus

again. Colour is used well, but
there is zero sound during the
game. A highly addictive, fast
game.’

graphics is quite amazing, you
can zip about the floors like a
mad thing. When a nasty hits
you, you explode into little bits,
and then you're put together
again for the next life. With
each floor progressed through,
life gets tougher to hang on to,
especially as you face the fire
pits again, and again. It's fairly
simple in concept, very fast
and therefore, | think, pretty
addictive too.'

‘Andros isn't very big, but
he's quite detailed and jumps
with tremendous gusto over
the fire pits. These can get
very difficult when there are
fireballs coming from both
sides. Unlike some of the ear-
fier Thorn EM{ games, this one
has very sensible keys, and it
needs them to cope with the
speed of the game. A nice fea-
ture Is that the layout of the
rooms and the start locations
of the treasure, key elc,
change from game fo game.
Sometimes, there are even
butresses in a room which
weren't there the time before.'

‘Another original game has
appeared onthe market, which
requires co-ordination and a

COMMENTS

Control keys: (/A up/down,
O/P leftiright, bottom row
jump/fire

Joystick: Kempston ZX 2
Keyboard play: highly
responsive

Use of colour: good
Graphics; fast, smooth,

generally very good

ound: good tune, none
during game

Skill levels: progressive by
floor

Lives: 5

Screens: 10 with nine rooms
per screen

General rating: Very good,
fast and addictive.

Use of computer  85%
Graphics 86%
Playability B88%
Getting started 92%
Addictivity 90%
Value for money B0%
Overall 87%




| Update:
Location: Dyson Sphere solar system:
Co-ordinates unknown. Subjects: Crash
survivors from Starliner 'Arcadia’,
Objective: Return crash survivers to Earth
Method: Find and activate allernate space
vessel. Result: Invalid method: No vessel
available.
Next: Cross fingers: Get lucky. . .
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\ FROBABILITY
SNFACTOR WBS 1/

OH; |PON'T
BELIEVE 1T/ HE'S
GOT T2 HRNE H ;
NICE BINARY PURPOSE
FOR,

IT
DOESN'T MATTER,

fl MANDRELL, LOO
HE SMILEP

WHAT 7
o8 E::cmr--.y'r; b oH, |
UNPPERSTANLE I wWouL BN'T
IHAVE NOT -
GIVE!
PERMISSION

7 STUFF YOUR PROBABILITY
FACTOR , CROS5/ HUMAN
NATURE MHAPE (T R PERF
CERT . WE JUST PROVED "THE
EXISTENCE OF HLL-':r".T—',r‘-J GREED,
AN FOR WHAT IT'S WORTH
JIN PROVEDR SOMETHING
ABOUT COMPRESION WHEMN
SHE HELPED THE OLDE MHEN—

]

eER BEATE|
THERE'S 1
BIT OF HUMBNITY
LEFT INSIZE OUR

TERMINAL MAN |

Next: Ritual of Purification...
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Glug-Glug

Producer: C.R.L

Memory required: 48K
Retail price: £5.95
Language; machine code
Author: Stephen Evans

Under-water games seem
popular themes lately.
Perhaps computer games are
echoing the scientific interests
of the late 60s and early 70s
where a disaffection with the
space race resulted in a
development of what was
referred to as the ‘Inner
Space.’ Rather than go whoop-
ing through the canverns of
some far off planet in a laser-
| equipped ship, we're now div-
ing under the oceans of the
computer game to collect val-
uables from the sea bed.

In Glug-Glug you are fitted
out with a hefty deep sea
diver's suit which should be
protection against all but the
biggest giant sguids — only it
doesn't seem to be! The
| screen depicts the sky as a thin
sliver of pale blue at the top,
| with your somewhat insubstan-
tial looking boat floting above
the black void. The diver is
connected to the boat by his
lite-line and may be lowered to
the sea bed. Left and right
movement is effected by mov-
ing the boat above, with the
diver haplessly following.

On the sea bed are several
glittering golden objects per
screen to be recovered by
touching them and carrying
them up to the boat, where, by
some scientific sleight of hand,
they disappear into the boat,
so0 that your diver may return
for the next object. He can only
carry one at a time.

The sea is filled with wild life:
small yellow fish which later
gang up into shoals which
would make Piranha Iook
tame, squids, jelly fish, sharks
and crabs. Fortunately the
diver is equipped with a gun to
| shoot them, for it any touch him
he's dead. The crabs are the
worst in a way because they
linger on the sea bed, below
the effective line of fire. The
mare SCreens you progress
| through the more the fish pro-
liferate, until it begins to
resemble a zoo agquarium.
Floating mines attached to
anchored tethers also make an
| appearance and effectively
prevent you from taking advan-
tage of the wrap-around
screen to escape the fishy
attentions. Sharks also have
the endearing habit of eating
through your divers lifeline,

Jetpac under water in CRL's Glug-glug.

with unenviable results. Scor-
ing depends on how many fish
you shoot and how much
treasure you recover.

CRITICISM

‘The Piranha shoals act as
though they had a heat-
seeking ability, and head
straight for you. Graphics are
smooth and detailed with some
nice animation, and there is a
%ood use of colour throughout.

he game has an odd sort of
addictive quality — | like it. With
each screen it gets progres-

sively more difficult and with 32 |

levels to get through it should
take some time to master. My
only criticism, on the negative
side, is that the score line is too
crowded so it's difficult to see

| what's going on.’

‘Glug-Glug /s almost a
marine equipment of Ulti-
mate's Jet pac, and it does
have graphics of a very high
quality, especially the explo-
sions; which are very similar to
those in Jet pac. A good,
reasonably original, game
with plenty of levels to play
through.'
with a few yellow tiddlers
behaving more like goldfish

than “denziens of the deep,” |

but Glug-Glug works itself up
quite fast into a difficult game.
The graphics are entertaining
and nicely detailed, which
makes it enjoyable to play. The
controls are well placed and
very responsive. | would say
that it should appeal on most
counts and prove medium
addictive.’

COMMENTS

Control keys: A/Z up/down,
/SYM SHIFT left/right,
SPACE=fire

Joystick: Kempston and
Protek, AGF (cursor keys may
also be used, if preferred, by
selecting joystick mode on
returnable menu)

Keyboard play: very
responsive

Use of colour: good

Graphics: smooth and
detailed, very good

Sound: average

Skill levels: 32 progressively
difficult

Lives: 5

Screens: 32

Features: sound on/off
selection

General rating: well above
average to very good, not
necessarily very challenging

but quite addictive anyway.

Use of computer 70%
Graphics 85%
Playability 84%
Getting started T4%
Addictive qualities 74%
Value for money 78%
Overall 78%

G-Force

Producer: Euro-Byte
Memory required: 48K
Retail price: £6.95
Language: machine code
Author: Boris Baginski

Euro-Byte games have been
around for some time, but we
have never seen one
reviewed. Euro-Byte itself
appearsto keega very low pro-
file as well. There are two

| atthe base and may move left

games reviewed in this issue,
G-Force hére, and Pod. Pod,
however, appears to ahve
been sold to, or marketed
through, Visions under the
new name of Rapedss, and a
review of it can also be found in
this issue. ;
F-Force is a hard game to
describe as it fits in with no
known categories and resem-
bles no other game we have
seen. Itis a shoot 'em up —that,
at least, can be said. It is
played on a grid made up of 10
vertical columns. Your ship is

and right, firing ping-pong balls
up any of the columns, at the
aliens which drop down from
the top. There are six types of
alien, although you won't
encounter all at once until the
highar skill levels are reached.
Flippers, a red X-shape, are

common and move randomly
back and forth as they
descend. Tankers, purple |
diamond shapes, move down |
a column quite slowly, and if
shot split into two Flippers.
Spinners, looking like a mini |
molecular structure mode, are
the most common and move
down a column at various
speeds from slow to very fast. |
Spikers look like cotton reels
on a thread, dangling from the
top in a column. They stretch
down, leaving spikes which Kill
at the end of a frame if you
survive (the whole grid scrolls
down and the spikes will stick
you if you remain in a column
under one). Pulsars run along
the top of the grid and drop
deadly bombs, while lastly,
Fireballs move all over the
screen.

Extremely busy bonus
screens between frames give
details of scores, level reached
and aliens to be encountered
before a countdown from 10
starts. There are 32 levels to
play through.

An unusual game of pure speed - G-Force.
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CRITICISM

‘G-Force is, quite simply, the
most original shoot 'em up
game for the Spectrum | have
seen. (Itis similar to an arcade
game with 3D perspective
graphics, although G-Force
has 2D gralplhir:s.l.%1 The graph-
ics themselves are good but
not really super smooth. Mind
you, this type of shoot 'em up
game doesnt really need
super smooth graphics to
make it work. | enjoyed it, and
with 32 levels | think | will be
playing and enjoying it for quite
a while too.'

‘Everthing about this game
is untypical of anything. The
graphics all look as though
they've been designed Dby
someone who is familiar with
the Spectrum (obviously!) and
vet has never seen a typical
Spectrum game before. The

| result is quite different. The

between-screen breaks look
more like one of those title
sequences from an American
TV movie where everyone's
name flashes by so fast you
can't read them. This results in
a neaded breather which isn't
irritating by being too long.
The keys are well laid out and
very responsive. A very busy
game and very addictive {oo.’
‘G-Force is unigue in many
ways: firstly, it two-player
mode is selected, then each
player may enter the game at
whatever level they choose,
gllowing a good player fo
match a poorer one. With 32
levels of play the game will
keep you busy for a month or
so. Even level one is fairly dif-
ficult to play. A fast action
shoot 'em up game with plenty
going on all at once, great
bonus screens, and a game
that can't be compared with
anything else. | ,can recom-
mend it for those with lightning
responses and very strong fin-
gers!’

COMMENTS

Control keys: G/H left right
and F/J superfast left/right, 1
and 0@ =fire

Joystick: none

Keyboard piay: excellent
responses, simple to use
Use of colour: very good
Graphics: very good, large,
detailed and more well if
suddenly

Sound: good

Skill levels/screens: 32
Lives: 3

Features: 1 or 2 player games
with independent level starts
General rating: high unusual
shoot 'em up with very good
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appeal and plenty of
addictivity. Recommended

Use of computer 68%
Graphics © o 75%
Playability 85%
Getting started 66%
Addictive qualities 88%
Value for money 85%
Overall 79%

Moon Buggy

Producer: Visions
Memory required: 16K
Retail price: £6.95
Language: machine code
Author: Jon Dyte

You are stranded (for some
obscure reason) on an alien
planet where aliens attack
from above and the sides, and
the ground is full of holes.
Lunar Jetman had to get outto
fill them in, but technology has
obviously advanced, and the
makers of Moon Buggy have
provided it with a sort of pogo
stick  underneath = which
bounces it 20 feet into the air to
clear the potholes.

The guns fire straight ahead
in the direction of travel as well
as straight up. Up above,
crowds of aliens jiggle and waft
about, dropping bombs in a
constant rain, while from either
side various weapons cruise
just above the planet’s surface
in your direction,

Should you get hit by an
alien or bomb, or fall into a
hole, the buggy doesn’t
explode, but does something
more original — a wheel flies ofi!
With each screen cleared,
more and varied aliens appear.
Also the position of the holes in
the ground alters.

' CRITICISM

e

‘A good game with quite
good graphics, especially the
buggy and the aliens. The col-

our is very well used, with the
ground changing colour on
each screen. One problem |
with the instructions — it says |
LOAD " when it should say
LOAD ™ CODE. Quite play-
able and medium addictive.’
‘The game has a good use
of colour with smooth and very
detailed graphics. It can
become very frustrating when
you are almost on the point of |
clearing a screen and some-

| thing goes wrong. Itis an orig-

inal idea, but it the end it is
lacking something in content.’
‘Pity about the incorrect
LOADiIng instructions. The
game is very playable, with
sensible control keys which
are responsive. The moon
buggy is well drawn and the
variety and animaticn of the
aliens is very good. The flying
aliens have a knack of staying
near the edge of the screen
where you are under more
threat from the ground hug-
gers. Moon Buggy also boasts
one of the best hi-score
facilities I've ever seen. How-
ever, it fails to be completely
addictive and remains a good,
original sort of shoot 'em up.'

' COMMENTS

Control keys: Q/P jump
left/right, A to ENTER=fire,
alternate keys on the bottom
row for left and right

Whoops! There goes another wheel! Moonbuggy faces aliens from all sides.

Joystick: none

Keyboard play: responsive
Use of colour: very good_
Graphics: smooth and very
detailed, good explosions and
plenty of variety

Sound: continuous, average
Skill levels: 1

Lives: 5

Screens: 8

General rating: average to
good, medium addictive:

Use of computer 63%
Graphics 68%
Playability 61%
Getting started 45%
Addictive qualities 55% |
| Value for money 58%
| Overall 58% |

RAPEDES

Producer: Visions
Memory required: 16K
Retail price: £5.95
Language: machine code
Author: Kevin Bezant

If you have read the review of
G-Force by Ewro-Byte, you
will have noticed that we said
the other Euro-Byte program
was Pod, but that it is being
marketed by Visions under
the name of Rapedes. How-
ever Pod is written by Boris
Baginski, whereas Rapedes
is written by Kevin Bezant. Are
Bezant and Baginski one and
the same? Both programs
under their own names are
availble and a guick glance at
the graphics will convince any-
one that these twa are one and
the same program — evenif the
authors are not! There are a
few minor differences which
we point out before the Critic-
ism.

Rapedss is in fact a classic
‘Centipede.’ Your ship may
mare left and right as well as up
and down to about one-third
the screen height. There are
green  mushrooms  which
erode with four shots, a large
spider and snail, red mus-
hrcoms and, as the level of
play gets higher, falling cen-
tipede segments. The cen-
tipede itself is made of alternat-
ing biue and yellow circles.

he principal differences
between Rapedes and Pod
(apart from the names of the
author) are that Pod costs
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| A pretty classic ‘Centipede’ hides under the name of Repedes.

£6.45 has only one speed
(fastish) and a different key
| layout - a rather awkward one
i which uses G/H leftiright and
Y/B up down with TIN/V/U for
| the diagonals, It does, how-
| ever, have continuous fire,
which Rapedes does not. For
collectors of the unusual we
would recommend buying both
versions!

CRITICISM

okay. | preferred Pod because
of the autofire, especially as
this is a long centipede!

‘The key responses are very
good, but poorly placed keys
don't help. The graphics are
very fast block movement and
delailed, and there is good
sound. | thought the copy was
& good one and accurate o
the original with plenty of
addictive quality.'

3 This is a good game which
could have been much better if
the keys were better
positioned. They are hard to
get used to because they are

_'This is not a bad "Cen- E
tipede” version but control is |
difficult {on both). The graphics |
are nothing special, although

“allin a row. The graphics and |

detail for the Hall of Fame are
also good.'

COMMENTS

Control keys: Sinclair keys,
6/7 left/right 8/9 up/down, @ to
fire. Eight-directional
mavement
Joystick: Kempston, ZX 2
Keyboard play: very
responsive, although awkward
to use
Use of colour: good
Graphics: simple, but
effective with detail and fast
Sound: average
Skill levels: 5 speeds
Lives: 3
Features: 1.or 2-player
ames
eneral rating: above

'SPACE
SHUTTLE

Producer: Microdeal
Memory required: 48K
Retail price: £8.00
Language: BASIC

“You are about to fly the world's
most sophisticated flight vehi-
| cle,’ it says in the flight manual
| enclosed with the tape. This is
of course the famous Space
Shuttle: Your mission is to take
off, park yourself in orbit, move
yourself up to a malfunctioning
satellite and retrieve it with the
remote control arm, then fire
the retros and descend back to
earth. After re-entry is accomp-
lished you must then land the
Shuttle on a long runway in the
desert before receiving your

| visible,
| going. When ignition sequence

average to g-D{.\d

Use of computer 52%
Graphics 63%
Playability 64%
Getting started 64%
Addictive qualities 62%
Value for money 61%
Overall 61%
debriefing.

Space Shuttle is more of a
simulation than it is a game.
The opening screen depicts
your view, as pilot, looking out
of the shutile port at the desert
outside, backed by mountains.
Some cacti and a gantry are
the countdown is

begins the view scrolls down-
ward as you lift into blue sky,
pass small clouds and finally
climb into the black of space
with a few small stars visible.
From the orbit you must move
the shuttle forward to make
acquisition with the satellite.
When this is done the view
outside shows the satellite in
position nearby, and the bay
doors, which may be opened.
Then the remote arm may be
activated and guided to make
contact with the satellite and
both withdrawn into the bay.

There is atime limit on this sec-
tion, after which the arm with-
| draws whether or not you have
| acquired the satellite.
| Once the doors are shut,
| re-entry occurs automatically
until the view clears to show
| you the desert landing strip
approaching,

The tape is accompanied by
| a detailed manual. Instrumen-

tation includes range and
| altitude, propulsion by reaction
jets, real-time mission clock,
range to the end of the runway,
altitude, velocity and reaction
| jetfuel remaining.

CRITICISM

‘Don't forget that the most
| difficuit thing is to land! The
| take-off looks quite detailed
| ‘and is done quite well. Moving
| the shuttle around to acquire

ple enough, with the only diffi-
culty being-that the end of your
arm must make contact with
the lower point of the satellite.
Only landing poses any real
problem. All the way through,
the simulation is done using so
few instruments that it barely
deserves to be called a simula-
tion at all. The graphics
throughout are disappointing
and simple with the drawing of
the bay doors and the satellite
looking as though they come
from a game two years old.'

COMMENTS

Control keys: cursors, plus
=forward, B=back, O=open
doors, C=close doors
Joystick: Protek, AGF, ZX 2,
Kempston

Keyboard play: slow

the satellite is a very easy per-
| formance and | do think the
| satellite could have been bet-
I ter drawn with more detail and
| colour. Landing is very hard,
perhaps too hard. Throughout,
the use of colour is only fair in
fact, and although the graphics
are smooth, they are very slow,
and the sound is poor. On the

standard and not worth buy-
ing.

‘This game is a little similar
fo  Flight Simulation and

requires some skill, although
I how you land Fm not sure, it's
guite difficult. The instruments
are well defined with hi-res
graphics, but the sound is dis-
appointing."'

‘It says there are tive phases
which reguire skill. Take-off is
all handled by the computer, as
is re-entry. Parking the shuttle
near the satellite is very sim-
ple, virtually automatic; getting
hold of the satellite i3 also sim-

whole the game is. of a poor'

Use of colour: average
Graphics: good resolution,
smooth, but slow and lacking
imagination

Sound: poor

Skill levels: 1

Lives:

Screens: 5

General rating: lacks
sufficient detail to be a real
simulation, and lacks sufficient
content to be better than
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| average.
Use of computer 69%
Graphics 55%
Playability 50%
Getting started 68% |
Addictive qualities 46%
Value for money 43%
Overall 55%

B
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Pinball
Wizard

Producer: C.P, Software
Memory required: 16K
Retail price: £5.95
Language: machine code
Author: Sagittarian
Software

Why spend money in the
arcades any more? For the
modest outlay of the price of
this program, you can now play
pinball in the comtort of your
own home. The layout of the
table is quite traditional with a
row of 12 bumpers at the top
and two collections of bonys
targets to either side. These
are arranged in a diamond
shape with a 20-point target at
the top and three 10-point
targets beneath. There is a
high bonus gate to the left edge
of the table, one in the centre
and one at the botiom in the
middie. In addition there are Hi
and Lo targets and two central
bumper gates below the scor-
ing window,

o the right is the ball
launcher. Pressing the fire key
tauses the spring to pull back
and then return, and continue
doing this until you release the
firing key. In this way it is poss-
ible to control the strength of
the shot desired.

At the base are two sets of
flippers, each with an indepen-
dent right and left arm with exit
gates between them. Two
more exit channels run at the
edge sides of the flippers. The
score window looks authentic
with the digits flicking up just as
they would in a real table.
Below that is another window
with the number of balls left to
the player.

Hitting any of the rollover
targets at the top of the table
will light the letter above it
(S-A-G-I-T-T-A-R-I-A-N) and
any of these targets subse-
quently hit will increase the
bonus by 50 points to a max-
imum value of a freeball once
all the letters have been lit.

CRITICISM

‘It may not have quite all the
thrills of a noisy arcade, but this
is definitely one of the best
simulations of a table-top
game | have seen. Of course, a
lotof the graphics don't have te
move very much, so it has
been possible to concentrate
atlention on the ball, which
moves around with extraordi-
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The first computer game for deaf, dumb and blind kids.

nary realism. Using the flippers
is simplicity itself and they work
very effectively. When | first
started playing the game |
thought that a few minutes
would suffice, and then found
that a couple of hours had pas-
sed and | was still at it. Excel-
lent.’

'This simulation is fast
enough to be enjoyable and
addictive. The sound has
been well used to simulate real
arcade sound. There isn't
much go.fr:? on graphically,
but what does move moves
very smoothly. Perhaps one
aspect that isn't too realistic is
that the ball can spend quite a
long time playing by itself,
bouncing from target to
target.’

‘I missed the opportunity to
“filt" but otherwise | was very
impressed with this game. The
colours are well used, it has the
best effect of a moving ball I've
seen yet in a Spectrum game,
and it manages to be very add-
citive = not usually the case
with these sort of games on the

computer. | would say thatas a -

change to zapping or even
adventuring, Finball Wizard
has it made.’

COMMENTS

Control keys: Qto T left
flippers, Y to P right flippers, 6
to zero for launching the ball
Joystick: none - none
needed

Use of colour: good
Graphics: large, detailed and
smooth

Sound: good

Skill levels: 1

Lives: 5 balls

General rating: good to very
good, and addictive.

Use of computer 75%
Graphics 70%
Playability 78%
Getting started 72%
Addictive qualities 68%
Value for money 63%
Overall T1%

The Devil
Rides In

Producer; Carnell
Software

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: David Abrahams

"You are a wizard in battle with
the legions of hell. Your
defence consists of a magic
circle, which you cannot leave,
and a talisman to destroy the
hellish army.

Inthe first screen your magic

circleis surrounded by several
ghosts, which float lazily
around, firing off the occa-
sional green fire ball at you.
Your ‘talisman’ acts like a laser
to destroy the ghosts. The
fireballs weaken your strength
if they hit you, three being fatal.
Running into the edge of your
magic circle does the same
thing.

in the second screen, the
scale has been reduced, and
small spiders have built a web
around your circle to protect
the big spiders firing at you
from being harmed by your
rays. The object is burn away
the web so you can fire through
again. The third screen has iit-
tle devils scurrying around the
circle, not very dangerous until
hit by the rays from your talis-

man. In screens 4 and 5 the
Angel of " Death himself
appears, and screen 5 brings
forth the winged demons and
skeletons which steal bits from
your circle. The demons
require two direct hits before
being destroyed. i

Between games a 12 hour
clock face appears and counts
down the final few seconds
before the game commences.

CRITICISM

‘The cassette box and general
presentation is very good, and
leads you to expect a pretty
good game. The actuality on
screen is a bit different
Although the pixel movement
raphics are to be commended
or their smoothness, the
actual graphics are boring,
small and very very slow.
‘I've never seen a game quite
like this.one before, and | hope
I never will again. It's an ongi-
nal enough idea, but its main
let down s the sluggish
response of the keys. The hell-
ish army moves about well, but
colour and sound could have
been better. Not a game [
could recommend because of
its lack of content.'
‘In some vague respects this
resembles one of those older
‘Berserk' type games. Machine
code and graphics have come
quite a way, but | don'tthink the

I ideas behind this one have

moved much at all. Small
characters and slow move-
ment don't improve it. Only the
winged demons held me in any
t?{'all. and it's a long wait to see
them.’

COMMENTS

Control keys: cursor keys
with 9 for diagonal rotation
and @ to fire, or a rather daft
arrangement of A/L left/right !
and X/M up/down with SFACE
tofire

Joystick: AGF and Protek
Keyboard play: responsive
but slow action

Use of colour: fair
Graphics: very smooth but
slow

Sound: poor

Skill: levels: 4

Lives: 3

Screens: 6

General rating: a surprisingly
uninteresting game despite
the scenario.

Use of computer 58%
Graphics 69%
Playability 45%
Getting started 58%
Addictive qualities 42%
Value for money 48%
Overall 53%




TOWER .
OFEVIL

There are more than 40 rooms in the
maze-like Tower of Evil. Throughout the
Tower is scattered the stolen treasure of King
Salimos, which Andros must retrieve and
place in the sacred chest at the top of
the Tower.
Tocollect the treasure, Andros must travel
fram room to room, duelling with the
Demi-Clones; wrestling with the Baphonets.
Todefend himself, Andros can throw fireballs
from his fingertips, but even this skill cannot
heip him negotiate the dreaded Fire Pits,
which must be leaped in a single bound.

Tower of Evil is for experts only.
We guarantee you hours
of enthralling, fast action piay.
Youshould find Tower of Evil, with a free
poster offer, at any major software retailer.

£6-95

(Vic-20 version also available).




/ SINCE THE LAUNCH OF THE

SPECTRUM, THERE HAS BEEN IVIUCH

TALK OF ‘ARCADE PERFEET’ GAMES, BUT
THE IDEAL HAD NOT APPEARED, UNTIL..

ARBLIT /*

"THE DEFINITIVE VERSION

STARBLITZ-£6-95

At last a true ‘Arcade Perfect’ game for the ZX Spectrum. Swarmers, Aliens, Mutants, Full Colour Laser Fire
and Explosions.....It"s all there!. Smooth Hi-Resolution Graphic Movement of a quality and speed
unattained on any similar Spectrum program before. |f you are a hardened Vid Kid then your wait is over for
a game which is truely a match for your skills,

Available from most major outlets nationwide. Mail Order: Send your Cheques to Softek House,
Tranquil Passage, London SE3 0BJ. Dealers Contact: EMI Distribution or Phone us directly on 01-318 5424,

SOFTEK INTERNATIONAL LTD. 12/13 Henrietta Street, London, WC2E 8LH.




