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Braxx Bluff
From Tin Soldiers to

Computer Games




Qur ultimate 3D program — tit

screen mission to save the dyint
crawler crew trapped at Braxx Bl U
Undock and land, walk in search of
the erawler, drive it through the marsh,
the ruins and the desert —one track,
wrong and you are dead! — skim the
rocky seas at top speed . . . the natives
are after your energy, but caution
costs time and the crew are dying.
There never was a cockpit-view
mission like the one to Braxx Bluff!

3D Multi-screen Rescue
Mission on the
48k Spectrum—£6.95

User-definable keys, Kempston,
Cursor and Sinclair joystick compatible.
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CRASH SMASH
Wanted; Monty Mole and Sherlock

ym Silversoft, ‘.urgm Elite,
L:suqup dnd r'na.n}. Mmany more .
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UPSETTING
EXPLETIVES

We have received several
letters from readers
complaining about naughty
words in CRASHNo 7
(August), which appeared in
my Editorial pages and in the
news item about the collapse
of Imagine Software. Quite a
few of the correspondents
linked the appearance of
these words with falling
standards in computer
journalism. It seems to me to
be an entirely irrelevant
argument. Standards in any
form of journalism are to do
with accuracy, interest and,
above all, honesty of
expression - not with the
occasional use of an
expletive. I'm well aware of the
moral that using swear words
is a failing of gdruper
expression and generally
;Ipplkaud the sentiment, t;tét |

ink society at large is today
capable of accepting that at
selected times a simple word
can express a range and
strength of personal feeling
that a well constructed
paragraph cannot. If the

of CRASH were filled

with expletives in the
profusion to be found in colour
supplement magazines, then |
would accept that our
standards were slipping. The_
editorial piece about Imagine
was written from an
impassioned point of view,
and as such | ded the
use of the word bull****
censored for fear of further
upset:} as appropriate. I'm
sorry if it offended readers, but
| do not apologise for using it
in the context.

In the case of the news
piece on Imagine, the
expletive was used by Bruce
Everiss over the telephone in
conversation with our reporter,
and its repitition in the article is
entirely justified as re e.
CRASH does not swear lightly
or conveniently. If I'm not
mistaken, Mr. Everiss used
precisely the same sentence
when speaking later the same
day to a reporter from Popular
Computing Weekly, and they
too reported his words
verbatim.
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CHRISTMAS SPECIAL

Plans are well under way for a
CRASH CHRISTMAS
SPECIAL edition this year.
I:This will be a bumper bundle
as say) of competitions
andtgw;hyclas_ There \wﬂll also be
a giant free double-sided
poster, which also acts as a
calendar for 1985, included in
every copy. Because of the
amount of work and material
going into it, it will cost a bit
more than the usual CRASH
(although subscribers will
receive it as part of their
normal subscription). It should
prove good value, however,
due to the large number of
interesting competitions we
are arranging together with
many software and hardware
houses, which will mean
prizes for hundreds and
hundreds of lucky winners.
Out on sale on the 13th of
December, price £1.25, the
Christmas Special is in
practice the January issue of
CRASH —but we promise you,
it will be a very different and
special edition.

EL CHEAPO

I've gone on quite a bit about
the price of software in past
issues, and in the last one |
mentioned that CRASH would
be behind any software house
that could produce really good
mmms ata cheap price.

| have seen three games
from Atlantis Software that |
really do think are worth the
asking price and that haven't
been written down to match

* the price. All three are

reviewed in this issue.

In the main, however, | stiil
remain to be convinced that
really innovative games c:gn
be properly developed an
marketed at such low prices.
The argument that illegal tape
copying would lessen if all the
games were sold at £1.99
seems sadg unfounded,
judging by the response to
date of our pira%
questionnaire. The problem
remains. . .

ATIC ATAC MAP |
WINNER

ACG Key winner, Malcolm
Berry (14) from Rayleigh in
Essex, travelled up to Ludlow
together with his mother,
father and sister, to

receive his trophy for winning
the Ultimate Atic Atac Map
Competition. The Berry family

were invited to lunch with iy S
CRASH Editor Roger Kean of ACE,

and Art Editor Oliver Frey o
before the presentation was trophy and his
made. Malcolm’s mother told W

us that he's always drawing
and designing things. The
striking version of Atic Atac’s
cover had apparently been
done long before the
competition was .
even thought of
and Malcolm
thought it

would comein |
handy forthe |
Map. :
After lunch |
Roger Kean | =
presented
Malcolm
with the
ACG Key
trophy in
the very
room
where
the ,
competition <
judging had taken
place some weeks earlier.



The

same room

is now piled

high with maps

for the Sabre

Wulf Map

Competition,

which looks like

being an even
der
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CRASH Editor Roger Kean tongratulates Maicolm on his win.

judging job than that for Atic Atac! The
Sabre Wulf winners will be announced in the
next issue and will receive a trophy of the
ACG Amulet, which Ultimate is having
made up now. Like the ACG key, the
Amulet will be completely unique.
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ONE CHR$ INKEY$

JASON WEST lives in Orpington, Kent, and has been a CRASH reader for some time.
He has strong opinions about computer magazines in general and computer journalism,
and was probably the reader most upset by the CRASH/PCG war of words.

REVOLUTION!

There you sit with your ‘game
and watch’, wondering what to
do next. Suddenly you dad
bursts into the room with a new
Spectrum. ‘Wow," you think,
and set it all up. Ah, now what?
Thrown into disarray you
decide to do the first important
thing - get a computer
magazine. Off you go to the
newsagents, open the door
and BANG! Multitudes of
sparkling, glossy magazines
wait to drag you into their
world. Behind the thousands of
magazines you manage to
catch a glimpse of a daily
newspaper.

Such is the banality of com-
puter journalism today. It isn't
new anymore; bri out a
magazine thick and glossy
enough to outshine the other
shelf-inhabitants and it's a
sure-fire hit. Another way of
atiracting potential buyers is to
emblazon half the contents of
the magazine across the front
of it - and don't forget the
exclusive reviews and compet-
itions.

Flicking through the prehis-
toric magazines of 1981 (yes,
dinosaurs were just nearing
extinction then) the conservat-
ism in them is amazing. For
instance, the letters page is full
of letters which read as though
they were written by university
students studying ‘Emotional
and Physical Psychology as
told by Dr. Arbuthnott'! No sar-
castic comments or (heaven
forbid) funny lefters. Letters
instead with such headings as
‘Erroneous Factorials’” and
‘Porimaneau. Word' - don't

JASON WEST and
a collection of
glossy computer
maps. Is gloss
selling poor jour-
nalism?

look at me, I'm just as con-
fused.
Things began to pick up with
the ar:?va??f the Genie from
Lowe Electronics and the
ZX81, But, later on came the
ames! An adventure for the
81 would set you back
£14! Thank God the Spectrum
wasn't around then! Most
home computer magazines
today carry the weight of about
ten or more software reviews.
Not so earlier on in the revolu-
tion! One software review
appeared in a magazine of
December 1981. The software
in question was for the Com-
modore PET and cost £400 —
and you lot complain about the
price of Sabre Wulf!
As time went on there were
more adverts and by the time
the Spectrum arrived software

houses began to establish
themselves with a sudden
influx of money to fund one or
two glossy adverts in an
equally glossy magazine.

So we arrive at the present
day and find that magazines
become thicker, the adverts
glossier and larger and the
editorials longer and seem-
ingly subtler. But already
slanging matches between
magazines in the main running
have begun. Editors calling
each other's magazines
names and even beginning to
swear in their editorials. When
it is necessary for an editor to
swear to make his point
known, then it is time for him to
give up journalism. | am not
offended by swearing at all -
butin a computer magazine? It
is more effective for a journalist

to twist his words rather than
usm twisted words.
at does the future hold for
computer journalism? Who
knows? Three or four years
ago there were about five or six
computer magazines for sale.
Today there are about twenty
to twenty-five. Will the fledgling
industry be crushed by its own
nt? For our sakes,
let's hope not!

ROGER KEAN replies: /'ve
already covered the paint
about the swearing earlier, but
I must confess o being puz-
zled about Jason's logic about
sSwear words appearing in
computer magazines - he
says he's not offended by
swearing AT ALL. Again, one
might refrain from swearing in
& church because of the con-
text, but are computer
magazines o be compared
with churches? What's so
special about computer
magazines and the writing
comtained in them that so sets
them apart from other written
material? It's a neat aphorism
to tatk about twisting words
rather than using twisted
words, but to my mind one of
the biggest failings of any form
of journalism is the way in
which words are constantly
twisted fo imply a different
meaning to the one supplied
originally."
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No more fumbling with the game control keys. now you can
have joystick control on the ZX Spectrum ®he Kempston
joystick intertace allows all joysticks in the Kempsion range
(and others that are Atari compatible) to be used with the
Spectrum. Simply plugs into the edge connector.

No moditications necessary. ONLY £11.50

Mazximum arcade quality features af a reasonable price
Features: | | Top fire bution for one handed thumb control

LI'Tngger button for one handed index fingercontrol [ | Base
fire bar for left or right handed control || 8-way arcade

quality leat switches [ | Rubber return action! | 1 5 metre cable

Commodore and Atari compatible, See joystick interface
tor Spectrum compatibility. ONLY £12.75

The ultimate joystick for the home computer. Features:
Ergonomic design and nylon covered steel shaft [ B-way

arcade quality leat swilches [] Dual fire buttons for left or

right handed play U Rubber return action for smoothness
1.5 metre cable

Commodore and Atari compatible. See joystick interface

for Spectrum compatibility. ONLY £13.50

MICRO

g Full details on ail our products are available on reguest
AE please. Most products are avallable from WH Smith, Boots
mputer Centres, good computer shops or direct
All prices include VAT and P & P. Plaase allow 21 davs for delivery

Pevir iy ey
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Compatible with ZX Inferface 1 the Pro-Interface has three
?-way D Sockets Two of the sockets allow compatibility

with Sinclair/Psion software whilst the third offers the dual
facility of both Kempston joystick software and cursor key

. software. The Pro-Interface also features a cartridge slot for

ROM based software ONLY £19.95

Al last an RS 232 interface for the ZX Spectrum allowing

connection to any printer which follows the BS 232 proiocol

The interface has its own EPROM allowing the use of
keywords LLIST, LPRINT and COPY We recommend the
Brother EP44 Printer for use with this interface

Intertace complete with cable and eonnector QNLY £45.00

The Kempston centronics interface will allow you toutilise a
vast range of printers with an industry standard centronics
input port on the ZX Spectrum. Interface E has aill operating
commands held in gn EPROM. 50 Plug in and its ready to
use ONLY £49.99 Inlerface 5 offering similar features as
above but software routines are provided separately to
initialise the interface before use. ONLY £35.00

TON

ELECTRONICS LTD

Kempston Micre Electronics Itd Singer Way

Woburn Road Industrial Estaie, Rempston, Bedford ME42 TAF
Tel: (0234) 856633 Telex 826078 KEMPMI G
Trade Enquiries Welcome 2




WANTED:
MONTY
MOLE

Producer: Gremlin
Graphics

Memory required: 48K
Retail price: £6.95
Language: machine code
Author: Peter Harrap

The inlay says that this game
has caused quite a stir with
games experts, the national
press and television. Televi-
sion was naturally interested
because the game contains a
caricature of Arthur Scargill,
the Miners' Union leader. In
fact a sequence was shown on
TV News at the height of the
strike. It's been released simul-
taneously for the Spectrum
and the Commodore 64, but
revierwers in the CRASH office
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feel that, with all the Commo-
dore’s better looking graphics,
the Spectrum version is the
better game of the two.

The story goes that it's a
long, chilling winter, and Monty
Mole makes a daring bid to raid
his local South Yorkshire pit to
snatch coal. Battling through
flying pickets, man-eating fish,
coal crushers and drills, he
escapes fo emerge in Arthur's
Castle. Seizing his only
chance of toppling the great
man, Monty collects the secret
ballot papers and vote casting
scroll. But Arthur's no fool
when it comes to the heavy
stuff and his personal body-
guards put up a struggle.

S0 much for the blurb —what
about the game? Instant view-
ing will bring Manic Miner/Jet
Set Willy to mind, and not with-
out some justification, for
Wanted: Monty Mole is a com-
plex platform game with a
jumping character and inter-
linked rooms to the maze.
There are also a few guessing
tricks involved and a strategic
element to finding the route
through a room or series of
rooms. Monty himself is an
endearing character likely to
reappear in more games, who
has an attractive walking gait
and an athletic jump wvery

reminiscent of his mining
cousin from Surbiton.

Unlike Maric Minar, which
ends on the surface, Monty
starts on the top in a screen
with a bridge over troubled
waters, squirrels dropping
acorns and a steaming bucket.
The bucket looks tempting — it
should be, for without it coal
won't even appear in the mine
shafts to be collected. First
timers, take heed - grab the
bucket and run like helll The
mine shafts contain ropes,
moving platforms and dice-
with-death crushers as well as
ghosts, monsters and deadly
machines. There are also
objects to be collected but only
the coal lumps score points.
Th@ objects do, however, have
their uses, and it will no doubt
be the cause of much specula-
tion and playing hints inissues
to come, as to what does what.
One thing is certain, some use-
ful objects cannot be collected
until a particular tool on the
screen has been collected first.
In all there are 21 rooms, or
levels, to get through.

the flying pickels, hair sprays,

CRITICISM

® 'In my view Monty Mole will
be a future Spectrum hero and
there will be posters of him
adorning every wall in Britain,
After hearing about this game
on the News, | thought it would
be a winner, and when it
arrived | found | was right. If
yvou liked Manic Miner (is there
anyone who doesn't?) you will
love Monty Mole becauseit's a
classic platform game, more
complicated and, in my opin-
ion, better than Manic Miner.
The graphics are cerlainly up
to MM standards and with no
serious aftribute problems. As
to the sound — well the Spec-
trum’s never been up to much
on sound, so don't expect too
much! | found this game fun to
play and certainly addictive —
this has got to be one of the
best games for the Spectrum
this year and definitely worth
buying.'

@ 'Monty Moleis a fantastic Jet
Set Willy type of game with
excellent graphics and a good
use of colour throughout. |
liked Monty because he is weil
defailed and animated, as are




k debris and so on. It is very

addictive, and | will be coming
back again and again. The
only thing is that a bit of con-
tinuous sound wouldn't hurt.”

® This program carries on
where Manic Miner left off on a
similar platform basis, again in
the mining industry. As the
game progresses, the dangers
increase dramatically. Monty
is very well animated, and
moves about with ease from
the well positioned control
keys. Well into the game the
elusive Arthur Scargill appears
with a big head and a huge
conk. Overall | got completely
immersed in this well thought
out and highly addictive game,
which | think will provide many
hours of fun.’

® 'One of the major distinc-
tions between Monty and
Willy, is that Monty requires a
deal of luck in certain situa-
tions, like the crushers. While
this might be thought to
reduce the playing skill ele-
ment, it does add one of sheer
thrill and nerves. The graph-
ics, design and animation of all
the moving characters s
excellent, amusing and attrac-
tive, and that adds quite a bit

to the pfag:'ab;'ﬂr}' of the game.
Whether Monty Mole is better

than Manic Miner willhave to
remain g question of the near
future, and more hours play-
ing. 1 suspectit might be better
by a fouch; better than Jet Set
Willy? I don’t know that either,
prefty much as good though.’

 COMMENTS

Control keys: /A up/down,
O/P left/right, B to SPACE

= jump

Joystick: Kempston, Sinclair
ZX2

Keyboard play: very
responsive, good positions
Use of colour: excellent
Graphics: very good,
sensible scale

Sound: good

Skill levels: 1

Lives:

Screens: 21

General rating: highly
addictive, excellent value.

Use of computer 86%

Graphics 94%
Piayability 95%
Getting started 88%

Addictive qualities 96%
Value for money 90%
Overall 92%



If you think that dragons,
wizards and warlords

are dangerous, test your skill
and daring against pirates,
Indians and wild beasts. ..

Never before has J. M. Barrie’s thagicworld

« of the Neverland been so real. PETER PAN
~ =The Adventure Game takes you to the
: realms of irates, lost boys, Indians, wild

1l earless; destroy Hook and
return Wendy and the boys

If your local dealer doesn't stock PETER PAN - The Adventure
Game, just send off this coupon - please alfow 28 days for delivery,

Please rushme || copiesof PETER PAN -The Adventu 3
at £10.95 (£9.95 plus £1 p&p) | enclose acheque/P.O. payab eto
Hodder & StoughtonbLtd forf............ ordebitmyAccess

Barclaycard No. [mq

Signed ..
PIRITER i e R B e e

AOATBEE . . . i e e e N R e
.. Postcode . ........

Send to Hodder & Stoughton Ltd CSD23(A)
P.O. Box 6, Dunton Green, Sevenocaks, Kent TN13 2XX.
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VAGAN
ATTACK

Producer: Atlantis
Software

Memory required: 48K
Retail price: £1.99
Language: machine code
Author: John Green

‘Star Trek' style games
enjoyed great popularity on the
81 and there have been
some versions for the Spec-
trum of varying success. What
distinguishes Vagan Afttack
from the others is that it's a
very good game and unlike
most earlier versions, which
were expensive, thisone isata
price. Despite the title
and the alteration of some fave
names like Klingons, Vagan
Attack is a classic Trekkie with
the advantage of high speed
action.

The scenario goes boldly
where others have gone
before - the Federation has
been caught by a surprise
Vagan attack. Only you and
your ship Andromeda stand in
the way of Vagan domination
of the galaxy. You must des-
troy all the Vagan ships and
bases within a limited period of
time.

The galaxy is divided into 64
Quadrants, each of which is
divided into 64 sectors. Sec-
tors and quadrants are rep-
resented in the classic nota-
tional form, blocks being num-
bered 1to B across the top and

down the sides. There are
three visual scans available to
the commander the
Andromeda, the Galaxy Chart,
which shows all 64 quadrants,
quadrants where the
Andromeda has already been
and whether there are any
Vagan ships or starbases in
those quadrants. It also indi-
cates how many stars, Federa-
tion and Vagan starbases and
Vagan ships there are in each
of the quadrants. Most of the
action part of the game is
played on the Shorf Range
Scanner which gives a detailed
view of the quadrant occupied
by the Andromeda. Addition-
ally the Status report gives
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Boidly going where othars have gone before — but doing it betier. The elegant pying screen from Vagan Attack.

information about your ship
and the battle situation and the
Damage report lists any sys-
tems damaged by enemy fire,

Vagan bases are armed with
lasers and plasma bolts and
are guarded by Vagan ships.
Federation Starbases support
the Andromeda, and on dock-
ing with one, all weapons are
replenished and all damage
repaired. The bases, however,
are very vulerable to Vagan
attack.

The Andromeda's weapons
include 2 plasma tubes with 12

.| plasma bolts which are fired by

specifying course. There are
two independently operated
lasers and the all important
anti-matter bomb. There is
only one available and it will
destroy everything within the
quadrant. Its effects may effect
the Andromeda’s engines and

leave radiation behind that will
damag]a the ship should it
enter the quadrant again.

The screen display of the
short range scan is spiit into
two squares, one on the left is
the visual scan showing the
position of the Andromeda (a
curiously familiar shape), that
of stars and Vagan bases,
ships or starbases. Firing
actions can be viewed on the
screen both from the
Andromeda and from the
enemy. As Commander, you

have various command func-
tions available at a keypress.
These are listed under Control
Keysin the Comments section,

CRITICISM

@ ‘After Code Name Mat no
‘Star Trek' type games have
been produced. This game
hangs on to the strategy side of
‘Star Trek’ but in a more fun
sot of way. Graphics
responses are excellent being
fast, colourful and, text-wise,
pleasing. Overall, | think this is
the best ‘traditional' type of
‘Star Trek’ game | have seen.’

® Vagan Attack has shades of
Code Name Mat in the sense
of a space arcade/strategy. It
is exceptional value for £1.99
considering its complexity.
The screen layout is very easy
to follow Even though the
graphics don't move much,
they seem to work in this
game. It's very playable and a
sure winner, one of the best
trekking games for the Spec-
trum and at a cheap price.’

® ‘A great deal of detail has
gone into this ‘Trekkie' game,
especially on the graphics
side. The specially generated
screen textis very neatand the
way it is laid out is easy to fol-
low in what are generally rather
complex games. Life isn't
exactly easy on level one and
there are 9to play; levels affect
the numbers of enemy and the
amount of time yf;_nu have to
save their galaxy from vagrant
Vagans. Very often in Trekkie
games, this isn't possible, and
the Commander must sit and
wait for an opportunity to break
in to enter a fire command.
This real time aspect makes
the arcadish sequences much
more fun than usual. It's amaz-
ing that a game of this quality
and complexity should be on
sdle at £1.99, and good luck to
Atlantis for bringing it out. |
would heartily recommend it to
any ‘trek’ fan as a worthwhile
investment.'

COMMENTS

Control keys: numerics for
weapon direction in degrees,
10 for lon drive (localised
travel), TE = tetron drive

(long distance),

LA = lasers,

PL = plasma boits,

AN = anti-matter bomb,

GA = galaxy map,

SI: B(\,t;ltus report,

DA = damage report,

LO = long range scan,

SH = short range scan,

AB = abort command
Joystick: none required
Keyboard play: requires
practice as fast decisions are
needed

Use of colour: very good
Graphics: good, nice text and
generally clear graphics
Sound: not much

Skill levels: 9

General rating: tremendous
value for ‘Trek' fans, generally
good value for most players,
makes for a good
two-players-on-the-same-side
game.

Use of computer 65%
Graphics 68%
Playability 73%
Getting started T7%
Addictive qualities 71%
Value for money 83%
Overall 73%
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B.C. BILL

Producer: Imagine

| Memory required: 48K

| Retail price: £5.50

| Language: machine code
Author: Eric the Bear!?)

Whether the 'B.C." before Bill's

name means Before Comput-

ers or Before Crash is not

stated on the inlay, but the
| game is cerainly post-Imagine
| and is now marketed by Beau

Jolly, the London company
| that secured the rights to mar-
| ket Imagine’s games.

B.C. Bill will probably cause
some furore or other as it is a
game of sexism, sex and viol-
ence. The basic object is to
club women into a state of
insensibility so that Bill can

| amount of
| depends on the seasons which

B.C. Bill sets out on another wite hunt. With no ‘hold’, the wildlite is rather blurry.

eat anything they touch, includ-
ing Bill.

e game is played across
seventeen years and the
food available

can be seen changing as you
play. A shortage of food may
result in some wives dying, in
which case the kids will leave
home then Bill finally dies of a
broken heart.

B.C. Bifl comes with a lavish
inlay card which also contains
a long and absurd account of
the lite of Eric the Bear, sup-
posed writer of the game but
which one may assume is
entirely apochryphal. The
game idea apparently comes

om Mark Butler himself and
s0 he must take any blame

which altaches for its
chauvinistic attitudes!
Incidentally, although it

drag them off to his cave to be
wives. Once in the cave they
start producing children, sig-
nified by the periodic arrival of
a red stork, baby in beak. The
screen shows the cave, two
belching volcanoes and alarge
collecting area where the |
women wander around waiting
to be clubbed. The more
women and children there are
in the cave, the more food Bill
must give them. Fortunatety
the food also wanders around
waiting to be clubbed and
dragged off. One problem is

the predatory dinosaurs that
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doesn't say so on the inlay,
B.C. Bill will load and play with
the Currah micro-speech unit
plugged in, so you can enjoy
the very good music by Abdul
lbrahim as well as the rest of

| the effects.

CRITICISM

@ ‘After being subjected to
Imagine's last two programs |
loaded this one with some
misgivings — please don't let it
be another Cosmic Cruiser.
My prayers were answered

=i

and | was rather pleasantly
surprised. B.C, Bill is the best
thing out of Imagine for a long
time (even the last time?) The
game is original, has very good
guaiity %raphics and it IS

LAYABLE! A thing recent
Imagine games have not
been.’

® 'B.C. Bill is full of very good
graphics and excellent sound.
Clubbing wives and feeding
kids can be quite difficult as
the game is played over many
seasons with less food about
in the winter than in the sum-
mer. The edible dinosaurs
must be clubbed from behind,
while the dangerous ones can
be kifled for points. | think this
one's a bit chauvinistic (if it
had a girl [ boy aption like Ant
Attack, perhaps it might sell
better). The detail of Bill is
especially good when he uses
his club or gets eaten. Very
addictive and fun to play, I'll be
coming back to this one for
more.’

®'5.C. Bill is a rather strange
game which has its points. The
animation of Bill is very good,
when he jumps up into the air
to smash his club down, butthe
other graphic characters are
pretty flat and uninteresting.

raise kids and keep them for
seventeen or eighteen years,
it's very strenuous in a game!
Another touch of fairyland joy
is the stock bringing in the
babies (well - didn't they)? The
graphics of the women leave
no doubt as to their gender -
enormous black blobs sit heayv-
ily on their chests so that they
resemble pre-historic versions
of Dolly Parton's big sister.
There is a good tune and some
nice effects, although on occa-
sion it does slow down play.
Overall a novel idea that lacks
something in playability. How-
ever, it may have been the
?ame to save Imagine - too
ate now - too bad.

COMMENTS

Control keys: alternate
botoom row keys for left/right,
third row/second row for
up/down, top row to club
Joystick: AGF, Protek,
Kempston, Fuller, Sinclair
Keyboard play: reasonable
responsiveness, but slightly
awkward positions

Use of colour: quite good, the
type of game precludes too
much

Graphics: very good on Bill,
less so on others, overall

MATCHING
PAIRS

Producer: C.C.S.
Memory required: 48K
Retail price: £2.99
Language: basic

Another from the C.C.S. Char-
lie Charlie Sugar budget
range. Basically a memory
testing game, Matching pairs
offers one or two players a grid
of 24 squares arranged as a six
by four board. In these squares
12 different colours will
appear, randomly scattered,
each colour repeated. The
object is to look closely at the
vary short 'preview’ of the col-
ours and then match up all the
squares of matching colours.

After the ‘preview’' the col-
ours vanish to be replaced by
numbers. The player is asked
to select a number and the col-
our of that square appears
briefly. You must then enter the
number of the square which is
also the same colour.

There are five levels of pat-
terns to be matched, each

more complex than the last.
The players' scores are calcu-
lated by pairs matched against
the number of tries taken, but
too low a score will prevent you
entering the next level. C.C.S.
say this game is a variation on
the well known old favourite,
Pelmanism. Never heard of it?
Never mind.

CRITICISM

® ‘Matching Pairs is okay but
not exactly great fun. It really
comes down fo a test of mem-
ory {(or luck)! But you can cheat
to if you wish - note, if you type
in a SPACE after typing in the
match number, the computer
will tell you the answer is cor-
rect! Generally | found this to
be one of those have-a-few-
goes-now-but-never again
games. It left me in a take it or
leave it frame of mind, | left it.'

@ | think this game may offer
the family hours of fun on one
of thase days when you're fed
up with speciality arcade
gamesuch as. .. This gameis
definitely not fun for one player
as it does tend to get boring
and overwhelming after a bit.’

Also, while it may berealisticfo | reasonable i




Sound: excellent tune, may
be amplified via Currah
micro-speech

Skill levels: progressive
difficulty

Lives: 5

General rating: mixed
feelings from reviewers from

average to very good.

Use of computer 75%
Graphics 78%
Playability 77%
Getting started 76%
Addictive qualities 692
Value for money 64%
Overall 73%
)

DOGFIGHT

Producer: Slogger
Software

Memory required: 16K
Retail price: £6.95
Language: machine code
Author: A.W. Gilbert

Dogfight is an aerial combat
game for two players, very
much along the lines of those
on the Atarl VCS ‘Combat’ car-
tridge. It allows a deal of flexi-

bility for the players in skill level
selection. There are eight to
chose from which affect condi-
tions such as whether there is
ground to fly over or not, size of
combat area, aircraft speed,
bullet hit area allowable and
number of hits required to kill,
Your aircraft are World War |
bi-planes and you are given
512 rounds of ammunition,

Level selection is elegantly
achieved by a large ?rid offer-
ing the eight skill levels across,
while vertically an axis con-
tains the various ingredients.
With this method it's possible
to select the type of conditions
you want for play. Selecting
ground conditions means that
the base of the screen has
some very hilly terrain with a
valley, By navigating accu-
rately it is possible to fly your
aircraft vertically down through
the narrow gap to escape,
reappearing at the top of the
screen. This manoeuvre can
be used to surprise your oppo-
nent.

Other features on screen
include a large moving cloud
which periodically hurls out
bolts of lightning that can des-
troy a plane if it's hit, and whirl-
ing propeller blades. Aircraft
running out of time will start to
belch smoke.

Almost complated — the screen from Malching Pairs

® ‘Malching pairs has a
limited appeal and might even
be considered as an educa-
tional program almost. For the
general games player it is far
oo simple an idea to be play-
able for very long. At £1.99 it
might just be worth consider-
ing, but at £2.99 it really isn't.'

COMMENTS

Control k
and ENTE
Joystick: unnecessary
Keyboard play: reasonable
Use of colour: quite nice
variations

S numeric input

Graphics: extremely basic
Sound: reasonable tune,

entry beeps
Sl:cti;rleve?s: 5
Features: 2-player game

General rating: very limited
appeal guessing-memory
gaTe, may suit young children
waeall.

Use of computer 55%
Graphics N/A
Playability 47%
Getting started 58%
Addictive qualities 32%
Value tor money 40%
Overall 47%

The dogfight ends with one plane craghed (bottom right) and the other doing a victory
roll.

CRITICISM

® ‘| haven't seen this type of
game for a long time — arcades
of time in fact. It does tend to be
fairly enjoyable for two players
but really doesn't have any
lasting appeal. Quite a few
changes can be made to this
game if you feel that way
inclined. Speed is one of the
major changes. The graphics
are smooth, but a little flashy,
or should | say, flickery. Colour
and sound has been used
fairly. Cloud movement is quite
@ novel idea for this type of
game. Overall, quite playable if
you are in two, not over-
addictive but it is over-priced,’

® ‘There have been many ver-
sions of the aerial combat
game sihce the Atari VCS
came out with the Combat car-
tridge, but none that have
been that good, and this ver-
sion, in my opinion, follows in
the others’ footsteps, The
graphics are average but flic-
kery and the sound is poor.
Dogfight makes quite a good
two-player game which is fun
with other people, but if you
take a very good look at it
you'll see that it's a very basic
sort of game with not much
lasting appeal. It may appeal
to younger children.’

® 'Had Dogfight appeared a
year ago it would undoubtedly
have been a big success. The
main problem with it, | think, is
that it hasn't enough variation
in the basic game to make it
addictive, and it does have to
be played with two players to
be any good at all. If you are in

two then it is great fun for a
while and cerainly requires
more skill and tactics than the
old Atari ‘Combat’ games. The
graphics are neat and reason-
ably smooth in animation, the
sound works quite well and the
controls are simple. I'm not
quite sure how to react to Dog-
fight. 1 did enjoy it, it could be
addictive in two, but | can't
really see it having much last-
ing appeal. It isn't a bad game
atall, but somehow, not quite a
good one either.’

COMMENTS

Control keys: Dive 1 andp,
Climb g and P, slow is CAPS
and SYM SHIFT, fast Z and
BREAK, fire A and ENTER
Joystick: unfortunatety not
stated anywhere
Keyboard play: fairly well
positioned for two-player
E’ama and responsive
se of colour: above
average
Graphics: rather simple
generally. aircraft nicely drawn
ound: poor to fair
Skill levels: 8
Lives: depends on hits
allowance
General rating: a somewhat
old fashioned game with
reasonable level variation, not
thought to be very addictive
and a little expensive for what
it offers,

Use of computer 55%
Graphics 49%
Playability 55%
Getting started 57%
Addictive qualities 39%
Overall 47%
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KOSMIK
PIRATE

Producer: Elephant
Software

Memory required: 48K
Retail price: £5.65
Language: BASIC

You are captain of the out-
dated space craft Red Beard 2,
which basically makes you a
pirate. You have embarked on
a course of action which will
result in your wreaking havoc
in the orbital shipping lanes.
The Red Beard has torpedoes
with which to attack, a worn out
and unreliable on-board com-
puter, and a crew consisting of
drones and cellular beings.

The game is played like a
simple option advanture-
cum-strategy game, the
screen disptagg being the com-
puter display for the ship. Dur-
ing chases, says the inlay, the
computer will give you a rep-
resentation of the chase and
attack. This takes the form of a
semi-3D representation of
space with a firing cursor, mov-
ing stars and a victim ship.
Using the directional keys will
effectively bring the victim into
the firing line.

A damaged ship may be
boarded and plundered. You
could become dictator of
Earth.

be answered in numeric form)
it takes a long time for the
computer to accept the ans-
wer. If by mistake you press
the wrong key at the wrong
time, the game crashes. | have
also discovered that when |
chose to attack a ship, labori-
ously typed in the values of the
lasers,crew and power etc.,
and finally got to do battle, that
the movement keys don't
work.’

@ ‘Where do you start with this
game? No indication is given
as to what you are supposed
fo be doing (at least not in a
direct form). The screen is
totally crammed with informa-
tion, the majority of it being
completely useless. The com-

The Red Beard has a dodgy computer to conlrol the ship - and perhaps a cluttered screen

Indicates a cluttered mind

CRITICISM

® ‘There is obviously not
enough instruction provided
with this game, so it is very
hard to understand what is
going on. And from what | can
understand, this is a very bor-
ing game with no sound and
hardly any graphics. When the
program asks for an input (to
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puter asks for inputs — the
inputs are not acknowledged
—sometimes you have to keep
your finger on the key for
minutes before anything hap-
pens.

There are some moving
graphics in the game,
afthough what you are meant
fo do with them, I'm still not
quite sure. Where has 'all the

excitement for all the famify’
gone? One of the most pathe-
tic attempts at programming |
have seen for the last twelve
months.'

@ ‘The inlay makes a heavy
point about not wusing the
ENTER key, yet without any
instruction, there doesn't seem
to be any other way of getting
the thing working. All too easily
you can be presented with a
delicately woven tapestry of
stars working their way down
the screen with the message
finally appearing — SYSTEMS
POWER DOWN. Very funny —
yes, you've crashed. Great!

How come a games program-
mer can .spend more time
working out a clever, clever
way of crashing a game than
on the actual game itself? In
play, Kosmik Pirate is a sort of
strategy simulation with knobs
on — the knobs in this case
being to find out how to work
the ship in the first place. Sim-
ply ill-executed rubbish.’

COMMENTS

Control keys: (for space
attacks) CAPS/X left/right,
B/M up/down, S to fire
otherwise numeric input
Joystick: none {
Keyboard play: terrible with
appalling responses

Use of colour: rather
pointless and very messy
Graphics: poor

Sound: poor to non-existent
Skill levels: 1

Lives: 1

General rating: terrible.

Use of computer 7%
Graphics 5%
Playability 3%
Getting started 0%
Addictive qualities 0%
Value for money 1%
Overall 3%

NEXT WAR

Producer: Assassin
Software

memory required: 48K
Retail price: £6.00
Language: machine code
Author: A. Young

Next War is a battle simulation
with a scenario set in the near
future with the NATO forces
under your control facing a
massed attack from the War-
saw Pact battalions. With an
option to initiate nuclear war-
fare, Next War should probably
be played to a background of
Frankie Goes fo Hollywood.
The game is for one player
against the computer and
operates in an interesting
manner, namely that all your
gllowed moves for various
units are entered and when
this is completed, the compu-
ter moves its forces one mave
at a time, while the computer
displays the moves you have
already entered, also a move
per unit at a time. This elimi-
nates, to some extent, the

usual draw back to so many
strategy war games that units
seem to make enormous leaps
across the countryside in a
flash.

There are six main
scenarios included in the prog-
ram, all loaded at the same
time, and these comprise: 1)
Base Defence - an introduc-
tory scenario; 2) Surprise
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Frankie says - WARI the doom-laden titie screen from Next War.
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® A YOUNG
1983

Attack, where you must rush
forces to the front to hold off the
Warsaw Pact forces, who have
attacked from barracks; 3)
NATO Last Stand, the destruc-
tion of the last NATO units on
the continent of Europe; 4)
Reality, which shows what
would really happen were the
Warsaw Pact ever to attack; 5)
NATO Counterattack - a
dream scenario!  6) User
designed, which enables the
player to set up game ele-
ments to his/her own choice.

As you can see from the
above, Next War takes place
on the plains of Germany. The
map, basically a green screen,
shows the location of cities,
towns, hills, forests and
swamps. Your forces are
infantry, engineers, helicop-
ters and tanks, which are
shown in white and facing left,
while the enemy forces are
shown in red facing right. This
orientation is  important
because information lines at
the bottorn of the screen will
show what type of unit has
defeated or been defeated by
you with a black symbol and
the direction it is facing in is a
quick reference.

Units may be moved in 8
directions and a certain
number of moves dependi
on the unit type. Units whi
may be moved flash and pres-
sing the appropriate direction
key will cause it to move one
step. This way, units may be
moved with great flexibility.
With the move completed, the
unit symbel returns to its start
position to await the Movement
Phase, units of both sides will
try to fulfill their orders and fight
automatically with any results
being displayed in the informa-
tion line. Artillery has a range of
J3squares, and targets must be
selected. According to air
sirength available an option for
an airstrike on a single target

may be offered.

e basic objective of Next
War is to hold the Warsaw pact
forces for long enough to allow
NATO reinforcements to
arrive. According to current
trends of thinking, the player
will be doing well if he can held

reasonably clear.

offers options to see the
enemy's structural make-up in
rough or in detail and ask for
command aid (usually refused
in the opening moves). There
is a lot more to Next War than
can be usefully contained in
short review, and much of it
must come from the player's
experience as the instructions
are not particularly detailed.

CRITICISM

® This game has a very
gloomy outlook for the future
with five different levels of play
to destroy mankind, plus one
level you can define whether to
nuke the Russians or bomb
them to hell. | thought this was
a very poor war game which
lacked realism, using small
graphics that don't resemble
tanks or anything like a
weapon at all.’

® '‘Next War is one of the most
flexible war games | have

As i€ 50 often the case with strategy games, Nex! War's graphics tend to be smail, but

oft the enemy for at least 25
turns, at which point rein-
forcements should arrive and a
victory can be possible. The
timescale is 12 hours each
turn. Between turns there are
two phases which are very
important - the Reinforcement
phase and the Command
phase. The first allows the
allocation of reinforcements (if
there are anyj, the secorid

played of this type - that is,
maving forces around and
playing the computer,
Although you are up against
overwhelming forces, strateg-
ical disposition of your units
can allow you a great deal of
success. Assassin have also
overcome one of the more bor-
ing aspects of such games
(the Movement Phase) by turn-
ing itinto an animated move b ¥

move sequence which does
require the player to act on
artifiery and airstrike attacks. A
continuing drawback to the
battle game, however, is the
scale of the graphics. Natur-
ally, on an area as big as this
and with the amount of forces
in-action, there is a limi ting fac-
tor to the size of the characters
you can have. The result is
always less than satisfactory
and Next War suffers with this
too. | think the ardent war
gamer, who will undoubtediy
enjoy the tactical operation as
much as | did, will also seri-
ously consider the use of a
home-made board to control
the game, or at the very least a
list. One drawback | disco-
vered to Next War /s the rather
limited instructions contained
on the inlay. It is hard to dis-
cover al first what your units
are, comprise of or are doing,
and note taking is recom-
mended until you are com-
pletely familiar with it all,’

COMMENTS

Control keys: 8 directional
keys plus some command
keys, sensibly arranged
Keyboard play: movement
response is fairly fast -
Use of colour: red, green,
white and black, reasonably
defined

Graphics: small symbols,
includes explosions
Sound: very limited, just
beeps on actions

Features: user-designed
scenario

General rating: a superior,
slick war game for the purist,
sole player,

Use of computer 71%
Graphics 63%
Playability 70%
Getting started 51%
Addictive qualities 67%
Value for money 68%
Overall 65%

i
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SHOW JUMP

Producer: IMS Software
Memary required: 48K
Retail price; £5.95
Language: machine code
Author: Richard Tonkin

Show Jump comes in one of
the larger sized plastic cas-
sette cases, the sort that have
a wallet for the inlay. However,
there are no instructions or
descriptions on the inlay. This
might be considered a draw-
back to IMS since jumping
horses over fences doesnt
sound like too good a thing on
the Spectrum as Hickstead
proved. Which is a pity,
because Show Jump actually
has a rather elegant way of
presenting the simulation.
When loading is completed
the player is offered a choice of
definable keys for the five con-

large graphic of horse and
rider. They can be seen walk-
ing, trotting or cantering to
spead quite accurately
although they stand on the
spot. On approaching a fence,
seen on the plan below, the
fence seen ftrom the side
appears from behind the timing
square and rushes towards the
rider, allowing a very accurate
judgement to be made as
when to jump. Equally, running
into the es of the jumping
area results in the flowers

‘Coming up to full speed — and there goes Harvey Smith, bucketing over the jump. . .’

trols — faster, slower, left, right
and jump, and a choice of 8
courses over which to jump.
These are of increasing com-
plexity in layout, but all with ten
fences of various types. The
playing screen is divided into
two areas. The larger is a
green rectangle bordered by
the ftraditional; show jump
flowers with a plan view of the
fences, a blue chequered
block for starting and a red one
for finishing. Your horse and its
rider are represented by a
short line with a small Y for the
head.

Above this is a narrower strip
with a red bordered square
containing the time elapsed
since crossing the start (real
time) and fault points accrued.
The rest of the strip is an ani-
mated simulation, and form the
elegant solution to presenting
this game. On the right is a

18
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appearing until the horse runs
into them and you retire hurt.

As in real show jumping, the
fences must be taken in a
specified order. This is indi-
cated by the next jump to be
taken flashing. Taking a wrong
jump or going over it in the
wrong direction will mean dis-
qualification.

CRITICISM

® 'On first looking at Show
Jump | thought, oh no, another
very basic looking attempt at a
sport simulation that can't work
well on a small home compu-
ter. But | changed my mind
after a few minutes. The
screen looks attractive, always
a big help, and the animation of
the horse and rider is excellent.
A lot of detail has gone into the
game, for instance the border

round the jumping arena has
various coloured crosses rep-
resenting the flower boxes.

When these ar on the top
section if you nde too close, the
coloured flowers in the boxes
there exactly match those
seen on the arena border,
Such details don't actually
make a game of course, but
they do help. In play, Show
Jump proves to quite difficult,
and your horse seems to have
as much character and indi-
viduality as one would expect
from an animal, which is to say,
it has a mind of its own at
times’! Very interesting and
playable without being, per-
haps, madly addictive.'

® Show Jump is a fairly origi-
nal type of game which does
have enough appeal to make it
above average. Itis not addic-
tive enough to make it a ‘super’

game. The animation of the
orse is very good. Perhaps
more variety in the layout of the
courses etc. would have made
it a litte more interesting. '

® ‘| found this game interest-
ing as an idea, butintheend a
little unplayable. Controlling
your horseisn’t very easy. The
problem being the ‘left’ and
‘right’ are always from the
rider's point of view and there-
fore alter to opposites for the
player watching the screen. In
fact it's easier played on the
keyboard than a joystick, not
being ultra-fast, as this seems
to allow better control. | wouid
have thought that there could
have been a wider allowed-
jumping-area on the fences,
oariaiggv on the simpler
courses. Asitis, it's rather nar-

row and accu sometimes
gets in the way of fun. A novel
idea and generally well

executed, | thought, which will
probabley appeal to many

players, especially if fond of
equestrian events.’

COMMENTS

Control keys: preset as Q/A
up/down, O/P left/right and K
for jump - good positions, but
also user-definable

JUMP

Producer; Unique
Memory required: 48K
Retail price: £5.99
Language: machine code
Author; José Manuel
Gutierrez

This is one of the Spanish
games from Ventamatic mar-
keted in Britain through Uni-
que. Jump actually seems a
somewhat inappropriate name
tor this particular game - Climb
or fall might have been more
accurate. This is actually a
Spectrum version of the
arcade machine game known
as ‘Crazy Climber’. Your
climber is standing at the bot-
tom of a tower block six win-
dows wide. He automatically
climbs up the front door, and
after that, you're on your own.
The object is to get to the top.
Unfortunately all the rooms are
occupied by what the inlay
refers to as apes but more
resemble angry looking ver-
sions of BBC deejay John Peel
wearing cans on his head.
Windows which are blank are

safe, especially if the blue
blinds are down, but any win-
dow with an 'ape appearing is
bad news. When fully aroused,
this violent species actually
hurls potted plants down on
our hty climber, plunging
him to his death.

Halfway up, the building has
no windows in the centre, forc-
ing you to climb on either the
lett or the right side. Further up
still there is a giant ape block-
ing your path. gnoe atthetopa
tune is played and your are
taken to the foot of another
block with inhabitants throwing
different objects at you.

CRITICISM

® Jump has very attractive
and well designed graphics.
Your climber is of a large size
with well moving arms and
legs, but here lies the first prob-
lem. The control key number
six, a left and a right move-
ment, and then one for each of
his arms and legs. This seems
a bit of a fistful to cope with and
makes playing the game very
hard. Nevertheless, it has
addicitivity = because you
always seem to want one more




Joystick: almost any via
UDK

Keyboard play: responsive
but rather hard in control

Use of colour: above

average to good

Graphics: generally clear and
simple, but horse animation is
impressive

Sound: not much, fault beeps
Skill levels: different difficulty

levels with courses
Screens: 8 courses
General rating: original,
playable but not very

dictive.
Use of computer 77%
Graphics 70%
Playability 60%
Getting started 66%
Addictive qualities  50%
Value for money 58%

Overall

64%

MASTER
MARINER

Producer: Atlantis
Memory required: 48K
Retall price: £1.99
Language: machine code
a basic

Author: Andy Morgan

It's a cold grey, misty morni

in early spring. As you wal
down the quayside you stop
and look up at the ulls
wheeling high above the dock-
yard. ..

So commences the amaz-
ingly long sheet of atmospheric
instruction to this saili
finance strategy game from
Atlantis. Some of this intro is
just colourful background, but
it does also contain warning
hints about the storms and Hay.
inr? to jettison cargo to stay
afloat, sudden sea mists and
collisions, arming your ship
against pirates, being aware of
loan sharks, paying your har-
bour dues, paying your crew
and insurance costs and soon.

After a misspent life at sea,
rounding the Horn, you have
ammassed a sum big enough
to buy your own vessel called

g0 to see what happens next
as the buildings do change
quite a bit as you climb them,'

® ‘A fairly good game copied
from the arcade original. The
aped resemble angry busi-
ness men, but your climber is
very detailed right down to his
waolly climbing jumper and
shiny, manageable hair The
graphics generally are above
average and scroll nicely,
although they can be a litfle
ferky at times. As far as | know
this s the only game of its type
on the market, even thouagh
certain things are missing like
the bird and the helicopter at
the end, it's stifl a good copy of
the original and very pia yable.'

® Jump has a nice front end,
with horizontal scrolling letters
formi t::e word JUMP pas-
sing ind the copyright
details. The game is fun Eut
very frustrating because | think
the level of difficulty is a bit too
high. It might have been mare
addictive, rather than less, if
there had been fewer apes,
and sometimes you don't
stand a chance of gettin out of
the way of falling pots at all. In
this respect, the arms and legs
movement could be easier 1o
control, although with a prog-
rammable joystick interface |
found | could settle for oni

moving one armand a leg wi

an  up/down configuration,
while using left and right for

‘Can | clean your windows, please?’

Leaving port on the ebb tide, The Titan Trader sats sail for Newcastle,

Lioyd Mangram Shippng Co. Starts life with high hopes of retirement]

PRICES:
Feneral g7
Brims ; o
Coat

5 he ]
Bulliaon £

the Titan Trader which can
carry up to 50 units of cargo.
You may choose from 5 types
of cargo, general goods, arms
(for whicg you will need a
license although they are
obtainable on the black market
as illegal cargo), coal, whiskey
and bullien. You may sail bet-
ween any of 5 ports, being

sideways movement. CQuite
original for the Spectrum, and |
think lots of people will find it
addictive once the control fac-
tor is mastered.’

COMMENTS

Control keys: 5/8 left right,
left/right arm, T/U left/right leg
Joystick: none
Keyboard play: rather wierd
positions but they wark well
once mastered
Use of colour: good
Graphics: large, detailed,
enerally good
ound: simple tune with
some effects during play
Skill levels: 1
Lives: 5
General rating: a difficult
arcade game which may
frustrate some, but should

prove addictive to thase who
persevere

Use of computer 58%
Graphics 73%
Playability 75%
Getting started 60%
Addictive qualities 80
Value for money 75%
Overall 70%

{where you

Liverpoal,
and Newcastle and it

l Southampton

start), Swansea,
Lendon
takes one week per trip includ-
ing time spent in port. Your
ultimate aim is to make £1m
and retire. Sounds ideal!

The playing screen is
divided into two areas. At the
top is your bank balance, the
amount you already owe the
finance company  including
interest (it starts at £7,000), the
units of cargo your ship can
carry and the types of o for
reference. Below the line is the
command area. You may elect
to buy or sell, and the respec-
tive prices per cargo type are
shown on the right. On leaving
a port, the screen cuts to a shat
of the docks with your ship sail-
ing out. In between ports, the
various hazards already men-
tioned will randomly occur, if
you have payed your crew
enough they may even repel
the cut-throat pirates of Long
John Quicksilva!

CRITICISM

® ‘The longintro implies that
you must read through it in
order to understand what is
going to happen, but in fact it
Isn't really necessary as the
game itself is fairly standard to
the type and pretty self-
explanatory. As the instruc-
tions have to be loaded first
and then the game after read-
ing through them, this is a bit
irritating.  Fair enou h, they
have provided alternafive short
instructions, but it is a bit tedi-
ous when reloading, The game
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| itself is straightforward and
| easy to play, and like so many
of these games is fun. The fun,
however, is probably as limited
as the program, not a criticism
aimed at this game alone, it
tends to be common to many,
that the variations allowed for
are insufficient to command
the attention for more than a
few plays. But as the price, this

is well worthwhile for those
who enjoy the game of buying
and selling.’

@ ‘Master Mariner presenis a
number of random factors that
affect you which are realistic,
and unusually in these games,
not to severe a hindrance fo
playing, which increases the
playability. The actual display
screen is well laid out and
easy to use, and colour has
been nicely used to highlight
certain aspects. In between
screens /make a nice break
and the gr&ohfcs are well
detailed, and they don't last
too long! The game gets more
progressively - difficult  with
more hazards to avoid and
more debts to pay off, until it
gets to the point where it is
very cruel! Overall, this is
excellent value for money for
this type of game, and | really
enfoyed playing it.’

® 'Nice little graphics, fun to
play, Master Mariner works
rather well in two, notthatit's a
two-player game, butit helps to
have two minds working out
the various selling and buying
prices as you are unable to see
in advance what they will be at
the various ports of destina-
tions and so able to make a
decision before buying. it's
probably unrealistic to expect
demand and prices for com-
modities to alter so fast and
over the extent of Britain so
much, but that's a small guib-
ble really. Pretty good value.'

20

COMMENTS

Control keys: simple
prompted input
Use of colour:

Graphics: clearly laid out text

in Spectrum character set,
neat, detailed drawings for
sailing and unloading screens
Sound: simple tune and some
effects beeps

Skill levels: 1

General rating: a simple

finance/strategy game, no

great shakes but excelient
value for money.

Use of computer N/A
Graphics 62%
Playability 1%
Getting started 74%
Addictive qualities 65%
Value for money 81%
Overall 1%

Producer: Micromega
Memory required: 48K
Retail price: £6.95
Language: machine code
Author: Tony Poulter

Micromega describes Braxx
Bluff as a ‘Multi-screen 3D
rescue’, and in their search for
the new, say itis the last of their
series of 3D games, although
3D may well pop up now and
again in future titles.

Centuries from now, man
has progressed far beyond the
limits of the solar system and
has begun to explore distant
worlds in search of knowledge
and resources. The risk of
danger is ever present and in
every new system an Inter-
galactic =~ Rescue  Cruiser
stands at readiness. It is a
powerfully eguipped orbital
search and rescue vessel
manned by volunteers of the
Life Corps. You are one such,
and today the emergency at
Braxx Bluff will make you a

hero, or just a memory. . .
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Lifeship Vega has achieved
orbit around the planet Prolon
in response to an emergency
call from the planet's explora-
tions team, wha have left their
ship and gone off in the hydro-
crawler and then fallen foul of
the crawler's power-plant and
the craft now lies in the treac-
herous terrain of Braxx Bluff,
its occupants dying as the life-
support system fails. Your
mission is to walk on foot to the
crawler —if you can find it — and
get it back to base-ship before
the crew dies. The nearest
possible site to the stranded
crawler has been marked with
an ILS beacon. The game
starts with you sitting in your
shuttle slung under the bulk of
the Lifeship. From your views-
creen you can see the under-
side of the ship above you and
Prolon below. A keypress
undocks and you glide down to
skim the planet's atmosphere,
then dip in and the game is
away. The display shows you
the view from your cockpit with
two small circles to either side
with a dot in each of them.
Below the circles is the score.
The circles are your ILS
beacon and the object is to
keep the dot in the very centre.
The more it stays there the
higher your score gets. To land

on the runway you must score
atleast 8.0 points. As you dive
down to the ground (judge by
the altimeter) the 3D effect
becomes stronger as the sur-
face of the planet rushes up
towards you. Don't forget tofire
retro rockets on touch down!

Now you will have to walk on
through the rocky landscape to
find the crawler. Your only clue
is the SOS signal it sends out -
that and your score which
increases when going. in the
right direction and decreases if
not. You are unprotected and
easy meat for the deadly ‘Krit-
tas’. It's hard to walk and aim
your laser at the same time. If
you find the crawler, a-large
graﬁhic of it appears with
walking into its dubious safety.
On the other hand the 30
power units you are carrying
give it a boost.

Three wavy lines appear on
the side - the crew members’
life traces — a straight one
means a dead man! You must
now set off along the narrow,
fwisting track to safety, first
through the ruined city and
then through a deadly swamp.
All the way the creatures are
swooping to attack the power
plant. Any that get past your
crawler laser will drain another
unit of precious energy Unfor-
tunately itis impossible for one
man to steer and fire at the
same time.

The final barrier is the acid
sea. The crawler cannot fioat,
but can skim at high speed
across the surface infested
with huge rocks which must be
steered between. At least out
here there are no ‘Krittas'. On
the other hand you must listen
to the pitch of the direction fin-
der to reach the base ship. For
successful rescuers, the finale
has you beaching the crawler
by the ship and walking into it
to be greeted by the comman-
der's face He's not impressed,
you were a bit slow, and any-
way, it's all in a day's work for a
member of the Life Corps, so
have another go. . .

CRITICISM

@ ‘Micromega has established
itself as a house that comes
out with solid ideas, well
executed, and games that
have a high playability and
addictivity content. Braxx Bluff
is no exception, again | must
confess to having been disap-

inted with the graphics at
irst. After Deathchase, Code
Name Mat and Full Throttle,
these seem very simplistic.
True enough the start screenis
impressive, but the rest is
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250 K OF PYRE MYSIERY
BY 1AW LIVINGSTONE

¢, coniaining fiddles ond mysierious illustrations
‘bookiet and screen fagether, you steadily unravel the cluasandE
up asecret phong numbet plece by plece. £ ¥t
m It you're first to ring if, you save the worid and collect the £25,000!
w Quite 0 package! And fo give everyone afair chanca, “Eureka! willbe
released simultansously worldwide on Oclober 31 51, 1984. No packs will be
available until that date, Al orders recaived by mail or phone by 26th
OCTOBER will be despatched by poston the 31sfright across the world. So
order now, ond be one of the first off the mark.

THEN THE RACE IS ON

DEVISED BY
IAN LIVINGSTONE

storylines for “Eurekal™ are by lon Livingstane,
whose “Hghting Fantasy” books have said Over
2,000,000 eoples. He's dreamed up some rather
nasty Iricks and hwists for you in this Epig, because
hehas also devised the cryplic clugs and
conundrums in the booklet that goes with the
progrom. He's the one who knows the answers.

“Eurekol” wos progrommed by
Andromeda teams led by
Hungarians Donat Kiss and Andrds
Csdszar, Mook the equivalent of 5
TEARS o create, and the skilis of A iy ot
4 graphic ortists, 2 musicians EUREKAL" befoen 26 OCTOBER 1884, you
andia mg&mmm[cml r;fg:anf edcitional beniss: £7

W told themito strefch the .

nordware’s capabilifies, and make

Sure you were kept awake for hours!!

They've doneif .

Dok L 228 Munster Road, London 5We, Reg. No: 1804184 [Engtand)
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Spectrum 48K or
Commodore 64
(Turboload)

Full-colour bookler
packed with crypfic
clies to help you

unravel the mystery —,
and win the £25,000

Music and
sound effects
builtin

L

High quality,
full-colour, static and,
moving gra,
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The race for the £25,000 starts on 31 Oct 1984 and cioses on 31 Dec 1985,
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Three lie inside awaiting rescue

View from inside the Crawler

made up of crude square
blocks. But the astonishing
thing is, that the more you play
this game, the better the graph-
ics seem to be! The simplicity
allows a high speed 3D effect
movement, best seen in the
first stage — landing your shut-
tle, and the impression of
rocks, buildings etc. is ve

effactive. As to the game — well
it isn't an easy one at all. The
difficulty elements of not being
able to steer and fire, and that
of having to navigate by score
and sound combine to make
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this an addictive game and a
challeng. It's definitely not
at all like any previous Mic-
romega game, although the
last stage is similar in feel to
Deathchase. It also has a lot of
variability in the different
stages and after being doubtful
at first, I'm now an ardent

@ The strange block graphics
work effectively to creale a
strong impression of 3D in
this-hyper active game. | like
the way you have to cope with

keeping the crawler's speed
up to save the crew members’
lives (and those little wavy life
traces add an element of
panic as they smooth out!) and
yet be able to slow enough to

safely shoot the crealures
before they get past
you When  you are

firing the laser, the crawler just
keeps on its last heading, so
it's very easy to run off the nar-
row road. Braxx Bluff /s a
rather strange game, but |
thought it was appealing and
certainly a hard challenge. To

— e

help the p.‘a’%er gain that just-
another-go-for-a-high-score
feeling, you can save your pos-
ition and score after each
stage and then load it back

ain. This is quite a neat way

slopping you always having
to go back to the start: The
SAVE and LOAD is very
quick.’

@ After Braxx Bluff had loaded
and the impressive title screen
had disappeared, | thought
we'd have to eat our words
about saying that reviewing
Micromega games was atreat.

‘But after playing it for a few

hours | changed my mind, and
in my view now, it's a really

ame. Okay, the graph-
ics ain't brill, very simple in fact,
but they work and the 3D effect
is pulled off pretty nicely — bet-
ter to have simple, working 3D
graphics, than excellently
drawn graphics which just
cause a mess as soon as they
touch each other. This is an
excellent value for money
program and well deserves a
place by Deathchase, Code
Name Mat and Full Throttle,
Theﬁgvamaymtgmbyoum
first the you play, the
more you'll like it. Definitely
addictive and another winner
from Micromega. A pity it has
to be their last 3D game, butwe
live in hopel’

COMMENTS

Control keys: user-definable,
with selected keys always on
display on screen.

Cursor keys: are preset
Joystick: almost any via UDK
Keyboard play: very
responsive

Use of colour: simple, but
varied between screens and
well used

Graphics: very good 3D
effact, character movement on
backgrounds is a little jerky,
but the character animation
works well

Sound: well used as a real
element of playing

Skill levels: 1

Lives: 1

Screens: 5 playing screens, 3
in between screens

General rating: slow starter in
affection stakes, proves to be

highly addictive and playable,
good value.

Use of computer 82%
Graphics 87%
Playability 91%
Getting started 93%
Addictive qualities B87%
Value for money 84%
Overall 87%
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GAMES THAT

NEW RELEASE

1 Fabl-furiouﬁ racing in this Arcade
game for the Spectrum. ‘Pontoon’
on side B free!

| Funny goings-on deep in a mine
Can you escape the evil in its
depths? “Original and fun

| dexterity needed . . strategy is

i also involved” — Games Computing.

53
¢ | Voh TSASET

Defuse a bomb hidden on the
complex planet, Lattica, before it
blows!! ", . action packed game. ..
addictive” — Sinclairuser,

Ssleutud tll s
available from:
AW H Smith, Boots, Menzies,
and All Good &
Computer Stnrs

D

! o . p N v The mobs out to get ya' in this no-
F The Prize Your mission to discover the innermost chamber of Midas in a huge holds-barred 25 screen, &ction

planetary maze. If successful you could be in with a chance of winning up to £5000! packed game. “Tricky and highly
Only the strongest will survive the devious traps set by the guardians, but just  Smeraining” — Personal Computing
imagine what you could do with the prize

Cassette carries a special £2 discount voucher off your next purchase!

Dealers, please contact us for very Arcade Software Ltd, Technology House,
special discounts on our games. Phone 32 Chislehurst Road, Orpington, Kent BR6 0DG
Orpington 35639. Tel: Orpington 35639

T TET TG CTEMERTER GLIS LRI A (] | enclose achequeforf  or

quality m/c games for the Spectrum and g [ debit my Barclaycard/Access Accountit
Commodore 64 home computers, send

them in for evaluation. You have nothing [JRSISRIERE
to lose! D[] Address

All games are for the ZX Spectrum 48K 50 different screens of mayhem. A

and cost just £5.50 each inc. p.p. VAT etc. fun game for all ages . . . which |
s i b L] — - : thorough!y enjoyed.” — Home
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We're sorry you've had to wait so long for our first new
release of 1984 but your patience will be well rewarded.
From Bob Hamiilton, author of ‘The Pyramid’ and
‘Doomsday Castle’ we present BEAKY AND THE
EGGSNATCHERS and introduce Beaky, our new
star of the video-game screen.
(Ziggy is having a well earned rest!)
Beaky belongs to
the family of
Andromedan Armed
Condors, the rare
goggled variety,

- “The numbers of his species

- are dwindling fast because of their

rather foolish choice of breeding

ground, on the planet of Crackit.

This unfortunately happens to

be the home of a particularly 4 for

evil band of creatures known i oy SP"-'“;""':’“ 48K
" collectively as the

Eggsnatchers. Theif sole ' Commodore 64
malicious intent in life

Is to extinctify Beaky's

species by stealing

or destroying the

€ggs by any foul

means available.

Your objective is to try and brood, hatch out and rear as many little Beakys as
Possible through 12 different screens of formidable but delightful arcade action.

s available from W.H.SMITHS, JOHN MENZIES, BOOTS, WOOLWORTHS,
and all other good software retailers.
chers is available for 48K Spectrum and Commodore 64 at £6.50 on cassette
or on disk for the Commodore 64 at £9.50 from
FANTASY SOFTWARE, FAUCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 307
despatched by return first class post tegether with free membership of the Fantasy Micro Club.
Trade Enquiries welcome — telephone 0242-583661.
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THE BIG PLUG

Ziggy. still tired from his epic
adventures in the Pyramid
and Doomsday Castle, has
decided to take a vacation, and
why not? To get away from it all
he has gone to explore one of
the remoter corners of the Uni-
verse. Armed with the latest
edition of the Backpackers
Guide to the Universe, he
hopes to do some sightsesing.
Ziggy is quietly perusing the
guide when a message sud-
denly flashes up on his com-
munications consocle and
Ziggy finds himself trembling
as he reads the devastaling
words.

The infinitely evil Scarthax,
missing and presumed dead,
is still very much alive and kick-
ing, and infinitely mad that his
plans for Universal domination
were frustrated. Unfortunately
he has discovered what count-
less adventures had failed to
find through aeons of explora-
tion — the legendary’ GREAT
PLUG.

The Plug is not only:great -
it's big too, Should anyone pull
it the whole of space-time, and
every creation and moment in
history contained within, will
swirl down the plug-hole. Scar-
thax has given the Universe
just 24 hours before he pulls it!
Ziggy has a single day to
thwart Scarthax for a second
fime - the fate of us all lies in
hishands . . .

R

THE GREAT
ADVENTURE

The Cheltenham-based soft-
ware house Fantasy
unashamedly set out t0 create
a super-hero in Ziggy, and with
Pyramid and Doomsday Cas-
tle they appear to have suc-
ceeded. Ziggy, seated in his
bubble-like ‘Explora’ capsule
has become a familiar figure.
Now he's back again in a
mammoth game, the BACK-
PACKERS GUIDE TO THE
UNIVERSE. It's 'mammoth’
because thgre are three parts
and part one'isout in October,
parts two and three will follow
at intervals, Each part is a
separale game that can be
played on its own, butto get the
mast from them, all three parts

:should be completed,

BACKPACKERS is played
in real time. Scarthax has
given the Universe only 24
hours to live and each part of
the game represents approxi-
mately eight hours real time.




To 'win' the overall game the
player must complete all three
parts within the 24 hours time
span. Times for parts one and
two can be cumulatively saved
and loaded into subsequent
parts for the total playing time
to be recordad.

Part one is virtually complete
as this is written and Paul Dyer
and Bob Hamilton from Fan-
tasy visited the CRASH offices
to show us some bits of the
game. Bob Hamilton, who
spends his spare time running
over hills and eating vegera-
tian food, has been working on
BACKPACKERS for a long
while.. Indeed the basic con-
cept pre-dates both Pyramid
and Doomsday Castle. Paul,
who is largely responsible for
what he refers to as, probably
the silliest scenarios ever writ-
ten for any video game, has
also been hard at it to get
together the background for
BACKPACKERS. Together,
they are wvery enthusastic
about the ideas contained in
the games.

Paul takes up the story;
‘Ziggy's sat in his intergalactic
cruiser, not his capsule, when
he gets this message from
Scarthax. He decides that this
is one particular thing that he
really can't have a go at by
himself. He sets out for a par-
ticular planet known as the
Caverns of Exile, where there
ara dozens of types of creature
- aliens, some friendly, some
not so friendly - that are
guarded either for their own
good, or just to be kept there.
And it's out of this rather weird
and wonderful collection of
creatures that he's .actually
going to get together his hit
squad, And this really com-
prises Part One of Backpack-
ers Guide to the Universe.'

THE TECHNOLOGY

Ziggy has always been

inseparable from his 'Explora’ '

capsule, but BACKPACKERS
is something of a departure.
Due to the nature of many of
the tasks tobe undertaken, the
capsule is inadequate, forcing
Ziggy to leave it behind. Natur-
ally something else will be
needed, and Bob Hamilton has
burned the midnight oil devis-
ing an extraordinary machine.
2 It's the Backpack.

“Baul again: 'Now the Back-
packdigsan amazing piece of
technologyMitsaally is. A lot of
development sipto this in
the early days and Ziggy'is one
of the very few people who has
actually got one - being a
super-hero. As soon as he's
landed on the Caverns of Exile
he gets it out, The Backpak
acts as a complete life support
system, so he doesn't have to
go back to his capsule for food

or water or anything - it just
keeps ngxnp the munjah-
mant into him. It also acts as a
jetpack, which we're familiar
with from other such games!
That's for getting across hard
terrain. lt also has the ability to
act as a moon buggy - flaps
come down and wheels come
out, i's marvellous! In fact

we're putting it on the marketin |

a couple of years! And almast
finally, it acts as a mini-sub for
times when he has ‘to to
underwater work.

‘The amazing thing about
this Backpack is that it uses
what Bob calls the latest in
space-time compaction tech-
nigues. Exactly what this

means is that no matter how
big anything is - it fits inf Any-
thing, whatever size will go into
the backpack.'

THE BACKPACKERS

'GUIDE

But there’'s more to a game
than the technology it repres-
ents. BACKPACKERS is s
three part game, and Fantasy
are kaeping the exact conterits
of parts two and three a secret
for the time being, but part one
is a large and aftractive maze
type game, the maze being the
Caverns of Exile. So Ziggy has
landed  his Intergalactic
Cruiser, abandonned the
trusty capsule and donned his
amazing technicolor backpack
to go in search of the wierd and
wonderful caged creatures in
the Caverns. The caverns are
filled with roaming guards,
most of -them inimical (they
kill!), which is where the back-
pack's powerful lame thrower
comes in handy. But what
Ziggy is really after is a fighting
crew, to go after Scarthax.

‘We've been trying to find a
way round the problem of mak-
ing the game yt:
someone who's nottoo good at
games can still have a lot of fun
and enjoyment out of it, whilst
still providing something for the
serious games player who
wants a challenge,’ says Paul.
‘Now that's something that's
quite difficult. So what we've
done is make it very simple to
travel around the caverns,
reach lots of places, appreci-
ate all the pretty graphics and
so on. Collecting the creatures
you need is not amazingly dif-
ficult either, BUT . ..

‘You get down there, you fill
the backpack with the crea-
tures, get back to your cruiser,
churr the pack out and expect
to find countless numbers of

aliens and you find that half of -

them have died because you
didn't give them the right food,
you find that two creatures
have eaten a third, and the
Emu with two heads has killed

yable so that

need certain types of foo

you'll need fo know about
these things. And the only
thing that rgrges the answers,
although y might not be
straightforward - is the Back-
packers Guide.’

The Guide is large, rather
too large to fitinto the program,
8o Fantasy have had to pro-
vide it as a separate program
on the other side of the fape.
Not such a good idea, you
might say — and be right. But
the way it has been incorpo-
rated is quite clever. The main
Euide acts as a sont of giant

elp sheet to be absorbed
between bouts of playing the
game, or when really and truly
stuck. The compromise Fan-
tasy has made - and the final
point about the amazing Back-
pack - is to have it car?' a
mini-version of the guide. This
means that at any time during
play, you ¢an escape from the
state of play and the scraen will
cut to the mini-guide conscle,
This tefls you mostly things that
ihe main guide tells you, butin
a shorter and less elaborate
way. Thus, for instance, we
learn that the Double Headed
Emu or Thwark is a schizop-
hrenic character with a passive
head and a vicious one. Taken
from its cage the vicious head
will inevil kill the passive
one, thus killing itself in the
Iovepuﬁgsm '=itiszs_us_ tasktig

poems, so Ziggy's task

first tolocate the s _Y' le love
poems so that the passive
head can read them and keep
the vicious head happy. Sim-
ple when you know how!

In such diverse ways, |gney
can go about collecting afl the
various creatures which will
form his hit squad in the secs
ond and third parts of the over-
all game. The caverns where

these aliens are imprisoned is*
guite complex. Bob Hamilton,

who has written the+program,
has not been entirely respons-
ible for the graphic design, so
he's ndt boasting when he
sgys that they are aiming to get
the ‘prettiest looking game of
the year' award for BACK-
PACKERS. 'The mazt is
reasonably interesting itself,
says Bob. 'There are various
time locks and time-locked
areas, and various keys to
open doors. They are not actu-
ally doors, they're stalactite/
stalagmite pairs that move
apart if you have the right key.
So there are areas of the maze

thatarereally long loogsbut if
you've got t émm
can get into secret passages

and make short cuts. There's
also pat holes which you can
fall down. If you fall down one

" you can use a joystick to con-

trol a grab arm on the back-
pack and there's ledges it can
grab hold of to drag you back to
safety.’

Another element which
relates to this real time play-
concept in BACKPACKERS is
backpack damage time. Run-
ning into walls and aliens can
cause damage to the equip-
ment and aithough you won'’t
have to wait around in real time
for the damage to be repaired
back at the intergalactic
cruiser, the real amount of
repair time is added on to your
playing time. In effect, it's a bit
like injury fime in football
matches.

TOWARDS
SCARTHAX

Ziggy has his work cut out to
defeat Scarthax, and mean-
while the villian of the piece is
still sitting en the Great Plug.
Looking to future parts of the
game, Ziggy must find and
abtain a means of sealing the
plug for eternity, Legend has it
that there is only one force
capable of this task, and thatis
the force unleashed when the
ONE KEY engages in the ONE
LOCK. The lock and key are
reputed to be held in a place
known as the Enigma Zone.
many adventurers = have
entered the Enigma Zone b
none have ever returned (gt

" prise, surprisel). It is rumourad

that to retrieve the lock and key:
one must negotiate innumer-

able hazards, solving riddies =

and puzzles on the g:? - but,
of course, no one is really sure
for no one has survived to tell
the tale. It is a prospect that
even Ziggy finds forbidding,
but enter the Zone he must,
and return he must, in order to
face Scarthax in the FINAL
CONFLICT.

The BACKPACKERS GUIDE
TO THE UNIVERSE should
be generally available some-
time this month and will be
reviewed in the next issue of
CRASH.




FROM TIN SOLDIERS
TO COMPUTER GAMES

Roger Kean talks to Angus Ryall about
GAMES WORKSHORP . ..

30 CRASH October 1984

Iﬁs is where the Dark Leopard and
Lord Silver lived. Due to Telfior's disap-
pearance they had been unable to pay
the rent owed to the guild. They had
with them 35 red xvarts, 10 yelfow
xvarts, and 15 blue Xvarts. They were all
peacefully devated to mining purpure,
when the Dark Leopard disappeared
and Lord Silver had an argument with
the red xvarts. They murdered him and
fled to the other end of the island, much
to the consternation of the loyal blue
and yellow xvarts . ..

'This is a reflection, almost identical in
basic shape, of the real house and wall,
called into being on a parallel plane by
the Heart. This house contains several
undoubted illusions, but many real
things from the Pine Material Plane
have become trapped inside as well,’

The above are two guotations from The
Sunfire's Heart — and AD&D adventure
from the magazine White Dwarf (No. 57,
September issue). | quote them here to
illustrate the baffled admiration many of
us feel for fantasy role-playing games
{or FRP if you're in the AD&D set), Such
feelings can rapidly turn to sheer bewil-
derment when we read:

‘It a dungeon master decides to use
psionics in his campaign, at least one
player has to end up psionic or else the
whole psionic system is forgotten as the
campaign goes on. If none of the players
are psionic - and according to the pres-
ent AD&D rules, once it has been
determined that you don't have psionic
potential, you never will - the dungeon
master isn't going to waste his/her time
with NPCs and monsters who are
psionic. Why bother? The psionic mons-
ter can't psychically attack non-psionic
players who are immune to everything
but the costly Psicnic Blast, and the best
part of psionics, the psionic-to-psionic
combat can't happen, unless the
characters ggt their jollies watching two
psienic NPCs fight.™

It's astonishing how much energy and
character projection fans of Dungeons &
Dragons and fantasy role-playing
games will put into their hobby. You may
wonder what this has got to do with
computer games, but few Spectrum
owners can fail to be aware that the
computer game has developed out of a
decade of interest in role-playing
games. The computer adventure is,
indeed, a role-playing game for one per-
son. With few exceptions 'you' are play-
ing a role in the adventure, with the
computer providing all the other charac-
ters and situations.

Flo!e-playin? games such as the D&D
adventures played out at Peckforton
Castle in Cheshire have come a long
way from their early beginnings, and
have developed far more obscure and
fantastic scenarios than most computer
adventure games yet. It was perhaps
inevitable that a large industry should
?rcw!r up centred around the continui
ascination with role-playing games, an
not surprising that any form of fantasy
situation should be attached to it such as
wargaming, with its elernents ofimmers-

*Cuotation from the articke ‘Ming Owver Matier' Psionics
and ADAD and Fantasy Pole-Playing Games by Todd E.




ing yourselfin the strategy of the created
situation. This form of role-playing can
take a number of forms from dice and
board games to the more inventive and

free-wheeling ‘tin soldiers’ level of man-
ulipating ona Iar%:; playing area,
right through to the (to CRASH readers)

more familiar computer war games.

in the more classic area of D&D
adventures, the pedigree of material to
be drawn upon is extensive. Fa
situations in book form (more popularly
referred to today as Sword & Sorcery)
have their roots firmly in the writings of
people like Edgar Allan Poe (more of a
psycho-horror writer) and fellow Ameri-
can H.P. Lovecraft {more interested in
arcane monsters,that reflect the inner
turmoil of mankind). Before them Bram
Stoker's Dracula and Mary Shelley’s
Frankenstein creations were heighten-
ing the consciousness of Victorian fans.
But with J.A.R. Tolkien came a new
outlook - an invented world outside of
our universe in which recognisable
characters worked out their puzzles and
solutions in a mythical land. The Hobbit
and The Lord of the Rings by Tolkien
were to set a trend that has lasted
strongly until the present day. Quite
suddenly, mythical creatures like slves,
%arves and dragons became respact-

e.

The interest in such material has
remained constant, helped by doses of
Hollywood celluloid and more books
from modern authors like Michael
Moorcock, Stephen Donaldson
(Thomas Govenant series) or Julian
May (Many Coloured Land series). Not
surprisingly, as soon as the home com-
puter came along, programmers set to
with a will to translate these ideas into
computer adventures - and The Hobbit
from Melbourne House hardly needs
ang introduction.

ehind all this industrg there is a Brit-
ish ¥ which has been at the very
heart of fantasy role-playing games -
and now they are launching a range of
computer games as well.

WORKING AT GAMES

It is about ten years ago that Games
Workshop eme as a dark force in
fantasy, the brainchild of two K(’)ung
writers, Steve Jackson and lan Living-
stone. Since then they have covered a
lot of ground, but for CRASH readers
S‘rlvho aren't already fanatic D&Ders)

eir names may be more familiar from
The Warlock of Firetop Mountain. War-
fock was developed from an idea that
had already been a great success for the
two, Fighting Fantasy Books. These
volumes, published by Puffin Books, are
computer adventure games in written
form. At certain points in the story, the
reader is offered several options and
may choose, or roll a dice, which to take.
So the books may be read through sev-
eral imes, each time coming up with a
different story idea — just as happensina
computer game. Warlock (the ram)
was written by Simon Bratell and Neil
Mottershead (Crystal), who had previ-
ously written the most successful
action/arcade style D&D game, Hall of
the Things.

But The Wariock of Firetop Mountain
Is only the tip of the iceberg, as Angus

D = - o
Ryall, Marketing Co-ordinator for
Games Workshop told me on his recent
visit to Ludiow (which has a very nice
castle for role-playing games by the

wq‘y'::.
e most visible aspect is the chain of
shops across the country. Games
Workshop sh are in London, Birmin-
gham, Nottingham, Sheffield and Man-
chester, and another is opening soon in
York. Recently the company acquired
the Games Master chain with shops in
Glasgow, Edinburgh and Newcastle and
another Games Workshop should be
%gging soon in Baltimore in the States.
@ shops are dungeons packed with
board games for assisting in fantasy
role-playing, strategy and wargames,
models and computér games, posters,
books, t-shirts and all the paraphernalia
any self-respecting let's-pretend fan
would need.

In addition to the shops and the Fi%r;t-
ing Fantasy series, Games Workshop
have their own publishing division and a
metal foundry or two. Chronicle and
Citadel Miniatures not only design
model soldiers but also cast them in

lead. According to Angus Ryall, this
unlikely ent se has difficulty in keep-
ing up with the heavy demand. On the
publishing side there is the successtul
magazine White Dwarf, from whence
came the quotations at the start of this
piece.

White Dwarf, soon to enter its sixth
year of publication, has a long list of
skilled and enthusiastic contributors
from among whom Games Workshop is
able to draw writers for devising compu-
ter games scenarios. And it seems
inevitable that Games Workshop should
finally tum its attention to the growing
computer marker, as a software house
instead of just being a retaller.

The illustrations on these pages are all by Pete Martin,
well known for his contributions to White Dwarl
magazine. S0me of them are from the fortheoming
boaklet accompanying the game Tower of Despair by
Games Workshop.
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FLAME THROWERS AND
DRAGON SLAYERS

Late September should see the launch
of three games for the 48K Spectrum
from Games Workshop. Battiecars is
rather more straightforward than one
would expect from a company So
immersed in the occult (1) but in fact it is
designed to be played by two protagon-
ists simultaneously, and so continues in
the theme of human-to-human conflict
rather than human-versus-computer.
The original plan had been to release it
only in this version, but marketing sensi-
bility has dictated making it playable
egrean player and the computer as

As you can see from the screen photo,
each player has not only his own car but
his own playing screen too. Only when
the cars are in each other's immediate
proximity do the two screen pictures
resemble each other. Below, in the
centre, is a map of the total playing area,
to either side a fuel gauge and then a
dame status display. The cars may be
ar with a wide variety of weapons
including  missiles, mines  and
machine-guns. The object is to hunt
down your opponent and destroy him.
Gas stations are dotted around for
refuelling, but then you are vulnerable to
attack of course. There are alsc service

for carrying out repairs from
time to time, also leaving you vulner-
able. Control of the cars includes a 'drift’
factor, which makes handling these high
speed vehicles quite alarmingly realistic
— with practice you should be able to do
handbrake turns!

D-Day is more obviously in the line of
Games Workshop history — a war game
simulation on the World War Il
Normandy landings. This is a two-player
game with no computer intelligence, and
s0 is ideal for play-by-mail, which
Games Workshop are thinking of
arranging. One player takes command
of the landing Allies and the other plays
the role of the German defenders. There
are four scenarios contained within the
program including The Landing, The
Break Out and Armheim. Each map cov-
ers 63 » 63 unit screens. These can be
scrolled across to keep control of the
between forty and sixty units available to
each side. Unlike many army man-
oeuvrement games, D-Day has a very
tast scrolling cursor movement for selec-
tion and guidance of units, and in many
ways resembles Imagine's Sionkers
visually. Unlike Stonkers, however, this
is a cﬁisﬁic strategy war game which
requires a deal of skill and judgement
against another human cpponent. A
deal of realism has been incorporated to
take account of things like units being
able to move faster on roads than on
rough ground. Artillery fire is seen in
animation right up to the final explosion,
and the graphics throughout are Iarge
enough to be easily identifiable by
shape.

‘There's been nothing like if for the
gfectmm,' said Angus Ryall. ‘A decade

wargaming experience is behind it.
And that goes for the adventures too.
We have contact with many experts in
fantasy role-playing games who have
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been developing scenarios for years.'
Readers will soon be able to sample
this aspect with the launch of Tower of
Despair. One of the authors is Jamie
Thomson, a contributor to the Fighting
Fantasy series. Malnor, Demonlord of
Darkness, has once more returned to
infest the Tower of Despair. But this time
he has the Ring of Skulls, a potent
amulet of evil force and malice. His evil
orc legions and demenkin hordes are
now poised to ravage the realm of
Aelandor. The council of wizards have
summoned you, the Warrior-Mage of
Castle Argent, in a last desperate
attempt to destroy Malnor, the Scream-
in? Shadow. You are the wielder of the
Silver Gauntiet, but you must set out on
a quest to find the Golden Gauntlet, for
only with both can you hope to over-
come Mainor. Can you survive the quest

One of the maps from D-Day

e

and the geriluus journey to the Tower of
Despair?

Tower of Despair will be two 48K
programs, and the package will come
complete with an adventure guide con-
taining a history of the realm of Aelandor
and a map of the region. It is a text-only
adventure, but a sneak preview of the
game reveals one of the most beautiful
specially generated character sets yet
seen on the S m. As you might
expect, the location descriptions and set
pieces are atmospheric and designed to
drag you screaming into the adventure.
The accompanying guide is also heavily
illustrated ~ some of the pictures on this
page are from the book. They have more
than a decorative function, however, for
in some are contained vital clues not
available in the program.

Games Workshop are also releasing
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these three games for other machines
later, and plans are afoot for more Spec-
trum games, possibly some combined
with board games as well. The £3ma
iyer:tr turnover company is set fo expand
is operations even further with the move
into computer software publishing. ‘We
want tobecome known for high quality
products,’ Angus fold me. To that end a
lot of work goes into them and the
?ames are going to demand a lot of work
rom players, But that's nothing new to
fantasy role-players, and somehow the
ethic is enshrined in the company's
name - Games WOHKshof.

Battlecars is written by SLUG (a Har-
low co-operative of ex-programmers
from Red Shift), D-Day is by Dagenham
Design Cell, a group of young program-
mers aided b¥ people from Red Shift
(well known for their wargames like
Apocalypse). Tower of Despair is writ-
ten by Jamie Thomson (assistant editor
of White Dwarf), Steve Williams, Russell
Clarke and Mike Mcieon.

All three games are for the 48K S
trum, priced £7.95 and shoulcl be
available at all usuaj outlets, and
CRASH MICRO MAIL ORDER,
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The taver illustration from Tower of Despair, painted by Robin Hidden

FROM TIN SOLDIERS
TO COMPUTER GAMES
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JADED AND DISGUSTED

Dear Mr. Mangram,
I bought my firstissue of CRASH
today (26/6/84) and was
Mlvpemuinumw.
when | gotto page 100 and read
the announcemant that Jer Set
Willy had some winners, | was
crestfallen to say the lsast, but
when | read the POKEs in
usted
and appalled. The th Eis
thao%una at all connected with
the Attic. The first removes two
aliens from the row of four in The
ot ik i
aces the or. block in the
mmummmmmm
& Banyan Tree. The second is
quite'interesting. If ZB0 buffs
examine their text of Jet Set Willy
from 9301-9455, and reset bit 7 in
all the data from A2AD-A4FF,
then number the order in which
rooms are stored
CO00-FDOO) from 00
Off-Licance) to 3C (The Bow),
will discover how the items
are slored, and that room 1C (First
Landing) has an object: it is
ammﬂ"ﬂmaiﬁe.wmmdes
above and to the left of the cross.
What Messrs. Holman and Ebe
Hhaa;adoneis_mmoveittum
Iwas able to collect B3 out of B4
what happened when you jumpe
onto the bed around late N‘arch
(POKE ﬂﬂaﬂgﬁd-ma mg_llt is
unexpected ears up the
mystery of the loo). | didn't claim
. the prize th ni A
whaole affair has left a sour
taste. The ONLY way to win was
to cheat. Thereis enough
dishonesty in the business with
iracy without introducin

Qe

; ma am, re
are amousana others all aver the
country on my side in what should
have been a massive controversy.
Please prove I'm on my own in

thi “tl;';smnfak ~for the
good i iving industry.

J. D. (Jaded Bytes), St. Day,
Redruth, Cornwall.

I reckon that's pretly fair
comment, and it would be
interesting to see what Software
Projects have to say to you. In
general, | mgfw that thare's
always a lot of pressure fo geta
game released on lime, and JSW
was certainly very late bein
finished, hav gean heavily
adverfised and anticipated. in
these circumstances it is easier to
see how a program can be
rushed out when in reality it hasn't
been pro, de ad.
Interesting, too, that despite its

problems JSW has been one of
the most played-and enduuhgzr
popular games ever release

Tﬁ Spectrum.

CURIOUS

Dear Lloyd,

| am very curious to know why it
takes so for CRASH to review
games such as C.D.S. Pool,
which have been available for
months before being reviewed. If

yaureviewed%lameswhanmw
first came out, it would help a lot of
people who buy games that look
but are rubbish and stop a
ot of people from wasting their
Shane Crawford,
Kinnross-Shire, Scotland

If you had read the piece in the
review of C.D.5. Pool, you would
have noticed that it carefully said
that the garme had been re ed
long beforé CRASH came on the
scene, but it was being reviewed
because C.D.5. were giving it a
new push with a newly dasiﬁned
cover. In most cases CRASH is
usually the first out with either a
review, or al least a preview, of
new games, at least where
software houses can be bothered
Ifliend copies for review in time.

UPGRADER

Dear CRASH,

[ would like to point out to Alan
Bates of Grimsby (Letter of the
Month, Issue 7) that I, too,

upgraded from 16K to 48K using a
D.1Y. kit from Fox Electronics.

have'also successfully installed
the same kit for two Sin -
about a quarter of an hour.

i the space is so precious in the
letters section of the , then
why not get rid ofalim;m
‘bugs’ and print more rs
instead?

Simon White,

! Wotton-under-Edge, Gios.

What! No 'Oli-bugs’ as they're
affectionately known in the
CRASH office? Seriously, though,
there has to be some attempt
made to make pages look [ively.
All printing on a page would ook
very heavy. Besides, ‘pracious
space' is also a consideration of
how much I'm a.'!gwed to spend
on typesetting which is quite
cosfg;:! Be fair, Simon, CRASH
has about the longest letters
section in any magazine you'll
read. The'next writer alsc has a
commentto make about our
pages. ..

GLOSSIER BUT . . .

Eaar Lioyd, . S
aur mi ne is
with B\l:ﬁzsﬁuﬁ. ml hnﬂ to
568 ac ely issue.
Going thiough past copies rovesis
a growing au of
pages, but they still fail to cover a
co issus. It's only a small
o posiion ) bain e o
position ing the only
magazine | buy without
first flicking through. | admire the
way you appear so down-to-earth
:dnd matter of fact, also freely
mitting your mistakes, printing
critical letters as well as $
appraisals.

Justa cm.lﬁde more points
before | finish. Wm"t our
amazing ‘games ;
disassembile a few other

rams other than Jst Set Willy
and Manic Miner? I've tried, but
fail to get a grip on machine code.
And I'd love to have an infinite
s m“ﬁ:ﬂ H héukl,é
example. Harvey s
become Poet Laureat, too,
Tim Keen, Rugby, Warwicks.

Looking at our JSSW/MM POKEs
fite, Tim, | can't help but agree
with you! | think an infinite lives for
Moon Alert will be printed in the
Christmas Special. Now o the
paper (I seem to be asking for
loads of financial breakdowns
recently!); lots of readers assume
~and why not? - that a magazine
is rathsr effortlessly put fogether
each manth, with !gaa's ofpaying
ads in itto get in the way of the
real stuff, sells at a highish price
and so makes loads and loads of
money for all concemned. | wish it
were sol In factitis-a constant
battle to ensure that each issue
makes fis money back and some
profit over (without which new
ideas could not be developed
easﬂi;g. A average issue of
CRASH costs £18,000 for colour
origination, typesetting and
printing (on top of that comes a
load of other costs, like my pitiful
salary). Of these costs, the paper
parissue cosis almost £8,000 -so
s you can see, paper is a big
preblem. By mixing paper types
carefully it is possible to shave as
"much as £2,0000ff an issue’s
cost. To have all glassy paper in
CRASH would certainly add on

another £2-3,000. Sorry to be so
CRASH October 1984 35




3| sent off for a game called Frank N.

detailed, but | fust want you to
know that we're not being mean
for the sake of it!

Lm

SOLD ouT!

Dear CRASH,

| am writing to tell you about some
back null'nbers | gotthis morlghng:
on open B8ne-c
parcel an 1napgcorh

magazines, I ‘I've been
done, doze guys ata da CRASH
office av nicked one a me books.’
And that disheartenad me.

On reading th h 1 found a
letter of apology and a pound
note. That's OK 1 t . but the
letter said that No. 1 CRASH was
completely sold out, and will no
longer be available. Is this true? |
will never see number 1 CRASH.
Please try to reprint No. 1 to make
thie set.

Kevin Hole, Shildon, Co.
Durham.

Sorry, Kev, itsa da truth. Issue
number 1 has all gone, every last
copy sold. It could be reprinted if
some 30,000 others want one
{fess than that wouldn't be
worthwhile —see abovel), but |
don't think that's verylikely, do
you? (By the way, thanks for the
magp —we'll probably be using it
.E;ler on).

CONGRATULATIONS!

Dear CRASH,
Due to a special offer from P.8.S. |

Stein and | feel | must
congratulate them on what | think
is a great game. | thi iy
recommend it as it has 50 screens
and is veryplayable. it comes
packed in a special box like Sabre
Wulf. Well dene P.S.S.
Simon Wright who claims to

?aw_a %?}t to L hm Lunar Jetman

cough!) must have a faulty copy
because after L30, earth is saved
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and the game finishes.
John Hodkinson, Sutton
Coldfield, W. Midlands.

Well, naughty old Simon!
LM

IGNORE AT YOUR PERIL!

DearL ;

The other day mz(frland bought
-Deap Space by nic. For the
money paid (£1.99) itwas
excallent value. Aha, | thought,
these games are not all
bad. Soon | was walking to the
shop clutching ten pounds. After a

reat deal of Umming and Ah-ing |
Eaught Voyage Into The
Unknawn., Oh woe, woe, did |
ignore CRASH? In the end | took it
back to the shop and exchanged it
for Hopper by Kryptonic. Itis
brilliant value and s one of the
most addictive games inm
collection. So, be warmed.
moral of this story is {as Confucius
would say) ‘Man who ignore
CRASH, comes
unstuck'!"William Buckingham,

Fakenham, Norfolk.

P.S. Why don't you pnntiuadlng
times in your Comments section
the reviews?

We would print loading times if
anyone could remember to time
them in the rush to gei everything

wiitter up/!

LM

THE €1 BET

Dear Ilc"{

I would first like to say that | think
yaur m ine is great. lama
avid fan of CRASH, | hope | shall

be in years to come. Since | have
taken the mag to school, | have
converted 7 people to order
CRASH.

Iwould IH-(.eto list my own top 10

ames: 1) Sabre

Wul Tha obbit, 3) Jet Set

Iﬂ'y 4} Hulk, 5} Ad .P«s!ra 6)
Fighter Pilot, 7) TLL, 8} Doomsday
Castle, 8) Trashman, 10) 3D

Please could you make the
cartoon strip 'Jetman’ span two
pages insted of one, because
many people would agree with me
that ‘Jetman’ is extremely funny.
WHy don't you write a comic strip

t Cookie or Sabreman?
will be rating Sabre
wf;wm people shouldlhava
to as
thoy Gon't soll them, Wil CRAGH
be revbmn’? oL games| inthe
near future?

halfthe price. Soin the

5
A}

There is only one thi lbe%g:v

you: please could you tell me
{o turn on the light in Mad Martha.
My friend bet me £1 that | would
mwgde[myieuar nted. Please
im wrong for

Marlinﬂ Kelly, Vale, Lancaster

I'd hate to think of you missing out
on a crisp pount note, Martin
Thanks for your conversion work
at school - keep it up. As fo
Jetman', that's rather up to the
editarial people and Ultimate who
actually have the strip drawn. Is
there any point rating Sabre Wulf
now? Thaere's a lack of logic in
Your argurnent about copying
games. Clubs have been the
waorst offenders where they often
make hundreds of copies without
ever selling any of them, and
therefore do terrible damage to
the industry. I've acfually
forgotten about Mad Martha (so
long agol), but get dummy from
bathroom and putdummy in
baby’s mouth, then you can take
oil lamp and go downstairs to fill
it. The match dossn't saem to
come into it as far as lighting the
famp goes. Any help? As tothe
QL -where are the games?

The Software Piracy File
questionnaire has resulted in
loads of forms coming back
already. Keep it up. Alot of them
have been very, very honest,
Here's a letter which
accompanied one form . . .

PIRACY

Dear Letter reading Lioyd,
| am writing about pirates. | am
one myself, and everyone | know
who has a computer, pirates
software. It cannot be stopped,
but can be scaled down so not so
much pirating is on. Butl
must point out that it ;
software houses' fault for having
such high prices. | would not dare
buy a game and keep it! | would
buy it, copy it and take it back to
the shop and change it for another
one, then copy that and I‘rlfr_sr
anm
two games for about £3 to

3.50. Great value.

They say on ITV's Database
programme that a new
anti-copying davice is available,
but | expect no one will be able to
stop a mass of S m pirates
from ing are. The prices
are too high. In Debenhams my
mate and | were looking at
Spectrum software when we
found one of the cassette cases
actually had a tape inside it (Bear
Bovver). So | said to him, ‘Nick
that for me and I'll give you 50p for
it now, and an exira 25p it it
works.' He stole it and it worked. |
found it was a bit like ‘Panic’ and
didn't like it. And to think, some
poor fella would pay £7 for it. Soin
my words, software is a rip off
unless prices come down.

C. Jones, address witheld by
request.

The writer is to be commended
for his frankness, if not his
hanesty! In fact I'm a bit surprised

by how frahk many writers have
been on this su%ccr {or perhaps it
just reflects the fact that readers
see CRASH as hovering
somewhere between
‘underground’ magazine, and
facist frade press, due to the
constant political tussle betwean
myself and He Who Is To Be
Obeyed - and therefore feel like
airing their views). The next wnfar
-'a pramf much to the point . .

Dear Mr. Mangram,

This is another letter about
software piracy, but, unlike some
other lettars you have printed, this
one tells the truth about the
situation.

lam one of these '
am pleased you m
distinction in mquasﬁnnnalre
bmmnwmmrmaland

copying
home
mmm widespread

irates’ but |
the

commercial copying
evil and damaging to both the
software companies and the
hornempiars who are often putin
nﬁtagoryasﬂme "Arfur
Da!vevyﬂs computer world.
nowte;lamrymaboulbur;aw

anew game is acqul a

o8s into school and sees another
§oyoomlmtm5rardshlm :hnha

NOWS OWnNS a &
Hello Frod. | got Chuokio Egg off
amud‘mnameﬂﬂ'mrday —do
you wan' it?

The other boy (both being
Spectrum owners}) sa:r's "Yeah.
W!gar;gyawar:{tafem?

5 ve
Android dohn?

John says, ‘Mo, but I've got Mr.
Wimpy!

Frad says, ‘Oh, then bﬂr% usa
blank tape tomorrow and I'l do

youa copy.
John agrees andplheg s
company. A couple ]
i b
ue

to another friend who gg
know John and swaps anoﬂmr
game for Mr. Wimpy.

They do a deal and Fred’s
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friend gets another game for Mr.
Wimpy, and all the while this has
been nigr.lufmhaabae'n
getting games for Chuckie Egg.
The paint | am trying to make is

or three copies of a to swap,
then these copies will in turn be

é , and so it on, until,
in reality, there are n or more
and not less.

After a while, when eve
where you live has a ofa
certain game, the game that
‘starled all these copies has ended
its working life as its owner can't
swap it for anything. As an
-example, if you wera trying to get
a game off somebody then Jef Set
Willy or Whealie not aid the

amrvbrcl:dym. at least where | live,
has a copy of JSW or Wheelia,
What's more, | only know one
‘parson with an original
(shop-bought) copy of Jet Set
Willy — so perhaps my previous
estimate of 15 to 1 for pirated
ies is a bit conservative.

(writien 15t September) the best
to have for swaps are

ics, Codename Mat, Krakatoa,
Full Throttle and Matchpoint, With
any of these games you could get
two of last month's games
incidentally, | have copies of all

ese)!

‘You may have noticad in my list
that all the games are very recent,
which is a major factor as only a
few pacple have these games,
&ﬁah Maﬁh&w I
ing n. Mos -]
know consider it & matter of pride

ot & o couran e Gaier
w a copy of a new game, the

d in the pirati
mﬁmﬁhavaal;hg"agr

choice of ga to swap your
giwly copied (smash hit) game
;'.cnmrmnly held

misconception is that home
pirates never buy games. This is
definitely not true. All in all | have
spent about £80 on games, but
these only count for a fraction of
my collection of 150 or more -

owners of other machines to tell

- CRASH readers about this form of
theft,

Dueto the extortionate price of
Atari software (between £25 and
e e

topay £S5 fora ;
— . bmlnggy

commercial r “opiers. There

areonlya mwaﬂmorem games

m : g—!oﬂ so the problem

nl
If you look at an all-computer

PR P

am saying. M 0P
are for the Spectrum,
down come the good

" Wulf maps have al

Commodora games, and at the
bottom are the fringe machines
like the possur's Beeb, and the
possur-with-less-money’s
machine - the Electron. Right
down are scattered a few Atari
games, which are indeed
excellent - why aren't more Atari
games being scld? IBacaus'e of
at the software collection of my
Atari-owning friends and didn’t
S8e sBven one ! No wonder
Atari ara in trouble.
i The moral of this story is this:
pecirum software companies
should feel lucky - your games

.| reach number one and sell in five

figure numbers, and that your
m is about

y
then A) Spectrum games wouldn't
take nine out of the top ten
in the charts, and B) there
wouldn't be so many whining
software companies as they
would all have gone bust:

This letter is really to encourage
all Spectrum owners who don't -
ggr many games to change thair

fish ways and splash out every
waek or 50 0n a game that doesn't
crash or need a self adjusting
cassetlte machine to load - i.e, bu
originals i only for your own good}.(
as with more money, software
companies make better games,
soin the run, the games
player, immeasurably.
Andrew J. Wray (15),
Harpenden, Herts.

The Software Piracy File
Questionnaire will be colfated and
the results will be in next month's
issue. It should make intersting
reading!

LM

A BIT POINTLESS?

Dear . {]

| waild like to point out that Sabre
in other magazines, so it seems
rather likely that many entries will
be copied solely from these and
the game will be left unexplored —
surgyﬂ_'l_eaimofymmmap

com

competition.
D. Naylor, Huby, Leeds.

We're ot particularly bothered by
other magazines publishing the
Sabre Wulf maps - it seemed
inevitable that they would. Since
CRASH appeared all the games
oriented mags have been gatiing
fumpy about being firstin with
everything. Ulimate asked us to
run a compebition similar to the
Atic Atac one and that meant
foregoing being firstin with a
map, naturally. Besides, [ don't
think we would ever print a review
of a game plus its map — when
half the fun of the game is finding
your way around it. The idea of
the map compstition is not
actually exploring the game, but
producing an accurate AND
ARTISTICALLY drawn map.
Obvious copies fram either PGC
or CEVG will go in the bin I'm

afraid,

Going back to the subject of
upgrades, here's a warning letter
fram one reader who found the
E!ﬁsinass traumatic . ..

RIPPED OFF

Dear Lioyd,

In your issue 7 | read the letter by
Alan Bates about upgrading. |
have had nnimren wurga
experiance. | sent pectrum
for an upgrade in “:I;y 1983 to
INTE VE I UMENTS
Ltd. When it was returned it was
notin working order. | have since
returned it twice but both times it
came back broken. | sent it away
for the fourth time and haven't
seen it since. | have tried to
contact them many times but just
get excuses, until a few mon

ago they said I
compensation, wi
saen. They have moved address,

| enclose some details about my
plight. If you can‘thaﬁ me in my
compensation then | this will i
persuade al notto have
anything to do with Interactive
Instruments. | have since bmh:
another Spectrum despite having
lost £150.

Dale Ballinger, Cashes Green,
Stroud, Glos.

Dale enclosed the sales involce
from Interactive Instruments Lid.,
as well as details of his and his
father's communications with the
upgrading company. The sales
invoice /s one of those
‘off-the-shelf jobs with no
address fillad in, butonly a VAT
number. | tried tracing the
company through their VAT
number, and the Customs and
Excise office repiled that to their
knowledge the company was still
trading.

Interactive Instruments Lid., of
Pilot House, King Street,
Leicester are unobtainable as
their lelephone has been
disconnected, and according to
one member of the Leicester
software fraternity, the company
has gone bust owing lots of
money fo custorners fike Dale.

his same person also sent a
Spectrum fo them for upgrade
and told me that the resultant job

was a mess and the computer
didn't work: The company
director that the Ballingers were
trying to talk fo was a Mr. Taylor,
who seems to have been unable
{o cope with the matter over an
extraordinary long period of time.
it VAT are correct and Interactive
Instruments Ltd. are still in
business, then it's time they
stopped acting like crooks, but |
suspect anyone who fs st
waiting for their machines or
compensation is going to have a
.'onLHg and probably fruftiess wait.

ON ORIGINALITY

Dear CRASH,
1 am writing to you on the
controversial subject of your
raviewers and arcade es. On
the whole the reviewsrs are good,
and certainly the most imformative
of any ine (really!), but
when it comes to actual arcade
video machines, their knowledge
is somewhat ng.

For starters, Micromania are
quite wrong - Kosmic kanga is not
a 'totally original game’ but an

almost exact copy of the pretty old

arcade game 'Jump Bug', This
game“ is rn:utl.anc:t:r|1rru)r||:'I and any
self-respecting games player
should have at lsast seen this
game, but ;-rot one of yc;ur
reviewers (who are @ssionals
orasort mermomcﬁ:a fact.

Also, in the review of Full
Throtife, it was stated thatitas a
‘Pole Position’ like game - but
even better because the road
actually moved left and right
acrosas the screen i of
staying fixed in the centre of the
screen,’ A quick 10p.game in

ractically any amusement arcade
n the country would show the
reviewer that the road actually
moves more and far batter than
the reviewer thinks.

A far more serious error was
made by the reviewer who stated
that, The Birds and The Bees has
a ‘Scramble’ style radar screen.
Please inform this reviewer that
there really is a diffarence
betwesn Scramble and Defender!

5till, on the positive side, they
did not make the mistake a Home
Computing Weekly reviewer
made, stafing that Anirog's Missife
Defence (a Missile Command
gama} was another version of

pace Invaders!

To conclude, all | ask is that, as
specialists, the reviewers find out
maore about their specialty subject.
A littte more background
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knowledge with which the
Spectrum copies can be
compared with the originals would
improve the reviews no end.

Nick Page, (address separated
from letter — sorry).

These are all fair points to make,
but I think you are treating the
Spectrum reviews in far too literal
a manner, Nick. It's true that
Kosmic Kanga s not original in
‘the general sense, but itis for the
‘Spectrum. The remark about
‘Pole Position' like games refers
to the arcade original (which even
Isolated CRASH reviewers have
seen!) but to those copies of the
original already transiated fo the
Spectrum, which don't move as
well as can be seen in Full
Throttle. You are of course quite
right about the mix up between
Scramble and er —justa
regreftabile sfip of the tongue |
suspect. | wonder, however,
whether there's much fo be
gained from trying to compare
arcads originals with Spectrum
copies —I know we do do it = but
Spectrum games are a thing of
their own. As a matier of fact,most
of our young raviewers do getto
saee plenty of video machines, but
you might be surprised to know
that once out of a big city, it isn't
very easy to see many games this
way! The annual Ludlow May Fair
tends o be the best oppertunity if
r:u don’t travel to wicked places
I._Iel Birmingham.

It was a pleasant surprise to be
handed dowr the followirng letter
which was sent to Roger Kean by
Boris Allan who writes the
Ziggurat column in Popular
Computing weekfy . ..

OF SIGNIFICANCE

Dear Editor,

I found CRASH September, 1984
very interesﬂr%h_eapedaily your
Editorial in wh rention my
Ziggurat article ag:'t Imagine
and their lack of imagination.
Since writing that rat | have
thought more about the topic, and
| would like to make the following

points:

1. |was asked by afriend, who
runs a software business, if |
could recommend a machine
code programmer for a
full-time inhouse post. He told
me that when Imagine crashed
he was inundated by out of
work Imagine people: he had
not found remotely
suitable. Pe thatis

mﬂicarn?lmmao.
2 en | commented on

‘serious’ softwarae, | said that
what counts as serious or
us&ful varies tremendously
with the individual: in making
that statement | was
consciously not excluding
games. In the September issug
you review White Lightnir
which is a game orientat
product, but which | consider
as serious (or more serious)
than most of the (generally
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tatty) educational software that
appears,

3. As someone is interested in
the ‘history’ of micros, the most
interesting regular in CRASH is
CRASHBACK, because it
shows how views change—in
the September issue the
ratings of Alchemist wera
droj —a good idea. | never
liked Afchemist as it seemed
rather unimaginative, slightly
different but exceedingly
baoring. | think that most peopla

1 up feeling the zame,

and who produced it?

| am not sure what conculsions
one can draw from this mishmash
of observations, but - as you
implied in your editorial —the
media has to take some of the
blame for not being sufficiently
critical of both the claims and the

ama.
ris Allan, Bramhall, Stockport.

Just before closing the issue |
was dubiously delighted ta
receive this letter from a
spokesperson for a wall known
software house . . .

FROM THE DESK OF
GRAHAM STAFFORD
(DESIGN DESIGN)

Dear Barclay, Midland, Nat, Lioyd
or whatever your name s, :
Iwould like to express my views
on'a number of subjects raised in
the letters column of Cwash, as
challenged in the best ever issue
of that most wonderful magazine
ofglrs. (The one wot's got me

int
the subject of piracy, a
number of latters haveab?gen
publishied, which | feel have left
several points uncovered. As |
stated in our interview, and | feel
this is the view of the majority of
soﬂwaira hau;:s, software
swapping in rounds, etc. is
something that ﬁﬁ always be with

us, and is beyond the scope of
any realistic form of legislation.
Howaver, commercial piracy can
be curbed by effective
govemment lagislation. The
ngi&éﬂ?ﬂﬁam to exploit
& buying ic, i
software of aub—mamgﬁ quarlilg
{failure to load, corruptions, badly
printed instructions, etc.). Not only
does this steal a company’s
revenue, as well as the
programmer’s but it has a
detrimental effact on a company’s

; ?omsérvem.bo‘lh

company and programmer will
naturally use measures to try and
stop ‘playground piracy’, such as
speci rs efc. If you are
going to pirate a tape you should
at least have to put some time and
effort inta it!

Itis a widely held belief that the
price of software is too high and
the reduction of prices would lead
to a reduction in piracy. This is not

50, '!hﬂfef are as many pirate =
copies of 'budget are as
convential software.

In answer o Paul Watts, you
don't see Imagine's directors
riding on custom built bikes, at
least not any more you don't. The
greatly ¢ erated claims of
companies like Imagine have led
the buying public; into believing
that the are business is full of
people earning vast quantities of
money and doing very little for it.
This is not the case! software
industry is not the boom industry it
is portrayed as being. The num
of companies that have gone into
liquidation is an indication of this,
usually the extravagant
companies are those to go first,

This brings me on to Anthony

's letter inthe same issue of

writer toproduce a large %mtw
of sub-standard games. The

quality of software has'
undoubtedly got better as a
greater amount of time is required
to reach present market
standards, another reason why
software prices have not fallen.
My final serious note is that
software writers and companies
wentinto the software | try to
make an honest living, not to
make money by false pretences;
this is what a commercial pirate

On to the less serious side of
this letter, yes there is one, has
anybody m Halis of the
Things yet? My high score on
'Halls’ is 2873. | completed it
about six months after first being
confronted by the damn thing(s),
I'd also like some answers to the

ng questicns: —
Is Lioyd Mangram parancid?
can't anybody at Wudlow
spell properly?
Why is Manchestar wet?
Who are Rainbow Scfiware?

Does n cara?
So ptaiasemyht?g}(oraeayﬁoyu pirate one

ofthe gmasmou;mefowut lwrote,
spare & rme, sitting ata
word proce:hmr in f'.lls;ln-:h'aﬁ‘:i
wondering whether | can affo

the Petrol for my Audi, Simen's
Lotus Turbo and Neil's XR4i

Yours semi-seriously,
Gwaham Stafford of Deal?n
Design (used to be Cwystal}.

P.S. If Paul Watts (lliracombe,
Devon) would like to see how a
software house really works, he
would be welcome here anytime
(061-205-6603).

It's okay for you with your Audi
Quatros, Lotus Turbos and a
company fleet of XA4is - joke
indeed! As to my paranoia only
my psychiatrist can comment
(although | was born under a dark
star), and as for the rest of your
letter, I think it speaks for itself
[W nicely. Thank you Gwaham.

Well that's abaut all for this month. Oli-bugs notwithstanding. I've

run out of allowable space. We ﬁ to get round fo as many leters as

possible each month, but even

thuntgal missed out m
up if they're relevant the following month, and anyway, all your
read and inwardly digested

comments to
round Ludiow)! PLEASE, HOW

turn

are bus
R, DO NOT enclose an¥ mail
in the

order forms or money in mail to myself or competitions

ne, because the mail doesn't g:t
your orders may go missing, separated from

D T

address perhaps, and certainly get delayed. But keep writing in!

LM
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FRENCH IS MORE
FUN

Following the release of
Franch is Fun and German is
Fun, C.D.S. Micro Systems
have produced an audio
cassette which is

nchronised to run with both

the programs. The audio
cassette is designed to aid
correct pronounciation of the
words and phrases contained
in the two programs. It costs
£3.50 on its own, or you can
buy a three-pack containing
French ~ German is Fun plus

asaving of £2.41 over the
individual prices of the three
items.

the audio cassette for £12.99,

AUDIO
CASSETTE
FOR USE WITH

FRENCH 1S FUI
AND

IERMAN 15 FUI

SPECTRUM 48K

E ‘e CDS Micro Systems
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FRONT RUNNER

Marketing giants K-Tel have
announced major new plans
to handle the production and
distribution for a number of
software houses both UK
based and abroad, This move
follows their launch into
games software last year, and
a period of considerable
investment in researching and
analysing market trends, they
say. Let's hope their extensive
research has taken into

account the somewhat less
than marvellous games
released by them for the
Spectrum. Part of the reshuffle
includes renaming their own
software division - Front
Runner. K-Tel have not
announced yet whether they
will be launching any
Spectrum games, although
Star Warrior, thought to be for
the Commeodore, is due about
now.

US GOLD FOR BRITAIN

Still on the subject of Gold and
Ocean, Centre Soft, the West
Midlands software
distributors, have joined
forces with Manchester-based
Ocean to import, manufacture
under licence and market
AMerican software under the
name of US Gold. Ten leading
American software houses
have already signed contracis
with US Gold. A lot of the

PETER PAN

Hodder and Stoughton the
well known book publishers
have moved into computer
games, kicking off with an
adventure called Pater Pan -
The Adventure. Described as
a sophisticated interactive
adventure game, Peter Pan
tests the wits of the player
against pirates, indians and
wild beasts in the fantasy
world of the Neverland. It
comes packaged with a
paperback adition of the book.
Hodder and Stoughton have
been associated with Peter
Pan from the beginning, as
they were the original
publishers of the book. Its
author, J.M. Barrie, left the
copyright of Peter Pan to the
Royal Hospital for Sick

Clockwise from the top:
Jon Woeds and David
Ward directors of Ocean
with Anne and Geolf
Brown directors of Cent-
re Soft.

ames already out have been
or the Commodore, but US
Gold intends releasing
Spectrum games as well
which should shortly include
Commodore hits like
Beachhead, More as soon as
we know.,

Children, Great Ormond
Street, London and a royalty
on the adventure game, as on
all Peter Pan books, goes to
this cause.




SHERLOCK AT LAST!

Exhibiting a most
uﬂcharacteﬂsﬂc lack of
ﬂz reat British
detam as at last arrived
from Australia in the new
adventure from
M urne House - Sherlock
(reviewed in this month'’s
Adventure Trail). The
pm‘?rammlng team led by
Philip Mitchell has been at
work for over 15 months in an
attempt to hop over The
f-lonf.& a?l?d create another
andmark in computer
adventuring. The
backgrounds and location
descriptions are true to their
period, right down to the
steam trains on London's
Underground. e who
doubts the authenticity of this
point should take a trip to
Baker Street station (
and Circle Line platiorms)
which has been recently
cleaned up and clearly shows
the huge sloping vents used to
release the and fumes
from the platform. Sherfock
costs £14.95.
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DANGERMOUSE
SCO0P

Readers wanting to know why
CRASH hasn't had a review of
Dangermouse yet may be
interested to hear that we
haven't yet had a preview
cop%of the game (‘yet'is the
). The reason
this would aEApear to be
that Crmtl\re Spar
rs of Dangermouse
{the% me) have been
ying what might be
-:;allad cross-magazine
diplomacy’ in the CRASH was
iven Blackhawk and
gr&fscoach as 'exclusives’
while Computer & Video
Games got Dangermouse.,
Dangermouse in Double
Trouble, released in sarly
October, oosts_“ E?t.gs anﬁ for
that money will pit you, the
greatest secret agent in the
world, against the villainous,
megalomaniac toad Baron
Silas Greenback and offers a
competition to the most skilled
players who could win a trip to
the Cosgrave/Hall studios to
meet the creators of
Dangermouse. The transport
will be by Rolls Royce and
helicopter. A review of
Dangermouse will appear
in the next issue.
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THE EDGE

Softek's Managing Director,
Tim Langdell, has issued a
mysterious press release on
behaif of The Edge -
described as the creative
group’ which has broken away
from Softek International.
Langdell says, 'Over the past
few months | had been
bringing together some of the
best talent worldwide to form a
§ unique group of programmers,
%raphac artists and musicians.

learly Softek’s game
creation and marketing
division had grown immensely
in the first half of 1984. The
creative group requested to be
able to form an independent
division of Softek.'

Quite how this creative

NAME CHANGE

A number of software houses
recently seem to have been
changing their names from
one thing to another — whether
to confuse them or us is not
known. Latest to jump on the
bandwagon and cover its
tracks is Com r Rentals
Limited {C.R.L.) who, with
fiendish cunning, has
disguised itself under the new
name of CRL Group PLC.

group squeezed into Softek
International's tiny two-room
offices in London is a matter
open to question — the latest in
space compaction technigues
no doubt. Anyway, they seem
to have been busy getting
Personal Computer Games
game of the month award for
their Fommodoru game Qua

Spectrum qame. ‘r!&’l}f.‘u‘
These two games are
described by The Edge as
megagames —the first ever,
and with a follow up title of
Psytraxx, Softek and The

Edge are beginning to sound a
ilttle like a Liverpool giant.

Let's hope Softek doesn't go
right over The Edge.

SPECTRUM DISK
INTERFACE

Statacom Distribution have
secured the rights to market
the Datafax Spectrum Disk
!ntar!ace The system is
esigned for the

DatafaxﬁHrtaml 3" disk drive

although it can also be used
on single sided 40 track 5.25"
disk drives.

The disk interface comes




complete with leads and a
comprehensive manual. It
only uses BK of user memory
for the operating system and
allows other peripherais to be
added via its own edge
connector. The interface also
has a system reset button
which gets round the irritation
of constantly pi Légging and
unplugging the Spectrum
mains lead.

The system will save BASIC
and machine code programs
as well as arrays. A utifities
diskette is provided to allow

ELITE UNDER WAY

Elite Systems Ltd., formed
from Richard Wilcox Software,
has expanded its in-house
programming force to cope
with the fiercely competitive
home computer market. With
a company motto of ‘Right
Product, Right Price, Right
Time!' Elite have launched
their first new game, Kokotoni
Wilf for the Spectrum.

The new team consists of
Rery Green, responsible for
graphics design, Neil Bate, a
series 65 programmer, Andy
Williams, and Stephen
Lockley, both Z80 based
machine programmers, Paul
Smith and Pat Maisey on the
administration side and
Richard Wilcox's brother,
Steve, as sales and marketing
manager. Kokotoni Wilf is
reviewed in this issue,

FOREST AT WORLDS
END

Interceptor Micros, whose
Message From Andromeda
raceived an enthusiastic
review in a previous issue of
CRASH, have just released a

MEGA-EVERYTHING

While you wait for
Psybanderciapsesnatch you
may want to fill in time by
Iyping in some magazine
listings. In which case _F'nu
need a MEGARULE. The
Megarule (from Mega

immediate use of the system

| while learning the commands.

Formatting is carried out by
the interface rather than by a
BASIC program. The
maximum number of files per
side on the diskettes is 78 (of
less than 3K per file) and there
is a storage capacity of 100K
per side. The user may call on
the diskette inventory, erase
unwanted files and make
back-up copies. The ZX
Spectrum Disk Interface was
launched at the Personal
Computer World Show.

new graphical adventure for
the Spectrum called Forest At
Worlds End. Itis a mystical
story about the continual
battle between the forces of
Light and Darkness, and is
another princess rescue
game. Princess Mara is
captured by the evil wizard
Zam, and your task is to go
get her and bring her safely
back to the Great Valley.
Interceptor are fairly new to
the Spectrum, having
previously concentrated more
on the Commodore 64 with
arcade games like their Wallie
series, but their incursion into
Spec territory appears to be
Euing strong. Forest at Worlds

nd will be reviewed in full
shortly by Derek Brewster in
Adventure Trail.

TWIN KINGDOM

Liverpool firm Bug-Byte has
finally launched a Spectrum
version of their popular
graphic adventure Twin
Kingdom Valley. It first
appeared ten months ago on
the BBC/Electron and CBM64,
whose graphical capabilities
are considered less restricting
than those of the Spectrum —

marketing, who else?) is made
of solid perspex, and when
placed over those tiny lines of
listing magnifies them by
100%. You can have it in clear

plastic or, for real
mega-listers, it can be slightly

conversion was thought to be
impossible. But the author,
Tony Hall, in collaboration
with Bug-Byte's programming
team have managed it, giving
the Spectrum version rather
more hi-res location pictures
than the Commodore has at
over 150,

Almost e game
released thgas?da sis
accompanied by flurries of
‘technical wizardry' rather like
the how-it-was-done cinema
brochures for a Spielberg
movie, and Twin Kingdom
Valley is no exception,
Bug-Byte refer to their game
as ‘the greatest achieverent
in the history of home
computing. Techniques never
before used . ..’ etc. We'll see
next month when Derek
Brewster reviews it, hopefully
with his Currah mi h
unit plugged in. Twin Kingdom
Valley is available now at
E?.Qg.

tinted — ours is in blue. The
Megarule costs £2.99 and is
distributed through Dealer
Deals Ltd., 20 Orange Street,
London WC2H 7ED.

CuB
PHOTOGRAPHER

Many readers as well ag
people in the software
business have complimented
CRASH on its fine colour
screen shots and black and
white shots. These have been
made possible by using the
Microvitec Cub Monitor, and
its video quality is responsible
for the crispness of the image,
maost especially noticeable in
!he:j co|l_||;=ur S;]wts. The black
and white photographs go
through a diﬁeg?ﬂ
reprographic process which
tends to lessen their definition
over the colour, The Cub has
two disadvantages — many of
our reviewing team have
access to a Cub for seei
ames, and it makes them
00k s0 good that we often see
things in the graphics that the
reader may not see at home
on the ordinary television! The
other is that it no sound,
50 you'll need an amplifier or
television set near by if you
use a Currah microspeech
unit. For the technically
minded (as they say in
photographer magazines) the
screen shots use an exposure
time of 1/4 second at between
16 and £22. 1/4 second allows
6 TV frames to expose, thus
evening out the roll bar effect
yougetona TV when it is
photographed.

B e ]
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FOOTBALL MANAGER
For the Spectrum

Some oulstandmg features of \‘he game
® Matches in 3D graphics ® Trans{
® Promotion and relegation ® |
& Injury prﬁhlemu ® Full jeague 1ab
Pi each matc)

i rating ® ?skﬂllnveln ® Sav
® Financial mampulauuns L

Prices: BBC Model B

Commodo:

50
Strategy Game of the Year, 1983
MNomnated)
Galden Joystick Awards

Available from comput
stock alionwide, including

As many seasons as you like

er scftware

Nl John Mermes |
Addictive Gamgs

Acommendably
strong plotand a
potfull of puzzles’
—~BIGK

‘Full marks'
- CEVG

‘100% — the best|
have ever
reviewed'

AVIDEO RECORDER

WHEN YOU BECOME BRITAINS'

A stimulating

adventure’
—SINCLAIR

USER

‘Heartily
recommended’
—CRASH

‘Very professional
... avery polished
adventure’

REE-ISTEFIEEIBFFlcﬁ
CREDITCARD ORDERS Te

‘BEST ADVENTURER’

ET is a sirife torm land which has never known
peace Particularly vicious attacks from beyond the
mounlaing now threaten its very existence and the: Lords of

. .
ORDER FORM

I
1
1
1
I
]

ZX SPECTRUM 48K

THEKET TRILOGY  Also avaifable:
Mountaing of Ket | 1884 - Government

Ket look upon you as thelr only hape .,

Each.episode of the Ket Trilogy hides a shord parl of a
sentence that is only revealed on completing the adventure

Having come to the end of this mammeth 120K challenge. the
first persan to discaver the com plete message will be awarded
avideo recorder of their own choice (Up tovalue of £400) and

| Name/address

£5 50 each (incl. P&P) Templeof Vran | Management i)

TheFinalMission [7]  Milionaire[ | Splat] ]

| Please send me the titles as indicated, Dy 1stclass post. E
i lenclosechequeforg ... ordebllmycrem!card

Access [ V ]

el L RS W O I EEREESSEN B .

the coveted award BRITAINS BEST ADVEMTURER

INCENTIVE SOFTwAHE LTD. 54 I.nndon Strest, Reading RG1 450, England
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order task of cleanhg up every rna;or litter spot ar
globe. Scooping up flowers thrown into the bull ring

fans in Spain, collecting the tissues of the faithful as fhey _
Jerusalem’s Wailing Wall, picking up coconuts from a palm beach
Samoa and collecting the empties at the German beer festival

(Trashman still likes his tipple!) are ]ust some of the challenges that
e up Trashman's task.

TRAVEL WIHH TRASHMAN. AUTHOR — MALCOLM EVANS

Selecied titles of New Generation Software
are available from your local computer
store and larger branches of:

woouworrn | ETE T | €72D)




ewkd
G-enemmon ‘
SoftWare |

New Generation products are sold { FREEPOST
according to their terms of trade Bath BA24TD
and conditions of sale. i Tel: 0225 316924
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WIN A
TECHNICOLOR
REVENGE
FROM THOR!

100 copies of Giant's Revenge, the lat-
est all colour, all singing, all dancing
episode in the life of Jack, are up for
grabs! And one lucky winner could also
win the third episode -The House That
Jack Built.

What Thor want you to do is to describe as near as
possible the WELL DONE screen from the previous
game, JACK AND THE BEANSTALK and you must
briefly describe the route through the game to get to it. An
accompanying sketch of the route is also essential. We
are not looking for the beautiful or arty drawings here BUT
the best drawn one on the opinion of the judges will
additionally win a copy of THE HOUSE THAT JACK
BUILT as scon as it's released.

So if you think you're up to facing the Giant's Revenge,
get your pens and pencils out and get writing and drawing
now. Entries should be sent to: THOR COMPETITION,
CRASH MAGAZINE, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB to arrive no later than first post
25 October. :
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ONLY THE BEST BECOME A A SPECTACULAR FLIGHT SIMULATION

OF THE WORLD'S MOST EXCITING JET
FIGHTER WITH STUNNING 3D
COCKPIT VIEW AND THE MOST
REALISTIC 3D AIR-TO-AIR

COMBAT EVER SEEN ON THE
SPECTRUM!

i

‘;-.-:;'

INTEGRATION

Watchmaor T
I .|
Trade and Export enquirie
welcome, Lifelime Guarantee

lease send to Digital Integration, Dept CM6& Watchmoo ad entre, Watchmoor Road, Camberley, Surrey GU15 3AJ T™ Trademark




Showing soon at your local computer store See press for details ...

Tremble thee who disturb the slumber of the undead...




FASTACTION
FOR YOUR SR
SPECTRUM . ..

{ Can yourcomputer e
 hold out? Soedim whih oo dass rovide

something guite different and | ,
exciting. |~

You are Kidd Rivers, the hero of the |55
game and you must leap aboard
the runoway stage and guide it
safely over the plains and ugh
EUT: tranch:hms mountains. Then
as you thought you were safe,
ﬂglrtu off the attacking Indians.

e

‘|
el

: BLACK HAWK
You're flying the world’s deadliest
aircraft, however It would

N ngpncr that your Command
. Centre has just sent you on

X the world’s deadliest
mission.

A The ultimate in
action. m

k

-

. Delta Wing is an advanced flight

. combart simulator. It has been
. designed to give an excellent ‘feel” for
 the tumble and roll of high speed

. flight. With 15 separate controls to

. manitor and incoming enemy planes

. to be dealt with, this program iakes

you and your Spectrum to the limits.

Delta Wing also allows TWO Spectrum
computers to play ogainst each other
through the use of two Interface 1's.

MACHINE AGAINST MACHINE

I

L

Avallable from Method of payment Creative Sparks, "{;’ y
e All good computer software stockists. By cheque or PO (no cash) made payable Department MO, J47
A Send me (tick as required) to TECS 296 Farnborough Road, /

o [0 ByAccess Farnborough, Hampshire, GU14 TNF. 4

[l DELTAWING TNCC121 £6.95 | Telephone: (0252) 518364.

[ BLACKHAWK  TNCC11 £6.95 | L Barclaycard

[ STAGECOACH  TNCC181 £6.95 Entercardno. e =
; 0 My local stockist's address | A T e T T

O Your fulllist of games S L . = e

Game/s at £6.95 each E = p Sign below: ==

+ single P&P sum :  B30p . i T

Totalto send 3 : p Credit card sales: UK buyers only. o8 c1084

Response within 21 days. |



it’s not everyday that you see Dk’tronics hitting the software headlines. Di’tronics has
always been the household name for Spectrum peripherals. Recently however they
stood in the limelight for clinching the title rights to the Thames TV series THE MINDER

and rumour has it that their software

production team are on a diet of spinach {st;:;ight
out of the can!) in preparation for their POPEYE software (It certainly beats junk f

)-

CRASH couldn’t resistan invitation and went to see the Saffron Walden producers ...

"New marketing is required in the soft-
ware business,” David J. Heelas,
Dk'tronics managing director tells me,
“today you need show business to
launch a new software hit."

David has strong views on software.
Gone are the early days of high profit
margins. Gone is the unique paosition of
being on the market place at the right
time and cashing in on the initial surge.
The fools paradise did not last very long.
The market has found it's own level now.

"Software is overpriced! Too much is
written about piracy. The punters will not
save up for software between £5to £10.
The 80-90% of home computer owners
who are dedicated games players are
no different from the pop fans. Thereis a
strong parallel to the record industry.
The production cost for a game is far
cheaper than for a single. And yet a pop
hit is far cheaper. The life of a game is
the same as for a record.” David
believes kids to have a disposable
income of £2 to £3.

High prices have contributed to the
market bottoming out. So the current
trend is for prices to come down. But
David doesn't believe that the quality of
the games should suffer. He believes in
a tight cost control. The hardware mar-
ket with its tight margins would not exist
without it and he should have some
experience in that! Software does not
escape from the usual cost manage-
ment disciplines. Dk'tronics three new
releases will be priced at £3.95 despite
the expensive rights for the showbiz
titles (the third %ame is still awaiting con-
tract appraval from a major British car
manufacturer).

Of major benefit is their new
development system, which allows
them to cross-assemble a new game
within weeks of conception onto any of
the 5 or six systems. This makes poss-

52 CRASH October 1984

“Software is overpriced! The punters will not save up

for software between £5 to £10.”

ible the production of a low cost good
quality game by spreading the
development cost over several compu-
ter systems such as the Spectrum,
Commodore 64, memotech, MSX and
Amstrad. To execute all of this there is
an in house software team backed
further by three to four good part-time
software writers.

HARDCORE

On the hardware front all is not quiet.
“We are spreading the base,” Roger
Barnard, Dk'tronics PR and advertising
manager, informs me. Just launched is
an Epsom version Centronics printer
interface for the Spectrum, which obvi-
ates the need of loading software for
copy and list, etc. Nearing a launch date
is a speech synthesiser for the Spec-
trum and the Oric. Further afield is a
secret new games control in develop-
ment, which will allow the games player
to sitin his armchair and play away (Why
don’t people call the things by their
name . . .). A lot more development is
going onin the non-Spectrum range of
products, as Amstrad, MSX and Com-
modore 64 are screaming for new

peripherals.

To be fair, Dk'tronics seem to have
covered all a of S rum
peripherals and ﬁgtspmvan tﬁbc; the
market leader in this area. Dk'tronics
main stay is still the Spectrum keyboard
which has been selling well for over 312
years now and must be in the homes of
nearly 10% of all Spectrum owners.
Strange enough, there wre original
doubts on the viability of an aftermat
keyboard for the Spectrum. In the end,
the improvement from the ZX81 flat
membrane keys to the Spectrum move-
able rubber keys did nothing to stop this
lucrative market and Dk'tronics have
never looked back . . .

The light pen followed the keyboard
and the new range now includes the
dual port and programmable joystick
interfaces and the three channel sound
synthesiser.

“We are in a unique position of being a
hardware and software orientated com-
pany. We don't need the software pro-
fit," Neil Rawlingson, finance director,
tells me and he should know. The soft-
ware end of the business started 22
years ago and has experienced succes-
ses such as 3D Tanxx which sold over
140,000 copies and Dictator, which is

“We are in a unique position of being a hardware and
software orientated company. We don't need the

software profit.”




ARY

still a steady runner abroad (in Spain of Y

all places!). Last September saw the R
launch of 267 programs. “That was to i
remind the market of our strong pres- EFTETEEELEEEE

ence .. . An error because of the prob- IR

lem of promoting any one title . . ." ’?,’,?"???
The software turnover was averaging j ot 2

one third to two thirds of hardware when : :

the software market plummeted this

summer, The new releases should re-

establish this side of the business. Inthe

meantime customers may profit from a

special offer of £25 worth of software

free with every Spectrum add-on

keytlaoard bought from a Dk'tronics

dealer.

WHERE TO

David is looking at the possibility of
becoming a computer manufacturer,
There is the advantage of using the
expertise gained in hardware and soft-
ware. But it would have to be a low cost
processor-related consumer product for
the leisure industry. Not aiong the lines
of your standard home computer of
today, but more towards a universal
leisure machine. At present the hard-
ware production is still at Great Yar-
mouth, only the admin and marketing
are situated in Saffron Waiden. Produc-
tion accounts for 30 of the 52 personnel.

1985 will see the transfer of the pro-
duction to Saffron Walden uniting the
personnel in a specially buiit £300,000
factory unit. Quite a long way from the 8
X 7ft bedroom from where it all started
back in April 1981,

David gets fun out of running the busi-
ness. He finds there is a Iot of amuse-
ment to be had out of what happens in
this industry. Needless to say he thinks
Di'tronics will be around for a long time .

““New marketing is required in the software business,
today you need show business to launch a new
software hit!”’

CRASH October 1984 53
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PIANO PIANISSIMO

if you think your ears need a
washing, then it's high time
that you assist the internal
bleeper of the Spectrum in
penetrating the empty caverns
of your ear. Theré are several
sound amplifiers on the market
for the Spectrum. Most of them
include a loudspeaker and
some feature special sound
generator chips, which are
only useful if you do your own
programming.

Compusound on the other
hand reduce the cost of the unit
by utilising the existing hard-
ware and by arranging the
electronics within the Spec-
trum. This saves costly pack-
aging and leaves the edge
connector free for other uses.
TELESOUND makes use of

the am 19\;"6!’ and loudspeaker
of the TV set, a special louds-
peaker is therefore not

required. The beep signal is
modulated and brought via
modulator onto the antenna
input of the TV set. This may
prove to be a handicap, if you
have a mute monitor con-
nected to your Spectrum, but
most users operate with nor-
mal TV sets.

ANDANTE

The unit comes in a cassette
box and consists of a miniature
i)opulated pcb with three flying

ds terminated with cros-
sleaf gold contacts. The
instructions are very explicit
and there should be no prob-
lem in following the connection
procedure without committing
silly errors.

The pchb is located beside
the video modulator or under-
neath the voltage regulator
heatsink depending on what
type of Spectrum issue you
have. The connections are
made fairly easy by clipping
the gold contacts onto the cor-
rect component terminals on
the Spectrum board. The
major problem howver is that it
is quite easy to create a short
circuit with the bare contacts
by touching neighbouring ter-
minals or tracks. The same
thing can be said about the
mini printed circuit board. The
only answer to this problem is
that the pcb and the contacts
should be carefully shrouded
ininsulating tape. A better solu-
tion for the contacts would be
to solder the flying leads to the
terminals, but this obviously
cannot be expecied to be done
by the average Spectrum
owner. This problem could
lead to serious trouble if care is
not taken during assembly.

54  CRASH October 1984

FORTE FORTISSIMO

The installation should be
double checked to make sure
everything is at it's right place
and only then should the Spec-
trum be switched on. Only one
adjustment is required for the
proper functioning of TELE-
SOUND. A trimr:gr capacitor
provides an adjustment of the
modulation frequenc % for the
TV sound. Therefore the Spec-
trum is best left open and a
beep loop program initiated.
With the constant beep sound
the trimmer can be adjusted for
maximum sound output (It
heips to recheck the TV tuning
as some background hiss may
be audible at a high volume
level).

The TELESOUND can now
be positioned in its final posi-
tion‘and the Spectrum reas-
sembled. The sound effecis
can now reverberate through-
out the house and the fight for
TV volume control between
mum, dadand you . ..

FINALE LARGO

TELESOUND is an effective
sound booster for the Spec-
trum. The small cost of £9.95is
achieved by making use of
existing hardware and the
ggaiity of the sound will

pend on the quality of your
TV set.

The installation causes the
loss of the Spectrum guaran-
tee and serious thought will
have to be given to this. The
installation may prove to be a
bitfiddly and may require some
parental overiooking. TELE-
SOUND will not cause any
problems with other add-ons
such as microdives and joys-
ticks, etc., as it does not
involve the use of the system

bus,

TELESOUND definitely is a
sound investment and con-
verts your shy Spectrum into a
public nuisance.

Franco
Frey
goes

Bleeper
Boosting




HERE WE GO AGAIN Jack ! Gam

48K Spectrum £6.95 CBM 64 £7.95

RE

[Spectrum) “

ACTUAL SCREEN DISPLAYS i

The Most Graphical {

Arcade Simulation l

g s E}ter Produced ;

AVAILABLE FROM SELECTED BRANCHES OF: RETAILERS CONTACT: chk and The B&ﬂ.ﬂstﬂlk} 5

Mm mm m W I yom hiawa clifiouiy b abstalning wour copy, fust fill la U Cinepon bedow. !I:

T ii

: e Tick  Spectrum{|  CBMS4| | E

= o !

: Fost coupon new to Th'rit:um;ulerhﬂwnm]h. Lid., il
m " “ Lrekine Industrial Elll‘!.ll\‘_‘l!])ﬂL

i f ALSO AVAILABLE AT ALL Morseyuide LS 1AP Tel 081263 83212 |

i, USUAL SOFTWARE OUTLETS, s

ﬂ. | minclose ChisqualP0 for i ___ =

SIDTEERHINE PCS DISTRIBUTION it i

TAIKYS’ Buldog — N

DISTRIBUTORS AND OVERSEAS ENQUIRIES CONTACT PAUL 051-263 852117 if
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NOT JUST A PRETTY/FACE!

his superb new interface isong  Femtures include:-

fa‘f our very latest developmen ® 17 directional movement

for your Spec . ® Keyboard fully functional
Offering even more leatures, and a5 & Rear connector for other add-ons
it's programmable from the keyboard @ Microdrive compatible
or with th ssatte supplied you can
now use il with an

NOT JUST A pnmm{mm

he new SKIFONG Paraliel Tosword Dev pox
T 5 Interdace will link
your Specirum fa any printe: | d. High re
wilh a standard cenfronics in . i Gk M 1

51, you can select ihe orinter *
iled to your needs, Fuily m e mpu?lhli‘
& ang

Fealures: ol the Inferdace Includa)

# Runs all paral ed by.a

e
NOT JUST A PRETTY/ FACE!

he Spectrum dual port Slyla joystick
15 @ highly It will run any software. That s

@ Having redefina

s ® Using in (31) (Le
port simulates

th second port
(31) command,
The pors will accept any Atari

dKkironics

DK Tronics Ltd., Unit 6, Shire Hill Industrial Estate, Saffron Walden,
Essex CB11 3AQ. Telephone: [0799) 26350 (24 hrs) 5 lines




THE FINAL TOUCH

adoed ine

hilgh dengity
urm irvde Fhe

gl

WINNING
IS WITHIN YOUR GRASP

{}uickshn'l J::-ys!u..k I Quickshot Joystick Il

h reé butto r|_1
. Etdbll ng

d control grip
® 4l

® Trigger fire button
® Rapid fire option

FOLLOW OUR LEAD

THE

FOR
RIGHT CONNECTIONS

MICRO DRIVE
EXTENSION LEAD

56 WAY RIBBON
CONNECTOR

an sxtenson cable that

SOUND IDEAS FOR YOUR SPECTRUM

hree Channel Sound Synthasiser

interface incorporates a8 BEEP

sudia amplifier and a 3 channel
sound sythesiser.

mplifiar improves the sound

quality and output of the BEEP
ancrmausl,« The 3 channel sound

estsar adds a tot

sound chip it gives you complata contr

(from basic or MIC) ovar 3 channels of
tone andior white nolse, plus envelope
and volume control, It comas with it's
own pad mounted (4") speaker with 1
metre of cabie so that it can be
positicned anywherns.
Onece this is fitted to the sxpansion part

same againl

dKironics

DK Tronics Ltd., Unit 6. Shire Hill Industrial Estate, Saffron Walden,
Essex CB11 3AQ. Telephone: (0799) 26350 (24 hrs) 5 lines




Valkyrie 17 is distributed by Palace Virgin Gold, 69 Flemptom Road, London E10 7NL. Telephone: 01-539 5566. Available from all leading wholesalers.




-WIN TWO GAMES FROM

DOLLAR SOFT!

50 lucky people could each win a copy of Dollar
Soft’s latest adventure game BLACK TOWER

and the arcade

game DOTTY which was

reviewed in the August issue of CRASH. All you
have to do is correctly answer the simple ques-

tions below.

Dollar Soft is based on Bradway, Sheffield, and centres around
the father and son team of Ray and Richard Stevenson. Richard
programs and Ray looks after the business end. It all he?an in
1880 when Richard was 11 and started secondary schooling at
Jordanthorpe school in Sheffield and discoverad computers. The
interest became all consuming until Ray ticked him off for always
staying late at school. The solution seemed obvious and for that
Christmas Richard got a ZX81. A few weeks later he had written
his first adventure — Haunted House. Some five months later he
upgraded to the new ZX Spectrum and wrote a version of the
arcade game 'Panic’ which they attempted to market without
much success, being unfamiliar with the wheeler-dealering
required.

After another twelve months, and with some more practical
experience it seemed sensible to have another go and Richard
wrote Suicide Isfand, Paddy, Dotty and Black Tower together
with another school friend, Philip Durbridge who, at 15, is the
same age as Richard.

In April 1984 Dollar Soft was formed to market the programs
both here and abroad and they are currently exporting to South
Africa and Australia. Ray intends that they will produce only two
or three top quality programs a year for the Spectrum and prob-
ably for the Amstrad as well. A new Spectrum game is in the
pipeline even now.

DOLLAR SOFT COMPETITION

The Questions

1 What is the name given to the tunnel which allows you to go off
one side of the maze and enter the other in DOTTY?

2 How many keys are used to control DOTTY?

3 Which Sheffield company has just released WANTED:
MONTY MOLE, and which controversial figure is featured in
the game?

4 In'which city is Dollar Soft based

5 For which magazine does the author of 3D HAUNTED
HEDGES by Micromega write?

8 In what year was BLACK TOWER programmer Richard
Stevenson born?

Richard Stevenson (front) and Philip Durbridge at the keyboards

é_

L _

Write your answers 1o the questions on a postcard (or back of a
sealed envelope) and remember to add your name and address
before posting it to: DOLLAR SOFT COMPETITION, CRASH
MAGAZINE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB io
arrive no later than first post 25 October. The first 50 correct
entries drawn from the bag will each receive a copy of DOTTY and
BLACK TOWER.
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GILSOKT
The Welsh Wizards of
Adventure

THE QUILL
ADVENTURE WRITER
FOR THE
SPECTRUM 48K
AND
COMMODORE 64

48K SPECTRUM CASSETTE
COMMODORE 64 CASSETTE
COMMODORE 64 DISK

£14.95
£14.95
£19.95

SELECTED TITLES AVAILABLE FROM

W.H. Smith, Boots, John Menzies, and from
Good Compnter Shops Nationwide

Or Direct From Us
By Post or Telephone
" “TE15 ; T
(!II Jh()I*T Email 5:,, LE"T-_*-'\;: S
: i L IR oy
30 Hawthorn Road el
Barry

AR San s ockesy g
chmgine . | had to eyeeps

Credit Card Order Line 24 hour service & : (0222) 41361 ext 430

South Glamergan
21 (0446) 732765

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!
X Issues 2 -7:95p
; Issue 8 onwards: £1-05
| Rl N _ | Please send me CRASH issue No
| - i
| - \ Name
.[' IIll Address
\
i ! '.‘ ) Postcode
[ ' lenclose £
i
BACK NUMBERS CRASH PO BOX 10-LUDLOW SHROPSHIRE SY8 1DB
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Tor... . Bevond Comperition Honise,
Farndim Read, Marker Harborogh,
Letcestershire LEI9ONR

Please sendme- .. Total Price
THE LORDS OF MIDNIGHT £9.95 |
PSYTRON £7.95

SPELLBOUND £5.95

BEYONDORDER HOTLINE 0856 54567 GRAND

BEYOND ENQUIRY HOTLINEQIL- 251 8496 TOTAL

all prices include i

I'enclose a Postal Order/Chegue payable
tw Beyimd, or chavge my credit card.

Card Number

Access/Vis { Delete as necessary)

NAME

ADDRESS

POST CODE

SIGNATURE

Please nsh me details of the “ENTER the BEYOND”
Sofowre Clhub |
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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!

Forget hours of fruitless 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 pia(ging 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 order form later in this issue.

CRASH- SPECTRUM SOFTWARE
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time he'sgone too 2

buried deep in the lost caverns
! 'ﬂ‘FMachu Pichu, Peru, lies the stolen and, of course,

_ __ﬁiceless Raj Eiaamond, along with a haard of
. Ha;!:l‘sdlmle niece Rhondge auﬁh mﬁwf

WWardy cat,are supposed to

mmdambstmmebmho’fﬂ\em
hy university has asked him, while he's
 mess up, to capture an elusive stone-
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CLAMBER up the tree and
DELVE into the nest

Reviewing adventure games is not a simple matter when com-
pared to arcade games. For one thing, it takes a lot longer to do a
game justice and the reviewers own prejudicies can bear more

Upan an adventure. Leaving aside the fundamental text vs graph-
ics, the vocabulary a game acepts can either reassure or per-
versely cloud the reviewer's conscience.

Some adventurers have GET, others TAKE and some have
both. Some use ENTER, and others GET IN, some GO object as
in GO DOOR. Some adventures have tried to establish, and keep

to, astandard ora raascnabﬂlg uniform use of words.

entered the market with |
vogue.

Others have

prior knowledge of what is the

y opinion has changed in order to fall in line with the concen-

sus. | at first viewed GE

and GO DOOR as crude but now accept

these expediencies both for their ease of use and more impor-
tantly, for the simple reason that many good adventures use
them, and therefore many seasoned adventurers will approach a
new game expecting to be able to use them unless the cassstte
packalging expresses some substitutes.

Dollarsoft have produced some games that display many
aspects that lead me to the belief that they either haven't con-

WAYDOR

Producer: IMS
Retail Price: £
Author: David Brown

Waydor, a graphic adventure
written first on the Oric, has a
lot going for it. It has full-
screen, well-designed graph-
ics at every location.

The plot and logic of this
adventure is strong but the lack
of supporting documentation,
and the theme this normally
creates, gives rise to the situa-
tion where you would like to
recommend the game but you
cannot quite remember its
name. It's not so much that the
story and theme are forgett-
able, more they just didn’t exist
in the first place. Compare this

with Sherlock with all its rich
mental imagery.

The object of your adventure
is to find eight treasures and to
return them to their proper
place. This place transpires 1o
be a small wooden hut since it
houses a notice, ‘Put Treas-
ures Here'. Your endeavour to
find the treasures is fairly easy
apart from (as always) one or
two occasions when the game
falls off the end of the map.

You set off in very inhospit-

able countryside beside a cas-
tie surroun by a moat. The
way things are in adventures

the drawbridge to the castle is
up and you won't get it down
until much later. Moving east is
the most profitable early on
where, in quick succession,

ou can fruittully enter the now
amous wooden hut, workshop
and blacksmith's forge. How-

ADVENTURE
TRAIL REVIEW

RATINGS

ATMOSPHERE: reflects quaiity of
locatdn description and graphics and

VOCABULARY: the complitinass of
tha vocabuiany and frendiness of
response. All words and asgociabed
words (objects ete) inlocation
descriptions shoukd be inciuded,

LOGIC: reflocts the logic of the problisms
enaountarsd and whether or notyou are
likoety 16 b hilbercd withot weasineg or
chante of escape.,

DEBUGGING: indicales the kvl of
crashproaling. A program shioukd nol be
crashed simplyby making an incomec:
eniry or by préssing an unforunate
combingtion of keys.

OVERALL: general rating based on prics
and the other ratings BIUT MOT AN
AVERAGE OF THE OTHER RATINGS,

sulted the rest of the adventure market or have done so and

rejected much of what th

have found. Their adventures are

strange but Black Tower, it has to be said, is original.

Adventurers, judging by the mail | receive, do not dedicate their
computer time to just one adventure and its problems, but have

many on the boil at one time. This 5

ests to me that, as far as

vocabulary is concerned, a few familiar commands might help

ease the explorer into the adventure

and any original or non-

standard features should be clearly marked on the packaging.
A game that reduces me to a swearing moron all because its

hallowed maker assumes m
first phrase that came into

idea of an adventure is to match the
e author's head . . . well, that game

will not endear itself to me, even if it be Sheriock itsalf,

ever, it isn't much further
before almost every turn brings
you to a 'Claaring in the For-
gst’. This wouldn't be so bad,
but this just happens to be the
slowest graphic and you soon

i Pres: SEIEEE o -
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start to dread turning a new
corner should you see those
trees. I'm surprised the author
didn't consider this an irritation
at the design stage - after all,
no-one plays an adventure

et =mod
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more than the author himself.

This adventure sports very
fast graphics and a good
response time and so the
adventure flows at a steady,
fast pace. Apart from its friend-
liness and no-nonsense
character what greatly aids this
ease of use is the clear text
layout. A standard format at
every location begins with a
concise, but always interest-
ing, description followed by
clearly marked Visible Items
and ious Exits. The items
are most fully described in
ways that lead you Iciically to
possible solutions to the prob-
lems that confound your jour-
ney.

Where this adventure really
shows others the way is in its
use of full size, very fast graph-
ics. On entering a new locality
the picture appears almost
instantaneously, remarkable
when you consider their size
and quality. When the picture
is complete you are told to
press the SPACE key.
Perhaps it may have been bet-
ter to press the ENTER key
here as it is difficult to think of
the SPACE key in this way, i.e.,
as a control n. Further,
perhaps the ﬂashing sign on
each picture reminding you to
press the key is superfluous
and soon becomes nothing
more than a distraction. One
last wordon the graphics;
impeccably, some of the later
pictures depicting the castle
are the best.

Getting beyond technical
considerations the charm of
the game lies in its atmos-
pheric  plot,  informative
descriptions and comment,
and the powerful implementa-
tion of a command that adds
immensely to any adventure —
EXAMINE. Without a powerful
EXAMINE, locations and the
objects within them become
unreal and hazy butthis adven-
ture really shows how a's
EXAMINE can enrich a game.
Almost every item in the
adventure lends itself open to
scrutiny. See how an aban-
doned graveyard comes to life
with this command. EXAMINE
GRAVES brings forth, ‘They're
mostly overgrown with weeds
and there’s only one tomb-
stone left standing.” EXAMINE
TOMBSTONE?,  why not
indeed. You get ‘There’'s an
inscription on it - Unwise he
who moves my bones, wise be
he who moves my stones'.
Naturally you move the tomb-
stone whereupon you hear a
noise. LOOKing at the location
again shows you a new Visible
ltem — an open tombstone with
a secret passage. Note how an
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examine command has led
you on deeper into the narra-
tive. This is adventuring at its
best -~ a million miles from the
now hopefully archaic string of
puzzies that marked the early
adventures.

In even the best adventures
there's room for improvement:
in this case no | or L abbrevia-
tions for INVENTORY or
LOOK. Also, when mazes,
which can prove over-difficult
for a beginner, are forced into
adventures, well, to actually
call this nnial irriattion ‘a
maze'! Frankly | have never
been in 'a maze’ but | have no
doubts as to the confusing
nature of New Town roads orto
the success attributable to the
torturous paths and well-
hidden exits in large depart-
ment stores!

Waydor is an excellent
adventure. It has super large,
quick graphics, an atmos-
pheric plot and friendly voc-
abulary. Highly recommended,
even more so for a beginner,

Difficulty: Quite easy

G;gghica: On every location,
resentation: Good

Input Facility: verb/noun

Response: Fast

Special Features: None

General Rating: Very good.

Atmosphere 8
Vocabulary 8
Logic 9
Debugging 10
Overall Value 8

BLACK
TOWER

Producer: Dollar Soft
Retail Price: £6.50
Authors: R. Stevenson, P.
Durbidge

You must move from one
location to another trying to
find three keys and ulfimately
the scroll. When these objects
have been found take them to
the hut. (How exoticl). When
moving about, you may come
across various items which
may be of help to you later on,
and you may pick these up if
you wish to . . . may instruct
with various phrases such as
NORTH, OUTH, TAKE
STONE.

I hope Dollar Soft forgive me
for one moment but this no-

nonsense northern description
of adventuring | found
genuinely amusing. It's also
good to know that the company
is continually impruvin92 its
product — | have version 2.0 —
and no doubt Dollar Soft will

lean some useful information
or the next amendment, once
all the reviews are out. The
cassette inlay gives the impre-
sion of a company new to
adventuring hoping fo attract a
fresh audience. Well, if this is
the case Black Tower ismt
such a bad game and shows
some features which, like the
cover, bring a smile to the
countenance of a jaded
reviewer.

The screen s divided into
roughly two halves. The upper
shows a si graphic rep-
resentation of the scene while
the bottom half scrolls informa-
tion about the location, visible
exits and what you can see. |
say scrolls but this is to
demean what is a theatrical
romp across the screen. The
print enters stage right, prints
across at a st iy, f:ﬁ:ulefl;ate
reading speed, then flits left as
if in a ballet dance. Once this
bolero has ended a return to
the norm is abrupt. You see
Josh, a stilted, wooden charac-
ter first met in Suicide Island.
But no, | will not banter end-
lessly as if Iamemingaa wet
weekend in Whitley Bay. No,
this game has more going for it
than Suicide Island.

Black Tower has an average
response time of 27 seconds
due fo its curious, novel,print-
ing display. it shows some

ances on its predecessor,
Suicide Island, by allowing L
for LOOK and both TAKE and
GET for picking up objects,
The game is a little rough at the
edges and doubtless version
2.1 will be nearing completion
by the time you read this.

Difficulty: Average
Graphics: Yes, but poor
Presentation: Good

input Facility: Allows simple

sentences P

Response: Probably the
slowest ever written

Special Features: Character
Interaction, but low level
General Rating: Too slow

Atmosphere &
Vocabulary 5
Logic 5
Debugging 8
Overall Value 3

SUICIDE
ISLAND

Producer: Dollar Soft
Retail Price: £5.95
Authors: R. Stevenson, C.
Hallatt

Suicide Island describes itself
as ‘an exciting adventure
game in 2 parts to test your skill
and patience.” The game
requires little skill but you will
need a certain amount of pati-

ence,

The IEﬂrcvgrar‘n begins with the
most clmeyed joke in the
book -Load ** Code in a Basic

ram or perhaps you
prefer the one about the 96K
program that loads in 2 parts
when really only 82K is poss-
ible. Half the computer world
might treat the buying public
undisceming imbeciles but I've
never quite subscribed to this
view and more ransn;ijy I've
sensed a changein the air. The
computer games purchaser
has now joined the ranks of the
greatly discriminating con-
sumer world now that choice
and quality have arrived.

Your first graphic shows no
more than a motorway simply
represented against a two tone
background. The plot has it this
is anunused stone road. Looks
more like a motorway to me,




The graphics appear at a very
slcr_ln_uh rate - 100% B?sic.

e slow speed of the graph-
ics is somewhat offset by the
fact that there aren't really that
many. What graphics you do
meet are wvery sim and
some are open to interpreta-
tion in the best traditions of
modemn art. What is inexcus-
able is the very slow printing of
text that forms the body of the
adventure. The text does not
|'e~sidti.rJ in Basic $ndthe normal
way but is printed up using
FO% .-~ . NEXT loops from
character codes ostensibly to
prevent examination of the
program.

ach location bears quite a
long description but unfortu-
nately these consist almost
entirely of references to what
you might expect to see in the
neighbouring locations. The
descriptions are inflexible,
.g., & horse and cart ride past
the post office every time you
visit this location —an opportun-
ity for a more sophisticated plot
lost. Later you find yourseif
standing in front of a locked
gate and you have a key, and it
would seem logical to try the
key in the lock. And it is here
youfind the program’s greatest
shortcoming. You try as many
wordings and permutations as
you can muster but the prog-
ram refuses to tell you the out-
come of your efforts — the cur-
sor simply keeps on reappear-
ing after an appropriate pause.
The program has a good think

about your input and then just
ignores you. | can only assume
| didn't have the correct key.
It's not just here. Try and kill -
or anything else — the police-
man and similarly there's no
responce. (It does understand
*kill’ because later you can, and
must kill Eno). Try to enter the
Public House or Post Office
and up comes that lone cursor
= and no report. Why you can't
get out of the swamp when UP
18 a visible exit | don't know and
| think you can guess the
response that HELP elicits.
her features of the game

include wooden characters, no
L abbreviation for the much
used LOOK, and the inability to
carry more than 3 :

Suicide Jsland s a slow
adventure let down by some
dubious programming techni-
ques and departs from mains-
fream adventures solely for
these reasons.

Difficulty: Easy - Average
Graphics: Poor
Presentation: Average
Input Facility: Usually
Enores your input

esponse: Slow
Special Features: Character
Interaction, but low level
General Rating: Awful

Atmosphere 2
Vocabulary 1
Logic 4
Debugging 5
Overall Vaiue 2

s e S e e e i |

SPECIAL
OPERATIONS

Producer: M.C. Lothlorien
Retail Price: £5.95
Author: K. Hunt

This adventure wargame setin
the latter days of World War |I
has you searching a vast com-
plex beneath an enemy com-
pound where a new and highly
secret weapon is nearing
completion, Intelligence
reports suggest the weapon
carries a bacteriological virus
and it may well prove neces-
saglg to destroy it - lets hope itk
a39% household germ.

Early on you set a time limit
for one of the objectives
(there's a whole string of them)
- say 60 hours - which
becomes the rendezvous time
foryour pickup transport plane.
The time elapsed since the

start of the mission is con-
stantly displayed in hours and
minutes. Different actions and
skills  consume differing
amounts of time; moving
through the forest is more
arduous than moving through
the complex, The instructions
suggest you create excitement

giving yourself a more
limited fime than the maximum
allowed.

There are 30 skills to choose
from including for example
Biologist, Electronics, Explo-
sives, Midget and Acrobat. The
Leader is assumed proficient
in all skills but the strain of the
mission limits their use. All
other characters have just two
skills with their main skill used
to describe the character, e.g.,
Chemist. At any one time in the
mission you only have the use
of three skills so choosing the
four members of your feam
and when to make use of each
skill is important to the success
of the mission. To help you
make a wise selection of team

St LTI IR TE LR T O T

COMPOUND
5wt i e sy e e
A b bt b it

members you have time for
eight interviews which reveal
secondary skills, e.g., the
Physicist might also be a Doc-
tor, after which process you
must select your team and set
off. Your final choice is bet-
ween the seven different
objectives of varying difficulty.

Once you've finally finished
selecting time, team and objec-
tive you then have a curious
one minute wait while the
computer frantically assem-
bles a game good enough to
justify all the hard work you've
done.

Much of the play is centred
around the three main
senarios of forest, compound
and complex.

You are parachuted into the
centre of the forest close to the
target area and your position is
denoted with' a flashing
square. A key to the forest fea-
tures can be summoned up
onto the bottomn of the screen
while you try to destinguish
between the similar looking
blobs in squares. To move you
might type in ms to move south
and it wouldn't be long before
you found yourself up against
an enemy patrol.

During combat your men are
shown at the bottom of the
skirmish zone map as num-
bers 1 (the Leader) to 5 EI"I:IU tlg&
enemy are represented by
varying numbers at the top.
Each of your men selects a
target and can then move two
squares to either getinto a bet-
terfiring position or take cover,
In order to hit a target there

must be a clear line of sight
unobstructed by trees or men,
You can actually see your pro-
jectile pass across the screen
butits path agrears erratic due
to character block movement -
this looks primitive in these
days of sprite graphics.

You possess an aerial
photograph of the compound
but your position on the map
only shows as much as ¥uu
can see on the ground. The
entrance to the underground
complex lies in the centre of
the mmp%;gd and is hgauity
guarded. photograph you
have obtained only succeeds
in convincing you of the fool-
ishness of the mission,

Special Operations is a
dauntingly complex wargame
with simple character biock

raphics. The instructions do
itle to make the game any
easier to play and so it takes
quite some time before you
can achieve any degree of
success.

Difficulty: Difficult to
complete

Graphics: Yes
Presentation: Good

Input Facility: Very limited
Response: Good

Special Features: This is an
unusual adventure/wargame
General Rating: Average

Atmosphere
Vocabulary
Logic
Debugging
Overall Value
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BLADE THE
WARRIOR

Producer; Cable Software
Retail Price:
Author: Shaun Watts

You are Blade The Warrior
renown for your prowess with
weapons and your quest is to
find and destroy the Black
Witch who rules the land of
Sayell far to the north. You fol-
low the trail of Mazar the
Wizard who carries withhim
magic s enough to defeat
the witch. The game is riddled
with magic and an early sign
tells you to seek gold to buy
spells.

Cable tell us that the game is
written entirely in machine
code. The layout of the screen
and the characteristic Have a
Nice Day! when you quit the
game leave me in no doubt as
1o the pedigree of this game.

At the first location you
at once sense the rich atmos-
phere that pervades the whole
game. In your haste o escape
a large band of orcs youhave
lost all your possessions.
Hence this game has provided
a good reason for your lack of
worldly goods that marks the
start of all adventures.

The first problem is logical
and it s solution sets you off
nicely. The door is locked bet-
ween you and the orcs and
reassuringly you see the word
LOCKED blocked with inverse
print to help it stand proud
within the description. Similarly
later, AN UNLIT TORCH is
blocked red and A LIT TORCH,
yellow. When you've collected
a few items the inventory looks
super with all the different col-
ours. These attractive features
help the game break away
from the confines placed u
it by the mother Quill. A few

s east and then south
rings you to a trail of blood
and on through a dense thicket
to a savaged bocéy You
examine the body and it locks
like a fresh kill. The word KILL
is blocked out in red for
emphasis should its connota-
tions momentarily escape you,

The game really impresses
after a very little time for its
brave departure from the con-
ventions of the Quilled adven-
ture. EXAMINE is not much
used in this type of adventure
yet here itis dynamic and helps
create  atmosphere.  But
further, the game condenses
around an immensely enjoy-
able plot; suspense builds and |
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subsides as in a novel. Here a
trail of blood leads to a body.
Later a money sack lies looted
— after all, how long does loose
money usually last?  Smoke
meets your senses before you
reach the hut in the forest
Wolves are heard howling
before you meet them. A trog-
lodyte stares at you and you
would be wise to heed the
warning. These evocative
descriptions are the very soul
of a text only adventure.

What is amiss is minor. The
logic behind finding a torch, for
example, justlying aroundon a
leaty path strikes a flat note
with me. its funny howpeople
and creatures are always
dropping useful things in this
way. It might be better, in the

the programmer, Also, that
annoying adventure  syn-
drome, the instant death, is
evident when you pick up the
black axe which then reveals
itself, without prior warning, to
be an enchanted evil weapon
thatturns upon the hapless vic-

tim.

Blade The Warrior is a very
interesting text only adventure
with an enjoyable piot. Well
worth taking a look at.

Difficulty: Average-Difficult
Graphics: None
Presentation: Good
Response: Instantaneocus
Special Features: None
General Rating: Gooed

interests of a more believable | Atmosphere 9
plot, to find the torchon adead | ygcabulary oF
graal'ig.rre ﬁr han:nlgin;_:;ﬁ ug in {ns Logic 7
welling place. Just finding itin
the middle of nowhere makes t | Debugging 10
look as if it's been planted - by | Overall Value 7
appears in the Playing Tips

SIGNPOST

section on pages B8&89

SHERLOCK

Producer: Melbourne
House

Retail Price: £14.95
Author: P. Mitchell

Rumours of an adventure from
the Melbourne House stable
to match the universal popular-
gy of The Hobbit were rife in
ebruary early this year. So
complex has the game proved
to be that it's taken until this
time to issue a working copy
and the game even now, atthis
late date, shows signs it ma
require some more Wwo
bef it can be released.
Sherlock is an am&zin&
complex program based on the
%ngpeus bosé:li Arthur Cmﬁg
s featuring 1
super sleuth Sherlock Holmes,
fiction's most famous detec-
tive. You proudly take the role

of Holmes assisted by your
ever-faithful companion and
fellow lodger, Dr. Watson. The
story is authentically set in the
dimly gaslit, foggy streets of
Victorian London. The plot has
intrigue, suspense and danger
but much of the early game is
about shrewd observation,
analysis and deduction as you
quiz the suspects at the
scenes of the murders, Your
objective is to solve a number
of different crimes and to avoid
getting yourself killed.

A subset of English, Inglish,
first seen in The Hobbit, is
used to communicate with the
program which utilizes a large
vocabulary of 800 words. Each
sentence must have a verb
and there are a few simple, and
mostly obvious, rules govern-
i;? the use of ad and

jectives. Several actions or
sentences can be linked in a
manner which allows many dif-
ferent permutations. ANIM-
TALK is anocther strong fea-
ture, which allows you, Sher-
lock Holmes, to instruct the
other characters what you
would like them to do - but
each character remains inde-
pendent and can refuse to
cooperate. Where this form of
conversation proves most use-
ful is when discussing the case
with Watson and Lestrade, an
Inspector from Scotiand Yard.
You can pick their brains gen-

erally or direct their thoughts to
a particular item or incident.
Conversations, as The Hobbit,
are structured around the gen-
eral format;

SAY TO WATSON "TELL
ME ABOUT (THE PISTOL)".
Common modifiers are "TELL
ME ABOUT YOUR ALIBI" and
“TELL ME ABOUT YOUR
ADDRESS".

Sheriock Holmes never
walked where he could take a
hansom cab or catch a train
and so one of your first tasks
once you hit the London
streets is to hail a cab. Here
you confront one of the
strangest things —the cabbie is
not familiar with anything other
than street names. But before
{uu rush out and buy up all the

ondon A-Z guides the only
roads | needed were Bucking-
ham Palace Road (for Victoria
Station) and Baker Street. To
catch a train you will need to go
to the appropriate railway sta-
tion and find the correct plat-
form. You may be surprised to
find steam ftrains running
around the underground which
takes you from Victoria to
Kings to catch a train fo
Leatherhead! I'm sure Mel-
bourne House have
researched all this and found it
authentic — but what a surprise.
Movement through houses
and around Leatherhead is
greatly facilitated by use of the
arrow keys.

Time passes as in real life
when in a cab or train which
can be profitably used convers-
ing with Watson or examining
objects. Of course, being an
impatient reviewer | just
WAITed . . . This method of
accelerating the passage of
time can be disorientating
since other characters in the
adventure do not stop carrying
out their actions. Each inde-
pendent character will act in a
manner befitting his/her per-
sonality and will vary each time
you play Sherlock. The litera-
ture even suggesis a crass
approach to a suspect or wit-
ness may not elicit a response.

Playing the adventure has
Enu in the sitting room around

reakfastime, where you sit
with Dr. Watson, surrounded
by the paraphernalia that
marks the place as their abode
— pipe rack, charts, diagrams,
oil lamp, sofa and acid stained
table. You sit and talk to Wat-
son for about 10 minutes but it
is only whien you open the plain
door that he decides to spill the
beans on what's been engros-
sing him. It's an article in the
Daily Chronicle. Two close
friends, Mrs. Brown and Mrs.
Jones, were murdered last

SE—




;ﬂ' ht in separate incidents

h apparently with the
same weapon. e crimes
took place in Leatherhead.

Inspector Giles Lestrade from
Scotland Yard has taken an
interest in the case and will be
going to the scene this morn-
1

's reasonably straightfor-
ward 1o get out of the house
and into Baker Street. In the
street you are told that to the
north lies the front door, Baker
Street is a north-south street
butsince | don't live in London |
won't push the point. GET IN
CAB seems in order once I've
hailed one but it really is some
measure of how ntic this
game is if | tell you that this
order brings the reply 'l see no
cab that can get' yet GET
INTO C brings the most
welcome "You getinto the han-
som cab’. Isn't a game getting
too sophisticated for its own

when it appears so
unfriendly as to be unable to
acoepteﬂher INor INTO inthis
instance? For that matter
what's so wrong with ENTER?

It The Hobbit set new stan-
dards in its time for graphics
then surely this ture
does the same for descrip-
tions. These are so copious the

& more resembles a novel

an an adventure game. Here
is the mrg}:arlti\raly terse
description of your cab jour-

ney:

K’ou talk to the cabbie. You
are travelling the streets of
London in & hansom cab, the
sun shines through the win-
dows onto your face. You can
see a hansom cab. In the han-

som cab there is a cabbie.’

Notice the clinical end which
trlpiﬂas many descriptions in
the game. This clinical
behaviour is also seen if you
EXAMINE ALL where 'You
cannot examine me’ and "You
cannot examine Watson'
appear in the bottom part of the
screen! The examine reports
m consist of the nauseat-
in?ly nest "You examine the
oil lamp. You see an oil lamp.’
Hﬁlre a?_lain 1ta,u::u just get tll';:;
inkling that the game's too bi
for itggbomE.. -

As in The Hobbit you must
be careful with long scrolling
descriptions where a key

‘counted

depression which you thought
to be your nextinput is taken to
be a signal to carry on with the
scro*ﬂgg. By the way, about
that journey, try and be a
dishonest Holmes and dodge
your fare,

After the cab comes the
Underground which, like the
railway trains, appear to be
free — or did | just miss the tic-
ket office? While I'm with
money; during a slack time |
my money. | had five
dollars and 7/6. So Sheriock

olmes was just another
American tourist! Back to the
railway and you must nots that
Kings Cross is the terminus for

Leatherhead but what | can't
tell you is how to get onto the
trains. Half the trouble at this
stage is getting on a train that
comes in without it immedi-
ately puliing out on you. Very
infuriating. "You see a steam
train. In the steam train is
Inspector Lestrade.’ At last,
I've actually managed to get to
Kings Cross before he's left for
Leatherhead - should have a
super long and informative
discussion of the case on the
journey with him. But Nol
hat's this!

‘Inspector Lestrade with a
sumprised look on his face,
says “Well, Holmes fancy
seeing you here." The train
pulls out of the station.’ This
program was just designed to
annoy ma.,

Although the game clearly
has a lot to offer there are one
or two niggles. The silent key
entry is as error prone as
might expect after being
wooed by all those sophisti-
cated beeps and buzzes that
are liberally activated in most
modern adventures these
days. That bane of all illiterate
code pushers - the spelling
mistake, raises its conspicu-
ous head, and then there’s that
enigma; why is Mrs. Brown's
house dark at 1.53p.m.?

Sherlock is an incredibly
sophisticated program. The
most impressive feature is the
convincing way in which the
leading characters go about
their interrogations and how
these can be followed up with
meaningful discussion bet-
ween the protagonists. The
unfriendly la e is no
worse than wi e Hobbit
and the word matching this
entails will be good for the end-
less articles and help pages
which will necessarily ensue.
The game can make you feel
faintly ridiculous when, after
typ';nr%ei? a suitably long and
comp sentence, you are
greeted with ‘| do not under-
stand the word murder.'

Difficulty; Difficult but
playable

Graphics: Not many, average
Presentation: Black on white.
Poor on colour TV

Response: Fast

Special Features: Interactive
characters

General Rating: Excellent if
bugs (including crashes)
removed

Atmosphere 10
Vocabulary 8
Logic 10
Debugging o
Overall Value 8
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' €hallenging,

sophisticated,
advanced,
extra special,

Be the world’s greatest sleuth — in the most advanced and challenging adventure game ever.

For the first time ever, here is an adventure game in which you can talk with intelligent characters, ask them questions
and argue with their conclusions — all in everyday English sentences.

Work against time to solve the mystery as you travel about Victorian England. Villains, suspects and witnesses all live
out their lives in a realistic manner, and you can never be sure of who or what you will find anywhere. You must be alert
because nobody is above suspicion.

In ‘Sherlock’, the world of the famous private detective comes vividly to life. Time passes naturally: day turns to night,
racing towards the inescapable deadline. You must ensure Sherlock has sufficient time for sleep, money to travel on
public transport and other necessities. And you can rely on Dr. Watsan to help you collate information, or gather clues.

‘Sherlock’ makes the maximum use possible of the 48K Spectrum and is the result of 15 months’ work by a team led by
programmer Philip Mitchell, the author of ‘The Hobbit'. The text and graphics of ‘Sherlock’ makes it the most exciting
and sophisticated adventure game yet devised.

Study the clues, question the suspects, make the deductions — and match your wits against the most dastardly
criminals in history,

Melbourne House makes the choice of your next computer adventure elementary.

A real adventure!

Order to:
Melbourne House Publishers

[] Please send me your free catalogue. All Melbourne House cassette software is unconditionally 39 Wilton Trading Estate

(] Please send me Spectrum 48K Sherlock Holmes @ £14.95 Suaranteed against maifunction. g
Correspondence to:

T e : y == ; as g Church Yard

! | enclose my cheque/maney order for £ £ Tring e

| e : -~ - C Herthoegishire HPZ3 5LU

!_ P_!giase_d_emt my Access Card No. - Expiry Date £ +php .80

| - 7 Access orders can be telephoned

1 S'Enatum SEE ) : Total thraugh om tur 24-hour ansafone

Name £ (02354 §3 5006,
: ﬁdd{ess L : 3 Al preces include VAT where
B E e e applicable. Flease add B0p for
Postcode post-and pack.

Trate engquines welcoms

Melbourne House «» %
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I STRATEGY GAMES

We have been conscious for some
time that CRASH has had two
weaknesses and these have beenin
the areas of adventure games and war/

strategy games. The former problem was

solved when Derek Brewster kindly agreed to
write an adventure column and review the
games. We are now able to overcome the sec-

ond weakness — and this issue sees the start of

our wargamers column put together for us by
ANGUS RYALL Angus is the Software Market-
ing Manager for Games Workshop Ltd. As such

he brings with him his experience not only of
software but also the over view of strategy

games in general.

OVERVIEW OF

Everyone knows that wargam-
ers thrive on ‘complexity’, and
this is what has kept the hobby
so elitist for so long. Traditional
wargames/strategy  games
have been virtually impossible
for mere mortals such as you
or | to crack, and the small
number of people playing them
has also kept their prices
ridiculously high. The arrival of
home computers should have
changed all that, by getting rid
of the number-crunching and
all those fiddly little card coun-
ters that always end up down
the back of the seties. There
should by now be as m

decent strategy games avail-
able as adventures — but there
arent. Having just gone
through a pile of strategy
games | think I'm beginning to
understand why. The people
writing them for the Spectrum
are giving the sector a bad
name — it's the same old idea,
of making the players bust a
gut to play the game, that has
kept ftraditional wargaming
such a minority pastime. Most
of these games have abimin-
able graphics, laughable
points systems, and unitellig-
ible instructions. They tend to
be long winded and very slow,
and one or two are just plain
idiotic. Only a couple here
;are actually enjoyable to

ay.
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These were the real pits - don't
even waste your tape on copy-
ing them.

BISMARK

(ASP)

You are in the South Atlanticin
WWII. You have 12 battleship
groups of varying strengths.

00,9

[ <
ORRESPONDENT
ANGUS RYAL-

You have to find and destroy
the Bismark in a grid about 15
units square. It took me three
minutes. Lucky maybe, but I'm
not going back for another go -
I've got too much sleeping to
do. This comes, incidentally,
from Argus Press, who publish
all sorts of really naff computer
magazines; but even they
should know better than this.

INVASION

(ASP)

Another one from Argus. This
one raised my hackles before it
even started - "You are the
commander of the Western
Alliance' it says, ‘the Reds are
attacking'. Then it says ‘Reds
are stupid’ - | think this kind of
thing is insulting the intellig-



Find the Bismark| The Morth Atlantic is

ence of the audience, like
those badges which say 'Nuke
'em il they glow' - it's not
really funny, just childish.
Anyway, the gameis played on
the same sort of grid as B/S-
MARK, and the evil Reds
come creeping down towards
you. Each turn you are given
50 many resource points,
depending on how many cities
you control, which you then
use to buy units and attack
points. The Reds are given
overwhelming force by the
program, which tends to make
the game more an exercise in
haagbangiﬁ than a game of
strategy and skill. Argus run
away with this month's mouldy
cheeseburger; and | run like
hell in the oppaosite direction.

150y 15. . ,

‘Nuke "em till they glow' — the Invasion iz on.

Slightly better but still terrible.

CONFRONTATION

(MC LOTHLORIEN)

A couple of months ago we ran
a feature on Lothlorien, who
produce this turkey: in the
piece the complained bitterly
about the fact that they always
had bad reviews. Frankly, look-
ing at this, I'm not surprised.
Confrontation is supposedly
their classic wargame, and is
the master program for a whole
series of wargame scenarios.
The game is above the Argus
level at any rate: but it s
from a problem which typifies
virtually all strategy games —
the presentation of the map
and units is diabolical. In the
Lothiorien interview, one of the
directors, Roger Lees, said
“you have to make sure that
the graphics don't get in the
way of playing the game”. Or
lack of them,ngoger. The only
way to gain any kind of overall
view of what's hap ening is to
make a note of where every-
thing is each turn, because an
enemy unit only appears as
itself once you've moved right
up next to it - which can be a
little bit late. Otherwise it's all
guesswork, which doesn’t
sound much like strategy to
me. Despite a fair variety of
unittypes, a reasonable terrain
system, and a generous
scenario-builder program, the
game still fails because of this
‘guesswork or paperwork’
problem.

Only the river is recognisable. . .

REICHSWALD

(MW GAMESWORLD)

The map supplied with CON-
FRONTATION, Twin River, is
in fact amazingly similar to that
in REICHSWALD - only the
Reichswald one is aven more
primitive. The only feature on
this map which bears any
resemblance o what it's sup-
posed to be is the river, Merry
& Wallis Gamesworld is oniy a
small firm, so | can almost for-
gqive them for that: but Big John

erry is a wargamer who goes
back years and years (and
outwards yards and yards, my
spies tell me) and it certainly
shows. They've managed to
tumn what could have been a
nice, compact little exercise
into a sprawling numeric ani.
mal that keeps trippng over its
fifteen legs. Each unit has
three strength values, for tank,
anti-tank and infantry, which
are determined by the compu-
ter and awarded randomly at
the beginning of the game.
There don't seem to be any set
movement values (I may be
wrong about this but this was
one aspect of the game which
proved impenetrable). There
are terrain differences and vic-
tory points, but again, you can't
see the enemy (computer con-
trolled this time, by the way)
and the combat just sort of
happens when you move too
close to the invisible huns.
Definitely another pencil and




FRONT LINE

paper job, and very
sssssillllooocoowwwww so only
really recommended for those
about to embark on a term of
lite imprisonment. Generally
about as action-packed as a
bowl of semolina.

DIAMONDS

Well, having trashed everyone
so far, | feel honour-bound to
give a bit of praise to someone,
and the only | can think
of that really deserve it are Red
Shift whose ftwo games
Apocalypse and Rebelstar
Raiders are still far and away
the best strategy games for the
Spectrum, even  though
Apocalypse is now over a year
old. Unfortunately, a series of
problems at Red Shift earlier
this year led to the departure of
mast of the rammers to
form the SLUG co-op; this
means that there is an
improved version of
Agoca!ypse which will Frob-
ably never see the light of day.
But even the old Apocalypse i1s
%reat if you can get hold of it.

efore | say anything about it,
I'd better make it clear that it is
an anti-war game (in view of
what | said earlier!) but it's sub-
tle in its methods - it really
works by forcing thie players to
think about the consequences
of aggression. The game
comes with four maps, and the
distribution of cities can be
done either manually or auto-
matically. In addition to the
rmain map fo the chosen area,
say Europe, there is a close-up
of the cursor position giving
unit strengths in each square.
As the game plays through, the
players (up to four) make deci-
sions as to whether they are
gomgl to use aggression,
whether to use conventional
forces to expand their empires,
or whether to use the uitimate
sanction of nuclear weapons.
There's a lot more to this game
than simply blasting away at
Eour opponents, yet you don't

ave to sit up all night with a
calculator in order to know
what's geing on.
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REBELSTAR
RAIDERS

(RED SHIFT)

Even better than Apocalypse
is REBELSTAR RAIDERS,
where one player commands a
team of space pirates in an
attempt to destroy the control
centres of three different instal-
lations (each loaded sepa-
rately). The other player,
naturally, has to defend the
installations. The graphics are
quite superb, and the installa-
tions, which appear as plans or
cross sections are designed
for maximum game fiexibility.
Cursor movement is fast and
smooth, althought the
keyboard layout takes a bit of
gettiﬂ?; used to. The wide vari-
ety of weapons available and
the manual deployment of the
characters create a great mix
of strategic thinking and gen-
eral blasting r. The only
thi | really dislike about
BAIDERS are the imitating
sound effects (which seem to
be something of a Red Shift
trademark) and the p ing
- which is so amateurish it
could have come from Merry
and Wallis.
REBELSTAR RAIDERS and
APOCALYPSE prove that it is
possible to write good strategy
mes for the Spectrum; but
ey also highlight the great
gulf that there is between
strat‘s;%y games, and arcade
and adventure games. Whe
you consider that state-of-
the-art in arcade and adven-
ture changes almost month b
month (look at the GREA
SPACE RACE)] it is incredible
that one of the two best
¥y games is over a
old. Thisis one of the few areas
where American software, for
Ataris and Commodores,
wipes the floor with us.
Perhaps it's about time that
some of the software houses
renowned for their arcade and
adventure work took a long
hard look at the strategy
games desert - the demand is
there, when the right game
arrives,

The




TALSO JUST 11 MEGAH

A new and richly devious world
for the 48k Spectrum — £6.95

b TR . -
ond. Freesmowiag . o

! ay help you “ﬁiihtbe & |
befriended if ways can be f =aiehe J : i
lore-work was false and a faillure, But Selbcted lilies

renders good service in different vein. And gaglé?bgemﬁgﬁgggt
vanquished aggressors might be your. i
protector, In perilous places of dark, death
and pain. Of devious problems and magical
tasks, This song is.a warning, a riddle, a clue.
To Caraland's saviour it offers a little.
So mark well its lines for the saviour is you. . . N
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MICRC GAMES ACTION

Qur 1at binder doesn't just look

imprassive with its silver blocked

CRASH logo and dark biue finish

its also strong enough to hold a

years supply of CRASH away

Build yourself the most comprehensive manual on Spectrum qom your friends! And it's only
software ever seen! Save your issues of CRASH month by month, £4.50 including postage and VAT!

and turn them into the hard cover with the tattening soft centre!

i |

FREE IN-DEPTH

INDEX!

As Lioyd mentioned in
his letters page, he's been told to
get it together (we've generously
provided him with a second tiny
desk) and organise an Index for
the 12 issues your binder will hold.
The index is dnolutdg FREE to
an who orders the binder and
wmm sent automatically in Janu-
SWS-f:ﬁ make suré you turn your
igsues into the CRASH Spectrum
Software Encyclopaedia!

Be a Superior Alien with your very own
CRASH T-shirt and sweatshirt!

Please send me .....CRASH T-shirts Nama:
@ £4.50 8O MO LD Address

Sweatshirt @ £8.95 SO MO LO

Please send______ CRASH Binderis)
at £4.50 | enclose Cheque/PO payable to CRASH MICRO £
loverssas orders pleass add 40p). Pleasa aliow 28 daya for delivery

CRASH MICRO, Freepost, Ludiow, Shropshire SY8 1BR
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WORTH OF SOFTWARE
TO BE WON FROM UNIQUE!

Prizes worth almost £20 are up for grabs and 55
lucky people will be winners. You can win any
three of the four new releases from Unique.
There’s JUMP which teaches you how to climb
tower blocks, RED ATTACK which teaches you
how to fly space ships, VERTIGO which teaches
you how to use a jetpack and WRECKAGE
which teaches you how to bomb a city flat!

The games are all reviewed in this issue.

L‘

The two names that figure behind Unique are Les Barton
and Farhang Mehr. Farhang has spent seven years study-
ing computer science at London University. Les is the
graphics designer, an artist whose work has appeared in
several national magazines and newspapers.

In addition to the main prizes, Unique will give a free
membership to their club to EVERY competition entrant.
The membership is worth £1 normally and will entitle the
member to receive monthly news bulletins and price reduc-
tions on later releases from them

How To Enter

Take a close look at the two drawings below and see how
many differences you can spot between them. Circle the
differences on drawing B, fill out your name and address
clearly and send the coupon to: UNIQUE COMPETITION,
CRASH MAGAZINE, PO BOX 10, LUDLOW, SHROP-
SHIRE SYB8 1DB. All entries must be received by first post
25 October. The first 55 correct entries drawn from the bag
will each receive three of the four games.

Please don't forget to list the three titles you would like
should you win!

Unigue Competition
Entry Coupon
B e e e

PO T e

Prize choice: Jump, Red Attack, Vertigo, Wreckage
Title 1




‘i' THE CRASH HOTLINE PHONE NUMBER IS
The 0584 (Ludiow) 3015
HOW TO USE THE CRASH HOTLINE

Method 1
lﬂumﬂoﬂmwmmqmwandmdmwonmwww maching,
Phagsa i out nama and address if i's a ‘dificul’ | Ligt

; m&aﬂy sﬁrrg oss if it's a one! your five games.
Hmmz

82 the coupon betow, making sure you fill in all the delails, Poyp the coupon in an envelope and
sand it o us. Mﬂmaﬂm”aunwmndabﬂeﬁlywﬁm?mttucmupmmas.

The telephang Hotline s galting very jammed after a new Issus comes out, 50 baar with us if it's
Sabre Wuif hangs in at number one for the second manth with Lords of ~ ®"9aged Il allsise fails - write in)

Midnight pegging JSW down to third place. Stable mate Manic Miner has
also taken a lumble down to 8. Big climbers this month are Match Point up
21 places tothe 6 slot, Full Throtile up 12 placesta 7, Kosmic Kangaup12
to the 16 slot and Mikrogen's Wally game Autornartia in for the first time at
nurmber 18. Bug-Byte's Antics has also gone up sharply from 4010 19 and
Ad Astra has moved 10 places. Another adventure game, Hulk has come
up quickly from 46 to 23 and The Quill holds on at 26. Nice to see
Silversoft's Worse Things Happen At Sea appearing for the firsttime, in at
%%ﬁliwer down the chart quite a few old faces have reappeared — take a
iook!

This month's HOTLINE WINNER is S en A. Graham, Car-
lisie, Cumbria. The four runners-up are: S. Eliwood, Hawarden,
Deeside, Clwyd; Philip O'Hara, Bradford, W. Yorks; Robert
Wilde, Castle Vale, Birmingham; and Simon Hall, Blackbrook,
\ Derbyshire.

I The Adventure chart has moved around considerably since last month,

reflecting the hugely increased interast shown in it by readers over this
month. Let's kerapi!u;:!Lordsara in the news with those of Midnight at
number 1 and Level 9's Lords of Time in at 2 - a rise of 20 slots. Huik has
also dashed up from 18 to 3. Another big riser is Level §'s Colossal
Adventure up 14 places. Denis Through The Drinking Glass has shot up
from 20th place to the number 9 slot. Please notice that the ious
Adventure series js now marketed under the name of Chanel 8 i
Brian Howarth's Digital Fantasia now concentrating on writing rather than,
marketing.
The ADVENTURE TRIAL WINNER this month is Stuart McFar-
lane, Glasgm. The four runners-up are: D.M. Handley, Solihull,
W. Midlands; Ray Blake, Rayleigh, Essex: Keith Jones, Llan-
rumney, Cardiff, and Martin Goldie, Millerston, Glasgow.

BRILL 'N’FAB
HOTLINE PRIZES!!
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Whether you phone or write in, all names go into the
voluminous bag to be drawn monﬁ'lg. First out receives
H

£40 worth of software plus a CRASH tee shirt, and the
five runners-up receive three issues of CRASH free plusa| §
CRASH tee shirt. '

Others may try and copy us but the CRASH HOTLINE
CHART is the one that counts - and you are the people that
make it count.

YOUR VOTE IS EXTREMELY \
IMPORTANT — USE IT PLEASE! |

WA wl
| B
I-____'__________H________-'____..r“_-._—_—._'-_—__‘——__-_-_—H—___-__

| CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order :
| Please use block capitals and write clearly! are. - |
: UL e A e e R S e s ot e S e Y T TITLE PRODUCER|
| Address oo iuniaan ............................ 1 :
l .................................................. 2 J |
|
il B i S T el gt S 3 |
| 4 |
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SY8 1DB _!
e ] i e s et e e L DL S L T A e
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{ VOTE

or the

SPECTRUM SOFTWARE CHART
TOP 50 FOR OCTOBER

{Figures in parenthests indicate last month's pogition)

SABRE WULF Ultimate

LORDS OF MIDNIGHT Beyond
JET SET WILLY Software
Projects

CODE NAME MAT Micromega
ATIC ATAC Ultimate

MATCH POINT Psion

FULL THROTTLE Micromega
MANIC MINER Software Projects
LUNAR JETMAN Ultimate
MOON ALERT Ocean
PSYTRON Beyond

CHUCKIE EGG A & F Software
TLL Vortex

WHEELIE Microsphere

3D DEATHCHASE Micromega
KOSMIC KANGA Micromania
TRASHMAN New Generation
AUTOMANIA Mikrogen

ANTICS Bug-Byte

POGO Ocean

THE HOBBIT Melbourne House
JETPAC Ultimate

HULK Adventure Internationai
FRED Quicksilva

AD ASTRA Gargoyle Games
THE QUILL Gilsoft

ANDROID Vortex

HALLS OF THE THINGS Design
Design

ANT ATTACK Quicksiiva
FIGHTER PILOT Integration
MUGSY Melbourne House
WORSE THINGS HAPPEN AT
SEA Silversoft

FACTORY BREAKOUT Poppy Soft
FOOTBALL MANAGER Addictive
DOOMSDAY CASTLE Fantasy
NIGHT GUNNER Integration
BEAKY & THE EGG SNATCHERS
Fantasy

WORLD CUP FOOTBALL Artic
SCUBA DIVE Durrell

PYRAMID Fantasy

STOP THE EXPRESS Sinclair
ARCADIA Imagine

ZZOOM Imagine

DEFENDA Intersella

PENETRATOR Melbourne House
MOUNTAINS OF KET Incentive
CAVELON Ocean

PHEENIX Megadodo

TRIBBLE TRUBBLE Software
Projects

CHEQUERED FLAG Psion

LORDS OF MIDNIGHT Beyond
LORDS OF TIME Level 9

HULK Adventure International
THE HOBBIT Melbourne House
COLOSSAL ADVENURE Level 9
SNOWBALL Level 9

QUEST FOR THE HOLY GRAIL
Dream

URBAN UPSTART Shepherd
DENIS THROUGH THE
DRINKING GLASS Applications
KNIGHTS QUEST Phipps
Associates

VELNORS LAIR Quicksilva
VALHALLA Legend

CLASSIC ADVENTURE
Melbourne House

CIRCUS Chanel 8
TENLITTLE INDIANS Chanel 8
EPSIONAGE ISLAND Artic
PHAROAHS TOMB Associates
INVINCIBLE ISLAND Shepherd
MOUNTAINS OF KET Incentive
MAD MARTHA Mikrogen
GOLDEN APLE Artic

SHIP OF DOOM Artic

QUEST Hewson Consultants
GROUCHO Automata
ORACLES CAVE Dorcas

MAD MARTHA Il Mikrogen
PLANET OF DEATH Artic
INCA CURSE Artic

BLACK CRYSTAL Mastertronic
TRANSYLVANIAN TOWER
Shepherd
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Judging from my groaning desk (now expensivel

equipped with a tower block of ‘IN’ trays to make |ife easier
for the increasingly irate CRASH staff - 'Oh it's another load

Df e ati
that CR

letters for Lioyd! Where do | put it?’ (Please note
H staff no longer swear, just talk in asterisks) - the

Playing tips (to get back to the point) seem to be proving both
popular and helpful to those hi-scores.

Peter Wilson from Matiock,
Derbyshire writes,

Chuckie Egg: on level 7 the

e%’seby the three floating

ladders can be reached

umEing atthe ladders with the
P key pressed. Your man will
then catch hold of the ladder.
You can hop from ladder to
ladder if you press the UP or
DOWN key while you are in
the air. This technique can be
used to climb onto ladders
faster too.

Deathchase: on the higher
sectors 5-8 itis best not to
attempt to shoot the riders but
keep the fire button pressed
and concentrate on avoiding
the trees. After level 8 the
game returnsto level 1 aftera
large bonus is added tg your
score. Also, on the higher
levels if you %0 in a straight
line constantly firing, you only
need avoid the trees your
bullets are hitting.

Ad Astra: as soon as you
start, move to the top left hand
corner of the screen. When
one of the asteroids is heading
for you, move to the bottom
left and wait for the asteroid.
When it appears head for the
top right comer and wait for

“the asteroid, then move to the
bottom right. When the
asteroid comes, move back to
the top left again and start this
routine over,

Sean Cleveland from Alton,
Hants says:

Here are some playing tips for
Full Throttle. 1) when the
game starts always go to your

ht, otherwise you will be cut
off. 2) when in the race always
stick to one side (as near to
the edge as possible). This
way the other riders will not
touch you. 3) when overtaking
other riders on bends it's
easier to overtake by letting
yourself skid onto the grass
and then slowly edge yourself
onto the road. All these

methods work for me.

Stephen and Neil Graham
from Carlisle, Cumbria,
reckon they have found a bug
in Silversoft's Worse Things
Happen at Sea, a game they
find excellent, if frustrating!

Itis impossible to get into
debt! If you try what actually
happens is that the score
resets itseif to zero, but
instead of going into minus
figures (in the case of being in
debt) it goes to £9,999 999
and carries on counting down,
Therefore, to geta hi-score on
WTHAS let all rooms fill with
water apart from three and the
control room on levels one
and two. If you are in debt at
the end of a trip you gain
Fmﬁts instead of losing them!!

s it a record then that we
scored £95,650 on level ona?!
Losing robot lives also helps
you to get in debt as each
costs £1,000.

Gnlsttin-g into debt on the BE:' rd
level and su uent levels is
nearimpuss?tflgﬂ-nowever, as
the engine blows up if water
gets in.

Tips: fill holes that are
furthest away from the control
room first. After all major leaks
are patched start pumping out
and then seal off other
Ieaka?es. During the early
part of the crossing leave
deck doors open for easier

Worse Things Happen at Sea

movement but seal ali areas
liable to flood as all the top
deck may need pumping out.
In case of dire peril seal off
critical rooms and let them fill
up w!ﬁlas you pump "(:m otner
rooms. Supa-s

these flooded at?gas.mugﬁbove
all, try not to lose robots, they

‘cost a lot, and always keep

your energy up for pumping
work as staying under water
as well as pumping costs you
lots of energy.

The Lords of Midnight seems
io have attracted lots of tips,
many of which have gone off
to Derek Brewster, who will
no doubt print them in due
course, but here's a quickie
from N.R. kirby, Waterfoovilla,
Hants:

To complete ford of Midnight
you must send Morkin north to
the Tower of Gloom, choose
then SEEK to find the Ice
Crown, but to complete the
ame you must d it, by
aving either Lorgrim the
Wise, Fawkrin the Skulkrin or
Farlame the Dragonlord with
Morkin at the Tower of Gloom

Full Throttle

thus giving victory to the freel
(PS, I was the first to comple‘e
it on July 26th).

Sorry, N.R. Kirby, but we
kniow of pecple who
completed it well before the
dafe you state —one of our
own reviewing team for a
start!

Andrew Outlaw from
Cambridge has a problem
with Alchemist:

Can any of your readers help
me? I've been trying to find the
fourth part off the scroll for
months, but I've failed every
time. If anyone knows contact
me by post at 67 Brampton
Road, Cambridge CB1 3H.J.
By the way, CRASH can only
be described as being the only
guod mag for the non-serious
Mc:et:murn owner. Keep it up

r. Kean (and gang

Ll

course)!

iused to be in a gang once,
but!hung up my bicycie
chain some months ago - it
seemed to be giving the
secrefarias some problems!

Alan Simpson from Milton,
Glasgow, also has a problem,
this time with Lunar Jetman:

On reaching level 45 | was
horrified to see the planet
break up and many hundreds
of small right-angled holes
appeared. The moon rover still
obeyed commands but moved
left and right at a far greater
speed. The teleports were
very jerky and seemed to
move away from jetman. To
try and rectify this 'bug’ |
crashed into the launched
missile, losing a life. When the
game resumed the planet was
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still full of holes and when |
tried to get back into the rover
the game froze and 'Sinclair
research’ appeared on the
screen. isthis a bug or is it
ggg;? ;:uarar? My score was

When you're pushing
technology to and beyond its
known limits, | suppose
anything could happen, Alan.
Anyone suffered the same
explosive fate? Steve Farmer
(14) from Thrybergh,
Rotherham, S. Yorks, has a
few useful POKEs (most of
which I'm holding back on for
the moment to give the games
a chance!) and some tips on
Monty Mole:

First I'd like to congratulate
you on an axnellentth magazine,
i particularly enjoy the tips
section. Hunchback; a:ﬁ:l
POKE 262540 to the basic

to give unlimited lives.
I've reached the 17th. scresen
of Monty Mole but | don’t know
how to pass this screen. For
those having trouble with the
second railway screen, here's
nnw to passii%. Get érg:: the

anging position on the

hoEmtal pipe atthe
bottom-left side of the screen,
wait until the train is
underneath you, then drop
onthc: it and imm?diﬁtely run
right to keep onit. g
n?nning then you wilmezgp
life. Stay on the train until you
go onto the next screen, then
quickly move up the nearest
Pipe.

For those stuck on screens
where there appears to be no
way out, you must get all the
coal from the previous
screens, then a wall opens up.

Finally, if anyone is stuck on
Phipps adventures Pharoah’s
Tomb or Knight's Quest, press
CAP? HS;HI and 6 tz'? br?;npk
out of the program, then type:
LET Room ggF!t:>c>rn([.1I4.Js}-1 ]
GOTO 1185, Onmagic
Mountain, after breaking out
as mentioned above, type:
POKE 23755,0: LET Room =
Room(plus)1: GOTO 1195,

Daniel Varcoe {13} of Truro,
Comnwall has something
about playing tennis:

For those lucky enough to own
Psion's Match Point, | have
discovered a way of cheating.
If you select the keyboard
option and have a game
against the computer, you can

|

move the other player by
using keys 6 and 7 for left and
right. So'you can move him to
the other side of the court and
serve, and he won't be able to
reach the ball in time to return
it.

Great, Daniel, it may be your
idea of tennis, but it certainly
ain't cricket!  think I've
already printed a tip for Ant
Attack similar to the next one,
but Richard er from
Altrincham, Cheshire,
explains it well, and it's a
good wheeze, here it is again
—it's designed to save you
going all the way back to the
Start point to escape having
rescued your companion;

After you have found your

companion take him/her to

one of the outer walls. Stand

infront of one of the lower

parts of the wall. Make sure

you are facing the wall and
ur companion is right

hind you. Ongce everything

_is perfect press V and C. You
should then bejumpina:lp
and down in front of a wall

which looks a bit like the
Hunchback wall. Keep doing
thrig ur::i:] Ienn ant m{nesdalong
and it wi aralyse
because 3?1::?11 jFI:Imde onit.
Then this paralysed ant will
act like a step and you and
your companion will get out
with ease. This may sound
complicated but there is really
nothing to it.

By the way, my friend just
got his neatly pa ed
version of Formula One from
Spirit, and he says it's as good
as Full Throttte.

Well | beg to differ with your
friend, Richard, | thought
Formula One was rubbish
and virtually unplayable. J.R.
Wilson from Hucknall, Notts,
who thinks CRASH is a ‘Real
Smart Carlos Fandango
Su)perb.'# Mag’, whatever the
hell that s (1) has a tip for all
those players strenuously
Irying to park Jetman
overnight in a safe place:

All those comments on where

to leave Jetman overnight, are

silly: the game has a pause

button on which a heavy

object can be placed (l usea

Baperwe ht of the ZX
owerpack).

Now thai's what [ call real
‘state of the art’ playing tip!
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Mr. Wilson also has a tip for
Sabre Wulk which may help
Kevin Lewis of Birmingham,
who wants to know where the
various pieces of the amulet
are hidden. | actually have a
letter somewhere which has
planned them all out
accurately, but I've misplaced
it Jsorry}!

The amulet has only a few
ible locations in the
jungle, The places where itis
hidden are always in a certain

pattern, so if you find one
iece, you will know where to
k tor the other three.

And of course, there is the
fact that the natives chan
colour and ftash when there is
a piece of the amulet in a
straight line with them up a
path. One tip is to latch onto a
native and keep follawing him
until he bﬁgins flashing (if
you'll pardon the phrase). Joe
McGeever (13) from Dalton,
Rotherham writes to tell me
that:

In Jet Set Willy | have found
the three screens which you
missed in your map. Firstly
you must wait on the BOW
until 11.45 p.m. when a raft
will drift onto the screen. You
jump onto this and are taken
to CRUSOE ISLAND. Go up
to TREE TOPS - THE
SEQUEL and up again into IN
THE SKY, at which time things
get extremely dodgy.

Thanks Joe, for the tip. I'm
sure it'll prave excellent for
keeping people off the street.
Anyone daft enough to sit
around until 11.45p.m.
deserves fo see a raft coming
in. You must think poor oid
floyd's a country bumkin
because he's stuck up here in
wildest Shropshire. But even

here we occasionally get to
see the odd copy of Your
Spectrum. They may beliave
you - don't -in fact what you
sayis aload of bt

Michael Hudson from
Bingley, W. Yorks writes on
T.L.L. by Vortex:

If taking off from the east to
west on the runway do not rise
fully into the air, just skim off
the ground a little until you
have passed the runway, then
head north. Do not time
doing stunts, and do not
bother with refuelling - if you
are fast enough you can do all

bases w refuelling.
Only use the swing wings in
an emergency. To destroy

s your altimeter should

be on the 4th level from the
bottom.

Stuart Ware from Pemtwyn,
Cardiff says:

in Psytron stock up with
personel on the final level
(about 370) because when
you run out of fuel, your base
is only destroyed by lack of
personel, nothing else.

Craig Yeomans from Manor
Green, Willenhall refers to
Colin Warner's letter in the
may issue about Carnell's
{Now Mastertronic's) Black
Crystal:

Firstly, after finding the 2
rings, head to the left
part of the screen (forget
about entering the castie).
Somewhers on the plains is
the invisible entrance to the
Shagot's lair (map 3). Enter
here and it will give you a map
reference number for map 3. if
have trouble finding the

air the map reference number
CRASH October 1984 87
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is 112667 1220. Enter this
after inputting to the prompt,
‘Are you starting a new
game?’

| also have map reference
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After you have rescued all ten
girls/boys, you are nominated
a HERO, but never a

| HEROINE, so why are you
| asked at the beginning ‘girl or

numbers for the other maps as | boy?

follows:
Map 1 - 512661220 - the
final stage
Map 2 - 1126690200
Map 4 - 3126641220
Map 5 - 2126671220
Map 6 — 1126290200

J.H.G. Sturgees (14) of
Kingsbridge, Devon, in
addition to finding some
oddities in the desert around
the Gity in Ant Attack, wanis fo
know why:

Good question, J.H.G. | guess
sex equality only goes so far.
Clive Dancey from Milton
Keynes maodestly writes in to
claim:

I've done it! | must be the last
person to have completed Atic
Atac, and | did it with the help
of the map found in issues 6
and 7 of CRASH.

Firstly | must thank all those
who wrote in with the selution
to the security lock problem in
Snowball and the whereab-
outs of the pirate treasure in
Collosal Adventure.

For the first problem Geoff
Forsyth of Frodsham, Che-
shire writes:

“Perhaps | can help you and
Stuart Roberts out. To open
the security door in the Snow-
ball Hilton you need to obtain

. the correct security code.

When using the Video Viewer,
it gives you the coffin number
of a crew member who you
must find and carry to the
nearest revival machine, (Yes,
you have to go all the way back
to the freezer coffin disks).
When you manage to revive
the crew member he/she will
give you the correct code

C'mon people —there must be
more of you out there who can
outdo Clive —own up, who
hasn't completed Afic Atac
yet? On adventures Clive has
this to say:

In the Golden Baton you must
throw the rope over the
porteullis, To find the rope: ‘In
a prickly situation here — chop
chop chop and all will be
clear'. To find the sword,
search the leaves. In Quest
Adventure by Hewson if you
kill the mindfiayer in the
mountains you will find the
long key. But does anyone
know what to do with the
snorkel in Circus?

Clive also wants to know if
we can cut down the
advertisements and put in
more reviews. The answer,
as before, is NO. Theads
pay for what you get already!

number to open the security
door.”

For the latter problem P.

Hoskins writes:

“In answer to your question
inissue 7 regarding the pirate’s
booty, no it is not a hoax, The
pirate's chest is in fact in the
2nd maze (not the one with the
vending machine). You can
however only find it if the pirate
has already stolen an item off
you, he will then place this item
in the maze with his chest. To
find the chast from the corridor
outside the maze you go south
Ehe 1stroom of the maze) then

5.5,5 N.E. (You should now
be in the room at the top of the
orange column). From here go
E,NW and ‘thereitis!' "

One of the major topics of the
letters this month has been
Lordsof Midnight. Everyone
without exception has
described the game as brilliant
a!thaut?h some have sug-

geste itis alittle easy.
adventurers com-
pleted the game by destroying

the lce Crown while a few have
gained a victory through battle.

gl
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And that concludes this
month's Playing Tips.

Please keep sending in your
ideas, hints, cheats and
what not, but before anyone
considers it, we have
enough POKEs forJSW,
M.M. AND Sabre Wuif ta fill
the Domesday Book. A lot of
these will be appearing ina
special edition of POKEs in
the Christmas Special
CRASH.

For those having problems I've
included a few hints and dis-
coveries sent in. However you
will not find direct solutions
here like how to destroy the Ice
Crown which would spoil the
game.

Stewart Beatt, of Glasgow,
who completed the game by
battle in 2%z hours writes:

“The only person who can
recruit Utarg is Luxor the
Moonprince and that is only
when his land is under attack.
Also a person of one race can
only recruit others of the same
race, e.g., Free can only recruit
Free and Fey can only recruit

Feg.
tewart has found 32
characters. | wonder if anyone
has found more?

Jonathan Housden, of
Hucknall supplies the following

tips:

fight too much.
Doomdark outnumbers you,
Defend Xajorkith with Timrath
and before you send Lord
Xajorkith off bring the citadel's
guard up to a 1,000 men. No
maore, because if you put 1,500
men on guarding a place they
disappear. Also go north and
you can see a keep in front of
you. Protect that because
Doomdark will attack it before
he invades the citadel.”

It's always interesting to read
your views onthe adventures
you've played, even if i don't
agree with them! Robin
Glover of Bristol says:
“Dungeon adventure 10/10,
This | cannot recommend




|

e, Tl

A
highly enough. It is extremely
long and contains everything.
Itis the most rewarding adven-
ture | have ever played. Fea-
tures range from mushrooms
which make you grow to black
spheres which chase you. Just
buy it! If you are stuck you can

4 Biways get a clue sheet from

Level 9. But don't use it too
mugch.

Lords of Time 9%%/10. This is
also highly amazing, almost
nine adventures inone. It is
extremely original and drips
with atmosphere. It would have
had the full ten out of ten if it
wasn't for a few small errors
and too hard solutions, e.qg.
‘sureka’ to a door.

Snowball adventure B/10.
Not as exciting as the other
Level 9 adventures. It lacks
monsters. ltis spoilt by compli-
cated Tight' routines, but still
better than most adventures,

Artic -adventure D 5/10,
Reasonable but spoilt by lack
of description and un-user
:ﬁendly vocabulary, e.g., when

pe in 'tie 1o rock’ reply
isqftt:-what?' ‘s o

The Hobbit B/10. This is a
good adventure for the begin-
ners, rather pricey, rather easy
and rather bug-ridden. But is
has a good vocabulary and

makes up for its faults by the
fact that there is more than one
solution.

Smugglers Cove 6/10. A
rather difficult beginning but it
has a fast response time and
instant graphics. The vocabul-
ary is poor and not user-
friendly. On the inlgg itsays 27
locations and ;
Surely it's the other way
rouna?

Valhalla 4/10. Poor, dull and
a waste of time."

Gary Smith of Swindon writes:

“I am writing to give my
comments on  adventure
games and ask for help on
some, so here we go.

The Hobbit - superb, a
masterpiece among adven-
tures . . . despite the problem if
you break the window in the
dungeons.

Pimania — No comment.

Artic A-E - never below ‘A’
standard, would be better with
some graphics!

Valhalla - very good, though
not quite as good as The Hob-
bit."

In response to Ron Wells'
comments in the August issue
Sirl!mnn Whiting writes:

“I completely disagree with
R. Welg’s comment on

Pimania. | think it is very dif-
ficult and witty too. Also | can-
not see what is so great about
the Artic adventures as | think
they are very dull and have no
atmosphere in them. maybe |
will thinkmore. of them when |
can dispel the forcefield in
Planet of Death, go down the
sand porthole in inca Curse ™

For those who take pleasure in
cheating Mick Tilson has writ-
ten a program to translate the
coded tips.

SIGNPOST TRANSLATOR

20 POKE 23658,8 : BORDER
0 : PAPER 0: INK 4: BRIGHT
1:CLS
30 PRINT “PLEASE WRITE
IN THE MESSAGE"”
40 INPUT 1;ATO0,0;LINE AS
50 FORF = 1 TOLEN A%
60 LETA = CODE AZ(F):
LETA = A-{1 AND A 32).
IFA = 64 THEN
LETA = 90
70 PRINT CHRS A;: NEXTF

The very popular Mountains of
Ket has been causing a lot of
trouble. Darren Gray of York
writes:

"I am stuck in the excellent
adventure Mountains of Ket. |
have with me the magic wand,
sword, etc., but cannot find a
way to open the skull mouth or
to make a hole in the ‘mint con-
dittoned wall'. | have tried
‘wave, wand’ which just replies
‘magic gnomes from the tup’,”

Firstly, | would guess that
entering the skull is the end of

he game, that is, unless the
story on the cover of Temple of
Vran is misleading. To create a
hole in the wall try TBZ QPMP

In the same game Mark
Sims is unable to leave the vii-
Ia%e. Try TFMMJOH TPNF
GVFM

Greg Deiley asks "How do
you get the magic sword.

“Well, Greg, try TXJN MBLF
UIFO QMBZ ngF XJUl UIF
PHSF

A. Norton of Biackpool is

having difficulty progressing
beyond the pixie caves or
across the river in Fantasia
Diamond.
The river gave me problems for
alongtime too I'm afraiditcan't
be crossed from the south. To
progress beyond the pixie
caves you must go through the
trapdoor in the south-east
corner of the caves.

Ken Wise from Wantage,
Oxford is at an impasse in
Temples of Vran. Ken writes:

"Temples of Vran - “| am
having trouble in crossing the

quicksand. | think | have to
swing on some overhangi
branches but cannot reac
them, even with the steplad-
der. There is also a hole in the
Wart's caverns about 13ft up
the side of a wall. How do you
reach this as the trampoline
doesn't work and | can't get the
stepladder down the stairs.
Finally, how do you cross the
lava in the gorge?”

Ah, guite a few questions
here. Firstly, you can't cross
the quicksand until you've
beent rough the 13t highhole
inthe Wart's Lair. As for getting
the stepladder down to the
lower section - MFBWF UIF
MBEEFS BCPWF UIF
USBQE PPS then HP CFMPX
BOE PQFO USBQEPPS. To
cross the lava flow you will
need UIF USBNQPMJOF and
UIF TUFQMBEEFST.

Stephen Atherton of Work-
ington is held back by the
seemingly immovable panel in
Message from Andromeda. |
agree, this really is a tough
one! Try QPJOU SPE BU
QMBUF

Simon Whiting from Col-

chester is having trouble find-

ing Drapnir, the second quest
object in Valhalla. Fortunately
the solution to this problem
was sent in by S. Bufton of
Harpenden who writes:
"Drapnir is in a strongly
locked chest North of Despair.
To getit, goto the Pits and give
Ofnir to someone else (I sug-
gest Saga or Boldir), and then
go eastand jump, to Hell. Once
there, SUMMON HEL. | find
that the best way to summon a
character is to do nothing for
about 1% minutes, then sum-
mon them. Once Hel has
arrivad, 'go north to Despair.
Hel will usually follow you quite
soon (although it is not stated,
you need her help to go north).

,-""F,::
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Once you are in Hell, you will
see the chest with Drapnir in,
You need someone strong to
open it. | find that Odin is usu-
ally the n%ust helpful in this
respect, otherwise Thor."

Darren Gray of York writes:

“lam stuck in Velnor's Lair at
the shark pool. | have seen the
hidden passage but do not
know what to feed the sharks
.on.Where do you get this food
from? Also whére is the magic
pool of healing?”

Actually Darren, I'm afraid
you've been misled. The live
tood they would prefer is you!
Instead of feeding yourself to
the sharks you might try UTF
USJEFOU.

As tfor the magic pool -
FYBNJOF XBMM UISPVHI
UIF OBSSPX DSBDL,

In re se to Ron Wells'
request for help in opening the
portcullis in Golden Baton,
Jafm're Forster from Morden
informs me it can't be opened,
Instead try — VISPX SPQF then
DMJNC SPQF.

Well, that's about all there is
for this month. The dawn is
breaki and | must hide
before the first rays of sunlight
penetrate the curtains.

Thismonth’s £12 of software
g)c:es to Jonathan Housden

his tips on Lords of Mid-
right,
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ON THE KEYBOARD

As we enter the run up period
to Christmas more and more
games are in preparation for
release. Some of these are
only completed just after we go
to press on an issue which
means that their reviews seem
to appear later than  they
should! In an attempt to over-

ARCADE HORROR

Coventry-based P.S.S., cur-
rently enjoying success with
Frank N. Stein are releasing
Poltergeist at the end of Sep-
tember. Play takes place in a
house containing fifteen
rooms, all of which you must
visit in order to successfully
complete your task, Each room
contains the sort of household
items you would expect to find,
and these must simply be
avoided to cross from one side
to the other. So far, so good -
unfonunatell:!;. as you start to
walk, the harmless objects
begin to move around — some
simply float, others chase you,
P.S.5. have provided you with
one defence which is a can of
Holy Water. If it runs out—andiit
will - then you must find
another can quickly.

Your task is to confront the
poitergeist that is causing all
this disturbance in your house,
and to do that you will need to
find several objects, the sort of

. s
thing every ghost buster uses
like a rope, two tennis balls, a
n and a camera (if you don’t
now what they're used for,
ask Stephen Speiiberg!l Inthe
final confrontation, the pol-
tergeist will need at least a
quarter of a can of Holy Water
to extinguish it.
Gary Mays of P.SS.
describes the game as being a
bit similar in feel to Atic Afac,
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come this situation and to keep
you informed of latest
developments we shall be
reporting on games which are
up and coming, those we have
seen but cannot yet review

because they are incomplete,
in other words — games on the
keyboard.

but with a fully 3D display. Asa
third entrant into their chamber
of arcade horrors, Dr. Acula is
planned. There are also plans
afoot (on a somewnhat healthier
note) to convert Hyper Biker to
the Spectrum. For BMX fans
this game ides six track
events with features like table
tops, whoop de doos, ramps,
bumps, ditches and

drop offs. Bike control of ped-
als, handlebars and brakes
allows the player to do most
EMK athletic stunts like Frlgm
ops, speed jumps, wheselies
and endos. No date on that yet.

SWORDS AND
SORCERY

Perhaps the most ambitious
| project P.5.S. have yet under-
taken is the soon to be
released Swords and Sorcery
- a D&D graphical adventure
which uses a system thesy have
‘developed called MIDAS (Multi
Dimensional Animation Sys-
tem). It's ambitious in scope,
but aiso in the problems of
marketing it, because Swords
and Sorcery is like no other
adventure and hard fo
describe. The game s
extremely flexible and ‘you’ in
the game can really be YOU,
because you build your
character as you go along. So,
although there is a built in plot
idea to the game, the way it's

played is entirely up to the

player or players.
You can guide your charac-
ter through simply unending

corridors of the underworld on
a gnjast for material, physical
and/or spiritual power - the
choice is yours. You could
become a good person, you
might prefer to be evil, you can
choose te be honest or deceit-
ful - it won't matter because
whatever you become in play,
the computer characters will
react apﬂ%uﬁatelg.

The MIDAS System has
been developed to allow play-
ers io build their own adven-
tures ~ but this is not a utility —
not at all —it's a fully interactive
adventure language. The
result is graphic 3D animation
which simulates video disk
gmes, artificial intelligence, a

ata compression technique
which allows enormous voc-
abularies and scenarios, real
time interactive conflicts allow-
ing you to talk to your oppo-
nents, attack, flee them or
even confuse them. In the
main a joystick is used for
movement and combat
through a menu, although the
keyboard can be used as in
any ordinary adventure for

mmmunicaﬂnﬁlif time permits.
On top of that, MIDAS will allow
you o save your character so it
can be transferred to future
adventures, new opponents
and scenarios. P.S.S. have a
planned series of expansions
modules for Swords and Sor-

cery.

I':-’};maps the most astonish-
ing single feature is that the
player can educate the compu-
ter during play. Should you

pe in acommand and receive
that all too familiar, | DO NOT
UNDERSTAND 'MURDER'
via a screen prompt you will be
offered the chance to define
the word ‘MURDER',
and from then on the voc-
abulary will understand the
word — only in the way
have defined it of course! So it
will pay to know the precise
meaning of the words you may
be using!

The basic quest behind
Swords and Sercery is to
locate the various pieces of the
lost armour of Zob, which was
un-made by its maker. But
there are quests within quests,
many red herrings and many
routes to success. The map
Seen on screen represents one
quarter of a level and there are




three levels. This scenario
should keep the player ing
for some time but you will also
be able to add the expansion
modules. The first is a two
player game using two Spec-
trums networked via the Inter-
face 1. The best way to play
this, apparently, is for the two
players to face each other,
their screens back to back so
to speak, so that they are each

seeing a screen view which
would correspond to the one
they would see in real life. The
second module is called The
Village and includes an oracle
who will answer questions, a
trading post where you can

barter things you have col-
lected for other items you
need, an armourer where you
can buy weapons, a healer
who removes curses and heals
wounds, and a house in which
you may leave things,

Modules 3 to 6 are four pac-
kages designed to give the
advanced player more chal-
lenging dungeons, quests and
opponents.

We'll be reviewing Swords
and Sorcery and Poltergeist
next issue. Poltergeist is
£5.95, Swords and Sorcery is
£8.95. The expansion modules
are expected to be around the
£3 to £4 mark,

The screen dispiay of Swords and Sorcery - you happen on the dragon.
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TRASHMAN TWO

New Generation the company
that cleaned up with TRASH-
MAN has released its uel
Travels With Trashman. The
new game repeats the formula
of high difficulty combined with
humour and strong graphics.
That, too will be reviewed next
month.

L= DA
ADVENTURE

FROM
MICROMEGA

If you think of adventures then
the name Micromega doesn't
immediately spring to mind,
their having concentrated
much more on arcade type
games. All that changes, how-
ever, with Kentilla, a new text-
graphics adventure from the
en of none other than Derek
ster. Getting Kentilla
reviewed has posed some-
thing of a problem as it would
obviously be unethical to have
Derek review his own game in
the Adventure Traiil It's upset
him to think that he must rely
on the CRASH reviewer team
to do the job for him! Kentilla
ought to have appeared as a
review in this issue, but as the
preview copy arrived within the
last ten days of the writi
schedule it has proved difficu
to do it justice; and it must now
wait until next month.
For those who have p!ayad
Derek's earlier Velnor's Lair

(Quicksilva), some of the
names and situations may be
familiar. Once upon a time
Grako had grand designs to
turn Caraland into a perfect
playground of hate, tforturs,
walking dead and eternal
darkness —and he almost suc-
ceeded. But he was too far
from his place of power and
was unable to maintain his
demonic influence. Grako was
finally defeated by the great
warrior Ashka ‘and was
returned in shame to the fires
ofthe abyss,

Some time later the evil sor-
cerer Velnor, long since van-
quished for the black arts he
practiced (see Velnor's Lairl),
was planning revenge. Hidden

. in the labyrinth beneath Mount

Elk, Velnor had found the
Tomes of Grako. The power of
eternal life and sovereignty

over all he hated was in his
hands. Uniike Grako, Velnor
was bom of the earth not the
abyss and so could become a
true demon.

Unfortunately this was all
part of Grako's plan. The spells
were flawed, and during the
metamorphosis Velnor's pow-
ers were weakened and when
he was attacked by the wizard
Tylon, Veinor was slain and his
soul dragged through the void
to the flames of the abyss. Far
afew moments a pathway was
opened and Grako made good
his escape to breathe hate
once more on the free plains of
Caraland. So starts Kentilla.
Kentilla is the name of a mighty
sword which pops up prefty
much at the start as you are
plunged into the depths of the

story.
Ker?t:‘;‘fa is an'interactive adven-
ture in which you can talk to
many of the characters, getting
them to help if they are so
inclined, and the game sports a
number of features that Derek
has been promoting in the
Adventure Trail basis of any
good modern adventure. Pre-
liminary reviewer reports sug-
gest that Kentilla will be much
in demand, and the Derek has
little to worry about!

Kentilla is available now for the
48K Spectrum, priced £6.95

STARBURST NEXT
MONTH!

The exciting new

Realtime, who gave us Tank
duel, have been hard at workin
Leeds on their latest 3D game.
Oddly enough the lads have
been working along valg simi-
lar lines to the Design Design
programmer Simon Braftel
(see next piece!) but whereas
Simon has ?nne out of his way
to show just how astonishingly
fast line graphics on the Spec-
trum can be done, Healtime
have concentrated more on

moving larger objects in 3D.
The new game is due out
shortly after this issue hits the
streets and is called STAR-
BURST (at least, it is at the
moment). In effect it is an
extraordinary version of the top
arcade original ‘Star Wars' and
features the three main
screens. On the first you must
fight four types of-alien ships
which hurtle towards you. The
second screen takes place on
the ‘Battie Planet’ with large
towers looming. Realtime
expect to depart from the origi-
nal here, improving the screen
by also having tie fighters
attacking you. The third screen
is the dive into the trench,
avoiding the side walls, cross
stanchions and plasma bolts
hurled at you from the guns on
the side. It looks very authen-
tic! Starburst also improves on
the original by having a fourth
finale screen. Instead of drop-
ping your missle into the reac-
tor tunnel entrance, you will
actually have to fly down into
the reactor chamber and des-
froy the two reactor pods.
Dapending on finalisation and
memory, Healtime are hopi
to include a sequence where, |
you succeed in knocking out
the reactor, you are flung into
space, turn arcund to see the
receeding planet, and then it
blows up. Screens are linked
with sequences of simulated
computer tacticals which lead
you into the next section.

SRR
DARK STAR

Since our interview with
Design Design and the report
on their new game Dark Star,
the program has undergone
some radical alterations prior
to its release. The biggest
change is the speed — it now
has to be the fastest gmﬂhicat
game on the Spectrum. It also
has the most extensive front
end, ever designed for ANY
game on ANY machine - it's so
user-definable that the player
can do almost anything with it —
except win the game! Author
Simon Bratell on a recent visit
to the CRASH offices said to
us, with the modest charm that
characterises him, that he
insists on a rating of 100% for
Use of Gomguter. The problem
with that is how do we rate his
Use of Computer on the next

ame when he has expanded
the front end yet again? The
full review will be in next
month’s issue, as we're a day
or so away from being able to
review the finished product,
but there seems little doubt
that it will be a rave.
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WHO-
DUNNIT?

Producer: C.C. S.
Memory required: 48K
Retail price: £2.99
Language: BASIC
Author: G, L. Griffin

Whodunnit? requires no clues
to guess what the game is
about! You have to lead the
investigation into the brutal
murder of Professor Car-
penter, the famous Oxbridge
scientist, who was murderedin
Oxbridge at mid-day. THere
are six suspects with names
whose initials conveniently fall
outas AA, BB, CC, DD, EE and
FF, each of a different profes-
sion. All the suspects were
seen and questioned in sepa-
rate towns at varying distances
from Oxbridge and at different
times of the day. You must
work out who has and who
hasn't got an alibi. All you know
is one of the two murder
weapons and one of the two
missing valuable objects. To
make a successful accusation
you must get several facts cor-
rect, the murderer's name, his
profession and the identity of
the second murder weapon
and that of the second missing
valuable object.

Whodunnit? may be played
by between one and four play-
ers. At the start a two-screen
form is provided which may be

ied down on paper or
printed out if a printer is
attached. To play successfully
this form should be used. The
game takes the form of single
uestions and answered facts.
o start you off a few random
facts are given about the sus-
pects, which the players fill in
on their forms. Thus one might
discover, for instance, that CC
is a clergyman and the clergy-
marn is bow-legged. Gradually,
a picture of each suspect can
be built up.

Play continues along the
lines of asking each player a
quiz question which generally
take the form of simple intellig-
ence fest guestions. If the
gquestion is answered cor-
rectly, the plarer may ask a
fact of one of the suspects.
Elligible questions include the
firstand second weapon found
on him, the first and second
valuable object, town where he
was seen, time of alibi, his fas-
test means of transport, a per-
sonal fact about him. Under the
heading of personal fact come
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several important items which
may help identify his profes-
sion, means of fransport and
its 5 . After this the player
is allowed to make an'accusa-
tion if desired. Between each
player's turn there is a free fact
given out about one of the sus-
i}ects or thie distance of a town
rom Oxbridge. Thus, if FF
lives in Nether Denton which is
120 miles from the scene of the
crime, was seen at 5 pm and
owns a bicycle with a speed of
10 mph, obviously he couldn't
have cormmitted the crime.
If you want a quicker game, the
t;;gz questions may be ommit-
ted.

CRITICISM

® ‘This is a fairly simple ver-
sion of this type of game, but
difficult enough to be intruig-
ing. It is possible the only one
of its type for the Spectrum, so
it's got a certain amount of
appeal value.’

@ 'An early iritation Is the
need to put CAPS LOCK

Producer: C. P. Software
Memory required: 48K
Retail price: £9.95
Language: machine code
Author: Paul Marshall {Pi
Software)

A word of warning first: a
review of Astronomer cannot
be quite like a games review in
the usual CRASH sense, for
Astronomer is not a game in
any way. It could be called a
simulation, perhaps a practical
utility, even educational - bor-
ing it certainly isn't. For those
interested in the night sky it
should prove fascinating, and
for those amateur astronomers
with smaller telescopes, an
interest in computing and
owners of a Spactrum it should
prove invaluable. For anyone
thinking of buying a telescope |

1he Bcene Was

ASTRONOMER 3

WEs mure

il rdge.

oar®

ongthat shouldn't be neces-
sary, even in a BASIC prog-
rfam. Being in BASIC also
means that you keep having to
press ENTER instead of hav-
ing the program read your key
press directly, which does get
annoying when you are play-
ing for a while. Apart from
these quibbles, and consider-
ing its price, Whodunnit? is

quite amusing and involving to

play. It's not going to appeal o
a lot of computer gamers, |
would think, "but it's rather a
good family game, especially
where there are younger chil-
dren involved. Certainly a
group activity anyway.'

® 'This works on the princi-
ple of shaking up a few random
tacts and shuffling them
among the suspects, so in
principle each game is differ-
ent. For one or two goes it
manages to be fairly playable,
but the appeal soon fades
since it is only a question of
constant elimination of the
facts. The intelligence test
questions aiso lose their value
after you've seen the same
idea repeated a few times.'

COMMENTS

Control keys: general inputs
Keyboard play: reasonably
fast

Use of colour: very limited

Graphics: text only

Sound: entry beeps etc.

Skill levels: 1

Features: 1-4 players
General fatin?: may be good
for young families, otherwise
average.

Use of computer 52%
Graphics N/A
Playability 58%
Getting started 55%
Addictive qualities 48%
Value for money 53%
Overall 53%

would recommend spending
the asking price of this prog-
ram first and getting to know
your subject thoroughly.

The best way of examining

the program is to look at the
options provided and the way
in which they work. A detailed

instruction booklet is provided
with Astronomer, which runs
through the routines and pro-
vides information about the
sltars and heavenly bodies as
they relate to the program.

n leading you are pre-
sented with a main menu of six
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options. The first is CHANG-
ING TIME OR LOCATION.
The program has alréady cal-
culated everything as it was at
23.00 GMT on the 1st of Janu-
ary 1884 in Londen (longitude
28 0" and latitude +51° 36
A"). In this option, by entering
the year, month, day and time
in hours, minutes and sec-
onds, followed by the desired
longitude and latitude, you can
salect any place and any time
from which to view the sky.
Once these defails are
selected, the restof the options
will  calculate  everything
accordingly until option 1 is
altered.

Options 2 and 3 are to CAL-
CULATE POSITIONS OF THE
PLANETS, SUN AND MOON,
and to CALCULATE POSI-
TIONS OF MINOR BODIES
OF THE SOLAR SYSTEM,
The two options work identi-
cally. Pressing 2 will take you
to a secondary menu with
numbered options from 1 to 0
(SUN outto PLUTO). X returns
to the main menu. Option 3
also offers a secondary menu
with the asteroids Ceres, Pal-
las, Juno and Vesta, and the
comets Halley's and Encke's.
After you have selected the

in which you are
interested and presed the
appropriate key a tertiary
option is provided which asks
how you would like the infor-
mation presented. You may

tabulate values on the screen
(or the printer if you have one
attached), or select a single
value only. Choice 3 will calcu-
late the position in the sky
using the time and place
selected in option 1, whilst the
first and second options allow
you to calculate positions over
a range of time from a starting
date to be entered, at intervals
in days. The number of entries

required is the last item, and

to return

to main

W< U

The secondary option menu for selecting your night sky view.

then the program will calculate
them and present them as a
table. ;

Additionally, option 2 will
give information on the dis-
tance in astronomical units of a
body from the Earth, and it
shows the phases of the moon
on the selected time and place
in option 1.

Option 4 is the NIGHT SKY
VIEWS, This section draws the
stars which are above the hori-
zon for the time and place
selected in option 1. A note of
warning here! It takes about
eleven minutes to calculate the
arithmetic for the 1090 stars
included. To save time they
have already been calculated
for the time and position given
at the end of loading, and to
start using the program
immediately to get to know it,
you would be sensible to leave
the details in option 1 as they
are. Selecting this option takes
you to a secondary menu, pre-
sented as two concentric cir-
cles, the outer ring being
divided into four segments,
North, South, East and West.
The centre circle is the view
directly overhead with an
alttude of more than 60°
These are numbered 1 to 5.
The segment views take 30
seconds to draw and the cen-
tral view takes 2 minutes. Let's
take an example of how this is
used (taken from the instruc-
tion book in fact). Select 2
(EAST). Immediately a grid
appears on screen showing
the altitude on the left and the
azimuth below. In this case
between 0° and 60° vertically
and between NE to SE hori-
zontally. All the stars visible in
the segment then appear in
three ranges of brightness.
Here we can see the constella-
tions Orion and Gemini. Typirig
in ORI or GEM will result in the
constellation being indicated
by joined lines. To ‘rub' it out,
just retype the abbreviation.
Equally, as long as a single
value calculation on a
heavenly body has been made
inoptions 2 or 3, these canalso
be indicated by a flashing cur-
sor if they are visible. Saturn is
visible in the MNorth and is
drawn by typing SAT. If the

position hasn't been calculated
the comlfuter will tell you. Typ-
ing MAP will take you back to
the secondary option to select
anocther segment of the sky.
EX| takes you to the main
menu.

Option 5 is THE STAR
ATLAS and is designed to give
you a closer look at selected
regions of the sky, in 362 over-
lapping star charts. You are
presented with a grid ranging
from —90° through 0° to +90°
verticall this, is called
DECLINATION), and from 24h
to Oh horizontally (this is called

|

animafion can be started from
a selected date and seen at

intervals (in days) to be
selected. Another option here
is RISING & SETTING TIMES.

This will calculate the times of
rising and setting of any object
as seen from the time and
place selected in option 1.

IN USE

Astronomer is a user-friendly
program which appears to
have very good error trapping.
One note of warning; it is poss-
ible to lock the program into an
endless loop if you are unwary
enough to enter a value of § in
response to the request foran
interval period in calculating
tabulations. Program
responses are reasonably fast
considering the amount of cal-
culations involved, although if
you want to alter the given start
dale, remember that star
charts will take eleven minutes
to recalculate.

The sky at night — beetling eyebrows and mm'ﬁrt collars are nol reguired
equipment. . .

the RIGHT ASCENSION or
RA). Using the cursor keys a
flashing cursor block may be
moved about to select the reg-
ion desired. By pressing
ENTER the grid will appear
and the stars are drawn in. As
in option 4, you can type in
three-letter abbreviations of
constellations or pre-
calculated heavenly bodies if
they are present in the area.
On this scale a constellation
may spread across more than
one sector. A chart is shown in
the accompanying booklet with
the relative positions of the
constellations so that you can
find them easily enough.
Option 8, OTHER
ROUTINES offers animated
diagrams of the solar system.
You can see the inner planets
{Sun to Mars) or the outer
planets {Jupiter to Pluto). The

Astronomer should prove
interesting to anyone who
enjoys star gazing with or with-
out a telescope. One fascina-
tion is the ease of calculating
the moon's phases on an dgr
in any year, and on this level,
the program also has a use for
those interested in the more
arcane science of astrology.
For the telescope astronomer
the program gives sidereal
values, useful in long term
tracking (and again, useful for
astrologers). The accompany-
in? booklet is detailed and use-
ful both for the program and the
subject in general. Astronomer
is not expected to replace the
stars, but act as an encour-
agement for looking at the real
thing. As such it seems very
good value for its price,

ROGER KEAN
CRASH October 1984
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EIGHTS

Producer: Atlantis
Software

Memory required: 48K
Retail price; £1.99
Language: machine code

Exciting Intelligent Game hard
To Stop playing (oAce you've
started) - says the loading
screen. That isn't the reason,
however, for calling this
reasonably well known card
game Eights. The game is for
one player against the compu-
ter. From the standard 52 card
pack, the computer deals the
player and itself seven cards.
The player may decide
whether t go first or second.
Your seven cards are shown
‘face up’, the suits in a vertical
row and the denominations
ranged to the right of them.

next turn. The game ends
when one player has got rid of
all his cards. The winner's
score is determined by the
added values of the cards held
in the opponent's hand. A
series of games are played
until ane player reaches a total
of 100 points, when the scores
are displayed for each.

The screen layout shows the
score lines and information
box at the top. This shows the
game number, skill level being
played (there are 5), scores
and entry box showing what is
being played to the discard
pile. In the playing area the
discard pack is shown with the
last card played visible, next to
it is the pick-up deck. Above

are the blank backs of the
computer's hand, so you can
see how many cards it holds,
and below are your cards held
in the hand. Entries are made
by keypress, usuajlx)a dual
entry such as '6C’

r six of

Mo King to follow a King, but you do have the Gueen of clubs to play.

The remaining cards from
the dealer pack remain on the
table as a pick up pack. The
object of the game is for the
first player to lay down a card
on the discard pile. The second
player must then lay down a
card of either the same suit or
the same denomination as the
first player's card. It is then the
turn of the first player to lay
down a second carJ - and so
on. If a player has no suitable
card he must pick up from the
deck, and continue to do so
until a useable card is col-
lected. Any card with a
denomination of eight is ‘wild".
An eight can always be played,
and then the player may
specify the suit which his
op?_-gnent must play next.

e game continues. in this
fagshion until the deck is
finished, with the last cards
indicated by a number telling
you how many are left. If you
cannot go after the deck is
finished, you may pass a go
and hope o be able to follow
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clubs.

The inlay has a note on the
computer cheating, pointing
out that the game would be
unplayable if it did - so it
doesn't!

CRITICISM
® ‘Eights has a somewhat
uninteresting inlay cover,

which is a pity because it holds
no hint of how interesting the
game actually is. In fact | would
310 as far as to say that this is
e mostinteresting card game
implementation | have
seen for the computer. A lot of
this has to do with the fact that
the game itself is an interesting
solo type game, but it also
reflects the way the program
has been done. Everything
movesh. '::|uitecI fast dand the
graphics are clear and easy to
wmrstand. | would sa S;{aat
Eights is a worthwhile addition
to any collection, to while away
some of those empty moments
with a hand of cards, and it

EIGHT:

AR SPCT iy

doesn't cost that much more
than a good deck anyway.’

® ‘Card and board games
have been tried on the compu-
ter many times, but often seem
to fail because in the end it is
much easier to drag the real
game out and pilay it rather
than play it on the computer.
But Eights seems fo have
overcome that problem. The
screen layout is excellent —
Clearand to the point, the play-
ing cards are well drawn, and
decisions are made quickly.
The card game itself is very
playable, and overall great
value for money.'

® ‘This Is one of the fastest .

simulated card games for the
computer I've seen. Some of
the earlier Pontoon type
games suffered from not hav-
ing all the proper features of
the game, but Eights seems
complete and the computer
plays a mean game even on
level one. Card simulations are
perhaps not the mast vital of
computer games, but this is a
goodone and at only £2 seems
well worth buying.’

COMMENTS

Conirol keys: denominations
use numerics to 9 then
T.4J,Q.K and A. Other keys are
for the suits, CSH.DandDis
also used to draw with X to

pass
Use of colour: can't really go
wrong, but very nicely used
Grqﬁnlcs: sharp, clear, well
designed

Sound: not much, just
warning beeps

Skill levels: 5

General rating: an excellent
card implementation, being an

interasting one-player game
with the computer and good
value for money.

Use of computer 75%
Graphics 72%
Playability 68%
Getting started 73%
Addictive qualities 70%
Value for money 80%
Overall 73%

RIFLE
RANGE

Producer: Masteronic
Memory required: 16K
Retail price: £1.99
Language: machine code
Author: Andrew & Peter
Foord

The aim of the game (as the
inlays says) is to have a
aim in life and shoot all the
animals to clear the screen.
Each animal scores a point
and there are three rows of 32
animals each. Bonus points
may be gained by shooting the
prizes at the top of the screen
unless the stall holder is pres-
entinwhich case the bonus will
be negative. Completing a
screen will award 20 points
and leads the player to the
bonus screen where you must
shoot as many roller coaster
cars as possible to gain extra
bullets on the next screen. On
the main screen the shot squir-
rels will begin to reappear if
you take too long. Shooting the
stall holder is called murder
and will lead to your arrest and
the end of the game.
Masteronic's Rifle Range is
not quite as simple as it
sounds. The program was writ-
ten by the from Mr. Chip
Soﬂwan&u,f : tter  known,
perhaps, for their Commodore
software. Loading the game
reveals some further sophisti-
cations than are aﬁparant in
the instructions. The prizes,
various animals and wrapped
boxes, sitin a row above ablue
strip which must be shot away
ore the prizes can be hit.
Aithough the stip may be
chipped away while itisn't mov-
ing, the prizes can only be hit
while it is moving (and the stall
holder is ‘away’) which it does
periodically. Hitting .a prize
when it is moving will result in
bonus score and/or bullets, but
a negative bonus if it's statio-
nary.

.1'
1
|




RIFLE RANGE

The stall holdar s at the exireme top left of screen — shooting him is called ‘morder’. . .

CRITICISM

@ ‘| found that this game had a
good difficulty level - one that
will make you want to play it
again and carry on. The game
itselfis falrg unusual and quite
playable. Graphics are large
and move smoothly, are
also colourful and have the
added bonus of being detailed.
One of the better games from
mastertronic’s range, Good
value for the price, but it
doesn't compare with more
expensive packages. | noted | above average

that the man at the top hardly | Sound: good tunes, otherwise
aver disappeared, making the | poor

game more tricky.' Skill levels: 3 — 150 bullets,
180 bullets with acorns, 100
bullets with acorns

worth the asking price, bearing

in mind that it isn't a major

game in any sense of the word.
un for a bit, though.'

COMMENTS
Control keys: 6/7 left/right, @
for fire

Joystick: none, but actually a
ZX 2 will work with it
Keyboa_rd play: good,
responsive

Use of colour: good
Graphics: smooth, detailed,

® ‘Rifle Range has a curoiusly

relaxing pace to it despite all | Lives: 1
ihe shooting. It looks simple at Screens: 2
first, indeed it is, but it isn't | General rating: good value

easy to get rid of all the ani-
mals, especially when the
squirrels start multiplying off
screen and you're waiting for
one- more duck which you
know is going to reappear an '
second. Hardly a great game,
but certainly at about £2 prob-
ably worth it.,

@ The overall finish of Rifle
Range is very good, with much
more polish than many a
program at three times the
price. The game itself is very
simple, but oddly compellin

3 | for all that. | haven't thought all
7| that much of Mastertronic’s El
Cheapo range, but this one is

for money, average game.

Use of computer 62%
Graphics 62%
playability 63%
Getting started 68%
Addictive qualities 58%
Value for money 69%
Overall 64%.

-minute loading

GIANT’S
REVENGE

Producer: Thor

Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Chris Kerry

Giant's Revenge is a follow up
program to Thor's Jack and
the Beanstalk. Like Jet Set
Willy it comes with a colour
code anti- ing protection
device. Unfortunately, and
unlike Jet Set Willy, this card is
50 badly printed that it is hard
to distinguish some of the col-
ours except under ideal light-
ing conditions. The pale blue
{cyan) an?rdgreen'are almost
identical and hard to decipher
unless either side by side or
seen in bright light. Also, unlike
Jot Set Willy, you are only
allowed one go at a cormect
entry which seems pointlessly
mean and silly when one is
talking about a four to five
time. This

fr:lakeﬁ emt'ir:g started a little
ought. On the other hand,
are treated to a very fasi);m
through of all the screens you
are about to tackle, which is
colourful and useful.

The scenario goes that Jack
is bored after his defeat of the
giant until one moming he
notices a hole in the ground left
by the giant's fall. Entering,
Jack discovers that the giant
isn't dead at all, but has built a
complex of caverns under the
%raund where he now lives.

iants everywhere have this
odd habit of accumulating

treasures, and Jack must tﬁo
and collect them, including the

goal facts

or P.O.
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Elixir of Life.

Giant’s Revenge takes the
same graphics and game idea
as Jack and the Beanstalk,
where you must walk Jack
around seven screens, finding
the correct route and collecting
the one object on each screen
before being able to get onto
the next. The principle differ-
ence here, is that there is no
fire to halt the various meanies
found on each screen. The
screens start off outside Jack's
house and descend via a lad-
der into the first of the caverns:
this is followed by a long cave
with stalactites, then some
planks over a pool, a large
room, some stairs down to the
cellar, the foot of the giant's
bed and finally to the giant
himself at the bottom of the
beanstalk roots.

are pretty much identical. On
the other hand, as a follow up
it's disappointing that nothing
new has been done. | found it
more frustrating than addic-
tive.'

® ‘Giant's Revenge is as hard
as the previous Thor game
because the allowed route is
very narrow. Butit's fun to play
and makes you want ot go on.
Fortunately the nasties all fol-
low the same paftern each
time, so it becomes easier to
work out how to avoid them.
The seven screens are very
colourful and attractive, which
heips make the game play-
able. Addictive if you can
Stand the pace.’

® ‘The graphics are certainly
lovely to look at, but I don't

CRITICISM

® The less said about the col-
our code protection the better.
Al least the inlay for this game
states quite boldly that you
cannot get off a screen without
an object, so you shouldn't
waste time with that one.
Throughout, the graphics are
very colourful and well drawn.
But like J & TBS the way you
are killed off for getting near to
the edge of the screen is not
really a game element = it just
makes the game less interest-
ing to play because it's so
damned irritating. If you liked J
& TBS then you're bound to
like Giant's Revenge, as they
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think they work all that well in
the game. It's hard to work out
why you get killed by touching
a monster because sometimes
you don't and sometimes

do. You can walk Jack right
through a collectable object
and fail to get it, and the sort of
3D drawing makes the game
as confusing to play, or as
imprecise to play, as Jack and
the Beanstalk was. The real
element of playability is finding
the right route through each
screen, and this adds some
addictivity to it, but seven
screens don't seem very much
these days, even with varied
?faphics and | think that lowers
ts value for money somewhat.'

COMMENTS

Control keys: well laid out,
QW leftiright, O/K up/down, P
to jump

Joystick: Kempston —
annoying it's not mentioned on
the inlay though

Keyboard play: responsive
Use of colour: very good,
with a few attribute problems
Graphics: very good

Sound: continuous tune and
effects, a bit slower with
microspeech

Skill levels: 1

Lives: 4

Screens: 7
Features: Currah

Micro-speech compatible and

voice & 5
General rating: a great

looking game that somehow

lacks real playability.

Use of computer
Graphics
Playability

Getting started
Addictive qualities
Value for money
Overall

T0%
78%
55%
58%
61%
63%
64%



GABRGOVLE GAMES

48K ZX SPECTRUM

Tir Na Nog —the land of youth, the other world.
Tir Na Nog —the kingdom of the sidhe, the home of dagda’s cauldron.
Tir Na Nog —a vast and complex adventure, in a magical celtic landscape.

Tir Na Nog —a most stunning visual experience, with state-of-the-art film
animation.

Tir Na Nog —a true computer movie.




VOTE FOR THE BEST
GAMES OF THE YEAR! |
It is a well established tradition for the press to award accolades &

for the best this that or other of the year and we thought, ‘Why
should CRASH readers get ieft out of the fun?’

So here’s your chance to tell the software business what you
think of their games! Your voice will reach collectively out of
these pages in the uniquely democratic CRASH way and inform
the world of the best Spectrum games for 1984.

What we have done is to think up 15 categories, and on the
cing page there is a large form to remove from the magazine.
This should be filled in as indicated and sent back to us as fast
as you can. At CRASH we are not only democratic but inimitably
generous too - so the first 15 forms drawn from the bag on the
closing date will earn their senders a voucher for £10 worth of
software and a CRASH T-shirt — so sending in your form makes
sense! _ :j\‘_
T
The results of the voting will be published in the December issue of a‘ﬂ _j
CRASH and the highly valuable certificates of accolade will be N 5
awarded soon after to the winning companies, amidst a suitable s L
fanfare of traditional glossy magazine hype - can you resist it! g

.
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BEST PLATFORM GAME

Titte Privducer
BEST MAZE GAME
Title Froducer .
BEST SHOOT EM UP
Title . Praducer
BEST (OVERALL) ARCADE GAME _ + o)
Tithe Producer
BEST TEXT-ONLY ADVENTURE
Title Producer.
BEST TEXT/GRAPHICAL ADVENTURE
Title Producer
BEST SIMULATION
Tile Producer
BEST STRATEGY-SIMULATION
i . . Titte Producer
o PR | e % | [BEST WARGAME |
Frs = R Title: Producer
SiNcl=sir-
ZX Spectrum BEST BOARD/CARD/PUZZLE GAME
= ' Title Producer

BEST STATE OF THE ART AWARD
For the most outstanding progamming achievement of 1984

Title Producer
BUMMER OF THE YEAR

For the most outstandingly bad game of 1984

Title Praducer
BEST UTILITY PROGRAM

Title Producer
BEST HARDWARE ADD-ON

Title

BEST LOOKING ADVERT TO APPEAR IN A MAGAZINE

For a Spectrum produet o
CRASH READERS AWARDS Voting Form

Please cut this page from the
magazine (or send a photo-
copy if you prefer - we will
accept written entries on your
own paper as well as long as

. J th laid out in th e
You do not have to vote in every category if you cannot think of mgnﬂea: this ﬂ) a:dssa::'d

anything suitable, but obviously, the more you do fill in the it back to us as soon as poss-
better. i

ible. Don't forget to put your

ress o
Forms should be retuned to CRASH READERS AWARDS, PO form in clear handwritmg! -

BOX 10, LUDLOW, SHROPSHIRE SY8 1DB 0 arrive no lajer
than Monday 22nd October, when the draw will be made. s i

N product and the producer for

B e S R o T A N e e e e ek whlchy ou wish to vote. Please
note; games must have a
copyright date of 1984 to be
elligible. The collated resuits
will be presented as a winner of
BOSIGOMES = e e e S the award with two runners-up.

CRASH October 1984 99

Most of the categories are self-explanatory, but by
Strategy/Simulation we mean games like Dictator, Dallas etc.
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DIX MILLE

Producer: C.C.S.

Memory required: 48K
Retail price: £2.99
Language: BASIC &
machine code

Author: G. W. Lewthwaite

Another game from the Charlie
Charlie Sugar budget range,
an another rd style game -
this time with dice. For experts
in the foreign tongue Dix Mille
should present no problems,
but for those who don't know
that Calais is only forty minutes
from Dover by hovercraft, it
means ten thousand, and
that's the points you're
expected to score in this dice
game,

It can be played by one per-
son against the computer or by
up to six players with the com-
puter looking after the dice and
scores. Each player is given
six dice to ‘throw’ and the
object is to score points by get-
ting winning combinations of
dice. You score 50 for any five,
100 for any one, 1000 for three |

throw the six again. There are
bonus points for successfully
throwing only one die. The
Eama ends when all players

ave had the same nuhber of
turns and one has scored at
least 10,000 points,

The screen display has a
strip at the top for the six num-
bered dice, and below it an
information and scoring area
which prompts the players.
Players names can be entered
at the start of play. Incorrect or
invalid entries are error trap-
ped and an explanation of the
tault given. If a winning combi-
nation happens to be the first,
third and fifth dice in the row,
the entry is simply made as
135",

CRITICISM

@ 'This is another game which
is very simple to play but which
relies on the intrinsic interest of
the simulated game. As a
game Dix Milie is interesting,
although it isn't so much fun as
a solo game. What makes this
program so effective is the way
the dice are portrayed. When
you ‘throw’ each one appears

YOuWr MoveE byng.

Scorg

Micaly drawn and animated dice are a surprise treat in Dix Mille.

129

ones, 3000 for a combination
of 1-2-3-4-5-6, 1500 points for
three pairs and 100 x the face
value for three of a kind.
Should you score a flush or
three pairs your six dice are
thrown again.

After the first throw the
player must ‘take' at least one
scoring dice and then throow
the remalndir or parsis to the
next player. SCO com-
binah%n {eg. angna aﬂ:r‘g anda
five) may be removed before
throwing or passing on. Obvi-

the less dice there are to
throw the less likely the chance
of getting a second scoring
combination. If a player man-
ages to remove all six dice
successfully, then he may
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in 3D, spinning round until it
seftles, getting bigger all the
while. It's an effect that works
rae:;ll{| well and is a constant
delight to watch. Quite a bit of
thought must have gone into it,
because you can see the three
sides of a thrown die and they
are always accurately pre-
sented with the right number of
dots showing on each side.’

@ Dix Mille (Francais for ten
thousand) Is a sort of poker
dice game. It's concept |s
simple in design. | found it
challenging to play and rela-
tively addictive. If you have
any interest in dice games like
this then you will be hooked.

With the player options it

should make an excellent
party game.’

® ‘This isn't exactly what you
would call an essential compu-
ter game to own, but it did keep
me at it much longer than |
thought would be the case at
first. It's all quite ni done,
with rather ics for
the dice being thrown, and you
don't have to wajtaround at all,
as everything ns very
fast. Don't make the mistake |
made at first of playing a truly
solo game. If you want the
computer to play against you,
%ou must enter its name as

EDX, otherwise the computer
will allow you to carry on play-
ing and scoring for ever and
ever. An interesting dice game
and at the price well worth the
money.'

COMMENTS

Control keys: numerics plus
‘t’ for throw and 'p’ for pass

Joystick: not needed

Keyboard play:

respinsive and fast despite
limited

IC entry routine

Use of colour: ve
Graphics: simple, but
gfcf'acti:e 3D cf:ce and throw

und: simple beeps
Skill Iavels:p1
General rating: above
average, mildly addictive in
one, probably a very good
party game, and good value
for money.

Use of computer 63%
Graphics 49%
Playability 72%
Getting started 68%
Addictive qualities 68%
Value for money 70%
Overall 65%

STRANGELOOP

Producer: Virgin Games
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Charles Goodwin

As Christmas approaches,
V'ng‘n Games are on the war-
path again, with a new batch of
(of which this is the
rst), new programmers and a
totally new look in aging.
Gone are the b stripes, in
comes a game-specific cover
and detailed instructions, very
free of hype.

Strangeloop is certainly an
auspicious start — a mammoth
arcade adventure style game
with 240 rooms to explore.
Your mission is to regain con-
trol of a robot controlled space
factory which has been taken

over by aliens who are reprog-
ramming the robots to destroy
Earth. No maps of the factory

exist, indeed no man has step-
ped foot inside for over 100
years. All you know is that the
environment is desperately
hostile, no oxygen, no gravity,
very hiﬂh temperatures and
razor sharp industrial waste
(swarf). The object is to reach
the central control room, but
this isn't just a case of stumbl-
ing around until you find it,
There are many obstacles to
overcome, many cbjecis which
must be collected to help you
on your way.

Your equipment is a space
suit and a laser which fires
straight ahead or diagonally
upwards. The laser can carry a
maximum of 99 charges, and
these charge packs are one of
the more vital objects that you
could find ng around.
Another is the jet cycle which
has been left ind from a

evious service of the factory.

Is is a bit old and thirsty on
fuel, so keep an eye out for fuel
cans. The swarf, being razor
sharp, creates leaks in your
suit, which releases your pre-
cious oxygen even faster than
it should. But patches are
something else that is to be
discovered.

The screen display is split
into two unequal Ehalves, the
Ie}rger. at the top, being the
playing area representing one
ofam?:%;ﬂ nrgxrns Th;sa aive
a val ndustrial equip-
ment in them, all robot control-
led of course, various exits
which are indicated as semi-
circles cut from the thick
screen edge wall, and the
razor-edged swarf  flying
about. Here, also, can be seen
‘you', a large character in your
space suit.

Below the playing area is the
status panel, On the left is the
suit status showing numbers of
leaks and patches held. Then
the laser status showing how
many charges are held. In the
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centre is a pockets indicator.
Here any useful objects picked

| Up are shown and may also by

used by selecting them with
SPACE and the direction keys.
Fuellevel is indicated for the jet
cycle if you are using it, your
lives left and a compass which
always points in the direction of
the control room. Finally, there
i85 by 5 grid of the rooms
immediately around you, with
yours in the centre. This shows
the exits in the 25 rooms. A

On the conveyor surmcuded by Swarf

appears very guickly because
of the ‘Flash Load' system.
When you start to play the
game you'll find it hard to
describe because it's not a
platiorm game and it's not
really an arcade adventure as
such. It's a — well, I'l let you
decide. Even though it's a baffl-
ing game at first, if's very good
and smooth and the sound is
good too. This game is cer-
tainly fun to play and addictive
if somewhat difficult to under-

magenta room indicates
Megaswarfis present, one with
the jet cycle symbol indicates
the presence of the cycle, and
a yellow one is the control
room.

Each life starts with you in
the teleport, a square which
may be moved with the direc-
tion keys to the place where
you want to materialise on the

screen. Because of the size of |

Strangeloop, a SAVE and
LOAD fagcility is provided.

CRITICISM

@ ‘Strangeloop has a wonder-
ful loading screen which

stand at times. It'ssuretobe a
hit with almost anyone. All in
all, a great program and a turn
about from the people who
brought you Yomp!'

@ ‘Strangeloop is one of
those games that take a !on?
lime to find out everything. It
comes with very detalled
instructions, but these only
scraich the surface. They
don't wamn you, for instance,
about the vite vats of green
liquids that kifl, nor the floors
that open up beneath you.

| They don't tell you about the

various tempting things that
could be useful ke the

Vend-o-matic machine {but
where's the maney to putin the
siot), and aithough they tell
you that robots can be given
objects you may be carrying
for them to use, they don't tell
you why you should want to. In
fact, it's a great mystery of a
game with colourful, varied
and well animated objects that
makes you want to find out

| more. In play, Strangeloop

doesn tlet you down, because
its immediately exciting and

fSecawssss
==~ — """

fun.’ One for a long time play-
ing and therefore addictive.

@ ‘The teleport start to each
life is very useful an addition,
as it avoids you entering a new
lite-in an instant death position
(like in Jet Set Willy), and actu-
ally offers an advantage
because you may position
yourself up above an other-
wise impenetrable platiorm
that before you died you
couldn't get around. So there is
actually, at times, a tactical
reason for getting killed off! IT
would be hard and unfair to
criticise Strangeloop in a short
space because there is a ot
going on, and it will take me
quite a bit of time to get to the
bottom of it, but | will, use |
want to. This is the very best
?ama Virgin have ever put out
or the Spectrum, both in con-
tent and in looks. There are
nice touches too many to men-
tion, inciuding the comic style

writen comments. Hig I'y
recommended by me anyway/’
COMMENTS

Control keys: preset as
cursors with 1 to fire
horizontally, and 0 to fire

diagonally, but all keys are

B Key control selection.

@ Interactive robitsy

@ Pick up/use ahjeet
fm;ilitt :

“...Darg mg@epnms mission?”. ..

. Al °
.. vt days, g weeks bot MONTHS of esjoment,. T
- i b g

'?-E__ -4
Vet 13
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user-definable, SPACE to
stick: almost any via

UDK, buta wn—ﬁren\.{'oum be

useful

Keyboard play: responsive -

control takes getting used to

(no gravity don't forget)

Use of colour: excellent

Graphics: very good

Sound:

Skill levels: 1

Lives: 6

General rating: an involved

and involving game, with
plenty of playability and
challenge.

Use of computer 86%
Graphics 87%
Playability 82%
Getting started 89%
Addictive qualities 85%
Value for money 86%
Overall B6%

B =

SPACE ART

Producer: Eclipse
Software

Memory required: 16K
Retail price: £2.95
Language: machine code
and BASIC

Author: M.V. Gavin FRAS

Space Art is a genuine oddity
ofa ram. It isn't a game, it
isn't a utility, although the
pictures generated the
program can be merged with
the user's own programs if
required, and it isn't an
astronomer’s reference guide.

its author, M.V. Gavin (Fel-
low of the Royal Astronomical
Society) has created a prog-
ram that is a form of computer
auto-art. Various features
have been used to create an
endiess supply of visuals con-
nected with space. These fea-

tures include a sun and its
reflection in the sea, the North-
ern Lights, planets, moons and
Saturn in various phases, a
space platform, starship, vari-
ous spacecraft and Jet fight-
ars. Nearer to home the fea-
tures include a distant city of
the future, desert, sea and
headlands jutting into the sea,
and mountains.

The drawing is designed to
give a 3D effect, which works
very effectively on some of the
pictures. The pictures take
between 10 and 50 seconds to
appear depending on the
complexity of the elements,
and watching each one build
up is half the ination of this
program. Remember those
items on children’s television
where an unseen hand makes
a drawing appear as if by
magic?

GIIEESB refer to this program

as a ‘kaleidoscope’, and it's a
%::od description of the effect.
ere is literally an endless

Space Art

stream of images being gener-
ated from the visual vocabul-
ary, none of them the same.
Each picture remains on the
screen for six seconds after
generation. This speed of tur-
nover has rather good com-
mercial potential for clubs and
shops as a window display
material. While it is on screen a
prompt appears alt the bottom
telling you to press any key if
you wish to save the picture.
Should you do so, the prompt
changes and asks youtogive a
file name 1o the picture for later
loading. When this has been
typed In, pressing any key will
allow ’rou to save the data to
tape if you have one r in
the cassette recorder. <]
moment saving is complete the
computer gives a beep and
busily gets on with the task of
building the next picture. This
beep is especially useful if you
have a monitor or television
with a powerful interference
field which destroys the quality
of the recording, and has to be
turned off during a SAVE. The
saved SCREENS can be
loaded back at any time into

One of the many screens from Space Art
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the main program by BREAK-
ing Space Art and typing in as
a direct command:

FORF=1 TO 10: LOAD "~
SCREENS: NEXT f

ﬂ'-ens pressing ENTER. Fies;iart-
i ace Art is done by u
I{t?l ENTER. by ng_

Independent of Space Art the
SCREENS can be loaded
using LOAD™CODE. In this
way they could be used as title
SCREENS for home written
programs if a suitabe one fits
the program.

Space Art is certainly an
oddity and it does have limited
application for the general
user, but it is fun to watch,
some of the Emﬁas are
genuinely surreal and it is cap-
able of generating a picture of
beauty. If it had been highly
priced it wouldn't have been
much use to anyone, but at
£2.95 it may well appeal to
many who want to use the pic-
tures in title screens or use
them as guides for drawing up
their own, or, perhaps, those
who just like watching pictures
appear.

ROGER KEAN

HYPER-
ACTION

Producer: Silversoft
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: lain Hayward

Silversoft produced a highly
successful oddity of a game in
Worse Things Happen At Sea
- a recent CRASH SMASH,
Now they return to more tradi-
tional arcade pastures with
Hyperaction — the name of the
game is in the name of the
game, a fast and furious compi-

i



The first screen, ‘Snapper Trapper’

lation of ideas which have
been put together in such a
way that they transcend the
individual ingredients.

It you want an identifying slot
for f;yperacrfon, then it would
be Pengo meets Pacman, a
randomly generated series of
mazes in which certain of the
square biocks can be pushed
or bumed away so that ‘you'
can score points while avoid-
ing the chasers. What is attrac-
tive about Hyperaction is that
each maze is in effect a differ-
ent game with changed game
rules.

Sometimes, having col-
lected the objects on screen
{usually four), you may have to
make your way to the centre of
the screen and a flashing block
to get to the next level, some-
times just completing the task
like eating all the blue in Artic
Jellyfish, is enough. Each
screen has its own title like
Snapper Trapper, Artic Jelly -
fish, Hampton Nightmare,
Return of the Jelli, and so on.
One rule which is star'll'ldaurd is
that you must not push a block
over a useful or coE:ctibIa item,
norover achaser, oryoulose a
life. This means you have no
weapons and must survive on
skill, speed and a good eye.
Another point is the time limit
for each screen, which affects
your score, and that all impor-
tant hi-score overall. If it runs
out completely then you lose
another life.

Pushing the blocks around is
simple enough using direction

fire. The blocks, unlike in a
Pengo game, only move one
square per push, so they can
be easily enough for tac-
tical blocking. Should a block
meet another block or the
screen edge, then a further
push will bum it away.

CRITICISM

® ‘Hyperaction is a good old
fashioned action arcade game,
but its a lot tougher than most
you'll find on the arcades, and
although it is old fashioned in
the sense of being a sort of
Pacman and engo or
Freez'Bees, it isn't at all old
fashioned in the sense of
YAWN. In fact it's one of the
most challenging games I've
played for ages. For a start off,
the graphics are marvellous,
large and fast as well as
detailed, for another the chas-
ers are very, very intelligent,
and once one is on your tail
youre as good as dead.
Strategy is the only tactic to
use, moving the blocks about
to trap the chasers. | like the
fact that each screen is differ-
ent - | don't know how many
there are because | haven't got
through more than four at this
int — but that fact alone
eeps you wanting to have one
more go 1o see if you can get
onto another screen. A simple
idea that is very playable and
maddeningly addictive. Great!’

® ‘Beautiful colours and
lovely, well animated large
graphic  characters which
move smoothly, make this a
very playable game. Infactthe
colour is just spot on. This is &
very difficult game and well
worth the money for the hours
of fun it's going to provide, and
! certainly haven't got all the
way through yet by any
means. The sound has been
well used as well to add to it. A
good combination of two older
game lypes fo make a new
modern one.”

® ‘Hyperaction certainly
means what it says! Frustrat-

ing isn't a word I've used to
describe a straightforward
arcade style game forages, but
this one definitely is! The com-
bination of no defence and
chasers that are as mean as
any I've ever seen makes it a
:tshv;ealy game to pla}/,. The fact

t you can't squash your pur-
suers make lifséq very hﬁfrd. and
there are a number of times
when ['ve lost a life because of

e = =S =L N
= " -——"

that natural reaction to try and
get one of them. All the graph-
ics are excellent, and the way
the mazes are generated for
each screen is a delight. | liked
this game very much.’

COMMENTS

Control keys: Z/X left/right,
O/K up/down, 0 to push
Joystick: Cursor, Kempston,
Sinclair
Keyboard pl:g: very
responsive and good positions
Use of colour: excallent
Graphics: varied, large,
gmoongm - very good

ound: very ?ood
Skiil levels:
Lives: 5

Screens: many
General rating: highly
addictive, an original mix of

@ Interactive robdtgy
® Pick up/use gbjdlt

gt

o T
. e,
..ot days, mad weekséat MONTHS of egjopment . T L
t 5! ! ' : ﬁ‘.'!//

twoolder ideas that makes for
a playable, hi-scoring game,
and good value for money.
Use of computer T7%
Graphics 82%
Playability 89%
Getting started 80%
Addictive qualities 91%
Value for money 85%
Overall 84%
SPECTRIM 48
P=—
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TURBO CHARGE |
YOUR 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
features —and more —in one unit Visa welcome).
Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire

% Avariety of interfaces including Rom cartridges, two S-way D plugs GUI3SPA
for standard joysticks, PLUS full expansion bus at rear.
s Compatible with Kempston and Protek protocols. I_Hease send me:
“ Works with latest Quickshot Mk Il auto rapicHfire joysticks! — Spectrum Turbo Interface(s) at £22.95
# Choice of Rom cartridge or tape cassette software. - £_'1 i ‘WE_‘”M‘GMDJ |
: S , — Quickshot l Joystick(s) at £9.95 '
*¥ Instant program loading with cartridge software. (Only when purchased with Turbo —normally £12.95 + £1 p+p) l
4 Buittin power safety device — unigue to Ram Turbo. |enciose cheque/postal orderor charge iy Access/Visafor £ I
# Full one year guarantee. E . I
sk Immediiate availability — 24 Hr despatch on receipt of I
PQ./ credit card details (cheques —seven days). 4 Addmﬂ #
Al
=1

% Incredible value —only £22.95, AN o ST & ol
So don't wait around — simply complete —
the coupon and send it to us today, To: Ram Blectronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire GLITI BPA _.|

i m"a Trade and export enquiries welcome.
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Statacom Distribution Ltd, sole UK
Distributors of Datafax 3" Disk Drives,
proudly announce the introduction of the
New Datafax Spectrum Disk Interface.

The Interface connector fits neatly into the rear

expansion slot on the Spectrum via a high quality,
gold plated card edged connector, and still allows full
usage of other peripherals (Printer, Joystick etc).

A system reset button is also included in the Interface connector.
The disk operating system, designed for the Hitachi 3" disk drive
uses only 8K of user memory and gives easy to learn commands

to run the drive. 00000000 © 08800 © 00 000
° 5 06 8 B

o
The Interface comes complete with Utility Disk and N a . oS : ::.
comprehensive Datafax Disk Interface Manual.
& ,, i L 1] L ] (1]
\Also suitable for 5" single sided drives, man sese’ & 5 0% $ 30e%%e . 0...%

Statacom Price £75. vt VE ROAD SUTT a Tel 01 661-2266
As a special introductory package l IREIROVES, . i e ® '

Stata(:om Dﬁer the Hita'l:hi 3" D’isk I‘iamf_‘ A T e e e Foor dester enguines information please attach letterbesd l

Drive Unit, complete with Power || Please tick requirerents: i
. a2 INCRITES. ot pitibesosner i [ Full Brochure Pack

.5upply ﬂ“'t‘ Utl]lt}' Disk" leads and I L1 Dealer Information G '

cables plus the NeW INLEITAace @F = @ oo miiimi i iy F‘ 3T ech Detals l

only £245 + VAT (omaire 5271 + vaT) Tl i O Interface Details

eGenerous Dealer Terms availablems s s s e B9 pi o ‘

< . TAPE COPIER 5 |
s and now
.1::\»@% MICRU DRIVE 1 . ﬂama m'.asn"u L 1] ]

iape (16/48K) including headerless, M/C, unstoppable.
* CONTINUOUS LOADING of program parts, giving
massive saving of time and trouble
* M/Drive - this extra option GENUINELY copies BASIC,
M/CODE + arrays onto MICRODRIVE.
* Verifies. Repeat copies. Program name plus HEADER
| data. Manages programs occupying full 16/48K.
* UPDATE service for old customers £2.00.

FULLY detailed instructions, and USER friendly programs, "I“ﬂl" I:nM[s al ﬁz aa
TAPE COPIER 5 (TC5) makes essential BACK-UP copies of ANY L]

. The LAUGHING SHARK told us that it wan't be long till

CHIISTMAS and it was time we did something about it so,

until the end of NOVEMBEER. we will be selling most of our
BEST GAMES at the SPECIALLY REDUCED price of
£2.99 instead of the usual prices of £5.95 and £7.95 —
that's a SAVING of between nearly £3.00 and £5.00 per
gamel
These titles ONLY £2.99 each -

TAPE COPIER £4.50 (WITH M/DRIVE OPTION £5.50) s T o acing ianghe Es?. Eﬁ
5 mand ” Loflx £0.95 o
MICRODRIVE ONE (MD1) | iaE E P

E £2.98 Hland £55% 296
Y95 #4596 | AtAshssimment 1595 g2.96

MAJORITY of their programs (inc. headerless long programs, +

!

' r 48K Spectrum owners with m/drive can NOW transter the
|
|

: Spuciron - Spectronis as addictive and. ing a5 come, and is of trug
those with LOW addresses? say 16384) ;-:mu“ "*""‘“‘“.';';;"’“Jf;ia:";:‘.f :;ﬁnm T the s Ia——- e
" i  gorard, largge, wn: - y
TC5 transfers the bytes, but MD1 has 5 programs to HELP YOU gm@mﬁﬁxfgﬁﬂ Eoeeey— . "'i-%m“
get them running + 2 “CAT" housekeeping programs. m”é"f:‘.% able game’ Homed rg Weekly Gl -~ “There are
| Including advanced header reader, program analysis, + other !mm{:ui ! tmu:::}—-““ it 1) dictive and
r programs to preduce the micode you need. Manual has examples ; ;

day . Eeodix =" sorl of fiendish

exercises i d m %nmwnq i it
b ex . s ortgindl, 0 3 * Ginrenars g Fider ~ | eommend it
TC5 + MD1 offers an unrivalled opportunity for you to fully utilise ot e B P l-"h".‘"“"'w;c - -'g&‘m&'hﬂ'&ﬁmwﬂ
your midrive. = "Wiell wearth 2 play” Pepufir Compirting mg E

‘ MD1 costs a mere £6.50.

1f your local AETANLER does not stock thess GARES af the
OVERSEAS customers: add £1 Europe, £2 athars for sach product. Please izzl‘:l

AL LOW prices, simply send a cheque or PO for £2.99 for

e EACH GAME want plus postage and ing (however
send SAE for enquiries many&AMEﬁyyguuDRDENJ tusgfe ‘GRAR rrw%n‘?ruu can'

WE OFFER ON ALL PRODUCTS A FULL MONEY BACK GUARANTEE ; Department, vir%:n Games, 2-4 Vemon Yard, Portobello Road,
LERM, Dept CR1, London W11 2DX. O st o sty

| . 10BRUNSWICK GDNS, CORBY, NORTHANTS.
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THE EASIEST
WAY
OF
BUYING
SPECT

RUM

CRASH MICRO GAMES ACTION ORDER FORM
Telephone Ludiow (0584) 5620.

Please send me the following titles: Block capitals please!
Name. ...

Subscriber Ng,
if applicable

SPECIAL DISCOUNTS

QFF ANY ORDER WORTH
MORE THAN £20
r postage  ‘CRA ¢ OFF ANY ORDER WORTH
ope Europe we can accept MORE THAN £10
showld add 50p per item far and Sterling chequesor

packing, Qutside Europe, please write first Girocheques, Sorry -only ONE voucher perorder!
50 that we may advice on postage rates.

CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SY8 IBR

ADVERTISEMENT




KOKOTONI
WILF

Producer: Elite

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

Elite is the new company name
for what was Richard Wilcox
Software, who produced Biue
Thunder. Kokotoni Wilf is their
first release under the new
name and is set, according to
Elite's advertising, to match or
best Jet Set Willy.

Kokotoni Wilf is the name of
the hero in this multi-screened
game with 63 locations, and
Kou play Wilf himself. Legend

as it that several hundred
years ago in a province of
Northern Europe there lived a
Great Magician, who disco-
vered that there had once
existed a Dragon Amulet,
fragments of which had been
scattered throughout time. The
Great Magician wanted to
recover all the fragments, but
by the time he had made the
discovery, he was too old to
undertake the mission himself.
So he summoned his athletic
ﬁrutega. Kokotoni Wilf, gave

im Ea’frair of wings, and sent
him in search of the frag-
ments. First of all, the Magician
sent Wilf back more than 500
million years to a time when
Dinosaurs roamed the earth.

The object of the game is to
search for the various pieces of
the amulet, which resemble
glowing Stars of David, some
63 pieces, and then when all
the pieces have been found
and collected from one time
zone, the Magician has
enough strength to create a
flashing timegate which Wilf
mustfind and enter to getto the
next time zone.

There are six time zones -
965BC, 1066, 1467, 1784,
1984 and 2001, and between
10 and 12 locations within
each time zone, which are
linked in a maze fashion. Each
time zone has its own distinct

raphics from the period. Inthe
irst there are dinosaurs,
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Two of the time zones from Kokotoni Wilf

pterodactyls and saurians, etc.
In 1086 there are Conquerors,
iogg and warriors;
alchemy makes an appear-
ance next, followed by the
Spanish main period. 1984 is
represented by townscapes,

starting off with Trafalgar
Square. And 2001, of course,
is full of Moon stations, shuttles
and space paraphernalia.

Wilt is controlled very simply
by a left/right key and a flap
wings key. He has no
weapons, and must survive by
avoiding the various obstacles

and hazards which kill on con-
tact. These tend to follow strict
patterns of movement, left to
right, up and down, travelling in

a diamond shape and so on. |

As the time zones progress,
the amulet pieces are to be
found in harder to reach spots,
Exits from any location, which
may be up, down or sideways,
often lead into dead ends, or
dangerous spols.

hen Wilf has collected the
fragments, he has to make his
way back through the maze to
a spol where the timegate will

be flashing and run over it to
enter the next zone. Elite are
running a competition for the
first 100 people to finish the
game. On completion of the
last screen a message is
printed up telling the player
why the Great Magician sent
Wilf to recover all the pieces of
the amulet, and it is this that
Elite need to know for you to be
a winner. The prize will be a
free copy of their next game,
the officially licenced version of
the 20th Century Fox TV
Series, ‘The Fall Guy',




CRITICISM

® 'This is an odd game in that
the further you get into the
many different levels, the more
playable and attractive it gets.
Graphics on the first time zone
are well drawn and move
nicely, although there aren't
many to give the ‘average
games player much trouble.
urther on in the game this
changes. Pieces of the amulet
reguire much more skill to col-
lect until the point is reached
where even one or two pixels
can mean the difference in col-
lecti t of the amulet or los-
ing a life. Graphics and use of
our also improve as higher
time zones are reached. You
look like something from the
clouds with the nice flapping
wings, and you move smoothly
and fairly quickly (about JSW
speed) across the screen. This
game has a fair amount of con-
tent, although the main thing is
seeing the many different
screansi Overall, a 51 rai
sive skill type game wi n
fo see and tugdn - worthwhile
buying.’

® 'Yes, you are WILF! No ordi-
nary Wilf but a very unordinary
Wil with wings! (Well, if you
can have allies, why not
Wilfs)? Elite seem keen to
promate the comparison bet-
ween Kokotoni Wilf and Jet
Set Willy. Well it does have
elements of JSW except that
Willy jurmps and Wilf flies. This
does give a quite different feel
fo the game and it may be
argued that strategical jump-
ing is harder than flating
around to collect things, but
Elite have ensured that some
of the amulet bits are very hard
to get at indeed. Where It also
resembiles JSW a bit is in the
way the time zones are like
linked rooms of a maze com-
plex, also that you have to
‘learn’ your way about each
zone to avoid the nasties. | like
the idea of having different
time zones, because it means
the graphics change with
every screen and that adds fo
the addictivity. A good looking
game, quite hard after the first
screens, and very playable.’

@ ‘Kokotoni WIIf is an excellent
platform typﬁdgame with maze
overtones and lovely graphics.
Wilf can fly (nice helicopter
noise from his wings) and walk.
He can also bang his head on
the roof of a cave and get stuck
in a crevice at the most awk-
ward moments. The animation
and design of the wvarious
hazards is very good. One

.

thing you're not told is that
inanimate objects of certain
colours kill you off if you bump
into them — but | won't say
which as that would spoil the
fun. It's nice to be able to
access all three of the first
screens, because once you've
mastered those you don't want
to have to keep wading
through them again if you get
killed off on a higher level.
Overall, an enjoyable and
addictive game | thought.’

COMMENTS

Control keys: Z/X left/right, 0
to fly — screens 1 to 3 may be
accessed by pressing the
appropriate numerical key
Joystick: none, but control
keys are best anyway
Keyboard play: very
responsive, well laid out

Use of colour: excellent
Graphics: neatly detailed,
varied, smooth pixel
movement, generally very

ood
gound: good flapping sound,
overall a bit limited
Lives: 6
Screens: 63
General rating: a novel

looking game which employs
well tested routines to make it
addictive in play.

Use of computer 82%
Graphics 88%
Playability 83%
Getting started 83%
Addictive qualities 83%
Value for money 85%
Overall 84%

AHHH!!!

Producer: C.R.L.

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

Ahhh! Here we go again - fas-
ten your seat belts for the far
uncharted regions of shoot em
up space. The alien might is
about fo onslaught once more
in this fast action game. Your
mission is to clear the six sec-
tors of the galaxy of their viol-
ent inhabitants. Your craft,
naturally, is of the latest type,
armed with a kill-o-zap laser
and experimental anti-matter

cloaking device. Use of the
cloak use up precious
fuel however, as those who
have seen Star Trek If will
know.

Each of the six sectors con-
tains three waves of attacking
aliens and after each sector
you must dock with the supply
ship to refuel. Fuel and laser
temperature auges are
shown on the sides of the play-
ing area. The laser ceases to
work if it overheats until time
allows it to cool.

In play, as you may have
already guessed, Ahhh!ll is a
galaxo-variant with your ship
moving left and right at the
base of the screen and firing
upwards at the jigging aliens,

Hawk wings beat again in Ahhh!

mr

each wave of which are differ-
ent in appearance. These
enemy craft get lower and
lower in random patiemns,
some of them dropping bombs.
When three waves have been
successfully defeated, the
screen cuts to a shot of the
refueling ship above your craft,
which automatically moves
upwards of its own accord,
while you must guide it into the
docking bay to refuel.

Ahhh!l! is Currah micro-
speech compatible, and this
device makes the most of the
arcade effects, with vioce
mamings about laser tempera-

re.

CRITICISM

@ ‘Ahhhl!! is a fast shoot em up
game with graphics that are
large, fast and well animated,
The sound could have had a
little more action or a couple of
tunes to liven things up a bit.
There are 18 types of alien in
separate waves, and as you
progress onto higher levels
there are larger numbers of
them. | found the shield pretty
unusable because, as with
most shields, it's hard to use it
in time and it also uses up a lot
of fuel. The one thing that real

annoyed me was the key posi-
tions, which at first | thought
were alright, but after about
half an hour’s play, my hands
and fingers started to ache. |
didn’t really en&y this one as it
becomes a bit boring just
shooting, dodging and cursi

the shield butl-::r"?.ial i

®'Typical shoot em up game
here which is rather fast. After
much playing | realised this
was a good thing as anything
fess would be boring by
loday's standards. There's a
bit of variation in the docking
sequences. Generally the
‘graphics are up to the stan-
dard one expects now and this
is & fairly good shoot em up. In
a way it's similar to Arcadia,
afthough not quite as good!
After enjoying this game | real-
ised that there is still some life

left in the shoot em up categ-
ory.'
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The blum is you trying to dock with the rafuelling ship above.

@ 'This must be one of the fas-
test solely shoot em up games
I've played for a long while - it's
speed, in fact, is reminiscent of
Arcadia, aithough it doesn't
play the same way. The graph-
ics are large, very colourful and
fast with a reasonable variation
of alien types. Like so many of
these post-Galaxian type
games, | found it became bor-
ing after a while, but what can
you expect from a simple shoaot
em up? If you want one, then
this is reasonable. The addi-
tion of Currah speech does
add a lot to the otherwise
limited sound effects.'

COMMENTS

Control keys: 1/3 left/right, 0
tofire, O for the shield
Joystick: not really essential,
nene provided

Keyboard play: responsive,

h

TERRA-
HAWKS

Producer: C.R.L.
Memory required: 48K
Retail price: £6.95
Language: basic and
machine code routines
Author: Richard Taylor

Quite a lot of software houses
recently have been vying with
each other to secure the rights

reasonable positions,
although one reviewer found
them tiring after a while

Use of colour: well used and
variable

Graphics: large, fast with a
reasonable amount of
animation

Sound: good with Currah, a
litthe thin otherwise

Skill levels: 1

Lives: 3

Screens: 18 waves plus
docking screen

General rating: above
average shoot em up.

Use of computer 63%
Graphics 70%
Playability 60%
Getting started 65%
Addictive qualities 59
Value for money 47%
Overall 61%

to well known TV series to pro-
duce computer game versions.
Thisis C.R.L’s bid for top view-
ing figures, an adaption of
Gerry Anderson and Chris
Burr's series Terrahawks,

In some respects, although
not  visually, Terrahawks
resembles their earlier Omega
Run —a 3D mission tofly acraft
to a certain designated spot
using a range finer and com-
pass bearing. Hs author,
Richard Taylor, has previously
produced the utility programs
Hi-Res for the ZX81 and Fifth
for the Spectrum. Chris Burr of

A nightmare forest of 30 crystal towers greets you in Terrahawks.

— )i

Anderson Burr Pictures has
said that Terrahawks s
uncannily similar o the open-
ing sequence of the TV prog-
ram and that the game repres-
ents a masterpiece of prog-
ramming creativity.

In fact its 3D vector graphics
do work well, but are nowhere
near as fast as some existing
games and not a patch for
speed on Design Design's
Dark Star.

Your mission is to fly across
a landscape dotted with large
tower blocks called Crystal
Towers and find the entrance
to the Time Vortex which will
lead you onto the next 'stratum’
of the game. You start off flying
at 199 feet. To gain entrance to
the vortex, your height must be
not more than 40 feet, prefer-
ably about 30 feet. There is an
intro sequence to each game
which shows the effect of your
craft being pulled into a black
hole. The game takes place
within the confines of the black

Entering the vorlex al 27 feet atter a long haul over the crystal tlowers.

Below the viewscreen is the
instrument panel. This
includes a status board with
lives, shields (you start with 5,
after that a collision with a
tower will mean crashing),
level you have reached and an
altimeter. Next to the status
board is a compass, which is
used for fine adjustments to
direction during the approach
to the vortex entrance. The
right hand board contains an
aftitude gauge, fuel gauge,
range finder and a close range
scanner. The range finder
uses a bar which decreases
with distance to vortex, and
above it is a light which is red
when off course and green
when on course for the vortex.
When the vortex is a short dis-
tance away, it appears as a dot
on the scanner, and by using
that and the compass you
should be abie to line up and fly
into it,

Entering the vortex, which is
a long line of rectangles, the |

hole, and the object is to suc-
ceed in getting through the var-
ious strata to escape at the
other end.

The screen is divided into
two, the top half being a view
through the front shield of your
craft. Here you can see a dot-
ted line representing the hori-
zon, and the wire frame 3D
tower blocks which ar and
move towards you. Controlling
the direction and height of your
craft alters the perspective

view you see of the towers. Itis |

possible to fly upside down if
you really feel like it. The
higher you fly the more fuel you
use up but the lower levels
mean dodging more towers or
having to shoot more of them
down with your limited supply
of ‘antimat’ bolts. Towers hit by
these are knocked down in
height by increments.

game freezes, informs you of
your status and then lets you
continue. When approaching
and leaving the vortex, you
must be careful not to impact
with its sides or top. The next
stratum up contains more
towers, and more high ones.
The other difficulty is that your
fuel and antimat bullets are not
replenished so you must com-
plete your task with those in
hand.

CRITICISM

® ‘A fairly fast moving wire
frame graphics game which is
very playable. Unfortunately
the instrument panel at the bat-
tom of the screen is pretty
incomprehensible and | had a
lot of trouble making my craft
fly the way | wanted. The 3D
effect is as good as most wire |




frame graphics are, but they
tend to lose their 3D when you
get near to the ground. The
vortex is very hard to find and

when you do, it's almost
impossible to enter as it is so
near to the ground.’

® 'This is not a terribly fast
game - but it's not all that siow
either. What makes it difficult
are all the towers constantly
looming up. The colour has
been used quite well and the
sound too. Line graphics don't
tend to work very well when
close up and at fimes you are
confronted with a forest of ver-
tical limes without a clue as to
what is what, but these are
quite good in the distance. |
wouldn't call the 3D effect
superb, but effective enough

| to create a sense of depth. |
| fike the ‘black hole’ effect at

the start of the game. This is
one of the best games from
C.R.L. which holds enough
challenge to be playable.’

® 'Terrahawks is difficult,
which will probably mean it
appealing to lots of people,
aithough it isn't particularly fast
and the trip to the vortex takes
some minutes. It seems a pi

that the so called ‘mathemati-
cal calculations' referred toina
press release i saw have failed
to take account of the fact that
objects moving towards you
appear to travel faster the
nearer they get, these actual

slow right down. Still, the 3

works well until you are low,
after which it is more a matter
of luck than judgement. Suc-

cessfully entering the vortex is
quite thrilling, however, espe-
cially after the battle to find the
damned thing! After playing
Terrahawks for three or four
hours, | came to the conclusion
that it had grown on me, and
the reasons for playing another
ame were largely based on
the judgement needed to con-
serve fuel and bullets at the
right moments fo make suc-
cessive levels possible.’

COMMENTS

Control keys: 1/Q up/down,
9{0 lefi/right, ENTER to fire or

GUrsors

Joystick: AGF, Protek, ZX 2,
Kempston

Keyboard play: both options
are rather awkward and key
response is quite slow

Use of colour: good, wire
frames are in green on black
Graphics: effective 3D which
tends to break down the closer
objects get

Sound: good

Skill levels: 1

Lives: 3

General rating: a playable
and reasonably difficult game,
a little on the pricey side
perhaps.

Use of computer 71%
Graphics 74%
Playability 76%
Getting started 62%
Addictive qualities 64%
Value for money 65%
Overall 69%

'VERTIGO

Producer: Unique
Memory required: 48K

| Retail price: £5.99

Author: José Manuel
Guigérrez

This new game from Unique is
froma Spanish software house
called Ventamatic, whose
games Unique are marketing
in Britain.

Vertigo is a large maze
complex shoot em up in the

| manner of Doomsday Castle,

Pyramid etc. There is a visual
resembiance to Jefpac and Jet-
man in as much as 'you' are a
space suited character with a
jetpack on your back, equipped
with a laser in hand and ready to
deal death to the numerous
Martians.

The object of the game is to

get through the labyrinth of Mar-
ian Tunnels by locating the
seven keys which open the tre-
asure chest at the end. Each
tunnel, or room, is guarded by
Martians that fly about trying to
kill you off {by contact as usual).
To get out of each section of the
tunnels you must destroy all the
guards first. Doing this opens up
the doors, either harizontally or
vertically. The room may have
some standing platfiorms and
one or more trenches in the

floor. These are often usefu: to |

duck into when threatened by a
low flying alien.

Having finished a screen, it
ciears and retums alienless and
with all doors open for you to
move into the next. Before this,
the map appears which shows
the location of all the rooms.
There are 256 of them. There
are also several different types
of alien with varied characteris-
tics, and your man is one of the

largest graphics of its type in
any shoot em up game.

CRITICISM

® ‘This is the best of the Ven-
tamatic games | have seen,
even though it doesn't have a
loading screen.  Vertigo
is fun  to play and the
graphics are really nice, espe-
cially your man who looks like
Jetman's elder brother (he's so
huge)! The sourd isn't too bad
and it contains little tunes here
and there, like the now immor-
talised theme tune from Star
Wars when you ask for instruc-
tions. It's inevitable that this will
be compared with Pyramid and
rightly so as it bears a strong
resemblance. The controls are
responsive and well laid out,
though when you are changing
rooms they become over-
tesponsive. All in all, a good
challenging game, not exactl

up to Pyramid’s high standard,
but certainly worth considering.’

@ ‘What first struck me about
this game is the size of ‘you' —
‘vou re’ enormous! But well de-
tailed and you move excep-
tionally fast. Aliens are varied,
colourful and come in hordes.
You don't stand a chance with
that many because for a start off
you are an easy target being so
big, and secondly yr%?: movg 50
quickly, it's difficult to line up a
shot. It's unusual to have a map
which shows you where the
keys are and where you can
gain extra fives. An Lin a room
indicates an extra life if you can
reach it in time. On screen these

| appear as hearis: The map also

adds a maze game element
because you have to find the
best route to get the keys and
then reach the treasure at the
end. | think the man moves
about much too quickly and
totally spoils the playability of
the game, and zapping aliens

fends lo get a bit boring.’

@ Vertigo has very
fine. graphics which are well
coloured and move wvery

smoothly, as do ‘you', Bul your

man is difficult to control as the
responsiveness to keyboard or
joystick is fast and over violent.
Added 1o this is your size which
makes it hard to avoid aliens.
Otherwise the game provides a
lot of scope for wholesale des-
fruction with some strategy ele-
ment thrown in with the massive
maze of locations.’

COMMENTS

Control keys: altemate keys
bottom row lefiright, 2nd row
thrust, 3rd row to fire

Joystick: Kempston, AGF,
Protek

Keyboard play: very
responsive, at imes over-
responsive

Use of colour: good
Graphics: smooth, fast and
detailed

Sound: good tunes, not
continuous sound but well used
Skill levels: 1

Lives: 3

Screens: plenty of precedents,
but generally well implemented
Originality: well worth
considering, generally above
average

Use of computer 73%
Graphics 71%
Playability 69%
Getting started 77%
Addictive qualities 62%
Value for money 65%
Overall 69%
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iheLLAMA has lANDED

and its breeding fast.

Once upon a time, only Commodore owners could experience the thrill of playing an -:Jngmal
game by Jeff ‘Awesome’ Minter, Lesser mortals could only sit and stare i in wonderous
rapture at the furry arcade action brought to you by Llamasoft.

BUT NOW THERE IS HOPE.
Dragon owners were the first to see the light of day, but now
Salamander Software is pleased as punch to announce that selected titles
ARE NOW AVAILABLE FOR THE 48K SPECTRUM.

Yes that's right, Salamander is now producing titles for the f:pectmm and the first of these
are two great arcade games. .

METAGALACTIC LLAMAS BATTLE AT THE EDGE OF TIME

On a forlorn observation post at the edge of the galaxy, the Metallamas wait for
a sign of Zzyaxian spaceships. Suddenly the alarm claxons blare, and the furry
friends of freedom rush to the fore only to find that there are no attacking
spaceships, and that they are under attack from Cyborg Ara{‘hmd Mutants and
Disgusting Weeviloids. . N

This classic arcade lldI‘l‘i(‘ nrlqmallu developed by Jeff * Au.ewme f

Minter of Llamasoft, features 1 and 2 player options, spitting | *

Llamas, Cyborg Arachnid Mutants, Disgusting Weeviloids, 99 |

levels of play. Joystick recommended. Supports Spectrum ?}&

Interface 2 and Kempston joysticks.

MATRIX: GRIDRUNNER Il

It is ten years alter the infamous Grid Wars, and
humanity is once again threatened by the evil droids,
only this time they're back in force with new weapons
and new allies,

The awesome sequel Lo the best selling Gridrunner,
Matrix teatures all the old favourites like Droids and
Zappers, but increases the panic guotient by adding
Diagonal waves, Cosmic Cameloids, Energy deflexors,
the Snitch and more.

Game originally developed by Jeff ' Awesome’ Minter of
Llamasoft, Joystick recommended. Supports
Kempston and AGF joystick interfaces,

In space. only the camels can hear you seream.

What some famous people have said . .

“What's an arcadegame ... .. ... Arstotle
“Awesome” ... st e SR VILEY
T prefer elephants” ... Hannibal
“Don’t shoot me, I'm only the piano |1|dg.t*1 EltonJohn
“Boing” ... o £ebedee

Please add 50p P.&P. to all orders, Send A5 SAE for full catalogue,
I C }'I'L’qUL"s ar postal orders payable to:

3 S DFETUWRARARE

17 Norfolk Road, Brighton, BN1 3AA. Telephone: (0273) 771942,
48K SPECTRUM TITLES These titles available throwah Quicksilva Led

Mitagalactic Liamas Banle at the Edge of Time £6.95 » Matriy £6.95 o Gridrunner £6.957 ® Traxy £6.95° ® Laser Zone £6.95

DRAGQN 32 TlTLES Gndruriner £7.95 o Laser Zone £7.95 it
Gs#




You'll never dream a program
could be this good!!l”

Join Wally in his nightmare

Sensational Software from

R
44 The Broadway, Bracknell. Tel: (0344) 427317
Available for Commodore 64 and Spectrum 48K



R R S e e S RS AT T e

A NEW DIMENSION IN
FAMILY ENTERTAINMENT

NOW AVAILABLE
For SPECTRUM, CBM 64

COMING SOON
Versions for BBC, Electron, Amstrad, Oric & others

April 14th 1812. On her maiden voyage need to watch your divers’ air supply.

the Titanic hit an iceberg and sank taking Y ou begin your search when suddenly

with her a vast fortune in gold. ...well that would be telling wouldn’t it.
Your mission is to raise sufficient Comes with Currah Micro Speech

finance and equip an expedition to find the ~ (Spectrum version only).

Titanic and. it's lost gold. Number one in our new range of games
Easy!! Well it could be but with 460 designed for family enjoyment.

possible locations for the gold you

Fantastic value for money.
R.R.P. £7.95 inc. VAT

DEALERS: Contact your normal distributer or ning us direct PROGRAMMERS: Send us you latest quality program for

evaluation NOW

(Lsorrwans)

R&R Software Ltd. 5 Russell Street Gloucester GL1 INE
Tel (0452) 502819



- - ]

WIN AN ELITE DAY OUT

To the winner of this competition, software house Elite are offering a special
day out which includes lunch with the programmer of their exciting new
arcade game KOKOTONI WILF. After lunch the winner will be taken round
Elite's offices, see where the games are designed and programmed, and will
be able to see a special version of KOKOTONI WILF being prepared. Some
alterations will be made to the existing game before their very eyes and the
new pregram will incorporate the winner's name within the game to make a
personal and unique copy for the winner to take away with them.

All you have to do is examine the two seemingly identical drawings taken
from the game’s cover and spot the 12 differences between picture A and
picture B. Circle the differences on picture B, remember to fill in your name
and address, and send the form back to us at: ELITE COMPETITION, CRASH
MAGAZINE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB to arrive no later
than first post 25 October . The first correct entry drawn from the bag will win.

I Name . s R e
BT AR

...................................

4
,IH s o O A S .
’ CRASH October 1984



Full Throttle:
Donnington 151, 4.56 (ahead of 2nd
place)

San Marino 1st, 12.30
Jarama 1st, 20.01
Paul Richard 1st, 8.18
Murburgring 1st, 3.36
Misano 1st, 13.09
gihmmmF 1st, 25.01
pa Francochamps 1st, 2.44
Rijeka 1st, 3.49
Anderstopr 1st, 6.50
Sean '‘Blker’ Cleveland, Alton Hants

Sean claims all these times are true!
LM

Sabre Wulf 93,260, completed at 60%
M. Edwards, Wembley, Middx

Sabre Wulf 123,010 and 80%
Atic Atac 27,275 and 73%
Jetpac 48,720

Chuckie 107,320 on L31
Timegate 9,

Pogn49?5tl
Richard Coakes, Parson Cross,
Shetfield

Chequered Flag:
Brand Hatch 1.16.06
Monaco 1.58.10
Osterreichring 1.17.02
Psion Park 1.37,90
Monza 1.07.76
Micro Drive 0.57.56
Paul Richard 1.23.40
Silverstone 1.10.08
Cambnidge Ring 0.56.06
Daathchase 261,707
Wild West Hero 81,000
Cavelon 55,000 on L4
Meteor Storm 314,830
Pogo 38,000
David Lillay, Bognor Regis, W.
Sussex

Pssst 82 155
lan Ingram, Small Heath,
Birmingham

Deathchase 143,325

Ant Attack 48,000

Starship Enterprise — Admiral
Dictator 147

Millionaire £126,000, Exscutive

C. Theodosiou, Harringay, London

Chuckie Egg 1,760,000 on L96
Bemard Murphy, Halifax, W. Yorks

Bemard, you must have been at it all
your life!
LM

Pyramid 131,463
Deathchase 182,180 on L7 (3rd time)
Sabre Wulf 82,265 and 60%

Atic Atac best time .48, lowest 40%
Zzoom 137,270, 14th attack wave,

Sabre Wulf 344,735 at 100%
David Clark (14}, Stockton-on-Tees,

Arcadia - 100 sheets and on
Halis of the Things 1803 (surely a

Howard '.'ﬂlllirrn. Wickenby, Lincs.

Moon Alert 451,320

Sabre Wulf 176,000

Deathchase 180,790

Robin Candy, Ludlow, Shropshire

TLL 161,487 (10 sheets 5 times
Lawrence Reeves, Newhaven,

Sabre Wulf 236,185 at 100%
Douglas Hudson, Rugby, Warwicks.

Fred 26,400 on L3
Zzoom 143,490 on L14, 227 refugees
Matthew Dixon, Stockport, Cheshire

. Sabre Wulf 400,145 at 98%
q - F.E. Mitchess, Sunderland, Tyne
Sabre Wulf 169,250 at 100%
' Deathchase 144 280 on L25
i Mr. Wimpy 128,500

§. Exterminator 384,600 L42

Kosmic Kanga - sheet 9
ley 56,130 - Admiral
Richard White (16), Haxby, York

Atlc Atac 5 min 23 secat 99%
Sabre Wulf 109,535 at 95%

{ Full Throttle Silverstone 5th
Moon Alert 13,410
Jﬁnd'lhawseom-udsfvﬂugabooby
S.C. Fryer very hard to swallow. My

The Manic Moron (Michael) Williams
(14), Guisborough, Cleveland

Antics 40,230 —rank 11 indicators reset to zero after

Ronnle Young, Central region,

Doomsday MI; 112,926
Nigel Benson (14), Swansea

Mark Humphries, both of
Moreton-in-Marsh, Glos.

Penetrator 149,210 0n L55
James Drury, Bristol

Sabre Wult 115,120a171%
i Jet Set Willy, London N8
Nichoilas Ball (9), Abingdon, Oxon !

Tribble Trubble 32,710
Joe Guerrero, Tile Kiln Estate,
Chalmsford, Essex

Joe wanls a POKE for Sitversoft's
Exterminator —any takers

Freez' Bees 45,320
Martin Themson, Winsford,
Cheshira

Jack & the Beanstals - all screens

John Harris (13), Leicester

Ant Attack 43,190 (10 victims)
Chuckie Egg 119,500 on L16
Lunar Jetman 81,608 on L9

48,530
Pedro 31,090 (116th screen)
Blade Alley 25 B40
Pyramid 62,602
Ugh 13175
Night Gunner 25,685 on M22
(Hal of Slime entry parted company
with address! Sorry, but if you
recognise your scores and wrile in,
we'll print name and address next time
round)
LM

Defenda 83,750 wave &/7
Pogo 106,650 on L14

Moon Alert 23,650 on letter O
Sabre Wulf 133,650 at 100%
Andrew Sanders (15), Olton,
Solihull, W. Midiands

Chuckie Egg 2,011,770 on L 108 (Did
you know that the score and level

1,000,000)?
Mick Tilson, Dagenham, Essex

Penetrator 165,940

3D Combat Zone 34,000
Zzoom 308,930 (365 refugees saved)
Missile Defence 12,900

Ant Attack 44,863

Pool (CDS) 1.010

Wild West Hero 68,625

Cyber Rats 262 549

Starblitz 67,750

TLL 34,108

Blade Allw 26,540 (Lisutenant)
§. Bufton, Harpenden, Herts,

Thanks for all your entries. So many
coming in now, it's not possible to
print them all. To be fair, | print them
up as they emarge from the ooze.
Those who miss out are being saved
up for a bumper Valley of Slime
special in the Christmas Speciall if
anyone cares to send ina
photograph (Mug shots preferred)
of themselves wumywenprlntlt-
not that it counts as proof of the

score, but at least other readers will
know who to hate. Good scoring -
toep am coming along.
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*

for the 1IX Spectrum

FEATURES

N5
PROTOCOL

GAME CONTROL
CUSTOMISING

Compatible with ALL Spectrum
software.

Hardware programmed by unique
*Custom Card’ — simply snap into place!
Direct addressing ensures optimum
response time.

Pre-programmed cards for AGF/Protek,
Kempston and ZX Interface 2 protocol.

Side entry joystick port eliminates

ﬂying leads, * Uses no memory or

Low power four i.c. design. back up software.
Recessed Computer Reset button for * Up to five individually programmed
clearing machine code programs. Protocol 4’s per Spectrum for multiple
Rear expansion port. control applications.

Protocol 4 is a completely self-contained joystick interface. It takes all sticks, including Quickshot
Il with ‘rapid fire’, or trackballs, and allows them to work with all games.

Because it is fully programmable you can customise game control to your own requirements i.e.
put the ‘pause—game’ facility onto an unused direction of the joystick for real armchair control.
Likewise you can disable any joystick functions that you find annoying or problematical.

The Protocol four utilizes hardware programmed technology to achieve replication of any key
on the keyboard.

This is implemented by a unique system of ‘Custom Cards’. They simply clip in immediately
configuring the interface to replicate any keys.

No tapes to load or contortioned joystick movements are required to set it up, all programming
is retained by the cards.

To make the Protocol 4 even easier to use it will come supplied with 4 preprogrammed ‘Custom
Cards’ that will make it work like AGF/Protek, Kempston or Sinclair ZX Interface 2 adaptors.

All “Custom Cards’ can be infinitely re-programmed, if desired, or extra packs can be purchased
to enable a whole dedicated control library to be set up.

Diagonal movement is automatically available once the four normal directions are set

Pleave fick
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iluuumﬂ cirtumstances, hang-gliding is fun,

e [
I g WTERMINAL MAN

PHRASES SPRINGING
ﬁTHE MIND OF

INPRELL WERE
MORE TO THE POINTn

FuN/? THERE'S
PEOPLE WITH NO PLEASING
COMPUTERS FOR SOME
BRAING DON'T PEOPLE —
HAVE FLUM,.

| LROSS WAHS R BIZARRE WRRID OF THE NEXT OBIECTIVE WAS HARDER,
MAaN,COMPUTER AND VIRIIS , CROSS HAD TO FIND A STARSHIPS
SMASHED TOGETHER IN A CRASH , ._ FUEL CELLS , TO BARTER FO

R PART HAD ONCE N Jos THE LIVES OF HIS CRPTE EN WE MO
D H STARLINER : LANDING W& S22 PASSENGERS, i THE SOURCE OF
IVE SAILWING CAME ERSWY B2 = Rnganmw IS NOT

n

- -

MORE HUMAN HE MIGHT BE &

LESS DE
HE RINT YINED
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THIS
TERRAIN IS WEIRD/
THE WHOLE REGION
IS PICRLCTI

FIDO'IN

S CROSS
IMHB 'TRIED‘ TO HELPw

CROSE COULD '"TUNE' HIS
EYES TO MANY WRVE-
LENBTHS ~THE INFRARED
PICKEP UP BOM HEAT,
HE COULP SEE N
COMPLETE PARKNESS i

TL! L=
ARE YOUTHEREZ,

ITig
HUMANOID — MOVE
TOWERDS ME AND
SHIELD YOUR EVES

STORY BY KELVIN GOSNELL« - DRAWN BY OLIVER FREYe
L
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b PON'T LET GD: KEEP
R OUING . WORE GOING
\ OUT THE WAY WE
CAME IN ./

! EPGE TOWARDPS
ME AND LINK HANDS —
| KEEP HOUR EYES COVERED
OR |ILL_BURN OUT

OPTIC MNERVES ,,

THOSE ——
CREATURES SR IN

: ; u I e AR S e - THE INFRARED - 50 |

e MR : e . CALLE = , MUTATERP My ViRUS

} S 4 BIOLUMINESCENCE, : CELLS TO RADIATE

W THINGS LIKE EARTH JELLYEISH ; ENOUEGH INFRARER
JAHRUE CELLS THAT RAGIATE A "B TO BLIND THEM —

“SLIGHT T8 LURE PREY—~— e

WHY NOT KiILL

Lol A -
'EM WHILE 4woOu (olLe? 2
THEY'RE STILL STOPP)
us FROM GETTING 9 L

< BéESIDES s = i, .

HICH, THER v ,
1S A UTTLE | M 2 o\ GUIDE You,
e | THING CRLLED /. fif ; un
DYy HUM i ] :

ANITY,

PAMMIT, MENDRELL S ; We
L Eﬂbgan'”"oll:smgm i ngaj[ﬂof
HOLE "T17? 15iMm
ng' NO SPARE ENERGY, ! KILL EVERVTHING
MNEEPEP EVERY DLUNCE M WHICH sTaNES
To PONER THE LIGH T VAN OUR WY,

I MUTANTS WEEK,
ME o0, e Be
THROUGH HERE
THEN, L APY
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%Pugﬁ'srﬁ E"S TP;-!‘E- | Eﬁﬁe LL'_TRHU-IFLLE

; W NEL TOGETHER
THING THAT!S FOLLOWING i (o]} TERMS .
118 — KILLED THE i = <580
PEOPLE [N THE

MRYBE |T DI —
BUT WE CAN LUSE 1T,
| HAVE LERRNED
ENOLGH REOUT BEING
HUMAN To K

MOW THAT
YO PON'T HAVE TO LIKE
b SOMETHING TO LUSE 1T

WRITE THE CONTRACT
FOR THIS ONE —

You MayY BE GROWING
MORE. HUMAN —

Next: Graveyard of the Starships...
‘
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ALCATRAZ
HARRY

Producer: Mastertronic
Memory required: 48K
Retail price: £1.99
Language: BASIC
Author: B. Jones

Alcatraz is the famous old
American island prison in San
Francisco Bay. The cover of
this new game from Master-
tronic — a ‘unique blend of
arcade, strategy and adven-
ture’ — has a cover which rein-
forces the belief that it is an
American prison break game.
So it comes as rather a sur-
prise to discover in the on-
screen instructions at the start

that you are in a prison camp

onthe left. The camp perimeter

Alcatraz Harry - the man with the broken legs - a latter day Buster Keaton

cars which can be used for driv-
ing back to compound where
thtaed equipment must be depo-
sited.

Harry, if that's who he is, is
moved about by four direc-
tional keys. Setting off from the
compound, he can be moved
o any other screen by touch-
in% the edge. The objects to be
collected, which consist of six
types, ropes, ladders, wire cut-
ters efc, are usually found on
the n'ﬁht of the screen while a
blockhouse or guardhouse is

Tl -j.:.

from which you must escape
with secret files that the allies
need. Sounds more like the
Second World War!

You start the game in a
compound into which you must
place 30 items of equipment. A
flashing X marks the spot atthe
bottom centre of an 8 by 18 grid
(144 squares). You" collect
escape equipment as you
move around. At the start you
are told the sector number
where the secret files are to be
found, once all the equipment
is collected, and your present
sector number is displayed
whenever you want in a status
report. After collecting the
equipment you must make

our escape via a hole in the
fence ‘after passing
through a minefieid.
ides yourself in the camp
there are guards who will
arrest you for loitering should
refurn to that sector again,
there are tunnels which lead to
other parts of the camp and

squares are indicated by the
fencing. If Harry goes into a
tunnel there is a screen show-
ing a diagrammatic cross sec-
tion of the ground with the tun-
nel burrowing under the
imagined wall of the two con-
necting sectors. Should he
escape with all the equipment,
the minefield part of the game
takes the form of Mined-Out in
reverse, you are shown the
positions of the mines very
briefly and then have to work
your way across. Help is given
by the border colours which
warn of the proximity of one,
two or three mines a step
away.

CRITICISM

® ‘The graphics in this game
are of a reasonable size but
are not terribly well animated
{in fact your man looks like he's
had one over the limit)! Overall
the game is not exactly a great
game but on the other hand for

B.ONES.,
1lz34 .,

what it is, it does represent
value for money at £1.99.

® Although you are allowed
to see the grid with the 144
sactors in the instructions, and
are led to believe that this info
will be repeated if you press S
for status, it isnt. You are
merely told which seclor
number you are in —no indica-
tion as to how the sectors are
numbered. That means that if
you are going io take the game
sarfously you must map your
moves, especially if you don't
want to run into a guard for the
second time and get arrested.
The real point is whether
you're going to take the game
seriously! To my mind it is
good value for a young child
playing with a parent, but for
anyone seriously considering
an adventure with arcade
overtones, | wouldn't bother.
Although the guards Ilook
authentically like World War |
French soldiers (12), Harry
looks like Mr. Midshipman
Easy dancing a hornpipe.'

T — ——
— e

® ‘Where does the ‘unique
blend of arcade, strategy and
adventure’ description fit into
this game? A very primitive
idea and program. You {well

ur legs) move in a very odd
ashion, almost as though they
have been broken. This game
is very still in the sense that
nothing seems to move or
happen. Keyboard layout is
good but response time is
slow. Colour, sound and graph-
ics have been poorly used. Still
not really worth the cheap
price.'

COMMENTS

Control keys: Q/A up/down,

O/P left/right, S for status

Joystick: none

Keyboard play: very slow

Use of colour: below average

Graphics: large and ungainly
und: poor

Skill levels: 4

General rating: below

average 1o poor in execution

and content.

Use of computer 45%
Graphics 41%
Playability 31%
Getting started 58%
Addictive qualities 31%
Value for money 49%
Overall 43%

RED ATTACK

Producer: Unique
Memory required: 16K
Retail price: £5.99
Language: machine code

Red Afttack is a ‘Galaxo-
variant' shoot em up with 72
attack waves, six waves to a
level with 9 different types of
alien. As usual you laser base
can move left and right at the
base of the screen but, like
Arcadia, you are allowed to
move up the screen, in this
case, right to the top. Your ship
falls back under the force of
gravity quite rapidly. The aliens
wrap around vertically and
horizontally,

There are two speeds for
laser fire and two playing
speeds selectable from the
front-end menu, and it is poss-
ible to enter any stage between
levels 1 and 5 with consequent
forfeiture of lives. What makes
Red Aftack unusual is that the
computer will keep a high

UNIQUE-

Score table going for up to 9
players,

CRITICISM

@ ‘A fairly boring shoot em up,
blast the aliens and jump over
them as they come towards
you. There are 72 attack
waves (which | got nowhere
near to ﬁnishinrga. | found this
one boring and uninteresting

CRASH October 1984
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A post-Galaxo-variant - Red Atlack boasts a strong laser.

with jerky graphics and no var-
iation in the game itself.’

® ‘Not much fo say about
this shoot em up. It soon gels
very monotonous. Games
from this time last yearsurpass
this one! The graphics are
large and smooth-ish but are
all very similar in design and
mation. It's generally not chal-
lenging enough and hardly
lives up to the hame Unigue.'

FRANK N.

STEIN

Producer: P.S.S.

Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Colin Stewart

Frank N. Stein is a nuts and
bolts game, a question of plac-
ing the bits in the right place in
the right order. You play the
part of Frank himself, a cute
little white scientific personage
(he's presumably as white as a
sheet having seen a ghost). In
his mansion, with its various
rooms, seven bits of the mons-
ter he's busy creating are scat-
tered about, namely the head,
shoulders, arms and legs. The
object is to walk about collect-
ing them in the right order so
that the monster is slowly built
up again,

Frank's mansion has rooms
with several platforms in them
connected by staircases and
firemen's poles. Oddly, he
cannot go upwards though,
except by careful and strategic
use of the numerous coiled
springs ~ well, scientists tend
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® | really think it must be a
mistake to come out with such
a simple shoot em up game
like Red Attack these days.
‘Galaxian’ style shoot em up
have had their day really, and
this is a very simple one. Half
the atmosphere is lost at the
start by playing on a white
screen, which makes some of
the alien craft, when yellow or
pale blue, quite hard to see
well. The laser effect is fine,

to cultivate a batty lifestyle.
Additionally; there are a
number of hazards sloping up
and down the platforms which
have a nasty habit of killing
poor old Frank off if he's not
careful. On top of that, being a
proficient electrician, there are
some very poor connections
lying about which give hem a
quick thrill if he treads on one.
The first screen is relatively
simple in layout, but progres-
sive screens become increas-
ingly difficult to negotiate. In
between them comes a sec-
ond type of screen which is
reminiscent of a ‘Kong' game.
Again there are many plat-
forms with coiled springs and
hazards. The objectis to realch
the top and, as with all the
screens, press the plunger to
deactivate the monster. One
extra problem with this other-
wise  reasonably  simple
arrangement is that the mons-
ter keeps dropping white balls

| which fall to the bottom before

rolling off to the right. These, if
they hit a hazard, wait for it to
pass, adding an element of
randomness to the timing.

and overall movement versus
attack speed seems well bal-
anced, but | honestly couldn't
recommend this to anyone.'

COMMENTS

Control keys: user-definable,
left/right/up and fire needed
Joystick: aimost any via UDK
Keyboard play: responsive
enough for the game

Use of colour: poor really,
pastel colours on white
Graphics: large sized, but
somewhat unimaginative, no
animation and jerky, rather
predictable attack movement
Sound: very good

Skill leveis: 1

Lives: 5 per stage

Features: fpr between 1 and 9
players if desired

General rating: fair to below

avara?e and not venégoad
value for money by today's
standard,

Use of computer 55%
Graphics 50%
Playability 40%
Getting started 65%
Addictive qualities 35%
Value for money 48%
Overall 49%

SLORE ODO0D
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more interested. It has lots of
little  additions (ke ice
paiches) that make it better.
After a while it soon becomes a
good game. A fair amount of
planning is required so that the

CRITICISM

@® This game starts out as
being above average, but as it
is played you soon become

2Lesne

o= 4

HMYECH oodon

springs are used to full advan-
tage. The graphics, although
small, are well animated.
Overall, a good game.’

® What struck me at first
about this game was the
cheerful and colourful graph-
ics. Play wasn't too difficult —
justright. The monster must be
assembled in a logical order
which is easier said than done,
wiile avoiding hazards. This is
definitely among the best of
platform games for some time,
Addictive and great fun to
play.’

@ ‘An excellent platform game
which has neatly detailed and
animated graphics, even
though the sound leaves a little
to be desired. The game itself
is set in a creepy old house
indicated by pictures hanging
on the walls, lightbulbs, book-
shelves and sfaircases. | like
the idea of the ‘activate’ control
instead of a jump button, which
means you can do a lot more
with less keys. The time limit
on the assembling screens
adds to the fun, and the ice
Eatches are anice touch, anda

azardous cne at that. Very

T ——

WRECKAGE

Producer: Unique
Memaory required: 16K
Retail price: £5.99
Language: machine code
Author: Oscar Domingo

Another Spanish Ventamatic
game from Unique. You are in
control of & laser base protect-
ing a city from the ravages of
alien flying saucers that
resemble anglgg‘eﬁlyﬁsh. They
are dropping bombs all over
the place, blowing craters in
the ground, smashing up the

CRASH October 1984

addictive and fun to play. I'm
going to get this one!’

COMMENTS

Control keys: Z/X lefi/right,

SPACE 1o ‘activate’

Joystick: Kempston, ZX 2,

Protek, AGF

Keyboard piay: very good

layout and responsive

Use of colour: very good

Graphics: smooth, well

animated and characterful

Sound: average, could have
mare for effect, but nice

noises

Skill levels: progressive

difficulty

Lives: 3

Screens: 50

General rating: a good, novel

platform game that becomes

very addictive in play.

Use of computer 79%
Graphics 80%
Playability 82%
Getting started 78%
Addictive qualities 83°%
Value for money 78%
Overall 80%

roads, blasting the houses to
bits and crumbling the domes —
an all this under a hot blue
summer sky.

Your laser base can be
moved left and right for firing,
while a vertical sight to the left
of the screen affects the trajec-
tory of the shot (which means
they must be bullets or shells
you're firing — don't lasers
travel instraight lines)?

The more aliens you shoot
away, the more they appear.
When your city is destroyed
the ground radiates lethally
and the game is finished,
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The doomed city from the Wreckags.

CRITICISM

@ ‘This new game from the
Spanish company is not their
best. The Ioading screen is
quite neat but that's about all. It
has shades of Psytron (recog-
nisable to the eyes of a trained
CRASH reviewer!) in the
respect that you have to
defend a city with a laser can-
non. But it's nowhere near as

graphically impressive as
Psytron. The keyboard con-
-I‘"--

16/48 — The
magazine on
tape

Existing technology is often
far harder to overturn than
Utopia-mongers would like
us to think. For many years
the early railway carriages
continued to resemble the
old stage coach carriages of
the roads, American

hilosopher Marshal

cLuhan predicted the end
of books - ina book. With the
advent of teletext, one could
be forgiven for thinking that
the Radio and TV Times
might have had their day -
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trols are quite good but this is
marred by the fact that the fire
button is in such an akward
position. The graphics are
quite neat and while they serve
their purpose, that is all they do
- no hidden extras; and the
sound is quite boring, espe-
cially with the continuous,
wearing buzz when vyou've
finished a game that goes on
until you start a new one. This
is a very simple game and it
begins to get tedious after a

apparentiy not yet. Equally,
the advent of the home com-
puter has offered obvious
opportunities for the pro-

duction of computer
magazines presented as
software. Is it the end of the
traditional paper magazine?

Chris Passey takes a brief
look at 16/48 magazine - the
July and August issues (Nos. 9
and 10).

16/48 is a magazine on tape
hence, due to its medium, it
has ceriain advantages over
the paper magazine and dis-
advantages. e fact that it
costs £2.99 makes it the most
expensive computer mag! Is it
worth this? Read on . . .

Each issue starts off with a
quick look at the month's offer-
ings (helpfully, this is dupli-

—7 b

while. It may well appeal to
younger children though.’

® "Wreckage is rather foo
simple in content to warrant
more than a few moments
playing, which is a pity for the
very bright and rather original
graphics. | found keyboard
control irritating as you cannot
fire and move at the same
time, not even the sights can
be moved feft and up at the
same time. This gives the
aliens a sizeable advaniage.
Again, it's one of those games
that would have been great a
year ago but looks, or rather
feels, outdated now."

COMMENTS

Control keys: Q/A up/down,
O/P lefi/right and 0 to fire
Joystick: Kempston
Keyboard play: responsive
but only single control,

cated on the cassetie inlay
card with space for writing tape
counter readings). The con-
tents tend to consist of the fol-
lowing: a couple of games
(arcade etc.) editorial and let-
ters, the odd educational prog-
ram, an adventure plus adven-
ture tips, machine code
routines, brief reviews and a
competfition.

Don't expect the games o
be of CRASH SMASH stan-
dard, but some are quite com-
mendable. For example,
Elevator in issue 9 is rather
original and challenging with
nice graphics. The editorial
does not cover anywhere near
as much as the aw e paper
magazine. The ee?ﬂcaﬁanal
games/utilities such as mem-
ory ?ames using languages,
and lens/ray calculations are
fairly decent. Not being much
of an adventurer | can only say
that the adventure, The Long
Way Home, is fairly typical but
the 48K version has some
excellent raphics. What
makes 16/48's adventure
interesting is thatitis a serial, a
natural idea for a magazine like
this. The adventure tips are a
bit long winded to get at, but
quite useful.

The mnachine code routines
interested me, some are useful
such as the screen magnifier,
which | have tried out since.
There is also a very good mic-
rodrive feature (but 1 suspect
the writers think everyone has
microdrive).

But now onto the subject of
reviews. | found these to be

awkward fire position

Use of coldur: very good
Graphics: neat and detailed
with a limited 3D effect:
everything except the alien
craft moves very smoothly and
fast, the aliens are rather jerky
Sound: poor

Skill levels: 1

Lives: 1

General rating: fair to
average, a bit low in content.

Use of computer 58%
Graphics 70%
Playability 54%
Getting started 60%
Addictive qualities 54%
Value for money 50%
Overall 58%

very shallow. They basically
say what the object of a game
is with a very brief sort of opin-
ion. There appear to be only
about two per issue, but the
screen pictures are the best
I've ever seen - they are
screen pictures!

| found that on each tape
there were programs that
interested me and there were
those that did not. This meant
that to get to a required bit | had
to guess where it was (no tape
counter). This can become a
major drawback — access. It's
easy to have a quick fiick
through a paper magazine
over breakfast, but 16/48 has
to be loaded. Therefore it's not
like a real magazine that you
can pick up and read at leisure.
On the other hand because itis
loaded you don't have to type
in listings (if anyone still does)!

It's unlikely that you will be
interested by every program in
each issue of 76/48, so it's
really up to the individual to
decide whether it's worth the
tag of £2.98 (I mean — can you
see hardened arcaders play-
ing Yahtzee)? For up to date
news/views or reviews the
paper mag is still '‘tops’; but if
you want a varied package as
mentioned here, then it may
well be of interest to you (and
it'll be fun to see how well this
review holds up in ten years
time)!
16/48 magazine is published
by 16/48 Magazine Ltd., Chis-
wick, London W4, monthly
from all good news retail out-
lets, price £2.99,
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