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Seeing Is

You'll see the difference from
the moment you pick up one of the games
from Firebird’s new Silver Range.

We keep our flights of fancy for the game.
On the pack, you'll find there is

a true representation of the

high quality screen graphics.

Here's a sneak look at three of the NEW games:

BOOTY THE WILD BUNCH BIRD STRIKE

Well shiver me timbers and splice the Blamed for a murder you did not Wing a plane to release a carrier
mainbrace and pass the grog, me commit, your only hope is to identify pigeon...shoot the carrier pigeon
hearties. Here be the greatest pirate and capture the real killer—a and add a note to the stave at the top
adventure of them all, aboard that seq  Member of the notorious gang, The of the screen... shoot enough
*’B’?:é‘lzgéa‘ﬁxﬁ SF‘::Z?E;? ;;h:ndt':: i Wild Bunch. Butcan you also survive  pigeonsto complete the tune (without
BOOTY-ful treasure storag in 20 holds. life on the run in this adventure set getting wiped out by the relentless,
There be pirates, parrots and fun galore. in the Wild West... pursuing planes) ... next wave.

If you don't like it, matey, we'll hang you

by the highest yard-arm!!!

Look out for these games in the FIREBIRD silver range at selected high street stores.

SPECTRUM: THE WILD BUNCH - BOOTY - MR. FREEZE - TERRA FORCE * VIKING RAIDERS - MENACE - BYTE BITTEN - EXODUS - RUN BABY RUN -
COMMODORE 64: BOOTY - MR. FREEZE - EXODUS - HEADACHE - ZULU -

VIC 20: SNAKE BITE - MICKEY THE BRICKY -

BBC MICRO B: BIRD STRIKE - GOLD DIGGER - ACID DROPS - DUCK!




believing

There are twenty games now available
from Firebird, and that’s just the beginning.
All the software is produced to the same
high professional standards and all are
available at the remarkably low price of

£2.50

iRCBIRA

SOFTWARE

The new range from British Telecom. @ You'd better believe it!!!

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2 9DL. TEL: 01-379 6755/5626
Firebird and the Firebird logo are trademarks of British Telecommunications pic.




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!

48K SPECTRUM

BY DK MARSHALL
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A RANGE OF SOFTWARE SELECTED BY KEVIN TOMS

“Over the past few months many people have sent me the
best software that they have written and asked me tapubﬂsh /
itforthem. I've picked the best of the best and they are o =D

available now from Silicon Joy”

GRANDPRIX RUN-YOUR-OWN
_MANAGER BOXING -LEAGUE

SCORES FOR FIXTURE WEEK I
1 Addictive R. v Stourvale A
Corinthians . v glchmnd Utd
3 Wimborne W. = W P‘Eingﬁ Arms
i)
4 AFC Sp&'ctrum‘_ W llﬂed Lian
1 1

8]

5 Foole OB v Charminster
3 0
TMssm@Eentsamtagygame puts you in “A 2 or more player Boxing game in which you “A very useful utility program which allows
charge of a Grand Prixiaama.ndyqurtaskistotry fight your oponents with excellent on screen fight anyone to run a League with ease. This
-and win the Team Championship.” action. There is even a World Championship professional program is designed to be used for
Features: Race Action & Driver selection league included in the game!” almost any sport or game and has many features,”
+ Racing Car Engineering % Mechanics E.g. Up to 30 teams per division & Match
* Finances & Sponsorship problems cancellation/award # League Tables calculated
# Crashes etc. +* Varable points systems elc. etc.
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ASCOT- “anenmﬂnnthmmdnpmmbﬂm + DRACULA'S CASTLE - "This isan amusing + cumcmv!nna—-amgwmm
game with superb race graphics.” Realistic odds arcade game in which you must run around the maze chase game with 7 caverns. What
and up to 6 players per season. castie to switch the ights on while avoiding the makes this game is that it requires a high degrees of
vampire bats, Beware of sleeping Dracula as lights strategy to master it.”
wake him from his coffin. Can you survive till
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Look for the yellow packs in
Software Stockists
nationwide.

To order by mail (p&p free)
send cheques/P.O.s to:

Silicon Jay, TA Richmond Hill
Bournemouth, Dorset BH2 6HE







ke 3D ADVENTURE

—

AR

AVALON animated foes, gablins, wraiths, 30 SPACH WARS - Stwve Tusivmr
For the first time ever thereis  guardians and evil wizards. Your only Gesoyen WL g
an all action, 3D adventure protection is the magic of your spells. Xk omessse, |6korx . ;
W game with stunning Avalon, by Steve Turner, is the MICHTELITR N = Mk Mule - ¥ Eo

¥ Flight simulanion withy full inlrurnent display and perspectias
i i adventure game of the year, and i 3
maoving graphics — the nture game of the year, and Is o veaiis. 1t x 4o £1.95

bl unique Avalon. available NOW! from your local HEATHROW AIR TRAFFIC CONTROL —

software stockist. Remember, a world
; 3 Only Hewson Consultants could . o Mike Male ;
L A 5 3 Wiritten & ESToTE 3ir traffic
£ bring you Avalon with its awe %gagmgédvenmre awaits for Yo i 9%
‘ inspiring animation. Avalon is the it SR e S o T
‘ breakthrough that bl'i'ﬁgs adventure iy el recerim gIaesome resures. s
to life. in this.challenging game you 0 T T - e e o e ¢
. allenging game Yol Fiy yousr Houer Fighter over the 30 Lusar andwcape baiing FANTASIA DIAMOND — Kim Topley
miust use )”DUI’ astra] pl'UjEC[an MOI’EC e SEIDDAE, Retrieve the magnificent Fantasa Diamond and rescue Bons
y e EV.98 e master sy
the Mage to search into the heart of  3p SEIDDAB ATTACK — Steve Turner a8 ok £7.95

the Isle of Glass and forever banish the Hmyes adtar, missiles and sath serse clear e iy area ol KNIGHT DRIVER — Clive Brooker
Lord of Chaos before he can SUDJECT Jopock compaitie, {6k o 434 B~ g0
Earth to the Dark Ages for athousand - E/;_j'i,'_"?\' snysiich commpaiiie, AEK oty €595
[ ST ) [.t—i
L0
i i 2 8 70Bes for the ZX. .
e ] g mimanIEE. O
Mmuwmmrmuwmﬂa
challenged by over a hundred we are ahways Py 10 EvIUBTE SOTWRNE SITIE I L3 Whh 3

SEper your C37 round & tortuous Cecult of foads, Draking and
years. You must explore a three Books
e = Z¥ Spectrum £5.95
tunnels. On your way you will be H:\'I)Ol'l CMLm
G&E Miton Trading EState, Maton, ADngoon. Cinon OXI4ARK  view to publcation,

Selected items avaiiabl;-f.rom!:entrrsrm Dealers W}IS\!_ITH 'm m LASKYS @ Hl"?\"—

and all leading computer soffivare retailers Rumbelows TIGER TH




SKOOL DAZE

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

Skool Daze is the best daze of
your life and if the gratuitous
violence possible in this extra-
ordinary new game is anything
to go by, it is probably best to
%g through them all in a daze!

& nefarious hero (oris he an
anti-hero) of this piece is called
Eric, h the program
aliows you to input a new name
if you prefer to personalise
your software, and you can
changamanamesofmeathar
‘actors’ in this play. 'play’ and
‘actors’ are apt words in this
Eama for it carries on its own
fa regardless of what you are
doing, in fact the demo alone is

like watching 'Granga Hill' on

Ihgm telly! o
e simple

Daze isto

the end of term
report out
safe, sosu

ling inf “ W'

However, achieving this aim is
not so almple In aaamca, to
get the safe combination code.

you must set all the school

Ig on the walls.
flashi . You

fﬂ'ﬂF‘“
they are , you mual
extract the code etters from
the teachers,

implanted in his brain -
nosis. gl

The methods to be used to
set shields flashing, knock
over teachers and extract the
S et shocike O

-like.
even with the codes, all is not
over, because Encn'lustttyom
all the combinations on a
blackboard. And even with the
safe accessed safely, Eric

10 CRASH December 1984

object of Skool = B

must then cover his tracks by
stopplngallme shields. from
by the same method
heussdwsmnﬂ'm
This may all sound involved
and fun, and it is, but the bare
bmesofﬂmplddm't even
n to explain how hard the
is made by the ants nest
builcﬁnguia | It swarms
former miling innocently

around, bop each other in
the eyes, sefaﬁ rude mes-

Pingmmmtaraandgenmﬁ;
causing havoc to Eric’s
edeavours; the latter handing
&J& lines, ﬂngngmbells datfot
ange d&ssas ng
educational ueaﬁons
ganerallybwug}ustlikasmmﬂ
teachers. honestly, the
Dapartmsnt af Education




should have this game sup-
pressed before it really causes
trouble. . .

CRITICISM

® 'Skool Dazetakesmabadc
a bit, to the good old da
school dayd. This inon e
3D sdl time game has
many features associated with

S-K-O-O-L D-A-Z-E

school, such as "Whacker' the

® 'Skool Daze is a fun game
to play. The graphics are
exceflent and the sound is
good. You are set an enorm-
ous task, wﬂimihaveﬂjust
started. Most of the shi

much too high to reach, and all
the teachers are ﬁne-happy.
When ever you do anything
and there s a teacher near
you, the teacher will shout

remarks at you. | really
enjoyed playing this game and
recommend it to everyone with
a sense of mischief.

@ 'From the moment you see
Skool Daze, you tall in love
with it, because the graphics
am_h'amandnus. The whole
mtm:g area is alive with
The cast of characters
&Mﬁdinammw

i m;‘?,? tells ol

g c, you

mmandmﬂrnamw.

and allows youtoc Ihem
dyuuumnt The

feeling of an m% comic
strip wlm the tsa:;ll'lmu and
upils' comments all appear-
ﬁ'lg in balloons, ng the
gamarequiresalomtatt&nﬁm
mkaepmmwawﬂ\irﬁm
is going on, and even
'tfedﬂ&toadayata&ml

wnid'mh anaruund you on
the excellent demo. Mic-
rosphere seem to have a
knack of finding unusual
themes for games, and this is
no exception. They also find

tl'lagreax ics to go with it.
| cant i ne anyone being
daappolmgdwimSkooJ'Dazs.

CRASH December 1984

COMMENTS

cuntrol s cursors or Q/A
left/right, plus; S

furattfatand H for hit, W for

wﬂte,JfLWIaapandGmF
5"’"3” ston, Protek
oystick: Kempston, Protek,
Eindﬂira .

eyboard play: very
responsi

Ve

Use of colour: very good
Graphics: excellent - it seems
an Inadamata

?md ood tune
ﬂdll levels: i
Lives: 1

Scmnn scrolling school
features: masked

ng:
value, plenty to do, addictive,
unusual,

Use of computer 92%
Graphics 93%
Playability 95%
Getting started 92%
Addictive qualities 94%
Value for money 94%
Overall 83%

1"



~ Skyranger -
patrol the air
between the

" make the city a safer
L place to live. 3D like
you've never seen
pefore, showing what a
pectrum is really capable
of with the right

Skooldaze -
the game that
has everything -
excitement, drama,
comedy, tragedy,
catapults . . . join 0

programmer.

hero on a madcap

with your favourite _ £5.95

characters — the wicked

headmaster, the nutty professor,

the ancient history master (the g
Wheelie -

history’s quite old, too!) and, not

forgetting the swotand the school in February the CRASH magazine reviewers

bully. 4 thought this was one of the most addictive
Speech bubbles, amazing / games ever. At a rough guess I'd say they were

animation, great graphics. S addicted to this game.
£5.95 £5.95

All for the 48K Spectrum.

Available from all good computer shops.

or direct from: MICROSPHERE COMPUTER SERVICES LTD,
72 Rosebery Road, London N10 2LA

E—

skyscrapers and |




THINKING
AHEAD

AS | WRITE THIS, we are
plunged in the gloom of a rainy
mid-October day, but thinking
ahead to the pleasures of
Christmas, wondering whether it
is going to be a boomer or a
bummer for everyone invoived in
the business of computer
games. The peint I'm making
about having to think ahead, is
that it is one thing the software
industry at large doesn’t seem to
do very effectively. In almost all
other areas of sales, itis
accepted that you must have
roduct ready for review
rwhemer by magazines or chain
store buyers) months and
maonths in advance. For example
let's assuma that CRASH wanted
to sell a 1985 calendar through
the larger shaps. It would have
had to be printed and delivered
to the shops by August 1984,
which would mean commencing
design work on it in June at the
latest. But it would have had fo
be negotiated (which requires a
fudlr! rinted dummy) betore
Ch s 1983 to ensure good
sales back up. Which means if
we want to do a 1986 calendar,
we would have to be 'selling’ it
;nou&e shops’ buyers as an idea

Yet software houses,

desperately keen to make a good |

thing of the Christmas peri
go and release games at the
same time, and only one or two
months, ai the most, before
Christmas. They all expect - or
certainly hope - to get them
reviewed well in time to entice
customers to buy them. Now if
50 software houses each release
an average of 3 games in
October and November, there is
no way it is possible to get all
150 reviewed before Christmas -
and indeed, with shop shelf
space at a premium, it is
unlikely that all of them will
gven get into the shops in the
first place unless they have
concluded negotiations way
ahead of time.

It's natural that everyone
should want to release games at
the same time before Christmas,
but it is a pity that all
assume magazines will get them
reviewed in time. A littie forward

BAl T .LEZUNE
ARCADE ACTION FROM
QUICKSILVA

anning (that favourite phrase
or strategy game players) would
result in games being ready for
preview from mid-summer on,
thus ensuring a reasonable
amount of time for reviewers to
get to grips with them all.

CRASH December 1984 13




ON THE
INCREASE

CARRYING ONifrom the
above , Christmas may
be the fime, but summer
isthe slumptime, not oniy in
!he oompuiar field .

::Focl tendtodrop in
thr

hout the summer
| am pleased to
be ahletosay that this has not
CRASH. In
fact, rocsnt uras have
shub\;n mrr:agazi His Cfll;ﬁ of
very few nes (of
types) that has amﬂly
increased its sales aver the
summer and we are now well
ahead of many in the field.

SPECTRUM

'VE NEVER thought of myself
asap , 80 | was taken
st ine Sk e Svilal
evaryone i r
Research released
information about the new ZX
Spectrum (and the machine
at the same time!) only a few
days after the last issue went
to press containing an editorial
which suggested that Sinclair
should do something to
upgrade the Spectrum.

However, if it was prophesy,
then it was inefficien
Rm.- rophesy, because Sinclair

@ really done nothing to

rade the Spectrum beyond
Spowritar siio keyboard,

'a'r (] u‘s

confirming their attitude to the

machine donotsee it
as a games ine. Nothing
has been done about the
sound or colour attribute
p}'é:bieéns associated with the
video display.

Whilst a more solid
keyboard is to be appreciated,
it is worth noting thaetgou are
eﬁwﬂvalg}paymg £50 for it -
£5 more than, say, the
DK'Tronics kaﬂyhoard whim isl
also microdrive compati
it's true that Sinclair are givig?
away a little over £50 worth
software with the new
computer, but they are doing
the same with the old version.
Fortunately, this lack of
change also means that they
have done little to upset the
market balance for
manufacturers of Spectrum
peripherals (except Keyboard
manufacturahrgl)
which have ad to maka
the Spectrum the best-selling
machine in Britain.

14 CRASH December 1984

It seems to me to be an
oddly half-hearted decision,
rather like a car manufacturer
who decides to give a model a
new lease of life by putting it
inside a restyled sheil.
Soit seems that the m
owner is still to be denied the
true delights gﬂ white nailsa
explosions one real step
forward that could have been

easily h and at
reasonabla cost-in aud'tar?
for the clatter of hard keys. For
myself - I'd kinda got usadtu
the satisfyingly 'squelchy’ feel
of the old membrane keys. . .

CHRISTMAS
SPECIAL

AND GETTING RIGHT TO
CHRSITMAS, our next issue
(on sale December 13) is

called the Christmas Special.

As I've said before, itis
effectively the January issue,
but on sale well in time for
Christmas, and should fill in a
few of those more bori
moments during the holiday
period. I've lost count of the

prize value offered in
numerous competitions! The
CRASH reviewing team is
getting together next week to
together two articles, one
ooking back over the ?ear
and the other looking forward
to what we might expect next
year. Additionally, there is
another article about CRASH
itself. We have received
several lefiers anquu'tng about
how CRASH is put together
each month, and there seems
tobea ganaral interest in the
subject. Lots of readers may
assuma magazines sort of
appen’, without realising
how much effort is needed,
and people, to make it just
", This article will ‘blow
the lid off and reveal the
inside story! And of course,
there will be reviews, the
gra,nd slam Valley of Slime,
OKEs Comer, and many
other tit bits.

SOFTWARE
PIRATES

ITISN'T THE FIRST TIME
that magazines have taken
the attitude that if software
houses want the public to
cease pirating softwars, then
they must put their own house
in order first. I'm not sure | go
along entirely with the

argument that this includes

varsions of versions of well
known games. After all, if we
really stuck strictly to the
difinition of ‘originality’, then
{in writing) maost novels would
never have been written.
There are only a few ideas in
the world - the trick is to .
a

rehash them in new
relate the idea differen

life. So with computer games;
just because one version of a
game is original, it doesn't
mean it can't be bettered. And
where do you draw the line
between what is a % and
what is somethi rent
that has nevertheless used
elements o; a well known

type?

Where | do feel some
mdodg; hl:ll.lﬂesrs wr'l.lavetgaeré in
a area en they do

use copyrighted material
illegally. It isn't a Spactrum
ame, but Mastertronic have
forced to withdraw their
ame Chiller because it used

e music Thriller by Mlchaal
Jackson as badmgm
done without first ining a
licence from Rocksoft, the
sole exclusive agent for the
original publisher of the song.
As a result of legal

roceedings, Mastertronic

ave been forced to withdraw
the game and make what is
described as a 'substantial
out of court settlement.

Itis all too easy in a world
where two arethought
to make a right, to see that
gamas buyers are going to

argue that if they cantry iton -
S0 can we.
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BATTLEZONE

Producer: Quicksilva
Memory required: 48K
Retail price: £6.85
Language: Machine code
Author: Bill Witts

‘The Officlal Atari approved
version of the popular arcade
game. Insist on the original
version, a t no substitutes,
' shouts the inlay of Battlezone.
Vagl little other detail is given
on the inlay (although the load-
ing screen helpfully informs
mmihat instructions and key-

controls will be given
immediately after the auto-run
demo). What has hagﬁened to
the justly famed icksilva
absurd scenario? Is this lack
an indication that Atari didn't
approve or a case that under
their new masters (ASP)
Quicksilva have taken a turn
for the serious? In any event it
seems a shame, and an indi-
cation of Atarian sluggishness,

m an unanimated volcano)
h a few objects here and
there which may be used as
shields. Above the viewscreen
is the radar, an indication of
enemy to the left or right,
whether the enemy is in range,
and the score lines.

CRITICISM

@ 'Atari have let QS do this
official version. It's a good ver-
sion, but there are aiready
good versions available. | feel
:!III ogg‘yI#zona fggg will ih&vaf

r gota version of
this; and as th?a is no better,
there is hard need to get
it. On the other hand, if you
haven't got one yet, then you
couldn't go®*far wr here. |
found this version to be rather
playable. '

@ ‘Finally an Atari game for
the Spectrum, but it's only
Atari approved, not Atarf
made. The graphics are up fo
the arcade original standard,
and the colours are the same -
§0 making it a little dull to lock
at. The game features some

I's nice to know that whan you biow one up, tha tank has been officially Aari-approved
in BATTLEZONE. o y i

that one of their most popular
arcade games should be con-
verted to a home micro in time
1o be at the tail end of a whole
series of similar games.
Battlezone surely requires
no Introduction (serious one
that is), The Spectrum version
comes complete with tanks, fly-
ing saucers and missiles and
uses the keyboard to simulate
illar track movement,
which is to say that the two top
quarters control  forward
movement on left and right
tracks, while the two bottom
quarters control reverse
movement on left and right
tracks: This means that you
can move forward or backward
in a straight line, tum slowly or
spin faster on the spot by using
ed quarters diagonally.
screen display shows a
mountainous backdrop (includ-

nice touches like when the
credits appear at the begin-
ning of the game. This 15 a
good 'Battlezone’ game but |
still feel Realtime's Tank Dusl
s better, containing better
colour and  detailed back-
?munds which this game
acks - and this one's more
expensive too. Overall - good,
and the real McCoy. *

CRITICISM

® 'Wire frame graphic games
either turn you on, or they
don't. There aren't all toco many
variations on the theme and
there have been quite a few
already on the Spectrum, so it
seems odd to me that Quick-
silva should have chosen to
release this, the officially
approved version of

BATTLEZONE

ARCADE ACTION FROM

QUICKSILvA

Battlezonse, right now. As a
game on its own merits it is a
good one. | like the fact that the
tanks etc. appear as soon as
you have destroyed the pre-
vious one - there's none of that

hanoﬂ_ling around waiting for
another target. The game
alsdo builds up nicely with the
first few tanks being easy to hit,
but they get cleverer and nas-
tier as time goes by. The graph-
ics are neat, if uninterasting
Imkin%, and th move
smoaothly enough, though not
always fasi enough for my
taste. Yes, it's a good version
but its Official stamp from Atari
doesn't do anything special for
i

COMMENTS

Control keys: left track: 1-5 &
Q-Tf -A-G & CAPS-V
reverse. Right track: 6-9 & Y-P
forward - J-ENTER &
B-SPACE reverse, with zero
to fire ;
Joystick: Kempston
Keyboard play: layout works
, positive
Use of colour: just green and
purple
Graphics: quite good line
graphics. reasonably smooth
ound: continuous, above

average

Skill levels: 1 with some
prograssive difficulty
Lives: 3

Special features:
General rating: good,
although a little pricey

considering there are other
cheaper versions which are as
good.

Use of computer 76%
Graphics T7%
Playability 72%
Getting started 78%
Addictive qualities 70%
Value for money 70%
Overall 74%

MADHATTER

Producer: Gamma
Software

Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: Simon Johnson

Madhatter is a game which
has little if anything to do with
Alice in Wonderland. The title
is very much an excuse for a
simple idea. The scenario
seems mad enough; it's the
Madhatter's Un-Birthday and
some friends are supposed to
be coming for tea. Unfor-
tunately the place is in a dread-
ful mess and must be tidied E
The mess seems to be

from sweets and chocolate
rolls, the ver;‘r_;gi s he needs
for the tea. object of the
game is go around picking up
ten sweets for each roll hit-
ting the top of the screen. Each
time you do this a roll appears
in the score line and after five
have appeared %u go onto the
next screen. unpleasant
side of life here are the mice,
which steal sweets (and don't

48K SPECTRUM
Ma rHATTER

e f

forget you need ten sweets for
every roll), the vacuum cleaner
on the right of the screen which
kills on contact, and other
objects which fly across at ran-
dom, also killing. And that's
about it.

CRITICISM

@ 'This is one of those rush
around the screen and grab
the goodies games! The graph-
ics are a little flickery but fast.
The appeal of getting the

CRASH December 1984 15




PIROMANIA

Producer: Automata UK
Memory required: 48K
Retail price: £6.00
Language: machine code
Author: C. Goodwin

Automata Towers, that well
known TV series, is on fire, and
all the residents are threatened
with flame out, a sizzling end to
another fine day in towerblock
suburbia. it's all the fault of that
little cult, the Piman, whose
soaring star has fueled the

flames. Your task is to help
16 CRASH December 1984

as ible!

ere are also fire extin-
gulahars to use, a pink

ant which dances beaut-
ffu! , and doors which may be
used to avoid the worst of
burns. Points are scored for
inhabitants and valuables
saved.

CRITICISM

® 'Piromania will obviously
not be an epic, but it is guite a
guud idea and is very playable.

gets infuriating, especially
when the piromaniac comes
along and starts the fires
again. If you leave a fire burn-
ing it will spread around all the

ics are not very large, but they
work well. The game has that

quality that tends to make it
addictive. Quite a few control
keys are required, even with a
joystick. Overall, | would say
'!?1;13 ‘hot’ number is quite hott-
ish.

and save the inhabitants from
becoming barbecued ﬁpara
ribs. Despite his name, Walter
hasmlyaﬁrabmketandtaps
heilg unless he can get to

re extinguisher. The
method is to grab the bucket
and run to the nearest tap, fill
the bucket and then douse the
flames which are breaking out
all over the place. A bucket full
will do the trick for a few fires,
but it needs to be replenished
frequently. Care must be taken
to ensure a needy tap isn'tiso-
lated by burned out staircases.
Beir}‘%n?s ge:ntlgﬂyr bu'?ch. me
resi actu eep 2
mite, and this should be
removed 'to safety as quickly

building and eventually bum |
u%an sweeties and oozing chocky rolis dart across the screen ol mmugﬁ the foors. | havent BUMHEHTS
sweets plus a ch roll soon | really worthiit.’ ;?g:ewagyrggtﬁt;inmﬁm Control keys: left/right -
wears thin, making this one of ame. | quite enjoyed fit, alternate keys bottom row,
those average to fair type | GCOMMENTS aret i probably havelasting | Q-PIA-ENTER upidown,
games.’ interestfor me. numerics to use an object,
: Control keys: Q/A up/down, .~ . LonS R
® ‘Youve Qﬂf me speed, |\ leftri ® '/ don't think I've ever seen | Open/close door AN
you V:mb# got A ave.:.'”gg‘f Joystick: Kempston a game quite like this - it's cer- goyatlck: Kempston, Sinclair
SOUY ver, tainly different. The idea is so
the brains but why can't you mwm :;;gg sjm'g;s even & moron couid | Keyboard nn reasonable
get off that screen? This is keys play this game, just get your | layoutdespite handful,
about the most infuriating Use of colour: average bucket, fill it with water and put responsive
game | have ever played. The | Graphice: jerky, onthe small | the fire out. Saying this, the | Useof colour: good
graphics are nothing special | gye ; game does have a little more | Graphics: athough small,
and there is only one screen. | gaung: not bad content than just puttiing a fire | generally good, animated and
The game type is more or 1ess | gujyi jayelg: 1 out. | must say, it gets ever so gﬂﬂd looking fires
out of date now - all you do is | [uee- s frantic and panicky on the | Sound: fair
fun sround (very fast) and cof- | gepeeng: 4 higher levels - and whateveris | Skill levels: 1 with
lect things while avoiding the Special features: a pink elephant doing in a | Progressive difficulty
nasties. General rating: an old house?! One ni b%g;‘e about I‘fge ?:r::ni
; fashioned look me with game is that ter is a bit N —
® ‘Machatter can  be | 4 rect AUY s ofroh over-responsive, or perhaps | Special features:
summed up as one of those | j.o & it's him just making a frantic | General rati anunusual
games that might be worth buy- dash to put the fire out, and he | 9ame, with hig
ing at a budget price. It has Use of computer 579 | slides as he comes to a stop. | @nd rsasmablya -::tiva
AR TS B0 S 1 TR OF | e 48, | Nevertheless, | found this
being exciting or even very phics © | game very playable and very | Use of computer  69%
skillful, since all you have todo | Playability 52% | enjoyable, but | don't know | Graphics 71%
is dodge and collect. We've | Getting started 58% | whether to recommend it, | Playability 72%
seen this sort of thing many Addictive qualities 42% except for its sheer simplicity Gattlng started 67%
times before. The graphics are Value f 48 of play. A good family game. i :
rather small, a bit jerky and | Yaiue Tor money % Addictive qualities 72%
Iadclngh\de'lailorlutarast Not | Overall 51% | ¢ 'Piromania is a fairly Value for money 72%
inal platiorm game. The graph- | Overall T0%
Walter Hose put out the flames Walter Hose finds himnself in a hot situation when the Piman becomes a PIROMANIAC,
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‘Sherlock must be the most
complex adventure ever
created.

The creation of atmosphere
is superb (more like thatof a
novel than a computer
game) in fact playing the
adventure feels more like
acting than playing a
computer adventure.

The characters in Sherlock
behave just as they would in
real life and have a very
human feel to them, not only
in the way they react to
situations, but also in their
displaying of human
emotions.’

MR STERN, HERTS

‘Sherlock Holmes has been
well worth waiting for with
an BOO word vocabulary,
real Victorian transport
system — cabs and trains
and all, and a cast of
characters peopling
graphics screens
designed by Mugsy man
Russell Comte."

YOUR COMPUTER

my

Watson.

‘Sherlock is an incredibly
sophisticated program. The most
impressive feature is the convincing
way in which the leading characters
goabout their interrogations and how
these can be followed up with
meaningful discussion between the
protagonists.’

CRASH

‘I have been totally enthralled with
this new brilliant adventure. |
thought the Hobbit was good, but the
added vocabulary and the even more
intelligent characters, makes
Sherlock number one in my software
collection.’

“Brilliant...”

Elemen‘tlary

*Your game is atmospheric. | have to
admit it is actually real. | am
referring to of course, the characters
who work so independently that | am
amazed at their individual
characteristics every time | play the
game.'

MR DEMPSTER SCOTLAND

‘In Sherlock you can not only talk to
other characters, of whom there are
at least thirteen, and ask them to do
things for you, but you can also
interrogate them and even discuss
the case.’

SINCLAIR USER

MrRACGERS, BATH  ‘Rich mental imagery.' CRASH
Drders to: L
(] Piease send me your free catalogue. All Melbourne House cassette software is unconditionally :;I::tumgf “1:;!52 :::I:wrs.
[] Please send me Spectrum Sherlock 48K @ £14.95 guaranteed against malfunction. m“m“_ oy Syt
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L enclose my cheque/money order forf W £ b
Please debit my Access Card No. ExpiryDate E +plp 80 Hestfosdshire HP23 SLU
i r Access orders can be telephoned
Sgisture R — B A0 through on our 24-hour ansalone
Name £ (0235} B3 5001
LIy Sy Al prices include VAT where
Address P TP g e e T applicable. Please add BOp for
Postcode post and pack

Melbourne House

Trade enquines welcome
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STARSTRIKE

Producer: Realtime
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: lan Oliver, Andrew
Onions, Graeme Baird

Realtime's second game, fol-
lowing their popular Tank Duel
is another wire frame 3D
game, setin space. This is one
of the new generation of wire
frame games far the Spectrum,
with fast moving coloured
graphics. There are basically
three different screens to play
through, linked with computer
‘tacticals’ and culminating in a
grand finale scene. In the first
section you are in the furthest
reaches of space, fighting
numerous alien fighter craft,
which hurl powerful plasma
bolts at you. The object is to
destroy as many enemy as you
can by firing at them with the
twin lasers, but it is also essen-
tial to destroy the plasma bolts
as well to survive

The second screen takes
place on a batlle planet,
covered with a variety of
towers. Some of them are
armed, indicated by their yel-
low tops, and these also fire
plasma bolts at your craft. Sur-
viving through this screen
takes you onto the third, and
down into the trench. The
trench has laser blisters on ifs
side; which fire at you. Again it
is impaortant to destroy the bolts
as well as the blisters. The
trench is criss-crossed with
transverse bridges and side
towers, which must be dodged
by weaving in and out of them.
At the end of the trench is a
protective forcefield, through
which you must fly, But to dis-
able the field, the two rotating
cubes to either side must be
shot out of the way. Failure to
do so, will result in your being
forced back into the trench
again. If you get through
unharmed, then you are shot
into space and you see the
planet behind explode, before
going onto the next difficulty
level,

The screen shows the status
panel of your craft with the view
beyond. The instruments show
shield status and laser status,
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levels and score. The lasers
overheat rapidly and take time
to recharge. Shields are dam-
aged by hitting enemy craft,
towers, trench walls efc. | as
well as the enemy plasma
baolts.

CRITICISM

® '| was privileged to see the
first “ever 'tests’ the prog-
rammers produced for this
game, where you could see

S'T'A'‘R'S'T-RI'K-E

i mhmt@#mh.mﬂ'ﬂ

them 'playing’ about with the
ideas now contained in it
These were just space ships
flying around in space. | was
asked, at the time, whether |
approved of this type of graph-
ics. It looked as though it was
going to be the beginning of a
marvellous game. Seeing the
finished product now, the

graphics have come a long,
long way, maybe from the
deepest, darkest depths of
space itself. Although the
game 'Star Wars' has been
attempted to be copied many
times in recent months on the
Spectrum, none have really
gone for the feeling and
graphic presentation, instead
they have added a gimmick to
help sell the game, such as
speed. This version definitely
does have a great deal of




graphic presentation, although
wire frame, they are very
detailed and well within the
speed limits of a playable
game. Colour has been used
exceptionally well to add inter-
est to the game with no tragic
attribute problems. It must be
pointed out that this game can
be played quite easily by
beginners with a skill level set-
ting that increases with your
skill, and does not just throw
you in the deep end with a very
difticult game to begin with, |
think this is a big asset to any
game. Starstrike is a very
addictive, playable mindless
shoot em up - what the major-
ity of arcade freaks love!

® This game is bound to be
compared with Dark Star but
they are two totally different
games. Dark Star has its tre-
mendaus speed, but Star-
strike goes in more for the
graphical side of the game. It's
the best'Star Wars' type game
o date, offering more play-
ability that the arcade ofiginal
with'various extra screens and
enemies added. It is very
addictive and will offer hours
of enjoyment to the arcade
player, especially as it js a
good hi-scoring game, moie
s¢ than thefr earlier Tank Duel.
It's instantly playable because
it offers skill levels from total
wally lo arcade perfection. '

® 'The first thing | liked about
Startrike was the plasma bolts,
nice big solid things that look
real mean, and they spin as
they come towards you, get-
ting bigger and bigger. The
space ships are also big and

well detailed, and the explo-
sions are great, the ships
breaking up into their con-
stituent parts before sailing
away into space. The trench
effect is exceptionally good
3D, and has you swaying in
your seat as you weave bet-
ween the towers and up over
the bridges. On the planet, if
you hit a tower 'yaur craft goes
into an 'out of control’ spin
momentarily, which just adds
to the overall effect and real-
ism. This 15 a pleasing and
high-performing game, '

COMMENTS

Control keys: Q-T/A-G
climb/dive, Y-l and H-K left,
O-P and L-ENTER right, any
bottom row to fire

Joystick: Kempston, Sinclair
2, AGF, Protek

Keyboard play: responsive
and well laid out

Use of colour: excellent
Graphics: excellent 3D wire
frame, smooth and large
Sound: continuous

Skill levels: 4 selectable but
progressive up to and beyond
25

Lives: 1 with percentage of
damage

General rating: excellent,
addictive, playable and good
value.

Use of computer
Graphics
Piayability

Getting started
Addictive qualities
Value for money
Overall

93%
96%
91%
94%
945,
93%

i —

D-DAY

Producer: Games
Workshop

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

Games Workshop have long
been in the business of selling
games across a wide range of
interests. Now they have gone
into software production with
the aid, in this case of
'Demented Den, The Major,
Macabre Mick and Einstein'
and the corporate members of
Dagenham Design Cell.
D-Day is a sophisticated
wargame set in the Second
World War for two players. It
contains four scenarios, each
accessed via its own loader.
These are The Landing, The
Breakout, Road to Arnhem,
Amhem Landing. The loader
program asks which you would
like to play, and then loads the
appropriate Deployment prog-
ram. In this stage the two play-

ers (Germans and Allies)
deploy their forces’ start pos-
itions on a map. The screen
has two windows, map on the
left, units and numbers to be
deployed on the right. A cursor
selects the unit, while a set of
cursor keys then move two
white arrows over the map ter-
rain to where you want the unit
ced. When all the units have
deployed, the second
player deploys his or hers, and
then the main program for the

ADAPTED FOR 16/48 SPECTRUM
FROM THE POPULAR T.V. SERIES!!!

BLOCK—BUSTER is an exciting quiz game for ONE or TWC! players

and will appeal to a wide range of ages and skills with nine levels

of play against the clock. The game tests speed of recall invoiving

anticipation of the question as it 'unfolds' acrass the screen and

speed of response dependant on the level of play.

BLOCK BUSTER Is supplied with the FIRST ADDITIONAL QUESTION

TAPE FREE to maintain the challenge of the game. Now avaliable
at good computer shops or direct with cheque/P.0. for £5.95
Inclusive. ACCESS and VISA orders taken on our 24 Hour Hotline.

COMPUSOUND

DEPT SU10, 32-35 LANGLEY CLOSE, REDDITCH, WORCS B98 QET
TELEPHONE {0527) 21429 (21439 24 Hr. HOTLINE)

s,

ZJS(INS PECTRUM 48K
CL:JH-JH. KEMPSTON AND CLRS
OYSTICK CoMpatipie
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selected scenario is loaded.

in play, the same screen
layout is used, with messages
and prompts appearing in the
right window, units being
moved by selection and the
cursor system. The map of
each scenario is quite large,
the window only displays a
small area, with the map scrol-
ling over the total area as the
cursoris moved. The map con-
tains several terrain features
such as, trees, rough ground,
sea or lakes, grass, roads,
buildings, sand, marshes,
hadgfa grniilybﬁ es over O:I;;
ars. Logically, units may
be ed or moved into ter-
rain that is suitable, and the
program !a:gasadacwud ntd of
movement epending
on the terrain.

Towinasnen&no, you must
defeat the en&l;\?(s forces.
There are three values related
to destrumion -
Defence and R Thesa
three affect how effective a
shot on the oponent will be and
ﬁan rasul;din faurDatataid -

ndamag . Dam
Wreck or Desh'oyad Thggdis-

E"'ﬁlﬁ.

Eﬂhﬂﬂiﬂ M‘I

e S

it i Ui
is that a wreck,
though out of the action, is not
removed and so prevents
another unit from occupying
the sgaure, whereas des-

objects vanish

attogether.
In firing, logic is employed. A
unrt may fire if nothing
y like towns, trees or
edﬁas and if it is within range
e target. If all the para-
meters are met, then the cur-
sor is placed over the firing unit
and confirmed, before moving
the cursor to the unit being
fired upon. The graphics actu-
ally show the attack and result-
ing explosion. The damage
report is then displayed. How-
itzers and mortars are allowed
to fire on targets even if terrain
intrudes, because of the high
ectory of shot. :
ince ships are very impor-
tant in landings and on rivers,
lakes etc. , there is a large sec-
tion devoted to them in the
manual. As they make a large
difference to the outcome of
any game, it is worth reading
this section carefully.

v—— s |

The four scenarios each
have different conditions for
winning and varying amounts
and types of units.

CRITICISM

® "When | first saw the graph-
ics of this game after loading
the deployment part of the
program, 1 immediately

thought of Stonkers, tha
Imagine wargame, because
the graphics are not dissimilar -
bright, sharp and quite large.
I've seen plenty of wargames,
and usually everything is
small, cramped, indistinct and
a pain on the eye. Not so with
D-Day. For once the graphic
characters actually resemble
recognisable rmng The sys-
tem of sefection by cursor is
very good and speeds the
game up, especially as the
cursor can itseff be made to
move at a faster speed - none
of that entering all the grid
references. Deployment takes
quite a while, as is often the
case in wargames, but it isn't
just a boring prelude to play-

’*_“'?‘ALL”IW =1
—DEPLWI

ENYT |

mfg the game - the pas.-uomn?
troops and units is critica
But there is a useful auto-
deployment made. In general,
the only drawback fo D-Day
that | can see yet is its two-
player status which makes it
di It for a lone player, unb-
less he wants to both

sides - but that's hardly cricket,
isit?’
® 'Wargames have never

been a strong point with me,
and D-Day is another mam-
moth task with loads of setting
up to do, and then when the
game starts, along time needs
to be spent D‘?radua.‘l ly man-
oeuvering all the units into bat-
tle position. On the other hand,
the graphics are very goad.
and before | knew if, my
partner and | were engrossed
in The Landing. If Stonkersis
called to mind, it is only in the
sense that the (?raphms are as
interesting and varied. D-Day

is definitely a fully blown war-
game for experts and lovers of
strategy. As such it offers an
enormous scope for playing
and will probably do well in
coresspondence games. The
accompanying booklet is well
laid outand cleartoread. Also,
an unusua!éy itis qun‘e easy to
understan good
game with p-‘em‘y of potential."

COMMENTS

Control keys: uses 8
direcﬁunal cursor movement
with key:
Q,PWIENS!D ZIXIC;
Joystick: none needed in this
type of game
Keyboard play: cursor
selection is very fast and

itive

se of colour: very gaod

Graphics: varied, iled
and clear, smooth scrolling
over map
Sound:
Skill levels:
Lives:
Screens: four scenarios with
scrolling
Sp;cinl features: two-player
on
General rating: an excellent

and detailed ame, with
graphics to match - at last!
Use of computer 75%
Graphics 85%
Playability B7%
Getfting started 79%
Addictive qualities N/A%
Value for money 88%
Overall 83%




PI-IN-ERE

Producer: Automata UK
Memory required: 48K
Retail price: £6.00
Language: machine code
Author: Jason Austin

Burt has been miniaturised
and injected into that favourite
playland of so man
rammers - a computer. His
Eiaalon‘ istotr&d("down tg»eﬂl
ug tunnelling

areasgrRAM, collecting all the
objects in each memory loca-
tion. There are a va of
minor bugs in each location.
Red have the r to
tunnel . you, gtl':tm?gm“e'
green mage s can
only follow in your tunnals.
Tunnelling under the edit keys,
u"";';,, cfa&lulsa thal;n to fall, a 4 g

fall on a bug, you sen
back to‘ir?iamug rrl\g pcsitég‘n e:nd

points. e let-
gr:lof the word EI;?T% at the

of the screen gives you

an extra life.

® A very playable, frustrating
and addictive game. All the
raphics are neat and not
umpy like so many other
games. Each screen has a fas-
;ew. txaon'legifmaisI_bmcmaf intel-
gent, set of mini-bugs for you
to squash orflee from. Oneach

screen you must make up a
routine which you should stick
fo, otherwise your tune will run
out (you have roughly 1 minute
and 55 per screen).
Every 10 screens there is a
bonus screen which is near to

impossible to complete. | really

enjoyed playing Pi-in-Ere,
even though it might be a little
behind the times.

® 'That super hero of super
heroes, Burt, is back again in
another Automata game. Burt
is portrayed using very good
graphics, the way he tums
around is brilliant. The graph-
ics are good, bright, colourful
and amusing. Pi-In-Ereis a dif-
ferent yet playable game.
Becausethereare 61screens,
don't worry about losing your
last life on 59 and having to
start again, as the game
always starts from your last
fevel. '

@ 'l's nice to see that Auto-
mata are producing some
mfabla ames for a
ead of games that are fun,
but a bit po[nﬂmf'-fnfre is
a very origina probably
conceived from an arcade
along similar lines.
graphieajly, Burt is a mar-
vellous character - he's v
well animated, swivels round,
moves up and down with his
arms waggling - he looks so
jolly and bouncy. This game
as an incredible amount of
screens although they don't
vary very much, the bugs are

‘A commendably
strongplotand a
pot full of puzzles'
—-BIGK

‘Full marks’
- C&VG

‘100% —the best |
have ever
reviewed'

~PCT

AVIDEO RECORDER

‘A stimulating

adventure'
—~SINCLAIR

USER

‘Heartily
recommended’

- CRASH

Very professional
...avery pelished
adventure’

—PCW

WHEN YOU BECOME BRITAINS'
‘BEST ADVENTURER’

KET Is & strife o land which has never known

peace.Particularly vicious attacks from beyond the
mountains now threaten its very existence and the Lords of
Két ook upon you as their only hope ...

ORDERFORM  Mountainsofket [
ZX SPECTRUM48K  Tempieof Vran H
£5.50 each (incl. P&P) TheFinalMission [] Management |
THE KET TRILOGY PRESENTATION BOX £12.05 | | | Millionaire[] Splat{]
Please send me the titles as indicated, by 1st class post,

lenclose chequeforf ........... he or debit my credit card.
Access U1 Visa D
Barclaycard O
Name/address

Also available:
1984 — Govemnmaent

Each episade of the Ket Trillogy hides a short part of a
sentence that is only revealed on completing the adventure,
Having come to the end of this marmimoth 1208 challenge, the
first person to discover the complete message will be awarded
avideo recorder of their own chaice (up to value of £400) and
the coveted award BRITAINS BEST ADVENTURER.

(I T

INCENTIVE SOFTWARE LTD, 54 London Strest, Reading RG1 450, England.
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EENTRAL
RLL THE

ccone couoe AR e

The start of the irouble in PI-iK-ERE, and the beginning of 61 screens of it.

EHEP . THEAS ES W
TROUBLE STRHRTS

different with every screen.
They also look very jolly and
snappy. You'll probably be
able to play this game for a
long time without getting bored
with it, although after a while it

become tedious just col-
lecting the objects needed to
continue on to the next screen.
Qverall, a very colourful, jolly
game - a trademark of Auto-
mata games - jolliness. '

COMMENTS

Control QYA up/down,
O/fP left/rig km
ogotick Kem)slm Sinclair

rsor type
I( rd play: well placed
responsive
Usa of colour: very good

Graphics: reasonable size,

smooth and cheerful

Sound: good tunes and spot

effects

Skill levels: 1

Lives: 5

Screens: 61

General rating: good,

gmat?le and reasonably
ictive.

Use of computer 78%

Graphics 81%

Playability 79%

Getting siarted 75%

Addictive qualities 75%

Value for money 76%

Overall TT%

BOUNCING BERTY/
ESKIMO CAPERS

Producer: Power Soft
Memory required: 48K
Retail Price: £3.50
Language: machine code
Author: lan Riachards

Bouncing Berty is a 'Q-Bert’
type game while Eskimo Cap-
ers is a 'Pengo’ type game.
The two come together on this
et-priced cassette.
Neither game type needs
rnuc:h explanation. Bouncing
erty has the familiar seven-
ramld structure with one
azard on the first screens,
bu’t these increase as you
progress, two balls, then the
balls and a snake and so on.
The other feature is the discs
on either side of the tower onto
which Berty can jump to
escape to the top of the screen
in

Eskimo Capers has a rather
small maze with the traditional
blue ice blocks which can be
bumed away or fired in the
direction of travel to squash
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any of the four bugs that might
be in the way. There are also
three red blocks which can be
moved but not destroyed.
There are four bugs on screen
at one time but to get to the
next screen, eight in all must
be killed off, and these are
shown at the base of the play-
ing area.

CRITICISM

® Eskimo Capers is a
'Pengo’ type game, and not a
very good version at that
Characters are tiny, just one
character block, undetailed
and insignificant. | think we
passed this programming
31&9& about ten centuries ago.

a%'e itself is not over-
piay for the simple reason
that there are quite a few mon-
sters to kill - 12 in all, counting
the four already on screen at
the start, This is quite easy until
you are about to freeze the last
one or two, because these
whizz around the maze at an
incredible speed, not giving

=yoiviel

you any chance to kill them
whatsoever.Beun%fr_Jgeelerryis
a fair version of ' ' with
%:Itﬂ a good 3D block effect.

is game is exceptionally
fast, too fast for me anyway,
with three nasties out o get
you it's almost unplayable at
this stage. Taking into account
the fact that more nasties will
probably appear on later
screens, the complement of
difficulty and Ia abilty is
totally ruined. rally not

really worth the money - prob-

ably better to to spend more
money on two separate games
of better quality. ’

cursors, actually the sinclair
keys but used as cursors so
6/9 is left/right 7/8 is up/down
with zero to fire

Joystick: Kempston
Keyboard play: not very
responsive

Use of colour: fair ‘
Graphics: small, jerkiand
uninteresting, although in B,
B. the pyramid works quite
well

Sound: poor

Skill levels: 1

Lives: 3

Screens: 1

General rating: generally
poor to below average.

Graphically, not a bad '0-Bert' type game In BOUNCING BERTIE.

@ 'Bouncing Berty is not par-
ticularly good - the graphics
are simple and overall the
game is rather unaddictive.
Eskimo Capers s & poor
‘Pengo’ with tiny, jerky graph-
ics. Not much else to say
really. '

COMMENTS

Control keys: B. B. uses Q/A
and P/L, E. C. uses an odd
combination of 'shifted’

Use of computer 45%
Graphics 36%
Playability 28%
Getting started 25%
Addictive qualities 15%
Value for money 47%
Overall 33%

The large scoreline makes for 2 tiny playing asea in ESXKIMO CAPERS.




i
Volcano — lnot just another computer game!
The object is to escape the fury of an eruptigg Volcano. Mithyonly five livegthe odds are
against yod. Red-hot lava streams destroy all before themk Yolir escape route can be
through the medieval city, the business or cemmercial séection ar via shopping precincts
Falling rocks block you way. Rioters may destroy you. You may fall into the underground
passages tp be lost forever. You might disappear in the marsh ar get eaten in the jungle.
When you finally reach a boat to escape to a'safe island there may be no rigging! You
have to retutn to one of the many shops to try to collect these ... .

With fortyjsereens above ground; two-hundred-and-ninety 3D screens below; one
hundred shops and factories in which to find.aids te-yvour eéscape — Volcano is not just
another computer game!

COMPUTER MAGIC

39 Bridge Street, Walton-on-Thames
Tel: Walton-on-Thames 231011

Note! Volcano can only be played with the map supplied. Volcano is designed for use ona
Spectrum 48k. Design/lilustration by Angel Art — Tel: Walton-on-Thames 222110.
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FASTACTION

FOR YOUR
SPECTRUM

. Can yourcompulter Y
- hold out" Ao o o et

something guite different ond

exciting. [0

You are Kidd Rivers, the hero of the [
wm-mdmmﬂhuscbﬁmg "'
runaway stage and guide
smrymﬂh-pluinsmdglmugh
Hnmndlmm mountains. Then

- CRES l“"'f
hu’mﬁﬂnnﬂuwﬂd sdeadliest | . ;4 ACK
s aircraft, however It would .

pear tht your Command | ||/ |}V] ¢

ur Comm
?.nm has ﬂ::r sent you on EiDLiEsTMIsSidN
the world’s deadliest ;
mission.

| Delta Wing is an advanced flight
combat simulator, It has been
designed to give an excellent ‘feel” for
the tumbie and roll of high speed
flight. With 15 separate controls to
monitor and incoming enemy planes
to be dealt with, this program takes
you and your Spectrum to the limits,
Delta Wing also allows TWO Spectrum
computers to play against each other
through the use of two Interface 1%,

MACHINE AGAINST MACHINE

Avaliable from Method of ent Creative Sparks, T
All good computer software stockists. By cheque or PO (no cash) made payable Department MO, o
tick ired) to TECS _ 296 Famborough Road, f
oyl o oo Gk s (] ByAccess  Famborough, Hampshire, GU14 TNF
C] DELTAWING TNCC191 £6.95 YS' |0 Barclaycard élephone: (0252) 518364.
[0 BLACKHAWK THCC11 £6.95 Y M
[0 STAGECOACH TNCC181 £6.95 Entercardno.
g O My local stockist's address P s N P8 ¥ G, N O PO DT A o) Address it
O Your full list of games 5 S
o Game/sat £6.95 each £ s g "D RN =
' + single P&P sum :  30p it e
fEETF c.12.84
Total to send i ; b Credit card sales: UK buyers only. e e s

Response within 21 days.
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LEARNING

O% chidren

your
magazlnaeamb#mmandgo
by your reviews when

ing their games. As a
paramm !m;ldﬁke;otosee;mﬂm
e computer er

ﬁhyuainghforthgl?:mﬁea
and wondered if had

the 11/18 year old age ;
It must be more | ng
revising for O levels on the

Please could you tell me if any

ofmo re isCamb made nd;m revision
level idge

in Maths, Physics My

for the Spectrum, as | wish to

purchase them.
Mrs. S. A. Vogl, Benfleet,
Essex

We have actually reviewed
Several educational programs
in past issues of CRASH,
afthough in the main these
have been for younger
children than the age group
you mention. There is a series
of O level programs by Calisto
;?;f g;: Sp&nrum, dealing with

aths and Biology among
others. Calisto So;l’ware can
be found at 119 John Bright
Street, Birmingham B1 1BE. |
hope that’s of some use Mrs.

“B

FOREIGN RIP OFF

Dear Lloyd,

While reading the August

issuel was amused to read of

the dissatisfaction expressed

g?r many readers at the price
software and in particular

Sabre Wulf,

Well this might come as a
shock to you but the £9.95 that
readers complained about is

what | paid for Atic
Atac! My monthly CRASH
"1?6\?1 it ht well ask.
‘'ou mig|
Wﬂa because | live inthe
Republic of Ireland and as
such | have to pay an extra

mm lish pound.
should be £1.02 and
Afic Atac £6.60. So where
does the extra 39p for CRASH
and the massive £3.40 for any
game go? Copies of the same

ame can vary by £3 in

erent shops. |'ve seen The

Hobbit for £21.95 and Hungry
Horace at£19.95!

Someone is ripping us off
il Lol

ether is
retailers or the profit centred
Ssoftware houses. Are the
software houses pushing U,
the prices in Europe as well?
Do they think they can get
away with it because itisn't
England?

Well anyway, thanks for a
great magazine, keep up the
and work. Maybe some

uropean readers have
similar views?

Mark Ellis, Athlone, Co

reland.

Well | have no idea how the

‘software houses do their

business with Irefand or
Europe, but | can assure you
that we certainly don't see any
more money from selling
copies of CRASH abroad, in
fact| think I'm right in saying
that it actually costs us more
to distribute abroad. So if
anyone's making more cash
out of it, it must be the
wholesalers and retailers.
Anm:e know the answer?

WHAT RIVER?

Dear CRASH, inreply to Tim
K;;g%ettar (issue QI}. Idon't
sega’ ﬂtg?f
gloaar issue’ &DEEAS |
would rather have the
r.)in Iy?rla it is than the
, easily-rippable style
that uatmharso-mllad
computer mags use.
Probably the only
disadvantage of this
presentation is the screen
photos of each game. Take,
for example, the FRONTLINE
article (issue 9). One picture
OWS a screen of




] the river is recognisable.
" t river?

Still there is only one mag
which is decent enough and
worth buying, and most of
your readership will know the
one lmean. . . Keepitup. |
must also compliment Ofiver
Frey for his excellent
coverwork which matches the
contents in style and
presentation.

A point | would like to
mention is the comparison
being made by Elite
conceming their new game
Kokaton! Wilf and Jet Set
Willy. They just don't compare!
Give me Jet Set Willy any day!
I'm not saying that Kokofoni
Wilf ‘isn't a good game.
because it is above the

average churn em out, but |
feel that graphics and screen
presentation have been
placed higher than the
playability. it soon becomes
irritating and a drag.

Finally | would like to say
thank you to Steve Turmer and
Hewson Consultants for the
most outstanding, exciting and
playable game for the
Spectrum yet - The Legend of
Avalon . After reading the
preview article in issue 8, it
was a game that caught my
imagination and so | bought it
as soon as | could; and for the
first time ever | was not
disappointed in what | saw.

Forget Atic Atac, forget
Sabre Wulf, forget Jet Set
Willy - and get Avalon !l

By the way, does Johnny
Tapper (issue 10) want to
swap Schizoids for Vampire
Village - a fair swap eh?

GiD’S, Royston,
Barnsley, S. Yorks

! know what you mean
about that wretched river! It's
& constant problem, I'm told,
fo reproduce colour screens
in black and white. According
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to the art department, the pale
blue and green of the
Spectrum pallette (there’s a
word for you!) spgear!o be
the same tone in black and
white, which means that
definition can get very poor
somatimes - a case in point
with the picture you're talking
about. Nevertheless, it was a
rather du.-'.*srgoking onf. G.'ﬁg‘
you enjoyed piaying Lege
of Avalon, a lot of work has
gone into the program.

Software houses today are
all worried, of course, that a
really good game they
produce will immediately be
copied all over the place, but
the next writer suggests that
not alf is as rosy for copiers as
you mightimagine.

LM

POOR COPIES

Dear Lioyd,

On raa:ﬁn%gw letter from
Andrew J. Wray (October
issue), he estimates that for
every original bought,
around 15 copies are made.

2 Waell | know four other ally
pectrum owners person
and they know many others
through their s,and|
have some of their
cassettes that they have
copied from originals, and
m were of such poor quality,
ith constant humming,
distortion and very low
recording level, that | would
g_lot get another copy from
em

| do not beiig;e that very
many ve got any
h:l::d agmeowm mak?r;y
good, working copy as
probably use two ordinary
mono cassette recorders,
connected ear to mic, and it is
here where the problems start.

The mafrity' of these tape
recorders have an
auto-recording level, making
the silent parts of [the program
hum, and the audio tones
roughly half the volume that
they needtobe. Soa
from an llrr:;:::rigirn;'.l will work, but
acop mihat copy is v
unlikgy to work. i

Personally, | would rather
have an original, not only for
the instructions (it helps

FOOTBALL MANAGER

Designed by Kevin Toms

For the Spectrum

Some outstanding features of the game
® Matches in 3D graphics @ T er i

Promotion and rejegation ® F

anagerial rat
® Financial manipul

® Four Divisions
£Rasons ]
ety

hl |_'.

® You can eéven be sacked

¥
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sometimes!), but because to
way of thinking, the
M on the cassette inlay
is part of the atmosphere of
the game itseif.
| would guess that about
four or five copies are made
from an original on average,
as there must be people who
don't know many other .
Spectrum owners and so
never make any copies; and
on the other hand there are
clubs who will make 20or 30
copies from one original, one
for each of its members.
| have found the "turbo
ioaders’ much more difficult to
copy than most and | suspect
that more software houses will
adopt this technigue, because
it seems to be the maost
effective way of cutting down
tape piracy.
| hope people will realise
that although software is
expensive, you are really
ing for the development of
programs in the future
azd'éum m f mﬂth'
ng s ing for nothing.
E\m really do have a massi\{;;
choice of software titles to
choose from, so it makes
sense to buy one now and
again,
Michael Austin,
Dunstable, Beds.

Well of course, itisn't only
copies which can be hard to
load, although the standard of
tape duplication is usuailfy
very high. But the ‘turbo
loaders’ are definitely causing
more problems because the
majority of recorders people
are using with their computers
are very cheap (sensibly in
most cases) which means
that the 'window' has to be
preity wide. By 'window' |
mean the upper and lower
limits in which a signal is
accepted. Itis perfectly
possible, for instance, to
record a tape in such a way
that only a tape recorder with
very good heads, exactly
aligned and with the azimuth
correct, can receive the
signal. Naturally software
houses fry to keep this
‘window' very wide to allow
for everyone’s tape recorder.
But the 'turbo loaders, do
narrow the window down
quite a bit,

The next writer has had a
pr?-t;:"am with an original. . .

DISGUSTED

Dear CRASH,
| was one of the winners in
July's edition of CRASH and |
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am very disappointed with the
tape | received. It hardly ever
loads and when it does it
sometimes contains bugs. |
have loaded it successiully a

grand total of five times. When
it loads | enjoy it very much,
but | am diag;.lstad at such a
good magazine could send
sucha I:?gd copy.

Nicky Wardman, Mark
Abbott, Halton, Leeds

{ am sorry you have had
such a problem, but | should
point out that we do not check
all the tapes that are sent out,
either as prizes or as mail
order, otherwise we would
have a staff of two hundred
Jjust deing that! Also, as you
do not say what the tape or
competition was, it might well
be that we were not the ones
to send the tape to you. Ifit
came from another software
house that was running a
competition, they would have
sentitto you.

Another point here is that if
you have managed to load the
tape a few times, then there
wouldn't ?‘)pear to be much
wrong with it. Bugs can result
from corrupted data due to a
bad load. It is possible that
the 'window' | was mentioning
Just above is a bit narrow on
this one particular tape. Have
you checked the alignment of
your recorder's heads, and
maostimportantly, do you
clean them every week? |
can't tellyou how important
thatis. A computer program is
not fike music, it doesn't just
ger mushy as the deposit

uvilds up on the heads, either
the prog will go through or it
won't.

To prove fo the sceptics
that we don't just get 'grovel’
letters, here's a particularly
Jjolly piece from Northemn
Irefand.

LM

GET THE BEANO

What |, and I'm sure a lot of
other readers want, is a FULL,
IN-DEPTH 'inside Ultimate'
report. How many members
are there? Who are they? B
theway, isittruethat A. C. G.
are owned by K. P. (you know,
nuts and crisps) -  both
have the same address.
Whilst on the subject of
Utlimake " who ht of that
comic strip thing? It's silly, and
even worse than that
TERMITE MAN rubbish. Can't
you see that they are out of
place? If | wanted stuff like
that | would buy the Beano.
You insult the intelligence of

A

your readers.

Now that I'm in this mood, |
would like to say a few thi
about JSW and Sabre Wurf?s
They must be the two most
over-rated games since Clive
called Through the wall’
exciting. That idiot Smith must
think we're all as daft as he is.
Firstly the sprites can only
move in two directions, and
secondly, the background for
the rooms is all block
characters, and thirdly, it's too
easy to play (and to cheat),
not to mention the bugs.
Defend yourself, Smith, if you
dare.

Sabre WuIf is bagin an odd
way. The sound, graphics,
presentation and idea ara
worth 100 in any review, but
Eh;e(;J:Il'ﬁElis a load (g:g;“"i"

5 ng in stars is nn
to catch on, don't you thir*?']:g
The inlay tells of WuIfS - there
is unlr one. It also mentions
temples - where are they? (I
have scored 99 - maximum -
by cheating, and believe me,
there are no temples).
Replace the trees with walls
and the animals with ghosts
and you have Atic Atac. Let's
hope that Ultimate - our only
GgOD software house - have
not become lazy.

You may have disagreed
with my previous comments,
but | think you must agree
here. It is about time people
began to take the playing tips
page sericusly and stop
sending in tips which they
have made up. | refer to the
Lunar trailer and the raft in
JSW, and also the letter which
claims that Lunar Jetman
ends at level 30 - this is not the
case. Please print this bit as it
is time people stopped
abusing what is a very good
idlea - it spolls the whole
playing tips page.

im Mckeown,
Coalisland, Co. Tyrone, N.
ireland

We seem to have had the
Beano argument before now
in these pages. Well you can'’t
please everyone all the ime -
there are obviousiy a lot of
people who enjoy even
termites and luny jetmen. I'm
not going to argue the poinis
about the games, since even
letter writers are entitled to
their opinions! But | do agree
about the playing tips. There
simply isn't time to sort
ev%'rhin out - we do chéck
the POKEs but always at a
iater date.

LM

USER-FRIENDLY

Dear Lioyd,

I am writing to you not on the
subject of user-friendly
computers, no, not even
user-friendly programs. | am
writing about user-friendly
software houses.

Until now all software
houses (except maybe Virgin)
have been, in a way, hiding
behind a screen and chuming
out games. ltis as if they are
people on a higher plane and
are too good to be seen by the
general public. Don't they
want to be seen? Some
people may want to see the
author of, say, Braxx Bluff in
front of his screen. Take

W
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DK'Tronics for example; can
K:u honestly say that they
ve used any real humour at

all? | have never seen a letter
from, or & picture of - one of
their programmers, Have you?
5 But no_lgvh tharr:; is Design

asign. They have come out
of their crystal shell (joke?1)
Their sarcasm, witty remarks
and jokes in and out of their
programs have had an
awesome effect. You actually
feel as if you could insult one
of them and they would laugh.
Look at the result of it all!
Practically everyone | know,
knows Design Design's
members and their games off

B by heart, I fact, you could

most say that the Design

Design team are human
er software houses take

note. This is the age of the
user-friendly software house.

As for Design Deslign | have
two comments; 1) keep it up;
2) if Simon Bwatell and
Gwaham Stafford don't send
me the passwords for
Spectacle within seven days, |
will never buy one of their
games again. . . Oh all right, |
will be ing them all, but
they'd still better send me
those passwords! Please?

Pwat? Please? Just one of
them )

lain. C. Lowe(13),
Wakefield, W. Yorks

1 think it's true that
programmers should be seen
mare by the people who buy
their games, but quite often
the software houses prefer fo
keep them in the background,
so that the software house js
the image and not the
individuals who write the
programs. | do think this is
short-sighted. After all book
publishers have their own
image, but they sell books off
the backs of an author's
name.

Design Design do sort of
look human, don't they? ‘s
amazing what computers can
do these days. Joe Maragh
from Clifton, Nottingham,
would also like the passwords
c'nl?_(;‘n, humans!

User-friendly humans?

GONMEIN

Programmahle
Joystick Interface for

the Spectrum

£19.95

el WAT mha b AR

pasitions — Heady!

Fimple ard las programming
Plug 'the stx funciion connectars
into the réquired Spectrum key

Tty e peadent {ire actons
Prgton Biestess and Newiron Bambs  paritee vtk anw addons including
B0 Lowch ol your Linger bt

Extension port lor Currgh Micra
speech pnit Combine ayatick with
soisnd and speech for uitimate
nrcade action
Compatible with abl A,
woysticks includsng Queckshot 11
Fwthau? rapid Tire action

ntarface cpecats joyinck paraliel
1o keybaard: Joysiick action gom

Migrodroms

QUICKSHOT 2+2 JOYSTICK
modiied 10 meonpoate
2 indapendent fire actions
and no rapid fire. aption

£13.95

inel. WAT and F & P

Dealer Enquiries  Welcome
Phone Ludlow (0584) 4804

FLIGHTLINK JOYSTICK f'“].m

wath 2 independeni

i incl VAT and P & P
fire- scraans

) CURRAH USPEECH UNIT. £99 g6

g imo COMOEON ekeerion slot

inck. WAT ang P & P

ALSO AVAILABLE FROM
SELECTED RETAIL

Send o

B FREL LTD.

OUTLETS
Hockeys Mill, Temeside,

Ludlow, Shropshire SY8 1PD -

Whe SR, A
Addras —
Poweodn St gt
Qty | Code Htem ftem Price | Total £
4 Il o1 Comoon |F||Il'fl|.- © [19.95 |
o2 Flighttink Joystick @ £10.50 A |
G 03 Guickshat 242 Jovystick e f1as | .
& | ea Comeon + Ouiekahot 242 @ €390 |
05 Comeon + Flightlink & £28.45 1
E o8 Currah pSpasch unit o998 |
I encloss & chegue/posial order mads pevable o FREL LTD fort | £
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FROM DOWN UNDER

Dear CRASH,

| feel moved to write to you

following some of the

comments in past issues of

CRASH regarding
ing/pirating.

n your issue 6, page 34,
under the heading GO NORD,
you mention something about,

Australians, as everyone
knows, don't have to buy
software - they just seem to rip
it off. ' Could you please
enlarge on that and/or give
some reasons for your
scathing comments!?

Herg in Australia, English
software costs roughly 2.4
times the amount you %r’:y in
England, for example The
Hobbit costs —40, Ultimate
games cost —25. Even taking
into account differences in
wages and salaries, the
difference is rather large. In
my own case | havea
daughter (9 years) who uses
the Spectrum, microdrive etc. ,
on her own. Now, as you
surely know, cassetfte
racorders are notoriously
prone to chew or glitch tape,

even with the most careful
1So

loading

I make audio back

up copies of all the software |

have

chagrin f

ht. Imagine the
by us when our

FOR ALL THE LATEST
SPECTRUM SOFTWARE TITLES

BEWARE UmUSUAL
FIGHT HAMD LAKE EXIT

MICRO POWER LTD. Northwood House, North Street,

Leeds LS7 2AA
32

Tel: (0532) 458800 (3 lines)
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tape deck chewed up a copy
of Jat Set Willy!l So - a new
back up copy was made and
no harm was done. If, in

N St ek P
0 'p " their programs
against copying, | for one
would be most reluctant to
purchase their games, | just
cannot afford misshaps to put
me into the position of having
to replace what is invariably a
tavourite program of ours.

| would not copy a game for

resale, giving away mu&t for
the sake of doing it, only to

Frutect my considerable
nvestment.

Mr. Rapp, Moorabbin,
Australia

The remark about
Australians ripping off
software was not actually
aimed at the end user, who,
as you have just shown, has
lo pay quite high prices for
imported material. The
reference came ata time
when a number of British
software houses were
concerned about the amount
of material that was being
effectively pirated by
Australian ‘companies’ for
sale because they felt it was
_'all too far away'to be worried
by legal action being taken.

Your remarks regarding
back up copies seem, to me,

to be well justified in the light
of the price of software in
Australia.

LM

BAD REPUTATION

Dear Lioyd,

I think that some of the
reviews that CRASH gives,
tend to make games program
companies get a bad

repumm tohm' ar'lnstancet i Hrl'ld
went to & computer shop a
noticed a ‘Pole PosiﬁogF type

game (YAHOO!), but it was
madeby....., (the same
compan')_.( that made a different
game which got a bad review
in CRASH) it would persudae
me not to buy it. CRASH is
Oy omug

rry ughton,
Eastcote, Pinner, Middiesex

[Isuppose that could be a
bit of a problem, but then,
that's why we review games
in the first placae, to let you
know what we think of them,
regardless of who made
them. As a matter of fact,
Micromega started off with
somé very ordinary games,
which mn.s'rwpeopn‘a may have
fargotten all about by now,
and yet they have since been
one of the most successful of
software houses with
exﬁlsm‘ games.

THE BORROWER

Dear CRASH,

| am writing to tell you that the
method for finding 'Drapnir’ in
the October issue does not
work, and the POKE for
Hunchback unlimited lives,
doesn't work sither. Still, |
would like to thank you for a
great mag. | buy it every

month. My friend says that
CRASH is rubbish, but the
same day | it he is down to
my house asking me if he can
borrow it 'for a few days', and
then I never see it again,

Stuart Maskill,
Sprotbrough, Doncaster, S.
Yorks.

CRASH has quite a few
uses. Try rolling it up rather
tightly and then hitting him
over the head with it - well,
W{hﬁps not.




Relive the daring exploits of Roger the Dodger through his
prodigy Slippery Sid. More skill, more nerve, this cool little
character seeks not only to follow in his famous parent's
footsteps, but to establish some amazing feats of his

own. Money's not his game. Espionage is his middle

* name and having forced his way into the National

Security HQ he's faced with a no return journey

ﬂ"ITDI.IIg one of the most dangerous, most

complex buildings in the land. Can he successfull

complete a nerve tingling search for the golden EEYS

— his only means of escape — or this time has his skil

and daring taken him too far. Watch out for those weird
killer security guards — you never know what chilling
surprises the mad scientists hav:dnroduced— and beware the
floor doesn’t disappear from under your feet, sending you
to an early grave.

Available from all good dealers
ordirect from:

Alligata Software Ltd
1 Orange Street, Sheffield 51 4DW
Tel: (0742) 755796

Software Limited




ELEMENTARY, MY DEAR
BUG

Dear Lloyd & Derek B,
Avery am thing
happened whilst | was playing
Sherlock recently.
| was standing at the Jones

Front Gate when | came
across a policeman, who had
just been attacked by Major

foulkes (1 later discovered).
On screen came the report,
YOU CAN SEE AN
UNCONSCIOUS
POLICEMAN. AN
UNCONSCIOUS
POLICEMAN SAYS I'M
SORRY, SIR, IHAVE MY
'‘ORDERS, BUT NO ONE CAN
ISTOGETBY. !

Speaking of bugs, the game
doesn'tuﬁ&rstaur?dmanyof

the words the bookiet says it
does - why? Away from the
bugs though, | think the
?ame's great fun. Remember
n his review, Dt?.lrak aslfgd uis
to try to dodge the taxi fare.
did and got called a 'bloody
snob't

Patrick Cannon, Bury,
Greater Manchester

It's the way they train the
policemen these days, even
unconscious ones like to have
the last word!

On a totally different
s“ubjer:r, S. Jarman fror: 92

aesydail, Newtown, Po
is dmyg:am for an issue Tb;ys
CRASH, and asks if anyone
will part with a copy. He says
he's prepared to pay any
price for it. So much for the
Lioyd Mangram swap
shop/cl ed section. On
with the letters.

THE SHOPKEEPERS
SIDE

Dear Sir,

(With reference to editorial
remarks about the attitudes of
retailers to selling software) |
give discount on eve |
sell, eg. £1 off Lords of

Midnight. | take orders and
raserve es until et
money day. | keep all the back
issues of CRASH and PC
Games and allow customers
access to them. | hold a free
raffle every month for £5
voucher off any game. | give
away surplus posters and
literature.
Why?
| am the mother of three

children so | really do
understand how much £6/£7
is to a child, and | talk to most
of my young customers before
they buy a game. | want and
need regular, satisfied
customers.
BUT
| have had stolen a Hobbit
book, an expensive interface,
inlay cards and boxes for

f}mes such as Fighter

ilotetc. , price swapping on
boxes, been left wnﬁpolr-gjers
uncollected, had boxes
retumned with biank tapes
inside - presuming | would not
check and would refund
money. | have had stories
about 'my mum/dad/sister

jought the same e'or 'l
didn't know it needed a
joystick’ - this after three
weeks -andsoon, andon. . .

Think hard about your
treatement of shopkeepers or
you may find that those of us
who try to help will be the ones
you lose. .

Elizabeth P. CLark of
James McKenzie Clark,

Electrical and Domestic
iance Repairs),
Dunfermline

The above letter was
passed onilo me by the editor,
who has already written a
personal reply to it. The
reference in question /s to the
editorial of issue 8
{September).

LM

We can now offer a limited number

of Back Copies to readers
who may have missed out on

3 CRASH issues
_u_f-"-"‘:' “Don't wait-they’re in short supply!

issues 2-7:95p
Issue 8 onwards: £1-05

—————————————————— il s

Please send me CRASH issue No.

Postcode
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THE SOFTWARE SHARE

Dear Mr. Mangram,
As | work for a software house
(Elite Systems) | was most
interested in the two letters by
Mr. C. Jones and Andrew
Wray that were published in
your October issue
concerning software piracy. |
must say that | agree with
Andrew on the point that home
copying is relatively harmless
and can’t be stopped. And |
would like to add thatif a
home user can break into a
program to copy it, then the
programmer hasn't done his
|ob of pmtectlrg’his product,
ould not
mpialn about such pirating.
However, | would like to
|| clarify an argument on which
there has been such a lot of
discussion just lately. That is
| the argument on the price of
software and how piracy is

RBLs| related to it. My argument on

this goes as follows;

If the price of software was
to be dropped, then the quality
would suffer and so would the
customer. This would be due
to a decrease in the number of
software houses and the
competetiveness of the
market. To help explain this,
here is how the mon

received is distributed.
Distributors - approx 50;
Software House - approx 45;
Prograrmer - approx 5 (all
these figures vary according
to the software house and
distributor concerned).

: o S
i_ 0 %=

Qut of that 45 the software
house gets has to come
lighting, heating and renting of

space as well as other
overheads. Advertising of just
a single program can take
anything up to £15, 000. So

can see that the estimates

that people tend to make on
how much software houses
earn are, in the most part,
grossly exaggerated.

I would also like to pick up
on another point that Andrew
made in his etter, and that
was that if the pirating of
Spectrum software is so
serious, how come Spectrum
games take nine out of the top
ten places in the charts? |
would suggest that this is
simply because there has
been a far greater proportion
of Spectrums sold than any
other computer. | will read

your magazine with interest to

see what views aoﬁg have
on this su Sg

hort Hauth
Willenhall

Stephen 's comments folfow

on quite well from last month's
outburst on the same theme
from the Software Projects
prt;_grammer.

0 wrap up with this month,
thank you to Robert Corradi
from Brookmans Park,
Herts, who sent us this
Birthday and Christmas card -
the first of the season. . .

ﬂ@f@

%mmmﬂ.. w.
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IMiTHEJBIACKTFOREST
CHATEAY)




globe. Scoupmg up r

fans in Spain, collecting

Jerusalem’s Wailing Wall, picking up coconuts from a ;
Samoa and collecting the empties at the German beer festival

some of the challenges thai

TRAVEL WIFH TRASHMAN. AUTHOR ~ MALCOLM EVANS

Selected titles of New Generation Seftware
are available from your local computer
store and larg_gt branches of'

WHSMITH 3 V8 L {el (UL




FREEPOST
I Bath BA2 4TD

New Generation products are sold
according to their terms of irade & e
and conditions of sale. 'Tel: 0225 316924




SPECTRUM PLUS
On October 15th. Sinclair
Research released
information about i
computer, The ZX S
ntially the same

existing Spectrum, the new
48K model has been placed
inside a truncated QL body
and therefore offers a full
professional keyboard. The
Spectrum is fully compatible
with existing Spectrum
software and peripherals
(although manufacturers of
add- on keyboads may be less
than enthusiastic about this).

The hard plastic keys
' e a space bar and 17

gys in addition to those
available on the existing
model. These enable many
functions to be performed with
a single key stroke, The
keyboard may also be tilted,
using retractable feet built into

erside of the e.
a reset button to
omputer without

that irritating plug pulling we re

38 CRASH December 1984

all so familiar with.
The Spectrum retails at

applications program
over £50 - E
I d

dy on sale at some
hes of WH Smith and
Dixons.

A close up of the keyboard - as you can see, some things have moved about, . .

al
professionsl iypewriter-action keyboard. §




ACTIVISION CLUB

Membership clubs of scftware
houses appear to be all the
rage lately, and one of the
latest is that of Activision.
When you
Software Club you go on the
mailing list for their Club News
a full colour quarterty
publication which gives you an
update on all forthcoming
Activision releases as well as
tips and views from other
members. Activision say that
they run large-scale
competitions for members as
well as a worldwide pan-pal
service for those who would
like to communicate with
home computer buffs from
other countries.

On top of all this the
Activision Software Club
cffers a Performance Award
Scheme, which gives
everyone who owns Activision
software a chance to win

rice prizes, badges
or certificates by sending ina
ﬁ‘holugraph of their on-screen
i- score. Perpetual hi-scorers

join the Activision TR, ~

Some of the information you can
expect to see in Activision's
Software Club,

POSIfIVE IMAGE dares you to enter

?BEWAREHPUSF

b' Tom Cannavan

48K Spectrum

POSITIVE IMAGE Invites you to
Fl' A%s become “ll"k !

{) FROG FACE .

AT py John Jackson _.

' 48K 'Speuuh’

oy = 1
% " -

POSITIVE IMAGE invites you to
take a trip on +

e.J-Jcas’f RIDER.

by Tom C.‘]Flnal..m .
48K Spectrum

POSITIVE IMAGE sorrware

A frantic do or die battle
to escape the haunted
warehouse ~ though the
odds look very,very low.
Totally original CRASH

You'll play again & again” HCW/

A graphic adventure :
the old frog & prince
story brought to life.
packed with humour,
danger and surprise!

“Entertainment for all"HC W

\Top quality..

A brilliant biend of
real arcade action, &
puzzling adventure :
A test of reflexes,
nerve & nimble minds.
.8 hit" HC W

129 Dumbarton Rd. Glasgow.
HTNING on 01 969 5955 .
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from good stores or £5.95 from POSITIVE IMAG é
ealer enquiries - POSITIVE IMAGE 041 551 9944 or LI




are awarded 'hi-score’
tee-shirts and racﬂ champs
may receivea’ ;
swoatshirt, ¥

Activisions Software Club
has been going now for over
two years and Activision claim
many thousands of members
from several countries and
over a number of computers. It
is hoped that owners with
systams for which they have
recently started to
manufacture software will join
their club and swell the
numbers further.

For details ring Kathy
Leonard or Lorraine Vick on
0628 75171 or write to
Activision Software Club, 5/7
Forlease Road, Maidenhead,
Berks SL6 1RP.

NEW LOOK FOR
SINCLAIR

THE LAST WORD

Using an appropriate Greek
gun, the a??:” word in software

claimed to be Oma&a
Software. aisthe
umbrella name fora group of
well known software houses,
one of which prefers to remain
anonymous, which includes
Anirog, CRL and Siiversoft.
The aim of Omega is to put out
budget software at £1.99,
many games of which would
have been released in earlier
times at far higher prices. For
the Spectrum, thess include
Copter, Handy Andy,
Chamber of Horrors, Pool and
Corruption.
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CAMBRIDGE AWARDS

Nigel Searle, the Managing
Dllgr:t:mr of Sinclair Research,
presented the prizes to the
winners and runners-up of the
1884 Cambridge Awards at
London's Ritz Hotel on
October 4th. He praised the
role of the software houses in
the development of the home
computer industry when he

n who would
may return
2 to Oasis and a

B e
a to

Kaelg’?gmﬁs, this yaar“:’.ws|r
winner. John's game, called
The Prince, was devel

from Machiavalli's book of the
same name. Machiavelli was
the ltalian Renasissance
paolitician whose devious
tactics gave rise to a whole

Pa -
Avon BS
Ther

Victoria
Cornwall.

Niget Ssarie (right) prezents the umummmmm Sherry for his winning game, The Prince.

new way of political thinking.
The Prince is described as the
first interactive, role playing
Adventurs game for four
players creates a
medieval world of intrigue in
which a truly machiavellian
mind is required to succeed.




THE SANDMAN

Star Dreams have
announced a forthcoming
adventure release which the
claim is the most bizzare an
fascinating adventure
program ever produced.
Entitled The Sandman
Cometh, it breaks away

Cometh is a major departure
in the kind of thinking behind
games writing. The adventure
represents a series of dream
sequences, each with its own
set of logical problems in an
otherwise illogical scenario. '
The program was devised
and created by the person
who wrote the new Stranglers
pop group’s adventurs Aural
Quest. It contains over one
hundred locations each with
its own fast drawing picture
which remains on screen
during play. The game is
packaged as a parody of a
motion picture, coming in a
video style case, complete
with a comprehensive
illustrated bookiet. This theme
is carried on into the program
with film style credits and
s opening; even the loading :
entirely from the traditional screen being a tongue in Ao g i
subjec:g:s of adventure games. | cheek reprggantg%gon of the ewuipmentarealso
Say Star Dreams, 'There has Board of Censors' ! in the deal

long been a feeling in the authorisation certificate. ' David Ward of Ocean says
mara press ﬂ'ln:?t adventure The Sandman Cometh at they now hava the sole
games have Endeg_l;o be \'rery rataIII:b alt £10.95and is w‘ﬁ"‘.ﬁm:mﬂ
repetetive in their choice o available now. iy lhauhetl- o abi et ;
material. The Sandman re-launch of the label. All of

P atit SRR B O R

ADVANCED TACTICAL RECONNA/ISSANCE AND ATTACK M/SS/ION

TRADE ENGQUIRIES COMNTACT; SALES DEFT,, WEBSTERS SOFTWARE, TEL: U4B:
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NEW BOARD
GAME

The firstin a series of unique
computer assisted board
games was launched at
Websters Software’s
Christmas Product
Presentation, held at their
head-quarters in Guildford on
October 19th.

The new game, entitled
ATRAM (Advanced Tactical
Reconnaissance and Altack
Mission) heralds a
breakthrough in the computer

AN ALTERNATIVE

qdn'lr- Full review I|In([ month.
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1‘.’. AMALASEANCE §

.y, ..’: n.r -'

games market, say Websters.
its creator, Miles Bozeat of
P. D. Visual Marketing says
that he believes his product
fills the %ap between
established family board
games and computer
adventure . The
players’ skill determines the
outcome, as they
SImuItanaous!y plan the attack
on their opponents’ forces,
The operations are carried out

A'Cri @' style board
was usedbba)gragyrd weapon,
fuel and deployment status of
the aircraft in play. But when
the Spectrum appeared, the
penny dropped, and the' family
computer was enrolled. In
early 1984 Tony Morris, a
computer expert, and Chris
Barrell, a marketing
prufeasiunal. were recruited to
develop the concept fully. The
resultis ATRAM for the 48K

Spectrum and which retails at
£19.95 and includes the
board, all the playing pieces
and the database cassette.
on the board, while the

er acts as a database
helping to assess and plan

manoeuvres. '

ATRAM has taken a long

while to appear in its finished
form, having been first
conceived before the advent
of home computers. ‘Over
several years, ' says Miles,
'the game was brought out
and played with enthusiasm
amongst family and friends, all
the time refining and
developing the most important
balance so as not to allow any
uir&fgir advantage to either
side. '

fem et
NEW STUDIO

Melbourne House are to
create a new software studio
in the UK, to be called Studio
B. Two full time programmers
have been employed by
Mealbourne House for the new
studio. Their brief, says Pafula
ne, Pu Manager for
E‘I&uuma%a ls?c?
develop high quality,
innovative software, in
keeping with the standards
expectaed by people who buy
Melboume House games and
utilities. The number of
grtl)‘%mmmars employed by
tudio B is expected to

increase to at least nine by
June.




CodeWriter..
\  Limited

The Adventure to blow your mind
Because you write the adventure on your computer...in English

Mastermind your own adventures,  AdventureWriter does not allow happy with an adventure, you AdventureWriter will run on
Yeur own heroes and villains. you to get bored. can sell it to your friends or either Commodore 64, Atari
Mogidans and monsters. Warriors Every game is automatically . market it through the or Apple Il computers. Demand
/and vampires, Castles and coffins. errorropped - and conbe saved  AdventureWriter library of it from your dealer today!

The only restriction to your ondisk or tape. All you do is ready-to-run games. If accepted, Tell him its available through
odventures is your imagination, create the adventure... a rayalty will be Terry Blood, BC.S., Tiger or
| Therange of possible game in plain English, " i winging its way CentreSoft, Or order now -
greations is almost inexhaustible. Once you're yaiR oW E oy = to youl fillin the coupon below:

' Ad e ture EeEal o Aari| ] €
I [ ! L
| By 3~ R I Owverseds ort
: Q& ! made pe'-_.rr.jb
™ el = ' Nome

u ST Address —
. A CodeWriter..Program - ORIUIC idiaen AR e I IS L T
Lﬂ- E T T l ' filz _' Post to: CodeWriter Ltd  CodeWriter House: PO Box 33
i TH ac, EMEH ﬁG’N g Basingstoke RG24 QUG Tel: 0256 27844

9 | . ! Plecse allow 28 days for d v

_jfn_de‘u\"rhlr Lid CodeWriter Housa PO Box 33 Basingstoks RG24 UG —— | e (W DERE e SRS SR EEeG




SIR
LANCELOT

Producer:

Memory required: 16K
Retail price: £5.95
Language: machine code
Author: Stephen Cargill

Here's the first game from
Melbourne  House's  new
'Studio B' based in England.
Your task in this manic
platform-ish game is to inves-
tigate 24 rooms in the castle
and fo collect all the things of
use to you as you go. This is
obviously the kind of useless
existence that King Arthur's
knights of tHe Round Table
enjoyed, seeking, collecting
and getting kilied off.

A ouq principally a plat-
form style game, Sir Lan-
celothas many variations on
the different screens, ladders,
stairs, towers, hidey-holes and
all sorts of things. Because of

the combination and placing of
collectible objects and
hazards, y becomes an

important element in the game.
Even when ali the cbjects have

been collected, you cannot
clear a screen until reach
the flashing exit which appears

when the last object is taken.
There is a large playing area,
with score lines and animated
lives’ remaining running along
beneath.

CRITICISM

@ 'After watching someone
else play this game | was
determined fo do better than
that person - that just goes to
show the competetiveness of
this game. Sir Lancelotis awell
animated knight that has some
amazing powers of jumping
and running around the
screen. Collecting the jewels
can be an easy task or a dif-
ficult task depending on the
screen layout and on the mov-
in? hazards, but as a ?eneral
rule it gets progressively more
difficult and more thought
needs to be put in to each
screen and reactions need 1o
get sharper. Colours have
been usaed very well to give var-

S-I'R L'A‘-N-C-E-L-O-T

ious shades, all very pleasing
to the eye and very clear.
Graphics are of a nice size,
and are also very detailed, One
thing | especially like are your
spare lives hanging about at
the bottom of the screen wait-
ing to be used, pacing impa-
tiently from side to side in
boredom. | found Sir Lan-
celotincredibly addictive, and
just the sheer tact of wanting to
see the next screen made me
piar the game even more. | can
well recommend this game to
anyone.’

® ‘This is the best 16K game |
have seen ina long time. It has
allthe gra&hfcs and playability
of Manic Miner and four more
screens as welll The knight
you play moves around well
and very fast, as do the other
characters. You have to time
Jumps and work out a routine
through each screen. | have
one main criticism, and that is
that you are given a very short
time to finish the screen, but
apart from that | enjoyed play-
ing Sir Lancelot very much. ’

@ 'Sir Lancelot is rather a sur-
prise from Melbourne House,
who seem to have been more
interested in 'state of the art
games in a way, for this isn't
really that at all. What itis, isa
very fast, cleverly torturous
Manic Miner 52;19 ?an'le with
neat, smooth, detailed graph-
ics and some interesting var-
iations on the theme of avoid-
ing nasties. There's plenty
here to play with 24 screens,
each more a test than the last,
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Yo' ve got 1o Beguic to dive into 1

and like MM, once
good with the rhythm of a
screen, you can show off to
your friends. Very addictive,
very playable, very good. '

you get

COMMENTS

Control keys: alternate keys
on second row for left and
right and SHIFT to SPACE for

jump

Joystick: cursor type, but
hardly needs one

Keyboard play: very
responsive, nice simple keys
Use of colour: excellent
Graphics: excellent

Another screen which

he alcoves

Sound: very good

Skill levels: 1

Lives: 4

Screens: 24

Special features:

General rating: an addictive,
playable game, good to
excellent value.

Use of computer 90%
Graphics 89%
Playability 88%
Getting started 93%
Addictive qualities 89%
Value for money 90%
Overall 90%

vedy simple




CHINESE
JUGGLER

Producer: Ocean

Memory required: 48K
Retail price: £5.90
Language: Machine code
Author:

Chinese Juggler is one of
those games that has been
translated from the original
Commodore version, and
done well. As a game its
success lies in the manic panic
it inspires as you try to keep all
the plates spinning at once - or
Is this getting ahead too fast?

The object of the juggler is to
set g%ht plates spinning on top
of eight poles and keep them
spinning. This isn't so very

as each plate has to be

set In motion one at a time, so
the time you have got five or
going, you are too busy
keeping up the spin pace of the
first ones to have time to get
the remaining plates up and

The screen shows the

ler's stage and the eight
ﬁeswaiﬁng.mthafrmt:f'gwe
stage are four small chinese
pagodas on which the col-
oured plates appear. The
juggler can be directed around
the playing area to collect a
plate and then back to a pole to
set the plate spinning. Return-
ing to the same pole and using
the activate button will cause
the slowing plate to speed up
again, Of course, if you don't
gettoa slawin?apiate in time, it
will eventually tall off.

On the first screen all you
have to do is get all eight poles
filled with plates of any colour.
But on & uent screens
there are rther com-
plications, such as setting a
plate of specific colour spin-
ning, the colour determined by
the border colour. if no plate of
the required colour is avail-
able, then you must throw the
plate in the air and catch it
again. This will alter the plate's
colour - though it might not be
the right one.

CRITICISM

@ 'At first glimpse | expected
this game to be a ten minute
gimmick. Te say the least, |
was wrong. Chinese Juggleris
ing srtogy 10 keep the piates
y 0
g - Affer 8 whils 6

frustration, music and the
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Lets twist again like we did last summer

Chinese shuffle send you into
a hypnotic state of addiction
{meant in the nicest possible
way)! Very good indeed, but
not quite mega- league. '

® ‘First of all this was out for
the Commodore 64 with its
tremendous sound, and | was
eager to see the Spectrum
version. The Spectrum version
seemed to be an exact copy,
even down to the same tunes -
but saying this the game
wasn 't even half the fun to play
I think sound musthave been a
major feature of its ‘parent’. It
just seems to fack the manic
drive of the original. Colour
has been used well and the
graphics are very good, and
despife what | have said about
the sound, it must be said that
they have done very well con-
sidering the Spectrum’s limi-
tations. Overall a very playable
game but one that will prob-
ably lack the addictive gqual-
ities of a good selling game. '

® 'Chinese Juggler is less a
game and more of a party
giyeoe‘ Its furious pace, helped
by the incessant, crazy music,
is just the sort of thing for sev-
eral people to getinto hysterics
over. Whether it has the appeal
overall to lastas a single player
ggme, I'm not so sure. It's
ighly original, amusing and

playable but perhaps that's not
quite enough to make it a
monster hit,

COMMENTS
Control keys: B - SPACE for
actions on the plate, Q/A
ur{dmn, O/P left/right, D/E
g s/enable music

oystick: Kempston
Keyboard play: responsive,
sensible positions
Use of colour: good
Graphics: very , nice

animation especially on plates
Sound: excellent tune

Skill levels: i
Sy progressive
Lives: 1

Screens: 10

General rating: an original
game which should appeal
widely.

Use of computer 74%
Graphics 79%
Playability 84%
Getting started 73%
Addictive qualities 79%
Value for money 82%
Overall 79%

TELESDUND 15 ready built and
tested so that you can get the
tull sound of yeur Speetrum
through any unmoditied
television set, black and white
of colour, The unit 15 easy to
fit in minutes without any
previous experience as full
fithing instructions are
provided.

= RDB FLIFIER NOT MECESEARY

INCLUDENG  MOCRODRIVE

HERRING IS BELIEVING

Tele Sound

SPECTRUM BEEP BOOSTER

TELESOUND FEATURES

- SOEND AND VISION TOGETHER FOR ABDED REALISM
« BEEP VOLUME CONTROLLABLE FROM & WHISPER TO A RORA
+ BEYBOARD CLICH CLEARLY HEARD TO ASSIST PROGRAM INTRY

« PROGRAMS H.l!l! HEARD WHEN BEDNG LORBED - RO SOLDERIRG 08

- SEPRRATE POWER SUPPLY
+ USIS NO MEMORY SO WORNS WITH ALL PROGRAMS - COMPATIBLE WITH ALL OTHIN ADD-ONS
TELESOURD comes complete with easy to follow fitting
instructions and costs £9.95 inclusive of post, packing
etc. Please state your computer when ordering.

COMPU |
ERMPSDN

VISA
DEPT: 5US 32-33 LANGLEY CLOSE, REDDITCH, WORCS.
B98 OET. TELEPHONE: (0627) 21429 (21438 Answerphone).

TELESOUND has been designed
using the very latest ultra
miniature components 5o it's
size 15 an incredible 2 x 1.3 & Imm.
and fits neatly inside the Spectrum.
Three easy push-on
connections are made o the
Spectrum. The connections
are clearly shown in a
diagram that comes with

tull fithing instructions

#ASE CUTTING REQUIRED
KT mmm.mIn

SOUND
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Is it a bird? I3 Ha ‘plans? Mo, it's Eddie Kidd eight cars up and twenty feel in the air in JUMP CHALLENGE

Eddie Kidd
Jumr
Challenge

Producer: Software
Communications

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

Eddie Kidd'is probably among
the best known motor cycle
stuntmen in the world. Appar-
ently a film about American
stuntman Evel Knievel inspired
the twelve year old Kidd to start
training with an ordinary bicy-
cle - jumping over oil cans, bar-
rels and even his school
mie& Now Spectrum owne&s
@ an opportunity to mat
some of his feagq:n a simu-
lation which has been prog-
rammed with some help from
Eddie Kidd himself, who
appeared on the Martech
stand at the recent PCW Show
in London to help promote the
ke th Eddie, pla
e the young ie, play-
ers xﬂgavg to ;;?rt off on a
ped icycle ore -
ressing trgr something gmt?it
more powerful. The screen
ﬁlt{gu! is quite straightforward.
top half is the actual play-
ing area and the bottom half
contains the instrumentation.
In the ing area w'd\‘(lou are
shown the blue sky with clouds
(moving in parallax 3D), with a
ﬁ of yellow ground, a fence
then the black road with its
white centre line stripes. Each
attempt starts with the bike rol-
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ling off the take off ramp, head-
ing away for the run up.
our instrumentation shows
the gears (1 to 5), brake on or
off, two bars revs and
Speed, and below that the
jects and numbers you are
attempting to jump. Controls
from k or joystick
affect the speed, and thersfore

the gear change, by the throttle
or brake, as well 53 turning the
bike around and the at

}Mhid’l Eiddia banslsn,o‘g‘his latter
s quite important on take
off and landing in controlli

the afitude of the bike. Obwi-
ously other factors in a suc-
cessful jumtﬁ are the take off
speed and the length of run up
to the ramp. The run up is
decided by the player quite

simply turning the bike
around you think you are
far en from the ramp. The

wild card factor is the gusting
headwind, which, depending
on Wmlm, can radically alter
the le of the jump. To help
you assess this factor, there is

a wind sock device in the
instrumentation area,
Software

Communications
are running two competitions
in conjunction with Eddie Kidd |
Jump

maﬂen%f‘;i Prizes
include BMX Bikes, mic-
rocomputers and colour TVs.,
Details are on the inlay, which
alsoincludes your Official Con-
tender Card and a Jump Chal-
lenge sticker.

CRITICISM

® 'Why does an essentiall
motorcycle game start off w

a push bike jump? It may show
how he started at first, or where
he got his inspiration from first,
but in this particular game it
becomes very repetetive, bor-
ing and irrelevant to the game.

The motorcycle seems to per-
torm not unlike a real one, and
in fact mimicks a real one v
wellin mid air. One thing | don

likeabout this e s ifyou fall
of your bike hitting cars,
landing wrong or whatever,
you return to menu, givi

you no second chance, whi

Is pri a little mean, and
also a major drawback. Alsor |
didn't understand the scoring
system, sometimes | scored
and sometimes | didn't. This
game is interesting at first to
play, but the novelty wears off
quite quickly. Unless ?'ou’re a
real motorcycle stunt fanatic, |
don't think this game's worth
the money. '

® 'The first task on this novel
game is to pedal over some
barrels. This is a doddle, or
even a toddle, compared fo
what comes next. In the inter-
ests of making the game a little
bit more playable, it would
have been better to omit this
stage on subsequent aftempts
since it soon begins to irritate.
Controlling the motorcycle is
fairly simple, and the fun in the
game depends heavily on how
j{pu actually make your jump.

here is, therefors, the atten-
dant risk that players will soon
tire of Eddie Kidd because in
truth there is nothing else to it.
Of course, as you get more
practiced you can jump more

and more cars eltc. , but'don't
think this is going to prove
enough to keep people play-
ing, especially as the scenery
doesn't change. '

® ‘'Eddie Kidd has some nice
graphics, the background is
simple enough, but the effect
of movement works quite well,
and the graphics of your biker
is ci't;i:e neat, especially in the
spills. But as far as it goes, we
have already seen as good in
Wheelie. Sadly, after all the
promise, this game is quite
unaddictive, for me at ant)ra' rate,
less of a game in fact than a
simulation.

COMMENTS

Control keys: SYM
SHIFT/SPACE causes lean, Z
controls throttle, CAPS
controls brake, any key on 2nd
row will tum bike
Joystick: Sinclair 2 ;
Keyboard E;ylr: responsive,
but not the layout
Use of colour: somewhat
limited, but clean
Graphics: smooth, fairly well

: motorcycle noise is
quite good, otherwise not




THE OFfFiciaL

i den .
Skill levels:

[ difficulty i Use of Computer  50%
Lives: 1 Graphics 63%
b S : Playablislt; e ggia
General rating: Getting =
simulation, b';}:ga: agamenot | Addictive qualities 30%
over exciting and not Value for money 48%
particularly addictive. Overall 56%

VA

B e
48K SPECT
martech RUM |

PURE 844 CHiE Fi

PROGRAMS
WANTED
SEND
NOW

1-99 1-99

ANNOUNCE THEIR VERY OWN POCKET MONEY RANGE
MORE FUN AT LESS PRICE

All games are obtainable direct

| from this company at £1-99 + 50p, p+p

| or from computor + video shops or

where you see the Slush Puppy sign.

S.A.E for full list. Dealer enquiries welcome

DEPT cw * BLABY COMPUTER GAMES CROSSWAYS HOUSE - LUTTERWORTH ROAD ' BLABY ' LEICESTER °
TEL: 0533 77364 * TELEX 342828 JRHHG

PROGRAMS
WANTED
SEND
NOW

is available from
W.H.3mith, Menzies
and other major stores

at £550
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A lively and atmospheric ioading screen in BEATCHA gives no clue to the game graphics.

BEATCHA!

Producer: Romik
required: 48K
Retail price: £5.95
Language: machine code
Author: Jon Smith

The struggle to put a sensible
story lineto arcade type games
Eoes on - Beatcha cerainly

as pushed the limits in the
sense that you won't get any
idea of what the game looks
like from either the title, inlay
card or loading screen, with its
similar look to that of Skool
Daze. According to the
scenario Beatcha is set in
Qua;ge Hill Comprehensive
school on Sirius B. Putting it on
an alien planet allows poetic
licence in the look of the pupils
and teachers!

The objective of the game is
to negotiate the maze of crazy
classrooms and collect all the
keys so you can get out of the
front door. This is Romik's first
game for the Spectrum for a
year, and to celebrate the fact,
they are giving you 26 fives in
this game, one for each letter
of the alphabet. And you'l
need them!!

Each screen represents cor-
ridors and classrooms, actu-
ally quite simple mazes made
from character blocks in var-
ious diagonal shapes.
T come in blue, red
and white, some slow, some
very fast. If ou.%at hit, you
leave a skull behind which
blocks your progress next lite,
or kills if you hit it. Collecting
keys arms your stun gun,
which can be used to momen-
tarly stun the teachers.
Access from screen to screen
is via small doors, which may
lead you to a totally different

screen, or just to the next door
one.

| CRITICISM

@® 'Beatcha is a collect and
avoid game. The ?raphics are
simple and small but quick.
This game is not bad, but |
found that after getting quite &
few keys | soon became bored.
Beatcha is in the average lea-
gue. '

® ‘| think this game should
have been brought cut atleast
a year ago, atleast then it may
have stood a chance selling.
As it is the concept, graphics
and playability seems lo be
outdated. After collecting sev-
eral screens of keys (or
attempting to) | soon became
very bored and tired, unin-
terested in fact. The game in
many parts was much too dif-
ficult even on the easy level -
on the difficult level it became
stupidly fast and impossible to
play. our has been used
quite well, butthe graphics are
small, undetailed and move by
the block - uninspining. The
actual object of the game is
not stated very clearly. What-
ever happened to the
‘mouth-watering’ inlays we
used to have? | don't really
think this is a game worth even
considering unless you're into
unexciting, brainless games. '

® 'Beatcha looks very old
fashioned once loaded,
although the title screen prom-
ises much new looking fun.
Just another boring old maze
game - well not quite boring,
perhaps. Ludicrously fast
would be a better description,
and somewhat confusing.
Okay, so collecting keys to get
out isn't confusing, neither is
avoiding nasties, whether they
be Sirius B teachers or aliens,

48 CRASH December 1984

but some othe the things that
happen and aren’t explained,
are very odd. After such along
time when | thought Romik had
gone for ever, here they are,
back again - what a pity it
couldn't have been a more
inspiring game. '

COMMENTS

Control keys: Z/X left/right,
L/M up/down, M to fire
Joystick: Kempston, Sinclair
Keyboard play: sensible
positions, but not as
responsive as they should be
Use of colour: quite good and
varied
Graphics: small, undetailed,
rather jerky block movement
Sound: quite strident effects
Skill levels: 3 - dunces, swots
and big 'eds
Lives: 26
Screens: unknown but
Special featu

al res:
General rating: poor and
contusing.

Use of computer
Graphics
Playability

Getting started
Addictive qualities
Value for money
Overall

55%
45%
27%
42%
26%
39%
39%

Rather old fashioned graphics moving at Insane spead in BEATCHA.
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THIS REMARKABLE PRODUCT will revolutionise programming on
the Commodore 64 and 48K Spectrum. By using the simple plain
English commands you can now write and publish your own games
to compete with the professionals. Powerful yet easy to use SCOPE
will benefit beginner and competent programmer. You will handie
all aspects of Graphics, Sprites, Colour, Sound, Music* & Animation.
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Death pit takes you deep down

to a tangled labyrinth of dank tunnels.
Struggle through spider infested corridors,
past bats and mutant life forms.

Dig through the rockfalls

(you remembered a spade?)

and bravely plunge into the dark water

of flooded caverns.

The tension grips,

your pit light fades

and before you waits the Guardian.
After this last gruesome trial

will you still have strength enough
to return?

Sounds tricky? —well it is
told you half of it.

DEATH PIT —another high quality machine-code
game from Durell.

Available now from most retail outlets for the —
48K Spectrum, BBC, Commodore 64, and Amstrad

DURELL sales dept. Castle Lodge, |
Castle Green, Taunton, Somerset TA14AB
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TIR NA NOG

Producer: Gargoyle

Games

Memory required: 48K
Retail price: £9.95
Language: machine code
Author: Greg Follis & Roy
Carter

Our recent preview of the new
ical adventure Tir Na
, which loosely transiated
means Land of Youthfrom
e Games, whose first
game Ad Astracaused such a
stir with its hics, seems to
have aroused a lot of
interest. Tir Na Nog is one of
those games that is a review
team's nightmare! There is
such a lot of it to get through in
a shortish space of time it
is inevitable we can only give 8
hint of the flavour.

Tir Na Nog is set in a mythi-
cal Celtic world peopled by the
Sidhe. Once mighty, now fal-
len on hard times, these
monkey-like creatures are the
main protagonists in the
adventure. They had bound
the Great Enemy by creating
the Seal of Calum, and thus
had become a great civil-
isation. But the Great Eenemy
P el

a . In their
the Sidhe kilied the thief but the
Seal was shattered into four
giecea and the Great Enemy
eed to wreak havec on the
Earth again. So fell the Sidhe
into sub-human beasts.

Whenthe game opens, itisa
new, darker age. You play
Cuchulainn, the Hound of
Heaven, a mighty warrior who
has been called to reunite the
four pieces of the Seal of
Calum and thus defeat the
Great Enemy. In this respect
Tir Na is definitely an
adventure. You are required to
explore, seek useful objects
such as weapons and keys
(some of whose uses are
immediately apparent, and

inhabit the land. But it is not a

e
a in telling

gggra you p:ro and w"ﬁﬁ

jects are aenm /

yguccasionally 2?3

are situations where text will

%poat, such as the Oracle.
ere are puzzies to solve (the
Oracle’s obscure pro-

nouncements are such), and
there are many arcade situ-
ations where quick reactions
are needed to alive.
The screen is split

into two sections - a top playing
area, where the land is seen,
and a lower information area
which tells you where you are,
what you are carrying or using,
and most importantly, a com-
pass. The hero Cuchulainn,
moves left and , but the
scene may be viewed from four
‘camera’ positions which relate

to the changing compass
below

Tir Na Nog comes in a large
cardboard box which contains
a 28 page booklet and a full
colour map of the land. The
booklet has pl:'ylng instruc-
tggyltns_. a history menlglgd and
ng tips contal very
wﬁ%ﬂn a supposed

S inn,, or 'observations' of
a Bard of the Sidhe. The game
may be saved at any point (to
avoid constant death!) and
reloaded.

CRITICISM

® 'What we have here is a
game that desperately needs
careful mapplng the player!
The map provi is \rer{ use-
ful in giving the general layout
of the land, but as the booklet
says, 'So many doors are there
in Tir Na Nog that it has often

been called the Land of Oppor-
tunity, because of the number
of openings that exist. * And
there are hundreds of path-
ways. Because of the 3D world
the program creates, but which
you only really see in two
dimensions at any time, it can
ﬂat very confusing at first! The

rst time player would be well
advised to ensure that he or
she doesn't lose a life right out-
side the aitar cave and so drop
the axe picked up just inside,
because a Sidhe prowls
around on that path and makes
it a hard job on a next life to get
the axe back. And that's an
important point - as in Avalon,

ture quests are numerous, and
this game ‘is going to take a
long time to get through, which

itgood value for money,
and amust for adventurers and
arcade players alike. '

® Tir Na Nog requires the
skills of adventure, strategy
and arcade. Some of the cre-
atures you just have fo fight,
and what with orienting your-
self and moving, it can be
quite a skill. But some are in
possession of things you
need, and you may have
something they want, Sso
strategical thinking and for-
ward planning comes in as

An insidious: Sidhe, Creepng up pehind Cuchutainn

objects used or dropped

remain where they are, you
affect the land every time you
play and things are not reset 1o
'start’. The wgraphiua are
extremely good. Cuchulainn
walks and fights with tre-
mendous vigour. It's mar-
vellous animation. The adven-

well. Colour has been well
used so there are no atiribute
problems to spoil the look of it.
All the animated characters
are masked on the back-
grounds, so they fook realistic
and can be easily seen. The
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sidhe are very good, but a
tamned nuisance! | have
barely scraped the surface of
this marvelfous looking game,
but as far as | have got, it is
playable, fun and (nof usually
the case with an adventure)
very addictive. '

@ 'l didn't to see the pre-
view copy of Tir Na Nog earlier,
but | had heard about it, and
was looking forward to seeing
it. Then | saw The Legend of
Avalon and wondered whether
Tir Na Nog wasn't going to be
very similar. Well they are not
at all alike, visually or in the
ing, beyond the fact that in
games do have to be
able to think and move very
qutdd'{ at times in what is a
vastplaying area. | like the idea
inTir Na Nog that access to the
many major ‘above and
'below’ ground places is done
by way of caves which lead you
from one place to the other.
This game is also one of those
that requires a lot of exploring
and familiarising before you
havaah;paufgeﬁ cntotligre
quests. Fortunately, the explor-
ing itself is fun, and there is a
to see. | just wonder
whether there isn't too much
;&ﬁd aboutto do? | feel sure
at Tir Na Nog is going to
because 3? the
ent things in it, and it's
go:ngtotak&al di‘:lmate et
nght through it a estroy the
Great Enemy. ' s

COMMENTS

Control keys: corner keys for
thrust, alternate bottom row
for left/right, alternate second
row for g\a:g; ‘camera’
view, altemn ird row for
pick up/drop

Joystick: none, but a
programmabile interface might
prove useful here

Keyboard play: responsive -
takes getting used to keys and
views

Use of colour: black
drawings on simple colour
rm;]nds. works well and looks
Graphics: excellent
animation, using many
frames, large characters and
smooth scrolling effects
Sound: not much, mostly
warning beeps
Skill levels: 1
Lives: 1, butthe game
constantly returns you to the
start position, with effects of
last life intact
Screens: continuous scrolling
Special featuras: map of Tir
Na Nog
General rating: a
sophisticated looking and
playing game with masses of
content, good value for
money, generally excellent.

Use of computer 82%
Graphics 98%
Playability 93%
Getting started 95%
Addictive qualities 90%
Value for money 91%
Overall 92%
“
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SUPER-LEAGUE in

Acclaimed the best football s:'muh':tion game.,...

"eeealher using it for several days I had to write and congratulate you
afi & roally excellent program,” = A.M, (Middlesex)

"Me program is addintive,last night I spent from 11.00a.m. to 11.30p.m,
taking lesds to win the chasplonship by 1 peint.” = I.B. (Shropshire)

"I must congratulste you on an outetanding game well worth OVEIY Poniy.
Thank you." - 5.5, (Essex)

"My son snd grandson in Australis are delighted...s gem...naither of tham
have stopped playing it.Thanks for a great game." - ¥.G. {'I'rlﬂ% Eiwﬂwl}

"I thought T should write bessusg of your sxcellent game, "=Mr.MeD, (W.Mlds )

Note the following true-to-life features....

® = Full 17-aside malchaction

® — On-screen commentary showing current
score, nameof player in possession,

®— Scale 90-minute gams
L]
- ¥
N

@ — individual player skills
@~ Full 22-team League
&0 minULES
Evwertlon £ S

U P L F R Pta

@ — 42-match season

® — League table and
resullson screen
and prinier

@ = Save season lo
date on fape

@ Alsc form any league
of 22 teams and pick
D
your own players!

(inc.p ap) L E2SEESS, a

direct fram
CROSS SOFTWARE (C)
72 Swanshope,

Burney Drive,

-
ROSS

Also available from selected

stores in the London area
lincluding VIRGIN GAMES
CENTRE, Oxford Street.W.1

moEE-T

Pacific Software

Presents
o { Where no one dare enter) Y
@ @
@ &
@ @
= L]
@ @
Y L
:::?:E, M{Cnds: FOR THE
ur Graphics. 48Kk
Save Game Facility. SPECTRUM
Fast KeyboardResponse. (ONLY £3.99
Extensive Vocabulary. INCL. p&p

@ An exciting and colourful adventure were you are helped
by an old hermt to destroy an alien colony within the
derelict amusement park FUNHOUSE,

V¥anted my/code games

Qimmediase delivery.
Please send £3.9% cheque/p.o. To Pacific Software
22 The Uplands, Palacefields, Runcorn, Cheshire, WA7 2UA.

Namg Tel 8717783

Address
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TRAVELS
WITH
TRASHMAN

Generation

Memory required: 48K
Retail price: £5.95

Language: machine code
Author: Malcolm Evans

The sequel to New Gen-
eration’s successful and novel
Trashman sees our intrepid
dustman on an exotic trip
around the major cities of the
world as a sort of free-lance
waste collection consultant.
Travels with Trashman is setin

oa.

The object is to collect litter
from the various sites and
score points. On the right there
is a cash figure which
increases as you collect, but
decreases if you keep bump-
ing into people like waitresses
or guests, or annoying them.

mﬂh you won't be able to
o ﬁt_lia htt_ic_}han are
eise in the game e

is set in the buramng

%ﬂn;lshman has to collect all the

bouquets of roses that the.

spectators keep throwing into
the ring. But he has ton?vatm
out fur the black bull, which
angry. In the
Amemlsthestrmd
New MMmplmng# the
money rown at the jazz
band, but the musicians are a
mean lot. In Samoa, it's the
beach, littered with holiday

makers' rubbish, while over-
head the ripe coconuts keep
falling down. Israelis are noted
for their wailing wall in
Jerusalem - what few people
realise is how many tissues are
discarded by the tearful Jews.
Parisian street cafes may look
pleasant but there are loads of
waitars. snttatngd hdir;em and
s - it's the that
are !hm rahlemromGar-
many sees Trashie clearing
away empties at the beerfest,
while in Hong Kong there is a
lively scene with a carnival,
Each separate section of the
game is accessed through a
screen which shows the world
globe and the various des-
tinations.

CRITICISM

@ 'l must say that | was look-
ing forward to seeing the follow
up to Trashman with its clearly
defined bright graphics and a
high degree of skil remilred to
play it. Generally speaking |
was immediately addlctadtont
Traveis with Trashman, how-
ever, is a different matter. |
ol e oo kg
not playable, just
":a““' n;ﬂw mb?:ishl '
going to tru
can collect to earn a Iivingﬁ
my opinion, it is not a very ade-
quate follow up to a previous
top seller. Graphics are quite
pleasant o look at, but in most
cases suffer with a high degree
of aftribute and clarity prob-
lems. Also, there seemstobea
definite lack of colour in many
areas. The ics just don
look half as solid as in TrashA
man, and in mnay areas look
quite weak. On some occa-
sions Trashman (you, the
character) is more often than
not difficult to find on the
screen for the simple reason
that there's no outstanding
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coio%pfhisowntgushowhirg
up. This poses problems an
g{s afmuney and_llpss b:f tini'{a

ring the game. To be quite
honest, if enjoyed playing
Trashman! cannot seriously
say that you will enjoy playing
Travels  with rashman
because they are two totally
different games based around
the common factor of Trash-
man. '

® Travels with Trashman
starts off with a realistic world
map showing locations where
you may go. The various
places have slight differences
to the basic task (collecting
rubbish), like frogs in France.
TWT has, in my opinion,
graphics which are not quite
as good as in the original, but it
offers more variation. One
thing is certain, this is no easy
game, and you really have fo
eamn your travel money. The
game should stand the test of
time well. *

siderably, | think it's likely to
ave the staying power

Dlaybiity 108 been bsioeiod

ya 5

w factmatisss attention to

detail has gone into each of the

different locations, than went

into the suburban Trashman.

COMMENTS

Control keys: user defined,
four directions and fire (used
for option selection only)
JoE:ﬂek Kempstm inclair

Keyboa plly. responsive
Use of colour: varied, but not

as colourful as Trashman and

there are some attribute

problems

Graphics: again, varied and

neatly animated, but generally

a bit small

Sound: nice tunes, not much

apart from some spot

ects
Skiil levels: 1

mumam and get quite out of hand In Paris. Can TRASHMAN get ancugh

logether to TRAVEL somewhere elge?.

® 'Partofthegameistogetto
see the various locations. This
is not possible at the start
because you are never given
enough cash to fly to the more
exotic ones, this has to be
gamed, otherwise you may
find youself restricted to one or
two, or even stranded. As in
Trashman, there are humour-
ous comments at the bottom of
the screen, when you bump
|n1supaopla or at the end of a
uickly got gored
nfut:‘r:a%‘ I‘L: bym: o ) )30
i t meagre) 30
bouns points would eag be flown
back home (presumably for the
poor destitute family).
some screens the graphics
work very well and the game is
jolty. But there are some where
this is not so good, and gen-
erally the game lacks the
intensity that Trashman had.
This lowers its addictivity con-

Lives: 1

Screens: 7

Special features:

General rating: mixed
opinions from the reviewers
from above average to very
good.

Use of computer 79%
Graphics 70%
Flayability 68%
Getting started 72%
Addictive qualities 63%
Value for money 76%
Overall 1%
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TO THE STARS!
FOR THE 48K SPECTRUM FROM GHRGOYLE GAMES

“SPACE IS DEEPER THAN YOU THINK . . .”
ONLY £5.95 EACH

100% MACHINE CODE
ARCADE ACTION, FEATURING
GARGOYLE'S STUNNING
CARTOON GRAPHICS.

AVAILABLE AT SELECTED
RETAILERS OR SEND COUPON

DIRECT TO CARGOYLE.

PLEASE RUSH ME COPY/COPIES OF AD ASTRA,

| ENCLOSE CHEQUE/R.O. FOR £ @ £5.95 EACH
POST AND PACKAGING FREE

Send this coupon to:

GARGOYLE GAMES,
74 KING STREET, DUDLEY,
WEST MIDLANDS.

@

I pp———

DEALER ENQUIRIES WELCOME.
TEL: DUDLEY 238777

[ - - -




=i

ALL OR
NOTHING

Producer: Abbex

Memory required: 48K
Retail price: £5.95 / £6.95
Language: machine code
Author: Paul Reynolds

All or Nothing is the first game
from Abbex since Krakatoa,
which was a CRASH smash in
the § . To describe all the
playing instructions for this
game would take an age asit is
somewhat complicated. How-
ever, the basic objective is to
parachute into an armed camp
and more or less detroy it, and
inthe find some secret
files. h All or Nathing is
basically an arcade game
which uses isometric perspec-
tive graphics rather similar to
those in Ant Attack, there are
i and advmm &
strategy re.

On screen, the playing area
shows a part of the enemy
camp with its high wire fences
around the perimeter. Direct-
ing ' causes the screen to

to follow the action. As in
Ant 11“0‘( t}mre w?;r: four l:'a:r:t
era views for n
hidden behind a buiIJOU. gul
this function is automatically
activated if you do di
from view. Inside the perimeter
there are several buildings,
some of which are ware-
houses, some atr:a olﬁcels Thofa
camp is patrol ots
guards and guard gggs The
are armed and shoot to
ill. Below the ing area is
the score line, time and six

graphics objects
which may be gdglac!ed or
used. Movement around the

§

mﬁlﬂﬂlﬂhﬂ in Ant Attack characterise the new Abbex game ALL OR

camp is by means of a left and
right rotation with a forward
movement, which leaves fire
and back on a

may be found to have useful
objects on them, like ID cards
which will &;& you a fime

immunity. most things
will need can be found wlm
the warehouses.

Before you can search any
of the must
first discover the ce and

(within 30 seconds). This will

56 CRASH December 1984

The pairolling guards are closing in - time to bribe, shoot or run. . .

result in giving you a key to a
specific

warahouse whi *ou
must discover. In this first
warehouse you will find the key
to another, and so on. Also
imidai there are ;ariws of th;
useful objects. You can onl
collact objects that you do not
possess or are low on.

At any time (after entering
the main office) you leave
the site via the Matter Trans-
mitter. The overall ohject is to
collect the secret industrial
files and make good your
escape,

CRITICISM

represented in good 3D, butas
in Ant Attack, controlling the
man is a liitle less satisfactory.
Qverall, a good game
which mprﬁﬂym to into.
Quite a few nice touches too,
like the bouncing END titles to
agame.’

® Al or Nothing is a very
good game with very good
graphics. It is also an inter-
asting game and true to life, as
the guards do not often see
you if you are lurking behind a
building and they come rush-
ing after
noise (like shooting a gun or
using the gas). The safe com-
bination is a hard one to crack,
but once you do it is all plain
sailing. It's a pity that the play-
ing area is so small, only 70
buidlings in all, and the sound
isn't as good as the graphics.
Oth e, an interesting and
playable game. '

® | liked Krakatoa very
much, and was therefore look-

if you make a loud

ing forward to this one. And at
the start ‘it doesn't disappoint
either, with the effective 3D
E;:lphk:a and a level of control
has avoided the pitfalls of
Ant Attack. There also seems
a lot to do, but once you really
get into it, Al or Nothing reve-
als that it isn't as hot as it first
seems. In the and all are
doing is running around, avoid-
ing the guards and trying to col-
!actoh_l];glsfrom differant build-
x. result, for me at any
e, is a very playableﬁ;m
which does require skill, but
one that lacks something in the
long term appeal. Good, but
not great. '

COMMENTS

(:ontrulkzru : user definable -
a graphic of the Spectrum
shows you the keys you may
not select

MIHK stick: a'l)r‘nom any vie;;ldDK
eyboard : responsive,
although ooema.'v takes some

colour: average
Graphics: neat 3D although
rather jerky scrolling

Skill levels: 1
Lives: 1 with percentage of
damage

Screens: continuous scrolling
ial features: p(;;].lg:h
icrospeech com|
Ganar:ét rating: generally
good, not perhaps as
addictive as expected, but

cartainly has lots of content.

Use of computer 67%
Graphics 76%
Playability 71%
Getting started 79%
Addictive qualities 66%
Value for money 70%
Overall 72%




To: Front Runner, K-soft distribution,
620 Western Avenue, London W3 0TU

L R M Tapets) of Bollerhouse
Narme

Address =—rrias
Al Postcode___
Telephone

| enclose a cheque /PO made payable to
K-soft distribution for £ —_{post free)

or debit my Access/Visa®
Delete as applicable
| would like to near news of more Front Runner

releases [ ves

Pigase allow 21 days for delivery. CH.OLBH

Explosive |
Action!

Feel your temperature rise as you
battle to control the overheating
boilers. Your challenge Is to

fight and defeat the machinery,
but the pressure can become
intolerable!

Boilerhouse is an all machine
code game with keyboard

or joystick

options.

£6.95 InC.VAT
48K Spectrum
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KUNG FU

Producer: Bug-Byte
Memory required: 48K
Retail price: £6.95
Language: machine code
Author: Dusko
Dimitrijevic

This is probably the most
unusal game to be seen on the
Spectrum for a long while,
perhaps ever. As its name
wm.megame is a simu-

tion of the noble art of
defence and attack. There are
T Againet e SR, OF
p e computer, or
for two players against each

The one and ayer
modes each have a different
background of suitably oriental
design. The playing characters
muiﬁe m. animated line

ngs faithfully follow
your commands. Four move-
ments are possible, a left arm
karate chop, a step forward
and block, a right foot front kick
and a left foot kick. Addi-
tionally the character may be
advanced or retreated.

Below the playing area is an
indicator of hits on the com-
puter player. A successful
knock out strike results in the
hit character collapsing to the
ground. The more su I
you are on the single player
mode, the tougher the com-

player becomes to beat.
ow everyone has the chance

Haiiiit...,
. | e
ied, butit's | cessful simulation. aps
CRITICISM stilla‘gmg%unm thefaceof | the only complaint in the end
it. If you want a change from | might be that once mastered, it

[ ] 'Kun_FhFu is a totally original
Fame. e graphics are very
arge and allow you and a
friend to beat hell out of each
other. Each of the Kung Fu
moves is beautifully animated.
As ww better you move up
belts, white to yellow etc. The
sound is good with a good tune
playing continuously. This is
very wayabia and quite addic-
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the usual type of e, this is
worthit.'tr s

® It must be said that this is
an exceplional attempt fto
reproduce a very difficult sport
on a computer, and ithas been
totally successful in achieving
its ends. Characters take
about half the playing area (in
height) and are superbly ani-
mated. The option of playing
the computer or an opponent
is a great asset to this game,
allowing friends to foin in for a
bit of variation. Obviously the
person who programmed this
game is into Kung Fu as each
move Is executed the way it
should be. The only niggle I've
got about the game is that
there is no on /off switch for the
oriental music which can drive
you around the bend. | have
mixed feelings about whether
this game will be consfantly
addictive, as it does get
repetetive kicking your
pariner's teeth in or crippling
his sex life!’

@ 'The first thing to strike you
about Kungthu is the lovely
graphics. e backgrounds
are exactly right, and manage
to be quite soothing to watch
as you match wits with either
computer or a friend. At times
the movements of the two
characters can look like a
piece of ballet. Kung Fu is a

would be nice to have some
other moves to try out. As it is,
this should dprove interesting,
different and challenging and
for its novelty value, worth the
money.

COMMENTS

Control keys: 1,2, 3, 4 for left
player (or solo) 6, 7, 8, 9 for
right player, with CAPS SHIFT
and SYM SHIFT walk left, Z
and SPACE walk right
Joystick: Kempston and
'Iz‘indairz s ’
board play: responsive,
k:'y? pasitions work quite well
Use of colour: very good
Graphics: excellent
animation
Sound: constant tune (could
do with on/off)
Skill levels: progressive
difﬁcult%

Lives:

Screens: 2

Special features:

General rating: original and
overall very good.

Use of computer 78%
Graphics 82%
Playability 80%
Getting started T7%
Addictive qualities 71%
Value for money 76%
Overall 7%




TILER

Producer: Interceptor
Micros

Memory required: 48K
Retail price: £5.50
Language: machine code
Author: Stephen Curtis

You have been contracted by
Acme (what else) Construction
to go and tile the roof of Rob
Ru s roof. But this task is
frustrating because Rob is a
bouncer - he bounces all over
the place like a manic deep sea
diver im an over-pressurised
suit, If he should land on you,
then you're squashed flat.
Thegame is plam out over
three screens, the inside of the
house, the garden and the
garage. Nothing is quite as
straight forward as it first
geems - stairs are all one way,
a key is needed to get through
the garage to the garden, and
from there you go up past the
tree house onto the garage
roof to collect the tiles. Tiles
and key are collected by run-
ning over them, and as the tiles
are deposited on the roof, they
automatically appear in place,
for you to go and collect
one. There is a panic
button to press if you can't
avoid being squashed by Rob,
but you forfeit any tile carried at
the time.

CRITICISM

@ 'What a jolly looking game
this seemed to be when first
looking at it. What a shame,
instead of the stickman there
could have been someone a bit
fatter walking abamu:tor you.
Playing the game is quite easy,
aimoyapt for %’le fact that Rob

bounces about rather wildly

and unpredictably. After dis-
covering the way of collecti

tiles to be placed on the r

and working my way back
through the screens to get to
the roof, something became
dlsﬁncﬂ{ apparent about this
game - itwas g to be very
tedious and long-winded. This
is a major let down of the
game. Tiler lacks an enormous
ammount of content and has
no instant or lasting appeal. '

@ ‘Tiler would quite possibly
win a prize for one of the silliest
scenarios ever written. Before
making comments on the
game itseff, | would like to
point out that the Hall of Fame
is really frustrating. Onto the
game; the background is filled
up rather well and the graph-
ics are good, but the actual
characters are not over impre-
ssive. Playability is okay at first
as you have fo find out where
to go etc. , but it soon
becomes repetetive - addic-
tivity thus suffers. Not, | sup-
pose, a bad game, but this
fatch and carry type scenario
is now wearing a little thin - |
mean, in this case avoiding a
rubber mah while you tile a
roof is not ultra-challenging.
Tofill the roof takes many tiles -

will probably lose a life
while falling asleep. '

@ 'Tiler is a very infuriating
game. The graphics are, at first
glance, very good, but they
seem to | worse when you
examine the two character
maving around. The one-way
stairs are about the only
hazard in this game, you don't
even have to work out a routine
to get around the screens. By
the time 1'd tiled half the roof |
had become very bored with
this one.’

Th!mﬂhﬁl“llﬁh!hﬁhﬂ“.hﬂhﬂl“ﬂ”
character in TILER.

COMMENTS

Control keys: Q/A up/down,
OIP left/right, SPACE to panic
Joystick: Sinclair 2,
Kempston, Protek

Keyboard play: good
positions, very responsive
Use of colour: good
Graphics: backgrounds,
poor animnated characters
Sound: average

Skill levels: 1

Lives: 5

Overall

Screens: 3

Special features:

General rating: repetetive,
lacking in content and
ultim below average.

Use of computer 72%
Graphics 61%
Playability 50%
Getting started 63%
Addictive qualities 38%
Value for money 54%

57%




they | AMA has LANDED

and it breeding fast.

Once upon a time, only Commodore owners could experience the thrill of playing an original
game by Jeff ‘Awesome’ Minter. Lesser mortals could only sit and stare 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 Spectrum, 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 1o the fore only to find that there are no attacking
spaceships, and that they are under attack from Cyborg Arachnid Mutants and
Disqusting Weeviloids. . . . A

This classic arcade game, originally developed by Jeff ‘Awesome’ *

Minter of Llamasoft, features 1 and 2 player options, spitting | *

Llamas, Cuborg Arachnid Mutants, Disgusting Weeviloids, 99 |

levels of play. Joustick recommended. Supports Spectrum ZX

Interface 2 and Kempston joysticks. '

MATRIX: GRIDRUNNER Il

It is ten years after 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 to the best selling Gridrunner,

Matrix features all the old favourites like Droids and

Zappers, but increases the panic quotient by adding

Diagonal waves, Cosmic Cameloids, Energy deflexors,

the Snitch and more,

Game originally developed by Jeft ‘Awesome” Minter of

Llamasoft. Joystick recommended. Supports

Kempston and AGF joystick interfaces.

In space, only the camels can hear you scream.

What some famous people have said . . .

“What's an arcade game ... Bristotle

“Awesome” . e .. JeffMinter

*“| prefer elephants”™ ... v Hannibal

“Don't shoot me, 'm only the piano player”™ Eltondohn

o

Boing” S e Zebedee

Please add 50p P.&P. to all orders. Send A5 SAE for full catalogue.

I Cheques or postal orders pavable 10 :

SOFTWNEE

17 Norfolk Road, Brighton, BN1 3AA. Telephone: (0273) 771942.
48K SPECTRUM TITLES  These titles anuilable through Quicksilva Lid

Meragalactic Llamias Banle at the Edae of Time £6.55 & Matrix £6.95 # Godruoner £6 H570e Traxs £6.95 @ Laser Zone £6.95

DRAGON 32 TITLES Cudrunner £7.95 8 Lager Zone £7.95




SITFALLT
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v, o ATV
pitfall Harry has to recover the priceless Miners are trapped deep underground, And you thought it was just.a movie.
Rai Diamond from the lost caverns. But there Threatened by molten lava, poisonous bats, But Ghostbusters is a computer game, 100,
is 2 erall matter of poisonous frogs. Albino snakes, spiders. You alone in the person following the film with incredible accuracy.
Scorpions, Vampire Bats. Electric Eels, of Roderick Hero - Helicopter Emergency Even down to the char:t:ﬂ:i{? music score,
Need we go on? Rescue Operation -can help. Running on Commodors Spectrum.
Running on Commodore 64, MSX, and Spectrum Running on Commadore 64, Spectrum, MSX Soon on other systers.

SPACE SHUTTLE

A JOURNEY INTO SPACE

AT oW
With the Designers Pencil,you can draw the Man's ultimate journey. You can make it, in Stay cool. Stay low: Stay alive.
world—and everything that'sin it faithful detail, from lift-off, through an outer- Your mission is to fly down the world's most
Write your own melodies. Leam to write and space rendezvous, to landing. A genuine heavily defended river, destroying every-
develope your own programs. |ts SCope s as test of your inner strength. thing the enemy hurls at you. But beware...
broad as your own mind. wallable soon for Commodore 64 and Spectrum your fuel tanks are nearly dry.
Running on Commaodore 64, Spectrum, MSX

Running on Commaodore B4 and Spectrum

Eight ver
different tities
with one thing

incommon.

The Activision
touch of gold.

Formore details contact Activision (UK) Ing,
15, Harley House, Marylebone Road,
London NWA.

Number one in the charts. And set to stay Merton the maintenance man is set for yet

there, Decathlon asks for total commitment.  another routine nightin charge of the toy factory

Speed. Strength. Stamina. The will to win. But something has gone terribly, terribly wrong.
Running on Commodore 64 Runhing on Commodore 64, Soon on Spectrum

SACTIVISION.

Your computer was made for us.




48K SINCLAIR ZX SPECTRUM
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“UNDERWURLDE" recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485




48K SINCLAIR ZX SPECTRUM

(‘A_ﬂ"#ﬂ'y-'
“KNIGHT LORE” recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485




48K SINCLAIR ZX SPECTRUM

“ALIEN 8" recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485
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»SABRE WULF” recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485




SAVE TIME ITSELF
With DORCAS SOFTWARE and

: Prizes worth over £500 to be won including
: Interface 1 and Microdrive, £10 gift vouchers
. and 50 copies of The Runes of Zendos.

When it was released last year Oracle’s Cave caused
much excitement. It was a very different’ sort of
adventure game with its animated graphjiocs and flexible
fighting scenario. Inevitably, we received many letiers
asking when was the follow up coming out. Well, now it's
ready - - The Runes of Zendos .

‘Dorcas Software specialises in adventure games
which are aimed at a wide audience,” says Chris Dorrell
who, tegether with his wife Linda, owns and runs the
company. ‘So we put features into our games which will
appeal to differing interests. The Runes of Zendos for
example hs fighting, problem solving, interesting graphics
and the runic puzzle which is a real brain teaser |

Dorcas Software began life as Doric Computer
Servicesin 1981. Chris Dorrell wrote games for the ZX81
and Spectrum, but only as a hobby at first. In October
1983 the business was launched on a full time basis to
provide the necessary support for Oracle’'s Cave. which
has been a huge success. Chris Dorrell then set about the
task of writing the follow up which is now being released -
The Runes of Zendos.

Chris Darrell has worked in data processing for 18
years as systems analyst, data processing manager and
finally manager of information systems for a local
company. During this time he has gained a wide
experence of mainframes business systems and
database technology, which is all going into the
programming and production of adventures like The
Runes of Zendos. A dalabase approach has been
adopted lo all data and graphics in'the new adventure,
which says Chris, is 99.9% machine code. In addition to
this competition in CRASH, Doreas plan one based on
the product itself for those who buy it.

66 CRASH December 1984




THE RUNES OF ZENDOS

The new adventure is actually a number of different
adventures with shared and unique features. Input routine
is full sentence with an extensive vocabulary. All the
locations are depicted graphically and described in text
with screen scrolling as the player moves to a new
location. and the graphics are solid, detailed drawings.

The creatures encountered in The Runes of Zendos
are fully animated using a specially developed sprite
technigue — no matchstick monsters! Getting round
monsters is not the only conundrum for the player, as
there is a range of fascinating and perplexing problems to
solve in each adventure. And to succeed overall, the
player will have to.crack the ‘runic code’ which appears in
clues and spells throughout the game. Chris has added
sound effects. not normally a strong point in adventures,
to add to the atmostphere, and of course the game can
saved or loaded to microdrive at any point.

The Runes of Zendos is for the 48K Spectrum and
retails at £7.95 — but 50 lucky CRASH readers now
have the chance to get a copy absolutely free by
entering this competition!!

DORCAS COMPETITION

All you have to do is answer the six guestions below
there really shouldn’t be much difficulty — any experienced
adventurer should know where to find the answers to any
of the questions! Write the answers on a postcard (or
outside of a sealed envelope) and send them into:
DORCAS COMPETITION, CRASH MAGAZINE, PO
BOX, LUDLOW, SHROPSHIRE SY8 1DB to arrive by
first post December 7.

The first 50 correct entries out of the bag will each receive
a copy of The Runes of Zendos by Dorcas Software. In
addition, the first five will also win a £10 Gift voucher and
the very first will also receive the Dorcas Super Prize of
an Interface 1 and Microdrive!!

THE QUESTIONS

. Inthe Runes of Zendos, who has captured time?

. In which principality does he live?

. How many adventures are there in the Runes of
Zendos?

. Who wrote the new release and its predecessor,
the Oracle’s Cave?

. Name one adventure game written by CRASH
Adventure Trail columnist, Derek Brewster.

6. Name this tune:-

5 BEEFP .38
10 BEEP.5.13
15 BEEP.158
20 'BEEP.35
25 BEEP.36
30 BEEP.158
35 BEEP 513
40 BEEP .3.15
45 BEEP.1517
50 BEEP 517
55 BEEP.1517
60 BEEP.15.15
65 BEEP.1515
70 BEEP .15,15
75 BEEP .6,13

100 STOP
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Projects co-ordinator for
Studio B will be Alan Giles,
who has already written two
books for Melbourne House,
tha 5 m Micronet book
and Quick QL Machine
Language. The second
programmer to join Studio B is
Stephen Cargill, a school
leaver who has just finished
his A levels. Stephen has
written Melbourne House's
latest release, Sir Lancelot.
Another item from Melbourne
House is a new book called
Learning with Adventure
Pograms written by Ms
Rosetta McLeod. The book is
designed to show how
computers can help children
o an interest in the areas
of reading, comprehension
and logic. The book describes
four computer %}amas in detail,
The Hobbit, Valhalla, The
Quill, and Snowball. In the
case of Valhalla Ms Mcl.eod
has taken the CRASH review

of the game as part of the
general theme.

GAMES
COMPILATION

The music industry has for
years made old hits into new
ones by releasing compilation
albums of the charted songs
from the previous year. Now
the sama thing is happening
with computer games.
Computer Records has just
releassd Select 1, a single
tape featurirg noless than 12
hit games including favourites
like Hunchback andMr Wimpy
from Ocean, Timegate and
Meateor Storm from Quicksilva,
Pool and Spectres from
Bug-Byte, and for
adventurers, Application’s
Denis Through the Drinking
Glass.

Select 1 is being marketed
in conjunction with Telestar
Records and the tape is being
backed by a half million pound
TV adveriising campaign.

L)

AP 7

e,
MICRO GAMES ACTION

* CHRISTMAS '
SPECIAL '

It it bugs you having to reset or
switch on and off your Spec-
trum removing the power
g:% C offers an intriguing

ing device which turns out
to be a simple on/off switch.
The shape of the unit is curious
to say the least. In fact, after a
short thinking session (not
something often done here in
the CRASH editorial offices for
lack of volunteers) somebody
just took the thing and plugged
it into the "‘Spectrum power
socket, leaving a Toblerone
shaped top towering above the
Spactrum profile. This action
provided a full frontral view of &
rocker switch and somebody
had the bright idea (it can only
have been a disinterested
CRASH visitor) of connecting

IT’'S A SWITC

the lead to the free

female socket at the rear
before rocking the switch. The
Spectrum came to life but it
soon became apparent that
the switch was not the only
thig a’rocking. A Velcropadis
fixed to the underside of the
Toblerone and once the pro-
tactive backing is removed, the
rocker assembly gets stuck in

position. Whether anEbody is
prepared to spend £4.95 in
protection money for the old
abused power plug of just stick
to eating the delicious but
expensive Toblerone choco-
iate is to be seen.

The switch unit is available
fram TEC, 24 Victoria Road,
Bromsgrove, Worcs. B61
0DW. Tel. No. (0527) 74567 11

> THIS COUPON
TO YOuR
NEWSHABENTY,

.
S
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) IMAGINE - THE
INSIDE STORY!

The stol
fo be tol

pecially Imagine, what
ned, how it happened
ctly are the
ames’, don't miss the

Under the serie
‘Commercial Br
Anderson and his team, who
I een filming Imagine
rly this year, will
rets. He will also
4

what it

with th

company threugh its collapse)
and what happen

programme.

Reviewed next month: |

SKY RANGER

from Microsphere
O

[ x g

UE

Y1,

BUDGET RANGE

With the backing of a major
European Company, Micro
Mart Software has released a
range of Spectrum software at
a price of £1.99 per tape.

70 CRASH December 1984

the first software house to
publish educational software
at budget prices. ' The two
educational programs are
World Flags and Junior Maths
Pack. The other games are
the adventure Golden Hawk
and Gambler. These are in
addition to their higher priced
garnas Strike Attack 2 and

ub Hunter.

Software Projects have
also gone in to the budget
software market, releasing six
titles for the Spectrum at £2.99
each under the name of
Software Supersavers.
These include the titles Freex,
Moonlighter, Zi%gurs!, Loony
Lander, Fred’s Fan Factory
and Shuttle Shock. Software
Projects say that these games
are not rehashes of old games
as some budget software can
be. but totally ark%i‘:ar games
developed by Software
Supersavers themselves.
Reviews will follow in the next
issue.

ing performance of ANT ATTACK.

White and with the G Ani I
go'm Angela are presentad & Gold Cassefta by Anne Nightingale for

GOLDEN ANTS!

Sandy White, whose most
recent game is Zombie
Zombie released through
Quicksilva, has been awarded
a Gold Cassette in recognition
of the outstanding
q_:rformanm of Ant Attack.

@ award was presented by
Radio One's deejay Anne

SUPERMUTT
Qur review of Silversoft's new
game Supermutt (November
issue) was done from a
preview copy and since then
there have been a number of
changes. One CRASH
reviewer noted that he was a
bit disappointed with the end -
now Supermutt has to fiy the
rescued Pup back to HQto
complete the game. Another
important change can be
found in any of the rooms. In
the preview copy the code
letiers flitted across the
screen. Now there is a button
in the centre of the room which
must be reached and pressed
before the code letter will even
appear. If you hit an
un-needed code lefter or the
button after having pressed it
once, then you will be killed.
These alterations have made
Supermutt more of a
challenge than it was when
first reviewed.

Nightingale.

Ant Attack has now topped
the 50, 000 mark in sales and
is said to be rapidly heading
for the hundred. Gold
Casssttes are only awarded
when sales exceed 50, 000.
Previous to this the only other
Gold Cassette presented in
the industry was for Time Gata
written by John Hollis,

HIGHWAY CODE

The Highway Codeis to
appear on computer. C. R. L.
has produced a program

! containing over a hundred

questions, all of which can be
found within the book
produced by Her Majesty’s
Stationery Office. The use{ is
given a percentage rating from
whichevertest he or shgg
chooses, either the 25
question test or the ten
question test. There are a
number of graphics which
represent road signs and
traffic situations included.

The Highway Code has
raceived official approval from
the Automobile Association for
the Spectrum (48K) and
Commodore versions, and all
copies of the program will
camy A. A. Approved stickers.

>
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TURBO CHARGE
YOUR SPECTRUM

Outperforms any Spectrum interface

The unigue 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).

5 Aty o rioriacns kil B o biAgss g Sy b kg Ram Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire
for standard joysticks, PLUS full expansion bus at rear.

s Compatible with Kernpston and Protek protocols.

s Works with latest Quickshot Mk Il auto rapidHire joysticks! _ Spectrum Turbo Interface(s) at £22.95

# Choice of Rom cartridge or tape cassette software. 7 i_l P {mﬁ%}g

s Instant program loading with cartridge software. " (Onlywhenpurchased n?pthTurbl.:t— normally £1295 + £1 p+p)

sl Built-in power safety device — unigue to Ram Turbo. | enclose cheque/postal order or charge my Access/Visafor £

s Full one year guarantee. E_‘, —

s Immediate availability — 24 Hr despatch on receipt of
PO./ credit card details (cheques—seven days). Mdmﬁ

% Incredible value — only £22.95,
So don't wait around — simply complete
the coupon and send it to us today. To: Ram Electrorics (Fleat) Ltd, 106 Fleet Road, Fleet, Hampshire GUI3BPA. ©

Trade and export enquiries welcome,




AS WE PROMISED last month, here are the maps of those who

received an ‘Honourable Mention' in our Ultimate competition for
D the best looking Sabre Wulf Map.
V In the order they appeared in the last issue (not the order of
o | merit), they are Charles P. Cohen of Totteridge, London N20,
Eammon Kenny from Harlow, Essex, Damon R.H. Butler from
Shipley, W. Yorkshire, Andrew Sandham from Trophins,
Banchory, Kincardineshire, and Glen McDowall from Salisbury,
Wiltshire, whose entry — The Wurlde's Smallest Sabre Wulf Map
—appeared in last month's issue.
‘ — Gnee again, thank you to everyone who took part, and

especially for all the time and trouble that virtually every entrant

took over their maps and peripherals.
Honourable Mentions. . .

The
<9

Eammon Kenny's entry
came inside a splendidly surreal cover,

A

WULF

N R v, s o
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Perhaps Habital would be interesied
in Andrew Sandham's detailed map which
resembles a Victorian anitmacassar.




A very colouriul map with besutifully drawn
devices around it was Damon Butier's entry.

AR
Sy -m.-—fwn.“ _u"

':.rm..h'--

Right: !
Charies Cohen's map also enclosed a wry i 5
description ol the game in novel form.

SABRE WULF
MAP

COMPETITION
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You’'ll never dream a program |
could be this good!!l" |

Join Wally in his nightmare

Sensational Software from

MIKRUZGEN

44 The Broadway, Bracknell. Tel: (0344) 427317
Available for Commodore 84 and Spectrum 48K



Scott Adams, is the most acclaimed SPIDERMAN. Both games are for mos

adventure games writer in the world with  popular home computers and incorporat:

an impressive string of internationally text with spectacular high resolution

best-selling software titles behind him, graphics, allowing you to immerse
Now, in association with Marvel Comics  yourself in both a visually as well as

he invites you to share the adventures mentally exciting adventure,

of two of the world's best known super : _ : :

heroes. Now's the time to walk into a shop, and
Adventure International Software walk out with an adventure,

challenge you to pit your mind against
that of Scott Adams with THE HUL}ﬁaland

' LJH ff,-,.HJ

You can both play and
read the adventure!
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GHAdventure

CLUSIVE U.K. DISTRIBUTORS OF SCOTT ADAMS PRODUCTS
119, John Bright 5treet, Birmingham Bl 1BE
Telephone: 021-643 5102

Marvel Comics Group 1984




=

IA A

AIGH IV

SOFTWARE &/
_The battle could be yours.....

,.+.....but it won't be easy!

This is ‘ZIGGY', shown above, in his exploratory capsule
and is a true representation of the on-screen graphics.

THE PYRAMID

THE PYRAMIL is an arcadie style game wihich hes avery adventuraus
feeltoit

The Pyramid contains 120 chambers on 15 levels. In order toget from
One champer to another you Fst fight off the Indigenous atiens 1o
collect an energised crystal which will neutralize the force field guarding
the two exits.

ThePyramid is inhabited by atotal of 60 weird and exotic alien types;
all of which are beautifully animated. You will meet a whale variety of
demaons, droids, insects and monsters, with a sprinkling of the mare
unusual; the extra-tefrestrial tweezers, galactic strawberry, cosmic claw,
mutant eye, Plus a whole host of entities that defy rational descrigtion.
You'll no:doubt invent your owin nicknames

You proceed 1o explare the pyramid from top to bottom with the
difficulty generally increasing with the depth of level. Depending on the
choice of exit from each chamber you are lilkkely to have a different game
every Ume you pigy.

Apart from the challenge of trying Lo achieve the highest score
possible the pyramid contains 8 number puzzle to solve, The mare
chambers you suiccessfully visit the more information is gathered (o
enabie you to discover the secret numbers of the pyramid. The puzzle
Won't take you days tosole, it will probably take you a feww months.

DOOMSDAY CASTLE

BOONMSDAY CASTLE consists of a labyrinth of 74 complexly inter-
connected Halls and Passages where yau will meet a whaie host of
adversaries serving the infinitely evil Scarthax, the Garthrogs, the
Crphacs, the phenemenally nasty Gooegly. Bird and the Urks which
manifest themnselves in over fifty unbelievably weird and wionderful
quises:

Scarthax hasscoured the Universe to bring together the six ancient
stones af lifefarce, United in Doomsday Castle they are being used to
wield an irresistable power over the cosmos, emanating waves of
corruption through every galaxy:

Tosave the Lniverse, youmust battleyourway throtugh the Castle
to find-and collect the six stones and use their force against Scarthax to
destroy Doomsday Castle, hopefully escaping yoursell before the final
catachysmic explasion

The task s not easy (saving the Liniverse never isl) and it will take
you many games to unfold the structure of Doomsday Castle and
discover the locations of the anaent stones

The addictive arcade style action will keep yvou coming back to piay
but the overall.challenge should still keep you occypied for months

FANTASY SOFTWARE is available from W.H.SMITHS, JOHN MENZIES, BOOTS, LASKYS, GREENS,
RUMBELOWS, SPECTRUM GROUP, COMPUTERS FOR ALL and all other good software retailers.

The Pyramid at £5.50 and Doomsday Castle at £6.50 from

FANTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT
despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club.
Trade Enquiries welcome — telephone 0242-583661.




ROLL OVER SPECTRUM

Converting a
personal computer into
a practical synthesizer
usually requires a large
amount of hardware - from
musical keyboards to count-
less sound generators and fil-
ters. ROMANTIC ROBOT
avoids this problem by con-
verling the Spectrum into a
music typewriter. The result is
a respectable storage and
retrieve type melody maker,
not a realtime instrument.
MUSIC TYPEWRITER stores
up to 16 different music pieces
within 254 bars, which can be
edited and played with varying
rhythm and tempo.

THE INSTRUMENTS

MUSIC TYPEWRITER comes
complete with a manual and a
keyboard overlay in a library
box. The program lets you set
paper and ink colours and then
presents itself with the main
menu. MUSIC TYPEWRITER
is organised in three program
pages. For each page a help
menu may be called up for on
screen instructions.

Page O contains the main
menu, which also gives access
tothe other pages. ;

Page 1 provides a selection
of the key and time signatures,
tempo, clef and tail display of
the music to be written.

Fage 2 contains the catalo-
gue of existing music pieces
and provides the controls for
craating, deleting, saving and
loading of other” music hors
doevres. Throughout the
program, SPACE moves the
selecting cursor, ENTER
executes the selected com-
mand or value, Q quits any
operation and retums By
the main menu and REAK
reinitialises the program to the

iginal colour selaction.

e first excursion should
lead to page 2, where the
calalogue of existing music
pieces will be displayed with
their index number, name,
number of bars and how many
bars are sfill available. The
piece to be written, edited or
played is selected with NEW

(fora new piace} or OLD (foran
isting piace). Q brings back
tha main menu.

The second excursion
should lead to page 1, where
all the key and time para-
meters will have to be set up for
the piece to be written, unless
one operates with the default
values. All the major keys are
available at the touch of their
key. Existing music pieces will
be transposed taking care of all
sharps, flats etc. Any time sig-
nature may be selected from
2/4t08/4 or2/8to0 15/8. Tempo
can be set ere between
23 and 255 of the metronome
scale. Treble and bass clefs
and tail direction are selacted
for the correct notation. Pres-
sing G returns you to the main
menu where write mode may
be selected. The music is writ-
ten directly on the Spectrum
keyboard. The overlay con-
:&ﬂi the Spectm irr:tosa l:;nms-

eyboard with the 3rd row
from the top as white keys. The
black keys, which can either be
sharps or flats depending on
notation can be accessed
either on the 2nd row from the
top (sharps) or the 4th row from
the top (flats). There is just
over 1 octave available at any
time, but the whole range can
be shifted an octave lower with
caps shift & 2 or an octave
higher with symbol shift & 2.
The shift can be cancelled bl
prassing caps or symboil shift
3. There are two clefs, the bass
clef usug the lower and the
trable clef the upper part of the
full 8 octave range. The basic
note values are selected on the
top row and range from a
semibreve to a semiquaver
(additional signs such as stac-
cato, tenuto, dotted notes, tri-
pletacan also be selected) and
apply uniii a new value is

ected. The selected value s
displayed in the top left corner
of the screen. Pressing any of
the music keys or PAUSE will
play the note and display it
simultaneously in the bar fol-
lowing the last entered note.
Caps shift & 0 deletes the
notes from right to left startin
with the last written note. STE
steps you through existing

4/4

FRANCO FREY

%fhi

Ay
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Alright, your Sinclair Spectrum is not noted

to be a very

good musician - how would you

sound with a tiny piezo ceramic mouthpiece -
but it has got an excellent memory for tunes
and a finger dexterity second to none. So why
not tap in on these resources and extend
your musical repertoire with the speccy. ..

T
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notes from left to right without
aliering them. The program
takes care of the bar lines and
end line. Upon completion of
the music piece the write mode
isleftby ing ENTER upon
completion of the last bar.

The tune may now be played
by selecti Y from main
menu, and the music para-
meters may be ch and
experimented with. REPEAT
repeats a piece N times. The
ranga is from 1 to 255 with 255
being an endless loop.

if only certain bars of a music
piece need to be altered EDIT
will enable you to step through
and change notes in a bar
number N and onwards.

'."'P'r.t'i'i ESRCE, than

.

CRITICISM

MUSIC TYPEWRITER is an
extremely user friendly prog-
ram, which lets you get started
within minutes. As the music
has to be written in real nota-
tion, it is not suited for musi-
cians who play by ear. You
cannot play a melody with var-
ying note values just by mod-
ulating the keys, so creating a
rhythmical sequence will have
to be worked out in the mind.
MUSIC TYPEWRITER has
tremendous potential as an
educational program for young
kids who have to come to grips
with writing or reading a mus-

{€) SOFT MusIC

i€ E9ROTV

v

BOMAS

80 CRASH December 1984

ical piece and have to learn the
scales. Disappaintingly there
is only one 'instrument’ avail-
able.’ it would have been nice
to have a range of instruments
tochoose from. After all, it's the
one thing you expect from an
electronic  instrument. This
together with the limitation of
one voice unl“imils the pleas-
ure of using MUSIC TYPEW-
RITER for hing more seri-
ous. One other drawback is the
way in which the notes are dis-

played in ck and write/
edit mode. The notes appear
simultaneously when they are
played or entered, but there is

no ard vision. It is imposs-
ible to read (or leamn to read)

master pieces with a print
command in the WRITE/EDIT
mode for the current bar and in
the main menu for an entire
music piece. The music piece
can big’savad and loaded from
tape by accessing a2,
The keyboard g\?glay sol-
ves the problem of nothaving a
dedicated musical keyboard
and all the major commands
are annota for instant
accessibility. There are a string
of error reports which wam you

of impending d rs and
together with the HELP pages
this makes for a very user
friendly program.

Apart from any serious edu-
cational application MUSIC

the notes on playback, as the
preceding notes are invisible. It
would have been far better to
indicate the current play pos-
ition by a cha;ﬂe of ink colour

using a less colour for the
notes still to be played. The
same goes for editing or writing
an old piece, where you would
like to do alterations by step-
ping with SPACE to copy the
existing notes and to overwrite
a4 certain section with new
notes. As you are not aware of
the next note you end up pres-
sing STEP (SPACE) followed
by DEL. (CAP SHIFT & 0)
because of the blindness.
There is however full facility
of making hard copies of your

TYPEWRITER is an ideal pas-
stime for any lingering musi-
cist. You can write the most
masochist tune and see how
the computer copes without
any hiccups. . .

Program: MUSIC
TYPEWRITER
Producer:Romantic Robot
Memary required: 16K

Retail Price:£9.95

Author: B. Mikolasek &

V. Meier

Address:Romantic Robot,
113 Melrose Avenue, London
NW2 4LX
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The uitimate
cdevelopment from

Designed exclusively for the ZX

Spectrum, Protocol 4 brings you game

control customising in a way that no other

interface does. it can accept all commercially

standard joysticks, including the Quickshot Il with

‘rapid fire' or Trackball controllers, and is compatible with

ALL Spectrum software. OPERATES LIKE FIXED

OPTION INTERFACES OR CAN BE FULLY HARDWARE PROGRAMMED

The flexibility of Protocol 4 control is achieved by a specially
designed ‘CustomCard’ system. CustomCards are easily
programmed to suit all types of games.

Simply clipin a programmed card for immediate customised
control. With preset cards supplied Protocol 4 can emulate the
following control standards: AGF/Protek, Kempston and ZX
Interface 2 — both players. You can change or reprogram blank
cards (1 supplied) to get the responses you want — even on
games without joystick options.

Utilising Hardware Programmed technology you have the benefit
of automatic eight direction control, no power-down
programming loss, guaranteed conflict-free operation with other
peripherals, including microdrives, and no extra software to load
or awkward joystick movements and key presses to make each

time you load another game.
The keyboard remains fully
operative at all times.

Itis also perfectly possible to connect up to five Protocol 4's on
one Spectrum, each programmed separately, for multiple player
control — only possible with the hardware programmed design.

Incorporated into the design is a computer Reset button for
clearing the computer memory between games without pulling
the power plug out.

Fully guaranteed for 18 months, Protocol 4 comes supplied with
five CustomCards, ten Quick Reference Programming Cards
and complete instructions.

:
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PROGRAMMABLE

INTERFAGE
INTERFACE "

AOMSLOT

PROGRAMMABLE INTERFACE

As the first fully hardware programmed joystick interface, this product
has become well established over the past year and will accept ALL
standard joysticks or trackballs, including Quickshot Il with ‘rapid fire,
for use with ALL Spectrum or ZX81 software — not just those with a
;gﬂ,rsrick option.
No Software programmlng required.
Programmmg is notlost when power is disconnected between games.
Eight way movement — with or without the fire button pressed — only
requnres sefting of the four normal directions.
Gcmpahbillty isguaranteed with ALL key reading technigues —
mgchine code or BASIC.

Several interfaces can be separately programmed and
fitted to one computer for multiple player games.
Keyboard operation is totally unaffected by this interface,
as with all AGF add-ons, and will never conflict with any
other device fitted at the same time.
Twelve months guarantee, key programming information
and a pack of Quick Reference Cards, to speed up
sefting of the clips, are supplied with
full instructions.

INTERFACE i

The AGF Interface Il represents the best low cast introduction
to joystick control.

The 'AGF' control standard is now offered by over 100 games or
utility programs for use with any joystick or trackball.

Any game which is controlled by the cursor movement keys (5.6,7,8) or
has a Protek option is also compatible with Interface Il

Arear connector allows other peripherals to be connected at the

same time.

This product is available for either the Spectrum or ZX81, is supplied with
fullinstructions, a 12 month guarantee, and a 12'4% discount voucher
against further AGF mail-order purchases.

f PRICE
AGFPIOIOCOI. ... . s vinnossrnnasans £29.95+£1.00 p&p

* AGF Programmable Interface........... £24.954£1.00 p&p

J AGFROmMBIOL . . . .. .. s s £ 9.95+£0.50 p&p

| AGFINBrECEH . .. .ovncieoss e s s o £ 9.95+£0.50 p&p
Quickshotll Joystick . . .......... ++0 -+ £10.50+£0.50 p&p

| QuickshotJdoystick . ... oii.....f 7.85+£0.50 p&p

f Extra‘CustomCards’. . .....ovvveennnns £ 3.95inc. p&p

| (5perpack
Exira Quick Reference. . ............. . .£ 0:85Inc. p&p O

| Programming Cards (10 per pack)
Specify COMPUIBE . ..« v« cornsesn. ZX81 B

. | .................... Spectrum
I

TICK BOX OPFOSITE REQUIRED ITEM

There’s nowhere else to go

i

GJI‘CHSH‘OT

H QUICKSHOT

ROMSLOT

The new AGF RomSiot is designed for anyone
who already owns a programmable joystick interface, or prefers to use
the keyboard to control games, and would like to add the facility of ROM
cartridge software to their systemn.

RomsSlot will accept the Sinclair range of instant loading games and will
also be compatible with the new releases from Parker Software —
exciting new games only to be available in ROM format.

This system allows instant play. Your computer memaory size is not
important and you will be able to play games that could ordinarily
require more RAM,

Rom&Slot incorporates an extra feature called 'Restart’. This allows you
to instantly restartthe ROM game.

RomSiot is guaranteed for 12 months and has a full width expansion
connector to accept joystick interfaces, speech units and printers etc.

QUICKSHOT

The Quickshot joystick is an excellent value game controfler
incorporating suction cups for sure-footed precision with a comfortably
contoured handle offering a convenient top firing button as well as one
on the base.

QUICKSHOT I

Quickshot Il has improved styling with a trigger type firing button as well
as the top firing action, with a broader base for greater suction stability.

It alse has a unique ‘Auto-~Fire' facility which at the flick of a switch
provides a constant rapid firing action simulating a fast trigger finger.

| enclose cheque/Postal Order for . )
Please debit my Access/\Visa/ Dmers Ciub Card
Account No

T ] e e e el S e BT

Send to: AGF Hardware, Dept , Freepost, Bognor Begis,

West Sussex, PO22 98Y.

Trade Enquiriesring (0243) 823337




As you will all know by now. The new machine can still
Sinclair Research have just USe software and peripher-
released the new ZX als designed for the ordi-
SPECTRUM : which costs nary Spectrum.

99. :
is really very similar to the ONE LUCKY PERSON WILL
X

O MPUTER FROM SINCUA!

=T

bottom row and rearranged &
sothatthe |\eft/rightkeys &7 &
one side of the SPACE bar
and the up/down are on the
other - a more logical and

cO

SPECTRUM has two feet at
the back, which besides giv-
ing a better operating
attitude, also makes the
sound louder. Theré are
extra keys too, which
means that some Prog-
ramming operations are Qo
made much easier —
Extended mode, for
instance, is NOW obtained in
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BATTLE FIELD JOYSTICK barely having
gone to press in last months issue, we
received by post the SURESHOT from Cook-
bridge Computer Supplies. Given the fact
that we are still waiting anxiously for some of
the manufacturers to send us requested
review iorsticks (some manufacturers don’t
try to sell their products, they would rather
hang them above the mantelpiece) we felt
quite bad about neglecting this one, as itis a
truly British product and initial trials proved
to be quite exciting. Who knows, we may yet
get a flood of unheard of or unknown joy-
sticks after this article. . .

BIG
BORE

CONSTRUCTION

The unit doesn't look as
glamorous as a QUICKSHOT
2, but a quick glance at the
details reveals a sturdy arcade
style joystick. The enclosure is
arobustrectangular black ABS
moulding with rounded edges
and a grain finish. On the
inside there is a tough steel
plate which acts as a chassis.
A bronze bush with two thrust
washers guides the

steel ;‘ha and a shaft-
mounted compressicn spring
held in place by the nylon mic-
roswitch actuator bush and a
circlip creates the self-
centering force. On the steel
plate are mounted 4 industry
standard V3 micreswitches,
which are directly activated by
the nylon bush. The end travel
stop 1s poorly designed, as the
microswitch bodies act as
stops. There are 2 large round
fire butions at 11o'clock and
1o'clock which activate over a
common nylon moulded lever
a fifth microswitch also
mounted on the internal steel
plate. The cable incorporates a
moulded D type connector
(with Atari compatible pinout)
at one end and a sleeved
retaining grommet at the other.
The wires are soldered to the
microswitch contacts.

SHOOTER

The stick action has a medium
to long travel and requires a
fairly light activating force. The
reaction speed is average, as
there is a considerable amount
of dead travel in the centre, but
the response is good with a
I:glmcl audible feedback. The
ead travel does not help when
playing dicey maze games
which require tricky inching
techniques, The fire action
rwelﬂ}ljims a fair amount of force
a short travel and a
clicking feedback. Intermittent
firing is not helped by a large
switch hysteresis caused
the microswitch. Left and ri
handers are catered for.
Although the shape of the
enclosure is very simple, the
joystick is ideal for handheld
use with the thumb coming to
rest exactly on one of the fire
buttons. The four rubber feet
provide a stable support for
table top operation, which
together with the light action
stick guarantees rock steady
use. SURESHOT withstood
the Crypton facior test (15
minutes of Ocean's Datez
Thompson's Decathlon) wit
ease. There isn't anything that
looks likely to break off and the
general air is of solidity.

CONCLUSION

For anybody who lets off steam
from the pressures of school or
office this stick should prove to
be a challenge. Because of the
long dead travel and the hys-
teresis of the fire buttons this
stick is not choice number one
for ﬁddln ames. Nonetheless
SURESHOT has proven to be

very popular with all of CRASH
reviewers for its sensible
design. The company’s
experience with  arcade
orr;famines has obviously paid

Product:SURESHOT
Supplier:Cockbridge
Computer Supplies,
P. O. Box W9,

Leeds LS16 6NT

Retail price:£15.95




Yeh, only the good will survive in
this the Superstar’s fthat's me), first supa-game.
.. “Roland’s Rat Race”, Yeh, I' ll really ﬂeed
your help, Rat Fans, to B :
wind my way through the

underground Rodent

I World of ladders, lifts,

bats and all kinds of creepy crawlies, where

I must find the keys tofreem my furry | friends. | can't wait to use
my glue gun .. . “Stick "em down!” . . . on those monster
meanies. See you on ynur screen, from your cuddly. adorable me.
.. Roland Rat, Superstar,

The fun of the fair and
the fury of Kong! Now you
can know what it feels like
to be a dodgem, only this
time you're running up and
. down the Roller Coaster
dodging the cars, giant buns
and jumping springs. But the
fun has only just begun!...wait
until the fury starts! The wacky Waltzer and the zany Swinging Gym are
enough to unhinge the sanest fun fair fanatic. Kong Strikes Back is all
good fun but it's bound to bring out the bad in you!

Ugh! The Hunch is
back! Your favourite bell
ringer, the all-conquering
Quasimodo, swings into
action on another
breathtaking, action- packed
extravaganza. Set the bells
sounding and Esmerelda’s &3
heart pounding with Quasi's
astounding derring dos and
athletic antics. The bats in the
belfry may send you bonkers but
beasbold as brass, give yourselfa __
paton the hump and, WATCH -
THAT FIREBALL! . . . phew! . ..
Our hero's revenge is a

winner all the way, yes, it's
definitely for you . . hoo!

Ocean House - 6 Central Street - Manchester - M2 5NS - Telephone 061 832 6633 - Telex 669977
an Sotware is available from selected branches of: WOOLWORTH, WHSMITH (4207 4TI, LASKYS, Rumbelows and Spectrum Shops

Spectrum Shops and all good software dealers. Trade enquiries welcomne,
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Lured by the promise of untold riches,
our intrepid hero enters the temple of
Ziggurat, a place of ill legend. All he has
to do is grab the money and run, but he
can’'t quite remember which way he came
in, and what is that shuffling sound
coming from the crypt.

Available on the 48K Spectrum.

In the heart of hostile Indian Country,
prospector Jake has discovered a
fabulous fortune in gold, spread out in
24 rich fields. To claim these riches he
has to fence off each mine. The Indians,
alas, have other ideas, tearing down his
fences and attacking him with arrows
and tomahawks. Can Jake block the
Indians with carefully placed sticks of
dynamite and stake his claim to the
fortune,

Available on the Commodore 64.

A pin ball game with a novel twist. There
are twenty tables to be negotiated, each
by reaching a target level. Each table has
a different theme with criginal 'bonus’
features. Will you dare to use the gamble
feature? You could gain an extra ball — or
lose 5,000 pointsl!

Available on 48K Specirum

L] |

LELY LWL

Night falls over the city and at the local
museum Herbert the curator is doing his
rounds. As he approaches the Green Room
g the mysterious and fabulously
*Faces of Haa ", strange noises
can be heard from within. Armed with his
steel-rimmed "0dd-Job™ hat, Herbert
enters the room. You won't believe what he
encounters!
Available on the Commodore 64.

]
=

T

It's Fred's first day at his new job;
guiding balloon men through the factorn
passages using fans to blow them to
freedom. Easy? It looks that way until
the balloon men come under seige from
spinning knives, fireballs, spikes and
explosives, Fred is starting to panic, can
you help him.

Available on the 48K Spectrum.

All has been quiet at the Trans-Cosmos
outpost for the past 50 Intergalactic
Standard Time Units. Suddenly, out of
nowhere, appear hoardes of alien
marauders — 100 waves of them. This is
it; the moment you've been waiting for,
the chance to gain your stripes.
Available on the 48K Spectrum.
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fou are the Commander of a Space

shuttle ferrying cargo to Arcturus and all
jianets north, Whilst checking the
iventory, which includes Mega-Tennis
Ealls, Clockwork Oranges and Intoxo-
feverages, you hear some very peculiar
wunds coming from the hold. Dare you
mestigate?

\vailzble on 48K Spectrum.

Aigernon the astronaut has crash-landed
on the planet Epsllon Xl and the power
packs that propel his rocket have been
dispersed around the planet. Algles
cfforts to re-assemble his power packs
are hindered by some rather eccentric

life forms; stinkers, mutant lawn

mowers, grandfather clocks?? What kKimd
of planet is this?

wallable on the 48K Spectrum.

Software Supersavers is a new name to watch
out for. We’ll be bringing you quality
software at a supersaver price. They're not
re-hashes of old games but totally original
ideas combining to give you an exciting
range of new games.

So whatever your software tastes are,
Software Supersavers has the game just right
for you.

All games

£2.99

Dealer Enquiries —
051-428 6367 and ask for Lesley

il st e o b s R L

Please send me a copy of

1 enclose a chegue/P0 for....coiemmmenerssnnacanes RS RARRA ARG o
(Please add £1.00 for orders outside the UK) n

Access Card NO ciccresersensasaacns R A RN S A SRR insaERERARLaS S e s

Software Supersavers Ltd., P.O. Box 13, Liverpool L25 7AG

T o

Software Supersavers Ltd., P.O. Box 13, Liverpool L25 7AG
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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 Hamilton, 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

1
2

&%

Andromedan Armed oSS
Condors, the rare ?}f
goggled variety. o

. “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 | for
evil band of creatures known g - 599‘2’::‘ 48K |
collectively as the ' ' |
Eggsnatchers. Their sole Commodore 64
malicious intent in life
is to extingtify Beaky's
species by stealing '
or destroying the
eggs 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.

FANTASY SOFTWARE is available from W.H.SMITHS, JOHN MENZIES, BOOTS, WOOLWORTHS,
LASKYS, GREENS, RUMBELLOWS, SPECTRUM GROUP and all other good software retallers.
Beaky and the Eggsnatchers 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, EAUCONBERG LODGE, 27A.ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT
despatched by return first class post together with free membership of the Fantasy Micro Club.

Trade Enquiries welcome — telephone 0242-583661.
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ULTRAKIT is less than 7K
and sits just under the User
Defined Graphics area. It can
be loaded at any time before or
after program elopment as
a machine code block (a Basic
loader program is provided if

uired) and can initially be
activated with a Randomise
User command. ULTRAKIT
uses two types of command.
One type is the Pre Defined
Command (PDC). These
commands are obtained by
holdlglg ENTER and pressing
one of the digitkeys,releasm?
ENTER (the message Wwill
appear) and only then releas-
ing the digit key. This may
sound difficult, but it scon
becomes second nature. The
other type is termed a Kit
command. These are
accessed using REM in
immediate mode. This pro-
duces the HISOFT copyright
message and the command
can be typed in letter by letter.
The command may
abbreviated to one letter - U for
Update etc. ). The execution
follows after pressing ENTER.

There are 11 Pre Defined
commands and 23 Kit com-
mands.

THE CLOCK

The clock isinter-
rupt driven and will therefore
work whenever the interrupt is
not disabled (Microdrive, cas-
sette handling and Lprint dis-
able interrupts and therefore
stop the clock operation
momentarily). The clack time
display can be tumed on and
off by ENTER8 and can be
updated or set by use of the Kit
command UPDATE.

The alarm time can also be
turned on and off by ENTERS
and can be set by the Kit com-
mand WARNTIME. The alarm
will run for one minute and the
alarm can be switched off by
ENTER@. AL in the display
indicates that the alarm is set.

Obviously the clock will run
gvﬁen if the display is switched

USER DEFINED KEYS

The ten digit keys may be
defined by the user to produce
any string required (up to a
maximum of 256 characters
per key) when accessed. A
vertical ling at the end of the
string Is an implied ENTER
command and will lead to the
immediate execution of the
string on call up of that digit
number (SPACEdigit). Strings
without implied ENTER will
appear in the edit line on call up
and can thus be used for cal-
ling up often used Kit com-
mands with SPACEdigit. Pres-
sing ENTER will execute
these. This means that multi-
statement commands may be
immediately executed via the
User Defined Keys. Kit com-
mands can only be called up
on the edit line, but cannot be
executed directly (ENTER
required). Setting up and edit-
ing the User Defined Keys is
accomplished with a Kit com-
mand KEY followed by the
string. The multi-statement
strings allow the user to save
with ULTRAKIT information
either as DATA statements or
as user defined functions and
quickly retrieve and use after
ULTRAKIT is activated again.
User Defined Graphics may be
saved this way and can be
redefined with the press of a
(user defined) key.

PROGRAM TRACING

TRACE is activated by the Kit
command TRACE and
requires 3 parameters, the
trace-on line, the trace-off iine
and the initial speed of tracing
(0106 and > 127 for single
stepping). This

enables only certain program
sections of interest to run
under trace. On a GOTO or
RUN in the edit line followed by
ENTER the program will be
executed one statement at a
time at a reduced speed and
the current line and statement
will be printed inverse in the top
right screen. The execution
speed may be changed by
pressing one of the digit keys 1
to6 @ (1 full speed, @ 1.5
second delay) or by ﬁreaalng
Symbeol Shift to enter the single
step mode. In single step mode
the current variables may be

ULTRAKIT

ULTRAKIT is not the name of a new pop
roup, but a new utility for the Spectrum.
umllr_l? from the very much famed company

(producers

PASCAL), ULTRAKIT is a boost for the

Sinclair Basic and provides the user with a

more sophisticated and comprehensive

Basic. It provides User Defined Keys, error

trapping, an alarm clock, program trace and

many other extra features.

monitored (V), the current line
ﬁL] or next line (N) may be
listed, or the screen cleared
(C). Pressing SYMBOL SHIFT
executes the next statement,
pressing one of the digit keys
returns o normal trace. Trace
mode inactivates the toolkit
and on completion toolkit has
to be reactivated with SYM-
BOL SHIFT and SPACE. Mic-
rodrive commands inactivate
TRACE.

FIND AND
SUBSTITUTE

These two Kit commands can
be used to search for and
replace occurences of strings.

The FIND string and fthe
SUBSTITUTE string can be
put into the respective buffers
by thee use of the PUT Kit com-
mand

The search can be started at
a specified line number N. it
will displace the line in which it
occurs and pinpoint with a
flashing cursor the exact pos-
ition of the string.

A minus sign in front of the
start saarm'?ine number will
cause a search through the
whole program starting with
the start line and will list all
occurences in  the form
line:statement. SUBSTITUTE
operates in a similar fashion,
but will either substitute and
display the line in which it
occurs or with a minus sign
replace all occurences auto-
matically.

SUBSTITUTE may be used
to substitute a variable for an
explicit number which appears
frequentl in the program. With
inclusion of a statement Let
val=nat the beginning of a
program.

PROGRAM COM-

PACTION ROUTINES

Among the Pre Defined com-
mands there are 4 program
compaction routines, which
will reduce the amount of prog-
ramming space required at the
cost of making the program
total unintelligible,
CRUNCH1 will convert all
numbers to a dummy @ (ASCII
representation of the number
set to 0). The real value is
unrecoverable.

CRUNCH2 converts @ to Pl,
1to SGN PI, 3to INT Pl, andall
other numbers to their VAL
equivalent. The program will
however run slower,
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REMKILL deletes all REM
statements, control codes and

unn spaces. Machine
code routines within REM
statements may be protected
by placing an asterisk as the
first REM character.

PACKER will compress the
program into as few state-
ments as possible (127 state-
ments per line as a maximum),
avoiding however taging lines
onto a preceding line includi
REM, STOP, IF, GOTO, RU
or RETUBN. To compress
your_g}'ugram into a minimum

ible space, REMKILL fol-
owed by a ReNUMBER, then
PACKER and finally one of the
CRUNCHes will do the trick.
This should only be done after
the program has been fully
debugged and saved in its
normal expansive form.

INTERESTING
FEATURES

Other interesting Pre Defined
commands are MAP which
displays a memory map of the
Spectrum and L-CASE and
U-CASE which convert all var-
iables to lower or upper case,

The following Kit commands
are also available: BREAK can
be setto break program execu-
tion and resume at a given line
number.

COPY copies ablock of lines
indicated by start and end of
block line number to a des-
fination line number. These
lines will be renumbered in 1's
staaurtin‘g‘3 from destinationl.
Only line numbers will be
renumbered and not GOTO's
etc. These must be changsd
by hand.

DELETE deletes a block of
lines.

EDIT will bring down a
specific line for editing.

GRAB deletes part of the
toolkit to gain programming
space. There are three levels.

HIDE inactivates tem-
porarily the toolkit and
increases the execution

speed.

INFORM displays the cur-
rent default values for the
command parametars.

JOIN joins two program lines
if the number of statements
does not exceed 127,

LOSE—KIT inactivates the
toolkit permanently.

MOVE copies similar to
COPY but then deletes the

inal block.

UMBER renumbers the
program from a start line to the
end with a chosen start line
and increment. All GOTO,
GOSUB, LIST, LLIST,
RESTORE, RUN and LINE
statements ara adjusted
accordingly and a report is

gfiven on all lines containing
these expressions.

ON—ERROR squivalent to
BREAK, except that all errors
are trapped with the exception
of B:0K, 98TOP STATE-
MENT, 14:BREAK CONT
repeats , and 21:BREAK INTO
PROGRAM.

QSEPARATOR specifies
the character used to separate
ﬁ'netwbaerameterauirgs_

RAMREL will change RAM-
TOP without CLEARINg var-
iables. The parameter is arela-
p‘r\é}ep move from existing RAM-

CONCLUSION

HISOFT are

providing with ULTRAKIT a
professional tool without any
unnecessary frills. The most
powerful facilities are the
TRACE, ON—ERROR, MAP,
USER DEFINED KEYS,
FIND/SUBSTITUTE and the
compaction routines.

All the other Basic exten-
sions such as ReNUMBER,
JOIN, MOVE, COPY and
DELETE complement this
package.

The two command modes
Kitand Pre Defined are easy to

et used to and provide a very

t and efficient way of acces-
sing all the available facilities.

Some ftrouble was experi-
enced with the single step
TRACE mode, as it appeared
to skip several statements at a
time when SYMBOL SHIFT
Was pressed.

The manual provided with
the cassette explains in detail
the use of the keyboard, the
accessing of the Kit and Pre
Defined commands, the alarm
clock, find and substitute,
program tracing and the user
defined keys. '%ware is a com-

lete index of the Kit and of the

re Defined commands. A
chapter is dedicatedto the cus-
tomising of the toolkit. Mic-
rodrive owners may save the
ULTRAKIT on microdrive with
the instructions supplied. Sev-
eral poke addresses are pro-
vided to faciltate cus-
tomisation of the various dis-
plays and printouts.

ULTRAKIT is a must for any
Serious Basic programmer, as
it improves and compliments
the Sinclair Basic in the sditigﬂ
and debuggung area, whi
makes life & lot easier when
creating extensive Basic prog-

Tar.. Franco Frey

ULTRAKIT

Program: ULTRAKIT
Producer: Hisoft
180 High Street
North, ~ Dunstable,
Eledfnrd%_hire
LU 1AT,
Tel.(0582) 6968421
Memory required:48K
Price: £9.45

ULTRAKIT
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The New Force in Software

Af

FOR 48K
SPECTRUM

GAMES WORKSHOP is the UK's largest fantasy and adventure games com-
pany, with ten years experience behind it. Now we're using our expertise to
create the best in computer games, and the first three are BATTLECARS,
D-DAY, and TOWER OF DESPAIR - each with over 90K of programming!

BATTLECARS is the deadly spart of the future..arm your battlecar with
your chosen weapons, and
select your battleground; a
gruelling speed circuit or a
town  centre  labyrinth.
BATTLECARS is a one or two
player game of skill, nerve and
cunning.

D-DAY is a superb graphic
wargame based on the Nor-
mandy fandings of 1944, Two
. players take the Allied and
German sides, battling through four seperate scenarios. D-DAY offers an
enduring tactical challenge to players tired of simple arcade action.

In TOWER OF DESPAIR, Games Workshop has used its ten years of experi-
ence in role-playing games to create an outstanding adventure. it includes
two entire 48K programs, and a guide containing a history, map, and illus-
trated clues.

FOR 48K SPECTRUM AND SHORTLY FOR THE COMMODORE 64
£7.95 EACH FROM ALL GOOD SHOPS OR DIRECT FROM
MAIL ORDER DEPARTMENT GAMES WORKSHOP LTD.,
27 - 29 SUNBEAM ROAD,LONDON NW10.




[RASH

THE EASIEST

WAY
OF

BUYING
SPECTRUM
SOFTWARE

CRASH MICRO GAMES ACTION ORDER FORM

Telephone Ludiow (0584) 5620.
Please send me the following titles: Block capitals please!

I I o s o e T ERE

Subscriber No.
if applicable

OFF ANY ORDER WORTH
MORE THAN £20
All prices are as quoted under review Please make cheques or Sub Total: £ :
headings and include YAT. Crash Micro postal orders payable to
Games Actlen make no charge for postage  “CRASH MICRO', Frem Less Discount £ 50p UFF ANY ORDER WORTH
and packagin mers in Europe Europe we can accept ./ MORE THAN £10
shiptifd a r post and Sterling cheques or Total Enclosed £

packing. O ase writefirst  Girocheques, Sorry—only ONE voucher perorder!
50 that we may advice on pastagl: rates. e

CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SY8 IBR




ABACUS

SENTINEL
FROTEUS

AVENGER

FIREFLASH

GALACTIC WARRIORS
SUFER DIGGER

THE WIZARDS WARRIORS

ADDICTIVE GAMES
POOTEALL MAMAGER
ANIRCG

TIFT T0T'S BEVEN
FROGRUN

SLAP DAB

MISSILE DEFENCE
GALACPIC ABDUCTORS
N0 11

ECHG

MOON BUGEY

ARCADE

GRIDRUN + PONTOON

RAIDERS O.T.CURSED M,
THE DELECTIVE

16K

16K
16K
16k
16K

16K
16E
16Kk
48K

4B

48
48K
4BK

LAST SUNSET F. LATTICA4BE

BUEALE TROVBLE
THE PRIZE

ARTIQ

PLANET OF DEATH
SHIP OF DOOW
IKCA CURSE
BSPIONAGE TSLAND
GROTND ZERD
INVASIONPORCE
INVADERS
GALAXTANS

EARTH DEPENCE
HIILIMON

DEBRIS
TIMENSION DESTRUCTORS
30 COMEAT ZONE
HEAR BOVVER

MONKEY BIZNESS
DEATHCHASE 5000

BLABY

BOLTTIGGER
BARMY BURGERS

BD0

EILLER KONG
FLAUGGIT

GOTTHA

CASEY JONES
SHOPPER RESCUE
| Boss
SURBODRIVER
BAITANNIA

HOME: RUNNER
STOMPING STAN
GRAND PRIX DRIVER

BYTEWELL
HILDEN CITY

TAMELOT
PACIFIC WAR
BATTLE 1917
WAR TO

UNITED
BRITISH LOWLARD

48K
48K

48K
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£1 off any order worth more than £10
only from the games listed below.

£2 off any order worth more than £20
only from the games listed below.

Please use our normal mail order
coupon and indicate with an S in top
right corner that you want to profit
from this SPECIAL DEAL.

0DS MICROSYSTEMS 30 SPAUE WARS 6L  5.95
TGHT DREIVER 48K 5085
GOBBLE A GHOST 6L 5.95 DI-LITHIUM LIFT 16K 5.95
CATERPILLAR 16K 5,95 3D SEIDDAE ATTACK 166 5.595
3D PATNTER 6L 5,95 30 LUNATTACK 4BE  T.55
BOZY BOA 16K 5.95 QUEST 4BE  5.95
16K 5,05 FANTASIA DIAMOND 48K T.95
SPECTRUM SAFARI 48K  5.9%
MAGIC MEANIES 6K 5.95 IMAGINE
WINGED WAALORDS 16K  5.95
T 16K 5.35 ARCADIA 16E 5,50
RaRm = i |G " i
CERMAN IS FUK 4BE 5. £
MOLAR MAL 16K 5.50
CRL JUMPING JACK 16k 5.50
LZ00K 45K 5.50
TARARS 6K  4.95 I1P AR 48K 5.50
ALIEN MAZE 166  5.55 ERS 488 5.50
CAVEMAN 16K 4.95 ALCHEMIST 48K 5.50
LUNAR HESCUE 16K 4.95 FEORA 48K 5,50
GATACTIC PATHOL 16 5.95 COSMIS CRUTSER 48K 5.50
STARGAZER SECREDS 48K  5.95 B.C.BILE 48K 5.50
TESTMATCH 48K 5.95
DERBY DAY 485 5.3% LOTILORTES
JACKPOT 48K 4.
HANDICAP GOLF agx slys | MOGE MR o
RESOUE 48K 5.8 TYRANT OF ATHENS 1 5.5
WOODS OF WINTER 4ics ~sok | SAIEEL NMALGD by
OMBOA RUN 4BL 5.95 PRIVATRER 48K 4.50
GLUG GLUG $8E 5.45 HEWEED £BE 5.3
! SOMETTT JOHNNY REB 48K 5,50
STAL 250
@ i PARAS ag g.gg
LLA - RED BARON 4 g
mmm ogufwn THINGS 1“ 3.?3 CONPRONTATION 48K T.83
DURGEON 48 7.50 DREADNCUGHTS 48K 5.05
ROMMELS REVENGE 48K 6,50 SPECTAL OPERATIONS 488 5.95
INVAS,.OF THE BODYSH. 4BE 6,50 BEDLAM 1BE  5.895
THE ISLAND 48 7.50 | DBEEILMANIA 16K 5.50
BUGBLASTER 18K 7.50 HICROMOUSE 16K 5.95
OYBER ZONE 4BE 7.50-
LOTIS S0P
DKTRONIOS
LORD HARRY/LADY HAR. 16K 5.50
BOAD TOAD 16k 4,95 HAWKS 16K 5,50
METEOROIDS 166 495 BULL TABLES 16K 5.50
INVAD 16E 4.95 SPECTRUM BOWLS 49k 5.%0
30 TANX 16K ' 4.95
DICTATOR 43 4,95 MIOROMANTA
JAWE 16K  4.95
SPAWN OF EVIL 1EE 4.95 CYBOTRON 16K 5,95
FRUIT MACHINE 48K 4.95 GHOST'S REVENGE I6E  '5.95
GOLDMINE 16E 4,95 TUTANKEANTN 4B 5.95
HARD CHEES i BENGY 16 5.95
astacs 15§37 | INvASION FORCE (SPAGKMEK  5.95
TROM 16K 5.95
TRAMIT 16K 4505 | YROEOMEGL
JUMBLY 48K 6,93 HAUNTED HEDGES 160 B.95
SLICKER FULILE 4BE  6.95 LUNA CRABS 1EL  £.95
SPEED DUEL 16K 5.95 5D DEATH CHASE 168 6.95
APFLE JAM 16K 5.95
2005 A SPACE ODDITY . 48K  4.95 MIERDGEN
STARTREE 3000 48K 4.95
Z1C BAG 48R 6.35 SPACE ZOMBIES 168 5.95
COSMIG. RAIDERS 16X §.95
DORCAS SCRAMBLE i 12: 5,50
THE ORACLE'S CAYE 48K Ti%5 | Doiaesomig S i
FEMPRST 16K 5,85
PANTASY MASTERCHESS 8K 695
SORCERERS CASTLE 48K 5.50
VIOLENT' UNIVERSE 16K 5.50 MAD MARTHA I 48K 6,05
THE BLACK HOLE 16E  5.50 MAD MARTHA I 4BE  6.05
DOOMUDAY CASTLE o 23
DAY C 48 . TORE
BEAKY & THE ECOSNATC. 48K  6.50 i
STARTREK + MUNCHMAN 48K  5.50
GAMES MACHINE
SUPERSHATLS 6k 5.05 | OCEM
BARRELDROP 48K »95 ROBOTICH 168 53.90
48 6.95 ARMAGEDDON 16  5.90
DIGGER DAN 16 5.90
REWSON TRANSVERSION 16 5.90
ME WIMEY 48  5.90
HEATHROW ATC 16K T.95 EONG 4BE  5.90
WIGHTFLITE 11 166 T7.95 54590

HUNGHBACE 48K

GALACTIC TROOFER

16K
16E
16E
16K

SPECTRA SMASH + BREAK.16E

R &R

STAR TREK

SPECTRUM GOLF
HER

TITANIC

SEVERN

QUINCY
MORIA

JOGGER
ERCOURTER
SILVERSQOFT

STARSHIP EMTERPRISE
SLIPPERY SID

CYRER RATS

ROBOT RIOT

SAM SPADE

FREES B

ERAIN DAMAGE
AHMAFEDLON
EXTERMINATOR
MISSION IMFOSSIHLE
WORSE THINGS H.A.S52A
SIMON W HESSEL

INHERITANCE
GREAT BRITAIN LID

SINCLAIR

EMBASSYT ASSAULT
HURGHY BORACE
HORACE & T.85PITERS
HORAQE GOES SEIING
FLIGHT SIMULATION
MUSI0 MASTER

MAEE A CHIP

CYRUS IS5 CHESS
SCRABELE

SOPTWARE PROJECTS
MANIC MINER

ORION

THRUSTA

POSH OFF

OMEERON

MC KENSIE

TRIBELE TROUVHLE
JET SET WILLY
SUNSHINE

BLIND ALLEY
CRUISING

ANDROT
FALAXY ATTACK

ULPIMATE
JETPAC

ATIO ATAC
VISIONS

STAR WARRICH
SROCKER

RAPEDES
SHEER PANIC
MOON BUGHY
1594
PITHAR 5
ARCTURUS
VORTEX

ANDROID CNE
ANDROID TWO

WORKFURCE

THE WIHGED AVENGER

JAWS REVENGE

DO HOT PASS GO
PGS

THE ARCADE SAMPLER

16K
16K
18k

48K
48K

16E
16K

16X
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THE ETAY
MONTHLY “Ew:;:ﬁ;*“ |
CRASH QUIZ

LOOK AT
“MESE PICS OF A TRICKY
SITUATION | GOT INTO ON
it A
\
?.:s 8Y DECEMBER Tth AND BE

ONE OFTHREETDNN E25 /£ ./
OF SOFTWARE HNDH 4
CRASH T-SHIRT/ s

Ring the differences on one ol the drawings (or a photocopy if you prefer) and
send theminto: THE CRASH QUIZ, PO BOX 10, LUDLOW, SHROPSHIRE SY81DB
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Language: Machine code
Author: Simon Bratell

|rsmkmqunoamn§rwé%$
ﬂwmﬂ ﬂﬂ. k ar  an
ravlawing it. Much of this has
had to do with the fact
programm Simon

wire frame game is a copy of
the popular arcade m '
game 'Star Wars', because
it resembles it in
some respects, it differs alot in
many important ways and, in
ol o et bt

: ' appeared in
the arcades.

Anyway, ontothe e. The
Dark Star galaxy is divided into
a 16 by 16 grid of sectors in the
g‘ s plain. All the spurious

urb which gets you going s
very detailed and well worth
avoiding, best to dive in
through the fabled front end
which has been user defined
out of existence!l Selecting
'instructions’ mit screen Fit;
much better - it says, '
around the universe. If 1t
muvesﬂ shoot it. Ili'ltit doesn't
shoot it anyway. If it's square
fly through it!' i

Keys for control are left,
right, up, down, accelerate,
decelerate and ' fire, any of
which may be used on any key
or all the same one if you like.
Anyway, onto the game. There
is a sort of adventurish and
sirategy overtone to Dark Star
inas much as you are trying to
clear the place of alien forces.
The action takes place over
three different areas, deepest
space, hyperspace (accessed
through 'Warp Gates, which
are rotating yellow squares)
and on the surface of numer-
ous planets, When the
in a sector of space have been
cleared of aliens, using a Warp
Gate will take you into another

seclar,

In space alien fighters will
swoop on you, firing bolts of
plasma and they do this by

:

D-ARK STAR

maim. s0 it’s best to avoid
jing straight for too long. Your
firing is done by directing the
cross wire cursor at targets.
Shield energy ma% be
increased by ¥lying hrough
rotating blue squares (energy
concentrations). Tha Warp
Gates have four opening and
shutting sections which allow
gou to hyperspace North,
, East or West. Whilst in
hrparmpaca you must travel
along through a series of
squares. The tunnel winds
about in a lively fashion and
breaking through its walls puts
a heavy load on your shields.
Planetfall is achieved by fiy-
ing straight at one. The surface
has towers occupied the
enemy which fire at you. Shoot-
ing at the towers will cause
them to collapse. A map dis-
play of the galaxy indicates
your position and shows where
the forces are concentrated as
Iéghﬂy, well 'and heavily
efended, with a further desig-
nation of 'military centre’. A
similar display can be used on
the surface of a planet. This
shows bases, fuel dumps,
space ports and so on. Your
craft cannot leave the surface
of a planet until all the enemy
bases have been destroyed.
Dark Star is far too com-
i for a mere collator of
reviews to in, something
which was fully intended by its
designer, so it is best to try it
out for yourself! its much vau-
nted features include the uni-
verse, stopwatch mode, 2 mil-
lion way movement, full screen

passing aplanet at Hyper-speed:

SPECTRUM 88K
==
YGE 118

* .. DarBwii gpept this mission?". .

the game. i
@ fiey contral select
‘@ Interactive robfis
@ Pick up/use abjg®t
facility,

Prograamed by haresGoadin 0 & E

¥
v sotdays, igfweoks bt MONTHS egiopment,. g 5
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Producer. Bug-Byte
Memory required: 48K
Retail price: £6.95
Language: Machine code
Author: David Turner

Here we have what Bug-Byte
describe as a multi-screened
animated platform-type game.
Turmoil certainly is a platform
game, although a very varied
one, containing 26 screens

playing area (with graphics in
the border area), and its mak-
ers say it not include
Materialisations, Sprites
(naturally), Unused RAM (who
needs i) Stupid Scenario
(there is a bit about the Evil
Lord's tyrannical re how-
ever), and no Magic Rings (wot
no rings!). The other thing is
this amazing front end which
defines the meaning of 'user
and allows tion of
the game. For his endeavours
in the field of advanicing home

computer games, programmer
Slmmﬂméﬂhasi,ﬂmm#
CRASH give Dark Star 100 for

CRITICISM

Bowgrt It wes & bork oM
oug was a boring o
copy of 'Star Wars' because at
first glance it looks like it, but
how could | be so wrong? Your
fask, to go round the universe
%' blast everything into
i
ible as there can be up 10 204
planets with 5 bases on each.
%tha { aglhavasaa;!;'rxn
st n Design) have
had quite useful front ends, but
v Bl ahlh'gam'.we
es it into a playable
even when you're Useless at it.
| hope this works out as a
CRASH smash, because it
deserves it justfor the front end
alone and the amusing, ever
ng hi-score A
word of waming, | found the.
hyper load made it difficult to
load, but perseverence is
worth it. *
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ngness, is almostimposs-

reiacd
’
38

D'=R-K STAR

® ‘Dark Starhas, to say the
least, stunningly fast “and
smooth 3D vector graphics.
They are not super detafled
but the rest makes up for it.

The game is fairly difficult to
Pplay at first, !ﬂkﬁngg;ﬁsqbﬂaf
time to masier. Star will
be the sort of game that grows.
on you as time goas by. ”
@ After numerous
Star loaded, though ﬁ’mﬂl
ﬁ#ml;r rﬂmm
IS inen
e o 5
oot em 'glﬂﬂ'. ne I've ever
played to date (note the 'to
date'). This game is very user
% ‘the same can't be
ool gl
o L
one ; «
mn if you do this. You can
whether you want nasty
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 shoot em up, certainly the
s

General rating: excellent

Use of computer  100%

Playability 86%
Addictive qualities 85%
Valueformoney  87%
Overall 89%

nﬂh a mmm e of m?g'iu and
. The gamea res
Mm Mechanic, who must
collect enough oil for his car to
% it goﬂ?ﬂ On each screen
re is a different car sitting in
the garage. It's invisible until
you start pouring oil over it
which makes it ear. As
soon as it is fully visible it will
drive off and you get to the next
screen. As Yyou progress
through the screens the cars
more sleek and expensive
rom a Mini to a Porsche and
beyond),

Mick must go 2
then make his way to the tap
and fill the can e going to
the e. Life is made more
difficult by swinging ropes,
poles, conveyor belts and a
couple of angrﬁmlmahs who
don rove of having their oil
stolen. Now and again tools

in different locations

appear
| ‘which ought to be collected
| -and taken back to the shed

structure at the bottom right of

| the screen, otherwise the
| Arabs will become angrier.

Any game must have some-

ing that distinguishes it from
ous ones, and Turmoil

a very novel difference in

the large spring-like tram-
polines which both Mick and
the Arabs use fo leap up onio

| the higher platforms. Mick's

only protection is to spill d
of oll on which the Arabs slip

| up, removing them from the
{ %arfna for a few moments.
n

ortunately this is also

| guaranteed to kill Mick off as

wall if he's not careful of where
he treads.

CRITICISM

o' @ Turmoil s a classic plat-
| form game and overall a very

good game. The graphics are
of a high quality E?Id work well
with few attribute problems.
il ot ogesenns
ng es for a slick,
well executed program. This
33213 is fun to play and addic-
. if you like platform gam
then you will probab% like
Turmoil which is a bit different
from the Manic Miner type
game. Well worth buying. '

1
|
'
[ ]



® ‘tmustbesaid thatthisis
quite an ‘original platform
game. Screen graphics are
mgh;ﬂ variable and excep-
tionally pleasing to the eye.
Playing characters are large,

animated and detailed. |

ecially like the trampolines
| ere you have to time it
-;;f" properly to jump when the ten-

is right fo
min

sion in the afu'!n
g)ive you & high ;
@ swinging ropes is also dif-

ficult, a not half as dif-
ficult as some games which
have used thase devices - this
is a pleasing factor. The pace
of the game speeds up as
progress through the various
screens, not in the sense that
the characters move about
more quickly, but in the sense
that more tools appear and as
a consequence the Arabs get
angrier and come afler you
fiarder and there are more
Arabs as you go along. | love
the idea of having cars that
alter from screen to screen,
p'n?ress.i‘ng from the low class
Mini  through high per-
formance sports cars (and
maybe onto the superax
bracket). Overall | think this

ame has a high playabili

ctor, and each screen defi-
nitely needs a different skill
facior. '

® 'Originality in a game is
sometimes a guestion of an
entirely new idea, and some-
times it's a question of intel-
ligently re-using old ideas in a
new way. Turmoil is one of the
latter sort, and a very %ca:od
one. All the elements have

been combined like a classic
recipe to make an excellently
playable, funny and addictive
ame that has an entirely new
vour to it. There is also a
very good training mode which
Eﬂi\res you an opporiunity to
ve & go on the higher
screens for practice. Thera are
marvellous animated graphics,
and the leaping Arabs flashing
their long scimitars are par-
ticularly good. A very good
game that should keep you
playing for quite some time. '

COMMENTS

Control keys: Q/Z up/down,
I/P left/right and M to jump
Jopwtick: net indicated on the

Use of colour: excellent
Graphics: excellent
Sound:

Skill levels: progressive
difficu
Lives:5
Screens: 26

I rating: Very
addictive, and
satisfying, Good value,

Use of computer 84%
Graphics 90%
Playability 91%
Getting started 89%
Addictive qualities 95%
Value for money 91%
Overall 90%
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THE HOUSE
JACK BUILT

Producer: Thor

Memory required: 48K
Retail price: £6.95
Language: machine code
Author: C. Kerry

Third in the series of 'Jack’
games from Thor, The House
Jack Built is a litle different
from the first two Jack and the
Beanstalk and Giant’s
Revenge in as much as it has
many more screens and, more
importantly, it plays differently
because unlike the other two,
you are not killed off by deviat-
ing from the very narrow, pre-

se_tl_ﬁgth.

game takes place in
Jack's house (he's obviously
not poor any more), which has
several rooms, some

ment rooms and caves, a gar-
den, alarge maze, a roof which
then leads onto the moon,
where there are several more
locations to see. The object is

to go around and collect all the
available objects whilst avoid-
ing the ferocious house pets
{or is that pests?). The score is
% percentage of collected

You always start off in the
same room - the living room -
but getting killed doesn't mean
having to start over and you
arereturned tothe 'death’ loca-
tion ready to start again.

CRITICISM

@ 'The House Jack Built has
vez good graphics and sound
(although it drives you barmy
after a while). The characters
move around well and the var-
ious scenes are well thought
out and drawn. When you
change rooms you must be
ready for anything, as you are
nearly always in immediate

Unlike the previous games no specific route is necessary

danger. | think Jack is the
wm_ cotour as he tends to
blend in with the background at
times. Your pets are a bit weird
as they do not always kill you. |
thought this game was quite
good, but | don't like the strong
colour.

@ ‘After playing the other two
games and being a bit dis-
appointed with them, | was all
geared up to have a good
moan at The House Jack Built,
but | must confess that it's not
what | expected af all - in fact
it's quite good. The game is
the same idea as JATB and
GR but the ‘routes’to get to an
object aren't so pre-defined.
The game is fun to play with
plenty of rooms to explore. All
the backgrounds of each
screen are beautifully drawn,
though colour isn't always
used wonderfully because
Jack is yellow and clashes
with thejr strong colour. The
game contains & good con-
tinuous tune that can be
switched off if it drives you
crazy. Overall The House Jack
Builtis a fun, addictive get - the
object- that - is - in - the - most -
difficult - place game, and




worth buying. '

1 wasn't very optimistic
about this game at first after
seeing Thor's previous games
on the 'life of Jack' theme, but
to my amazement this game is
quite playable. This game is
still very difficult but not half as
finicky and precise as the pre-
vious two games. Graphics
are of the same type, colourful
and with attribute problems,
also Jack himself is almost
invisible - again. . . The are
many more locations to see in

THJB, all quite nicely drawn
and fairly easy to get to.
Objects to collect, of course,
are very difficult and are
positioned at a key point in the
screen where all the pets meet
and try to destroy you. There’s
no doubt that these three
games from Thor look dis-
tinctly different to anyone
else's, mostly because of the

strong colours employed in the

raphics, yet in a way it's as
g‘nough too much colour has
been used, which makes it

Alien Spaceships (O.K, so what's new!)
(a very sought after game) so popular that
game, but they have done it. Cylon Attack is now in isometric
perspective. Imagine playing new Cylon Attack in

isometric perspective(3D). £5.75
NEW FOR SPECTRUM

ANOTHER RIVETING GAME

somewhat tiring on the eye,
and can be as bad sometimes
as having too litle colour.
Much more playable and
addictive than the two previous
games if not yet as appealing
as it should be. '

COMMENTS

Control keys: Q/W left/right
and O/K up/down

Joystick: Kempston
Keyboard play: guite
responsive, sensible keys,
and better than with joystick
Use of colour: over use of
colour, nevertheless, bright
and cheerful

Graphics: detailed, varied
and smooth, sometimes hard
to see characters with colour
clash

Sound: continuous tune and
spot effects

Skill leveis: 1

Lives: 4

Screens: 20 plus

Special faaﬁures: Currah

mi

General rating: two reviewers
thought it was good, one
thought above average.

A'n’F have updated Cylon Attack
A‘n’F had great difficulties to improve the

Use of computer
Graphics
Playability

Getting started
Addictive qualities
Value for money
Overall

73%
78%
76%
76%
67%
68%
73%

filonented”

FROMA‘N’F

SPECTRUM 48k—Other games available:
Chuckie Egg—£6.90, Alpha-Beth £5.75

A&F Software, Unit 8,
Canal Side industrial Estate,
Woodbine Street East, Rochdale OL16 5L
Telephone: Rochdale 341111
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Gilligan’s
Gold

Producer: Ocean

Memory required: 48K
Retail price: £5.90
Language: machine code
Author: R. Rhodes & K.
Burkhill

Platform-type games have cer-
tainly come a long way overthe
year. Gilligan's Gold s a good
example of this development.
Three screens, sitting side by
side, make up the gold mine
where Gilligan the intrepid
hero s collecting the sacks and

attempting to get them all into
his wh rrow, which is up
on the top level, The mine is a
warren

es and shafts
with Iadderspasi:&%em and lifts.
Sometimes the gold is behind
a blocked wall and here the
pickaxe comes in handy. it has
a second use too - {
outlaws over the head, for the
mine is infested with them, and
they are after Gilligan and the

gold. They can also be
nocked out by dropping goid
g_?edns down fts uﬂn?op of

m.

At the bottom of the mine a
railcar runs up and down along
the mine. It's possible to ride in
this by hanging from the roof at
a few marked poinis and then
dropping onto the car at the
right moment. This also works
for the other railcars that run on
the other levels. Gilligan is not
allowed to fall more than alevel
Er he loglas a life, anﬂgjeiggﬂhi't

H a railcar isn't mi ar

CRITICISM

@ 'Gilligan's Gold is another
Commodore 64 to Spectrum
conversion and unfortunately it
hasn't come out as well as tl
other recent Ocean games.
Needless to say though, it is
still good, but the characters
(you and your enemies) aren't
as detailed as in the C84 ver-
sion. The sound is very ﬁggd
playing a nice little tune. is
a fun game to play, but | don't
11111':1!.( it's g%taj tramt;:dous last-
ng app e, say,
Decathion, one of my all time
favourites. '

® The graphics are not
ultra-briff, but this does not
spoil the game which is really
challenging. There are quite a
few featuras which really add

to the game. | almost died
laughing watching the demo,
it had lots of funny bits in it. |
enjoyed the game itself even
more. It's a bit like a Harold
Lloyd Buster Keaton arcade
game. '

@ 'Whatever's the matter with
the programmers today - are
they being paid by Arthur
Scarglll, or is it just a coin-
cidence that everyone's gone
mining mad; ma they'ra
Lqugt ow to ca onto the

nic Miner trend? Gilligan's
Gold is another mining game,
but more so than the others.
The fact isth;tdyou have got to
collect the in your wheel-
barrow, and hack away at walls
with your pick, whilst being
chased by outlaws. Animation
is this game is quite wonderful
in some respects, such as
when you knock one of the out-
laws out - you can see stars
around their heads and when
they’re coming round they start
to pant, you see their
stomachs start to rise and fall.
Even details such as a bar-
row’s wheel whizzes round as
you push it. | must say | do like
the mining carts, which can be
your enemy or saviour. There
are only three screans to this
?a?:a, but | mir:)l;: thafre's pl:t;nty
o keep you going for quite &
while, and besides, if yn?: clear
all the three screens of gold,
maybe there s a different type
of layout - that's left for you to
find out though! Taking every-

thing into consideration, | think
this will prove to be quite an

102 CRASH December 1984

Grab the gold and run

addictive game as it is a very
playable game. | like it. '

COMMENTS

Control keys: Q/W left/right,
P/ENTER up/down, SPACE
for all actions

Jngﬂick: Kempston, Sinclair
2, Protek, AGF

Keyboard play: responsive,
but up/down and action keys
are a bit awkwardly laid out
Use of colour: good
Graphics: large definite
shapes and generally good
Sound: nuous tune

Skill levels: 1

Lives: 3

Screens: 3

Special features:

General rating: very good,
playable and addictive.

Use of computer 80%
Graphics T7%
Piayability B80%
Getting started 79%
Addictive qualities 78%
Value for money 80%
Overall 79%

Poor Gilligan, hit by a railcar




The Red Kipper Flies at Midnight

OU GET HOME ONE EVENING to discover a message on your

answering machine. Something you'd thought hidden for good
has reared its ugly head once again. Valkyrie 17 is active.

Opwer the next five nights a series of frantic phone calls con-
vince you that the matter deserves further investigation. You receive
a dossier on the activities of Valkyrie 17. Pieced together from frag-
mentary reports culled from the last forty years you slowly begin to
put the whole thing together. Drakenfeur, Heinrich and Reichsmuller.
The badge pressed into your hand on the station at
And that last desperate call for help from the Glitz Hotel werlookmg
Lake Bruntz.

Your cover is good. Very good in fact. You spend a few
days sniffing around and then head up towards Lake Bruntz. You
check in to the Glitz Hotel. It’s the last lead you have. You seem to
be getting nowhere.

Then on your way to the bar you sense a movement in the
shadows. You feel a blow on your temple. And everything goes black...

Valkyrie 17 is an Adventure featuring both graphic and text
locations. You will meet several different characters some of whom
may help you while othets see your demise as their sole purpose in life.

Included in the pack is a comprehensive dossier on Valkyrie
17. On the reverse of the cassette tape ate the answerphone messages.
And then of course there’s the game itself.

LOADINGTIME 5% minutes. MICRODRIVE X/FER FUNCTION
LOCATIONS 100+ FUN FACTOR 8

LEVEL <

SOUND Beep Beep

HINTS
Watch your back, try not to get killed and mind your language.

Thie Ramjam Corporation cannot accept respansibility for injury edther mental or physical caused during the
playing of Valkyrie 17, Furthermore the existence of these words affects your statutory rights,

Valkyrie 17 is distributed by Palace Virgin Gold, 69 Flempton Road, London E10 7NL. Telephone: 01-539 5566. Available from all leading wholesalers.
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Return to Eden is the long-awaited sequel to Level 9's top-selling Snowball =
P adventure set on the weirdest planet ever. Now it's here with 240 locations, €
\§ masses of puns and puzzles and with hundreds of pictures in the 2
7l AMSTRAD, CBM 64 and S;JEt:trum versions.

he .H--»'R'“. '., e L.éﬂ{im" Mﬁ.’-}u\‘-’n Ll E':‘"I & TN .'
h‘i»%j L{& {i kr‘_w YR = }“h% a. dn % a O a % A e ) ké“’ Jm‘?%*’““"‘— .

",f “Whichever machine you own, | “One of the best adventure games
if you have the vaguest tendency \P- . | have ever had the pleasure to get
-~ towards adventure playing then Y, o - T . (( my hands on. | can recommend
[~/ you must try one of these games ] S a : -f Dungeon Adventure without the
\ {unfortunately you'll probably end | | K 3% " slightest fear of being

i) Up wanting to buy the lot” ol . . contradicted. This is a massive
Y - computing Today. Aug 84/ [ * y Sojourn into the unknown.

; - Memopad, Oct 84

“The S5aga of Erik the Viking . . .
~ a remarkable Adventure game.
It carries all the halimarks of a Level
9 Adventure — problem, text display
and size of map —with graphicsofa

“ standard | have not yet seen before T
1inan Adventure” ]
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_ "The Level 9 Adventures are i
| superbly designed and

\\ programmed, the content first

2\ rate. The implementation of
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YOU'VE NEVER
HAD IT SO GOOD

If you glance through the marks for this month’s reviews you will

notice one 9 is awarded and all the rest have B marks as an
Overall Value. This, | think you will agree, is an exceptionally high
standard, and is remarkable in that every game revie here
could be recommended without hesitation, as each has some
quality that makes it stand out from the crowd. Clearly the mic-
rocomputer software market is seasonal to some extent (ie. the
run up to Christmas represents a huge sales potential) but
perhaps in the case of the adventure market, where the games
take a very considerable time to develop, it is even more so.

So, have | gone soft with seasonal spirit this month? No, [ think
not, for these games really are good.

What this all adds up to is that if you know anyone who packed
away their Spectrums over the summer then you should now tell
them to extract it from its box and fill its place with a cushion of
straw and a tortoise, because, when it comes to Spectrum

software, you've never had it so good.

RETURN TO
EDEN

Producer: Level 9
Computing
Retail price: £9.95

The Silicon Dream Trilogy
consists of Snowball, Return
to Eden and the yet to be
released The Worm in FPara-
dise. This, the second adven-
ture in the trilogy, starts where
Snowball left off, and has been
written using Level 9's ever
increasing library of com-
pression technigues to give a
full-bodied, more complete
narrative with about 250 loca-
tions and 240 pictures. As with
Artic, Level @ have deemed
that all truly commercial adven-

| VAV A VA VAV A ¥/ A ¥ e ¥/ B ¥ [ B ¥ | B ¥/ B B [ B ¥/ B ¥ [ B B/ B W/ B B [ B ¥ [ e ¥ [ B W[ B W[ B ¥ [ B ¥ [ B B[ B ¥/ B W/ B WA V/A- W/E_¥/E |

tures must accommodate

graphics from now on, and | am
pleased to report that in this
particular case the graphics,
far from being a distraction,
actually add to the gquality and
flavour of the game. The loca-
tions are exotic and the scenes
ps‘);medeliac_

Level 9 have a boffin
image they've done them-
selves no harm with their latest
technological breakthrough,
the type-ahead. This idea
allows you to carry on typing
commands even when the
program isn't r for them,
so you can type a whole series
of short instructions and then
watch as the program carries
them out. Recent notoriety and
fame have not ruined a cottage
industry; Level 9 still provide
clue sheet forms with each
"Welcome to Eden’ booklet.

Snowball 9 carries two mil-
lion sleeping colonists to Eden,
the only habitable planet in the

Eriadni A binary starsystem,
Eden's plant life is legendary
and was probably seeded by
lon%-vanishad aliens. City
building on the planet at first
went well but problems
developed as the myriad
plants and cunning creatures
adapted to fight back. Robots
have been making all impor-
tant decisions since the late
2100s and run the colonisation
program. Within a wall built to
protect the city, the robots work
ceaselessly to perfect the envi-
ronment for its fragile and vul-
nerable human colonists. The
city still looks new but impre-
ssions are misleading; its
foundations are broken by a
million root cracks and vermin
infest b|talr'ren Im-m{h Ievﬁ What
may worse, the rébot a
haibmr hting too Il':ang.“m|r
aup im Kim who
has just ?avad the ?:igergiallar

BRNHT

ak

ke EBdep*' -
Level 8

transport, Snowball 9, from
disaster. Unfortunately the
control room vidcoms show
how you enter and hurl a bomb
engulfing the room in flames.
The resulting trial finds you
guilty and you are summarily
sentenced to death. The wal-
droids close in and, rather than
stay to argue your case, you
think it wiser to flee in the
stratoglider lifeboat to become
the first human to land on the
planet Eden. Crewed by peo-
ple who think you are a mur-
derer, Snowball 9 orbits far
above you. But alas, the inter-
steflar transport itself is in
danger, as it has entered orbit
off schedule and, due to dam-
age, ignores all attempts at

By “5:‘13?:-5:&;\ s
~, e o) T
‘-..‘;:.._“'-\\\{‘\"\"{“1:\\“‘ -
“--...‘..;q..r-;
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radio contact. The robots on
the planet below, unable to
chance a hostile presence in

Playing the game is made all
the easier by Lavel 9's type-
ahead, sure-footed input and
friendly vocabulary, including

which has you wearing

clothing without first having to
GET i, an A(GAIN) command
Mimaﬂts the last entry,
and @r innovation - [T to
mean the previous specified
object, eg. LIGHT LAMP, then

MINE IT. The redefined
character set gives a futuristic
flavour (as does, of course, the
myriad technological artifacts -
vidcoms, tradclads, skyhooks)
but it can be difficult to read
when more than one Level 9
fanatic crowds around a small
TV screen. Could this be the
beginning of the monitor
boom? | won't say too much
concerning the p& rtselma;f
ing given away mu
Snowball in the CRASH J
issue, well worth checking up
yn_:iu're Loganm( .!_lnfmw the
trilogy and for some
ap%ingly heavy-handed
clues). Let me just say this of

| Vocabulary

the game, itisn't just the graph-
ics which are peculiar and psy-
chedellic.
Return to Eden is a very
succassor to the highly
acclaimed Snowball. Far from
being just another follow up, it
is @ new and exciting program
in its own right and many
features which keep Level 9 at
the top of intelligent science fic-
tion computer exploration.

COMMENTS

Difficulty: very difficult

Graphics: most locations and

very good

Presentation: quite good, but

alittle cramped

Input facility: good, even with
raphics

se: good
Special features: type-ahead
General rating: very good

Atmosphere

Logic
Debugging
Overall value

@ w~ oo

TWIN
KINGDOM
VALLEY

Producer: Bug-Byte
Retail price: £7.95

Twin Kingdom Valley was
launched almost a year ago on
the BBC/Electron and Com-
modore computers and
became a best seller. Hence it
is not surprising Bug-Byte
should attempt a conversion to

the Spectrum. but 'conversion
to the Spectrum was con-
sidered impossible’ due to its
‘more restricted graphical
capabilities’. It is in the graph-
ics department where this
otherwise excellent adventure
disappoints, but the only
reason | can forward is poor
gsﬁc design M'llt;;n !?11& fimi-

ons imposed e mic-
rocomputer. The Spectrum

‘adventure market is now quite

sophisticated and shows few
signs of these 'restricted
ﬁhic&l capabilities’ - far
it. in avar{’oﬁwr respect
Twin Kingdom Valley is a very
adventure, especially for

8 novice.
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The name of the pr
unusual and you would be right
to think it some story
behind it. It is not a valley you
might have seen on one of
those terrible Sunday after-
noon films, no, it is a mythical
place where two kings live.
‘Since monarchy generally like
it their own way, two roy-
als hate each other. As you
roam the valley other creatures
will live their lives
naturally, only stopping a while
to Iattad‘ﬂ}he O.Yﬁsig?aal
explorer - that's you. You play
a typical adveryg.lumus and
gresdy human and your aim is
to finish the game with as much
wealth as possible. The gossip
circulating around the valley is
supplied to at the touch of
a button at the nning.
MTw:’n Kfnggom alley is éane

many va surrounding
the vast !nkaa‘,; Watersmeet
said to have mystical prop-
erties derived from the many
witches' potions spilled into its
rivers and streams down the
ages. It is said a wise man may
look upon the secret of life
located nearby (at No. 427).
You have rented a small hut
from the innkeeper of The
Sword Inn where your ill gotten
gains may be stashed. Your
strength will fail if stabbed or
clubbed too often by the
assorted belligerent creatures,
but you will gradually recover if
you can find a quiet patch. The
authors reckon you'll find some
of the clues in the pictures. |
hope this doesn't entail scur-
ging around for books on
icasso and Cubism because,
man! are some of these pics
groovy (can anyone tell me
what on earth the picture of the
bar represents? But keep it
sober, man).
has many fea-
tures which give some indi-
cation of its high class pedig-
ree. The first is a choice bet-
ween six options to control how
the game runs for you. These

ram is

range from Draw picture if
room unvisited, give long
description to Don't draw pic-
ture, give short description.
Th'? doa;:ctﬂic:r'| P-:Izangya chaged to
suit du al simply typ-
ing OPTI;'SN. 'H'm next feature
to impress is the use of view
directions wharmou are told
the direction in which you are
looking out from a location and
can actually see your progress
towards castles, inns, caves,
and waterfalls. Also, a list of
verbs is provided and a
refinement allows the speed of
printing to be controlled via
. These features do not
necessarily make a better
adventure but they certainly
show a willingness to please
and is a sign that someone
cares about craftmanship of
the program - always a good
sign.
ou begin on a road by a
wooden cabin. The hut fills the
view to the north and so
NORTH takes you Inside. A
d solid beep accompanies
each input but you must be
careful with that confounded
auto-repeat which, although
being worse than useless,
seemingly gets everywhere.
This first location is a veritable
store of goodies and it's good
1o see an adventure which pre-
sents the explorer with a few
easgy first steps to ease him into
the swing of things. You are
even given a friendly com-
panion - an elf - who may beat
you to some of the goodies if
Euu'r& slow off the mark but will
indly give them over if you ask
him politely.

Being one who can smell a
rancid beer pot at thirty hyd-
rometers, | made my way east
to The Sword Inn to quaff a
beer in palatial surroundings. |
was a little surprised to sea the
'Work Ethic' currently sweep-
ing the nation (well, Surbiton)
making a stand in the com-
puter games world - a fraternity
more renowned for growing




® High Resolution Graphics
# Full Animation I
# Sentence Input

012 Separate adventures

® Sound Effects

The tiny principality of DORCASIA was a pleasant
fertile land until the wizard ZENDOS used his evil

powers to cast the country into perpetual darkness
until all citizens pledge obedience to him,

Itis known that through the SPELL OF DARKNESS
Zendos has trapped the spirit of each month into
one of 12 GOLDEN TEMPUS RUNES or RUNIC
HOUR GLASSES hidden deep within his

mysterious and magical castle.

As the land dies in the grip of the black
desolation a hero must be found to locate
and destroy the 12 hour glasses thus

releasing the months and returning

Dorcasia to the natural forces of the seasons.

Each class has a RUNIC inscription around its base
which vou must read and understand. Only saying

these words will lift that part of the spell. To protect

the hour glasses Zendos has placed them in 12 separate
rooms in his castle, each room linked to a different
exterior gateway by a devious route,

Depending on which entrance vou select Zendos casts
spells which change the locations of rooms within his
castle to confuse vou. The menacing creatures and
challenging problems which confront you at every turn
mean that only the brave and the clever will succeed.

gt
PP

 THE ORACLE’S CAVE

P.  Our best seller available for the
48K SPECTRUM and COMMODORE 64.

Oracle’s Cave is a unigue adventure game featuring

continuously displayed high resolution graphics and
text, a new cave layout and event sequence for every
game and a time limit on every adventure.

Available on cassette
from leadina retailers
or direct from:

DORCAS SOFTWARE
3 The Oasis, Glenfield,
Leicester LE3 8QS

at £7.95 (inc. VAT)
Postage and Packing FREE




| happened to check my score |
| (still 0) but what is this? My |
strength is reduced from 190to |

i

hair

and perihperals (after
typesetting, this will no doubt

read ‘'growing hair on
peripherals’). But there was

evidence - as | sat refreshed |

after downing a pitcher of ale |

OUT OF THE

SHADOWS

Producer: Mizar
Computing

Retail price: £5.95

Author: RM Walker & RMR

- Woodward

If you are intelligent and into
fantasy games (and | think the
twogo together no matter what
some might say) then you'll like
this one.

Qut of the Shadows is a
game that follows in the foot-

steps of such notables as

Black Crystaland Crusoe but,
like so many games reviewed
this month, jumps straighto the
top of the pile - for my money it
is the best arcade-adventure

| yet. Like a pop record that
| grows on you,

the game
becomes more compelling the
longer you play it. It lures you

| 160. Fiendish!

Your pilgrimage to the Innis |
made that bit lighter by some |

strange and certainly colourful
graphics of the.inn which grow
in  perspectiver as you
approach, rather like the fam-
ous scenes in Lords of Mid-
nigft. Most of your early game

| deep into a fantasy world of
monsters, magic and mayhem
| requiring a subtle blend of
technical skill and out and out
battle bravado. Many have
vowed to bring Dungeons and

Dragons scenarios to the
| computer screen but surely itis
| to this game that fant
devotees should now turn their
attention. Here is yet another
gamae where you are left aski
yourself, how did they get it all
in there?

Mizar tell me the game com-
bines the real-time action of
arcade with the freedom of
exploration of adventure, and |
can add, il's an exceedingly
complex vyet always fas-
cinating litle masterpiece of

ures are fired out like computer
exchange. 30 commands, 500
locations, 14 different types of
monster, 50 different types of
object and, if a human hero is
too corny for you, how about an
elf or a dwarf? A unique feature
of the game is the way the
ground about you is illumi-
nated by the flame from your
torch or lantemn, which is
essential below ground or after
dark. As you move around,
shadows sweep across the
floorin a very realistic fashion.

Themes are developed to
the full in this game. When in
the dungeon you must keep an
eye on the level of the ail in
your lantern and check how
many torches you have left in
case you need them. You soon
discover that a lantern casts a
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programming. Impressive fig- |

share prices on the stock |

| will be spent finding the |

weapons to ward off Trolls and |
Gorillas who lunge at you with |
broad swords and wooden |

| clubs. These assailants apart, |

it's a simple enough matter to |

| wander around a great many

locations although of course,
you'll often get the feeling
you're too far down the line |
with not enough weapons or |
gadgets to support you. Tha |
graphics, should you choose |
an option with them, are nottoo |
slow and it is clear when the |
program is ready to proceed as |
the picture becomes sharp and |
| clear.

Twin Kingdom Valley is an
adventure import from the
BBC/Electron and Com- |
modore computers and like all |
conversions has  some |

| peculiarities in style, in this
case - the graphics. On its own
merits, the Spectrum versionis
very responsive and friendl
and has many superb qual-

larger light than a torch, and
stand bewildered, both by your
predicament and by the fine
attention to detail on the part of
the programmers as your last
torch gradually goes cut, the
lighted area diminishing as the
| darkness closes in around you.
You think you catch sight of a
creature’s head popping out
from around a comer and in
this way you soon learn to
tread caretully about shadows
where monsters, who rather
deviously can see in the dark,
| creep up on you. They are so
eager to clap their teeth on you
that a little squeak can sorne-
times betray their presence
giving you just enough time for
| an about turn.

So what exactly does play
| entail?

Firstly you choose your race

' elf, human or dwarf. An elf is

O HMIZAR

: SHADOWS &

ities. Well worth exploring by |
any adventurer,

COMMENTS

Difficulty: hard to say. This is
a long and involved game but
probably not too difficult
Graphics: full screen
graphics in 150 locations
although many are repeated
Presentation: exceilent
input facility: very good
Response: interactive
characters acting somewhat
like those in Valhalla

Special features: Currah

| microspeach

General rating: very good

Atmosphere
Vocabulary
Logic
Debugging
Overall value

more dextrous than a human |
but is less strong and has
fewer hit points. However, as
you might expect, he wields
greater spell power. A dwarf is | 4
less dextrous, is stronger, has | =
mora hit points but less spell
power. After giving your
character a suitably long |2
name, you can decide upon | Sl
which of the six quests you will
undertake. The same quest
can be attempted by different
players in competition where
how long the game takes each
player, and how many times
it's been saved, will be the
deciding factors. The per-
mutations are extensive since |
on completing one quest a |
character, now a hero, can ‘
attempt a new quest, so you
set off on a new scenario but
take aiong the same character
with his hard won possessions.

i
=
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|
|
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Once you have decided on
your character, dungeon and
quest, your character's name
is displayed above a screen
which first looks quite plain,
that is until you do something.
A small part of the screen is
illuminated on the left-hand
side; this is your home from
where you begin your quest
and to where you must return
with the object of the quest. At
the centre is a special place,
the central healing cross, to
which you may go at any time
to heal your wounds. of
your home and into the forests
rourmmnmnoamsaretheml-
ecting of treasures and the
slaying of monsters. Pos-
sessions such as torches and

copper coins are sooh
amassed by cpening or literally
attacking the various crates

and jars. These valuables and
commodities can then be

taken to the shop for the buying
and selling of provisions,
including food. Later on, when
using magic, you will need the
food to counteract the drain
imposed the energy-
sapping spells you cast. Des-
troying any foes that cross your
path is character buﬂdinggga
experience points you n
lead to increased ystra ;
dexterity and life force, while
an award of a thousand points
raises your character to a new
experience level. A higher
level brings with it more pow-
erful adversaries as the player
delves deeper below. How-
ever, matters are complicated
by the burden of ever-
increasing treasures which
weigh you down and make gca)u
short of breath during combat,

and also, the realisation that
natural healing occurs faster
nearer the surface. During
heavy fighting your eyes wan-
der up to three lines.indicating
g\ur Life, Energy and Breath.

the right-hand side of the
screen the commentary of
events scrolls upwards giving
you information on what treas-
ures you have found or how a
battle is going. As you go down
into deeper levels it scrolls
more frantically as on every
dark corner lie three or even
tour monsters.

INFO and LIST, which can
be summoned up onto the
right-hand side, are of par-
ﬁcul.?;l'r;}srest. Checking INFO
regularly gives updates on
Experience, &?:ngﬁ'l. Dex-
terity, Hit points, Burden, Qil
and Torch Time, Ini:_:rias (eg.
Left Arm), Rooms, Treasures
and Saves. LIST tells you how
many of each item you have
(eg. spells, daggers, shields,
torches, magic rings, oint-
ments, etc. ). The two com-
mands that are in constant use
are GO and ATTACK.

GO (or G space)E, W, SE,
SW etc. Pwnves you along the
map until you cease pressing
EN%EH Ifyyuu now chose to

attack this would be towards
the last specified direction.
Once devices like these are
mastered the game verily flies
along. Hence G space N,
moves you north, ENTER
moves you north again while
an A now would see you attack-

ing to the north. Your chance of
hitting or dodging a monster
depends upon both its dex-
terity and yours, and the
amount of damage you can
inflict depends on your

strength. A good tactic is to
position yourself so only one
monster can attack you at a
time as, if given the chance,

will descend upon you
from all possible directions.

BLADE THE WARRIOR:
Reviewed in CRASH by Derek Brewster:

“The game condenses around an_r‘mmense{y anjoyable plot!
suspense builds and subsides as in a novel.

“The game really impresses afier a very little time.”
“Rich atmosphere that pervades the whole game. ”

SPECIAL
OFFER
FOR
CRASH
READERS

ONLY
£4.95

{9-6-pm only)

TO TAKE ADVANTAGE OF THIS SPECIAL PRICE:

Send £4.95 cheque/PO to Cable Software, 52 Limbury Road,
Luten LU3 2PL or telephone Access order on (0582) 591493
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The maximum amount of
damage you can sustain is
called your hit points.

What makes the attack
routine so impressive is its
amazing realism. A monster,
once beaten off, will avoid you
should you cross its path
again, for example, a rat on
seeing its mate slain will often
run off and in its panic, fall
down a hole. Even after play-
ing a game for some time a
new feature will crop up, like
the time a fracas with a dragon
saw my lantern knocked over
plunging me into darkness.
Super stuff.

As I!:cjnu become more adept
at fighting monsters and col-
lecting treasure you become
more concerned with the quest
itself which entails traveliing
downwards from the surface
by way of stairs (which in the
latter stages are always popu-
lated le monsters) or down
holes where a shield rrf:ilﬁhtgro-
tect you from the . This
downward progression is most
reminiscent of D&D. Monsters
become fasier, more devious,
more agressive and inflict gre-
ater damage the lower you
descend. This is reflected in
the type of creatures you meet,
which are of an increasingly
exotic variety; rats ,give way to
vicious skeletons oﬂfluwady by

pernicious trolls, dragons and
demons. The search for ever
more precious freasures and
fantastic magic keeps you forg-
ing on while rising up the
experience  levels  gives
immense satisfaction.

_ Out of the Sahdows is an
immeasurably complex game

which takes some timetogetto
know, | - wholeheartedly
recommend any arcade-

adventure or fan fans to
spend some time with this
game as they will be rewarded
with many happy hours play.

COMMENTS

Difficulty: easy to play but will
take months to complete
Graphies: good, oniginal
lighting concept
Presentation: very good
Input facility: arcade
response

Response: good

Special features:

General rating: excellent

Atmosphere
Vocabulary

Logic

Debugging 1
Overall value
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VALKYRIE 17

Producer: Ram Jam
Corporation
Retail price: £ 9.99

| often choose to begin a
review with a few lines telling
you what | know about the
company and the game in
question. Due to a prediliction
for untidiness | have misplaced
the literature concerning this
game. What | do know of the
company is contentious. Th
were st:'ﬁoacted of shady deal-
ings and political intrigue in
South America and, becomin
unstuck when the country's ru
ing junta came to a sticky end
ax&oair'\qg m:f“ lay behind a
thick skein secracy, were
heavily implicated in a hon-
eycomb of leaky, transparent
coverups, diplomatic raspber-
ries, power-besotied
gooseberries and giving a
whole  pol aride  of
embezzled condiments to the
ruling party, The Pre-
servatives.

So much for the artificial
flavouring, let's add some col-
our {or never mind the com-
apny, what about the game)?

if | said | once knew a posh
chap whose name was Val-
kyrie, then surely you would
fear the worst - that this review
will amount to no more than the
sort of jounalistic licence
flaunted in the name of Colour
Supplement  entertainment.
Mo, instead to that tardis-like
tome, the Collins English Dic-
tionary -

VALKYRIE, Walkyrie or Val-
kyr, n. Norse myth, any of the
beautiful maidens who serve
Odin and ride over the
battlefields to claim the dead
heroes by him or Tyr and take
them to Valhalla.

Nothing of interest here. . . . .
I wonder if it's the seventeen?

If you're wondering what ali

the verbiage s, it's what | wrote
while waiting for this game to
load again. | wanted to know

what happens if you say YES
twice in succession to the
question, 'For our records,
please indicate if this is a pirate
copy: Ans Y or N. ', which
appears on a blank screen
once the game has loaded.
You might wonder why | did not
answer NO, after all, it is quite
a legal and respactable review
copy. Ah yes, but you see, asa
reviewer | must explore every
avenue for the prosaic, and
occasionally the unexpected,
as in this case. So much for my




GHRGOVLE GHMES

A 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 2 magical celtic landscape.

Tit Na Nog—a n_mst gitunﬂing visual experience, with state-of-the-art film ALSO FROM GARGOYLE:
animation. THE STUNNING SPACE GAME,
Tir Na Nog — a true computer movie. AD ASTRA - £5.95

GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777




whimsical aberration, let's get 1 ‘might be refreshing after a

down to this review and join me
as | discover the game from
scratch (because of the
aforementioned prediliction).
You are in the bar of the
Glitz Hotel. It's dimly lit and
smoky. There is an attractive
girl at the bar. ' So begins Val-
jle 17, and a reasonably
introduction it is too.
eading east | enter the ladies
powder room and rather than
do the honourable thing and
tum ri%ht back, | stay just long
enough to see the shower

strenuous morning spent ski-
ing. ' Skiing eh-umm?

o the north and east | find
some snowshoes in the broom
cupboard. Skiing; snowshoes?
| suppose | must be in a skiing
resort. At the entrance to the
hotel the Manager won't let me
leave until I've paid up, so I turn
back towards the reception
desk where the telephone
never stops ringing - obviously
a peculiar hotel. On one occa-
sion i _answer the phone to
learn 'The Red Kipper flies at

midnight’. | can only assume
the bad line distorted the call
from a local takeaway trying to
entice customers away from
the dubious hotel service - The
Red Kipper fries till midnight',
Atreception I try to PAY BILL
but | am unfamiliar with the cur-
rency (199 Grotniks?) and
have long since dispensed
with credit cards having lost all
ina game of Snap. Sowhatam
I to do? Stuck in a hotel where
the ’'chambermaid appears

and asks politely ‘if you've
been standing in a broom cup-
board. She dusts you down
and leaves’. So what if | had
been standing in a broom cup-
board? | wonder if | could slip
out but no, the manager will not

VOTING FOR
THE
ADVENTURE
CHART

The CRASH Adventure Chart
has picked up considerab
since we firstintroduced it, wi
more and mare votes coming

cou| to:

in every day! To make life voteforasmanytitlesasyou accepted over the Hotline runners-up each getting a
easier for sorting, we are now  wish (not ;ustfweasmme Hot- (0584 3015) in the same way  T-shirt and a mini-subscription
providing a separate write-in  line Chart) and you may award  (please state that you are vot- o CRASH for three months
T T A e e et~ - i o e 3 T = g e - ey B T e e MR e e il g g o S e
| ADVENTURE CHART Remember - points out of ten for as many titles as you wish. |
| COUPON I
| l
]
l | e e e A S R R e (e i
f on i S el ML . - e bt ST U o A T P T |f
|
i it e e Uk e oMb AT |
postcode i
|
|

form, so please use it for the
Adventure Chart, and not the
one included at the bottom of
the Hotline details. If you are
vuﬁngbgg_lbom charis, you may
send torms together inthe
same envelope of course.

How to register your votes

There seems to have been
some confusion in the minds of
voters for the Adventure Chart,
80 fto clarfy the situations,
here's how we do it. You may

Send your CRASH ADVENTURE TRAIL, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
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any of them points out of ten.
So, for instance, you might
vote for seven tities giving
each of them ten points if you
think they are worth it, or only
three and give them one each.
These votes are then added up
for each title and the total is
divided by the number of peo-
ple who voted for the program
resulti in an aggregate
figure. From these figures, the
thirty adventure games are
en in descending order.

Phoned-in votes are

ing for the Adventure Chart at
the beginning), and may also
be writien in letter form without
the use of the coupon if you
prefer.

Adventure Chart Prize
Draw

And don't forget that, like the
Hotline Chart, you can win
prizes! Each month we draw a
winner from the voters, who
receives £40 worth of software
and a CRASH T-shirt, with four
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Beyond Competition House, Farndon Road, Murkeﬂ‘iurbomugh
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let me leave until I've paid the
bill. In my fury | attack him; ina
blur of motion he dispatches a
single blow to your solar
plexus. As you fall, you notice
he is wearing a black belt',
Colourful, relatively easy,
and verlv witty, Valkyrie 17is a
joy to play and features many
good quality graphics. Its strik-
ing quality is the amazing
depth of the humorous replies
to whatever input you might
come up with. The input
routine is very certain and
sure, and different tones of
beeps draw your attention to
when the program is ready for
your input, or to an item Ela_re
sent or a comment made, The
layout of the screen is very
attractive with a small 17 adj-
acent to your last input. During
input type is spaced out for
emphasis and condenses to
normal spacing once entered. |
didn't want to run through this
game in detail as | so often do,
otherwise, when you come to

play it, you would meet a string
of jokes you've heard before,
and many are far too good to
ruin. If you are one of the many
who like their adventures
served up with some humour,
then this is one for you.

COMMENTS

Difficulty: quite eas
Graphics: on about half the
locations, quite good
Presentation: very good
Input facility: good, limited to
verb/noun

Response: a touch sluggish
Special features: random
element, events can change
General rating: very
humorous adventure

Atmosphere
Vocabulary

Logic

Debugging 1
Overall value
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TOWER OF
DESPAIR

Producer: Games
Workshop

Retail price: £7.95
Author: A. Clark, J.
Thompson, S. Williams,
M. McKeon

Games = Workshop  have
evolved from a long history in
role-playing games, with miles-
tones s as the Fighting
Fantasy Books and The War-
lock of Firetop Mountain, but
have waited untii now to
release computer games as a
software house in their own
right. All the authors contribute
to White Dwarf magazine and
one might expect their experi-
ence among the plethora of

and Dragons off-
shoots to add that little extra
something to the adventuring
world, and in many ways this is
indeed the case. Should you

locate it in your computer shop
you will find the case lavishly
illustrated with the magical and
the mystical. An adventure
guide accompanies the two
cassettes and contains the his-
and map of the realm of
Aelandor, and vital clues actu-
ally within the pictures of the
guide, a most wsicome
advance to adventuring.

The now familiar outline of
the whys and wherefores that
supply much substance for
reviews naturally enough
adorns the pad(ag:ng here, but
unlike many such narratives
those for this game are more
lucid and, what is more, read-
ing it actually adds to the game
giving information which is of
some use in your quest. In
short, it has been intelligently
thought out so as to be con-
sistent with the theme as a
whole.

Malnor, Demonlord of Dark-
Bess, inhabits mel;o\::r of

espair, amongst the Moun-
tains of Undying Soiitude,
gathering evil forces about him
by way of the Ring of Skulls, a
wicked patent amulet. Legions
of orc and demonkim await his
command to infest the realm of
Aslandor. You are the
Warrior-Mage of Castle
Argent, Keeper of the Siiver
Gauntlet and Wielder
Flamebolt, the Staff of Light-
ning Bolts. One summer momn-
ing, as you quietly work within
Castle Argent, your Scrr'mq
Sphere brings you balefu
news. Malnor is powerful
E?ain, s0 you must seek

lwood in the Eastern Wil-
denemness to retrieve the Gol-
den Gauntiet.

You set off from the inner
sanctum of Castle Argent, a
place of contempiation and
preparation. Only after going
east and then back again are
you told of the two visible
items; the Silver Gauntlet and
the Lightning Staff which, as
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MICRO GAMES ACTION

fat binder doesn't just lock

eESive with s silver bloc ka
CRnSH logo and dark blue finist
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r’l'-:ﬂ.’ supply - of CFMSH away
from . yo wr friends! And it's anly

Build yourself the most comprehensive manual on ctrum
¥ p Spe o f4507'l"rlq_|0‘xo4-—'dl‘._. VATI

software ever seen! Save your issues of CRASH month by month,
and turn them into the hard cover with the fattening soft centre!

' Be a Superior Alien with your very own
CRASH T-shirt and sweatshirt!

Please send me ......CRASH T-shirts
@ £4.50 80O MO LO

s SWeatshirt @ £8.95 SO MO LD

Piease send______ CRASH Binder(s)

at £4.50 | enclose Cheque/PO payable to CRASH MICRO
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| THE ADVENTURE EVENT OF THE YEAR BY
JOHN SHERRY

The Prince

WINNER OF THE 1984 CAMBRIDGE AWARD

Characters in order of Appearance:

i Baron Grasper — a landotoner
% Ambrose — a cleric
l Porcus — a merchant
é FFernando — a tipstaft
ﬁ i Gamp — a stall holber

plus supporting cast

REEAAERECTRALA

and finallp r

THE FIRST ROLE PLAYING GAME FOR FOUR PLAYERS

Available for Spectrum 48K at £7.95 from larger branches of Boots or mail order from m

Qo.M Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL
! ¥ Telephone 01.858 0763 :
il
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you should now be aware, are
very necessary for your mis-

sion, Equally important are the
items to be found in the chestin
the main hallway. 'Inside are; A
long, fine coil of rope. A leath-
ermn canteen of water. A pack of
dried field rations. An oil lan-
tern'. Nasndm must GET
every itemi ually as there
is no a:iuivalﬂm to GET
EVERYTHING. Your progress
at this point is aided by a neat
littte map in the booklet which

= : ®
g AELASDR
al;‘b;.:hll,-t\‘: fidermess DY oind

east gate with mount
Fiannagbad ywi;aa famil-
iar rolling downs of your native
countryside. You hear the dis-
tant sound of flapping wings,
and you would be wise to hurry
on your way lest you fall foul of
the winged that will cer-
tai should you fal-
ter. You will know when you
are safe as you will sense 'A
supematural howl of anger
emanating from many leagues
further east. The you feel a
momentous shaking through
the ground. Malnor is incensed

soon has you out through the

shire
TR TN yppent e
S

by your escape from his
agents!'

Any difficulties you may
encounter at this stage may be
related either to the voc-
abulary, which uses the con-
struction ENTER (DOOR) fre-
quently, or to the unfamiliar
terminology of the fa
world where you must L
into orbs and to use a staff you
must have its name. You will
no doubt, like myself, feel

Ve

T

T
g T8
.\.‘-..\

¥ :
;\\ s

e N

-~ ‘h."-‘. T

hunger in the ancient wood of
Aesweald where you eat,
otherwise each step will take

further towards starvation,
death and a new game. If you
are ng well you move
north to meet some superbly
crafted atm eric descrip-
tions. "You are in a small glade,
the vale of Tranguil Enlighten-
ment. There is a sense of
enchantment in the air. At the
centre stands a white stone
statue at whose base lies a pile
of ashes’,

The spell of the program is
cast not only with the well con-
structed, descriptions
but also in their presentation;
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the character setis wonderfully
redesigned in old world writing
with omnate letters or symbols
marking the baginning(ﬁf each
location description. This fine
artistic talent also adorns the
booklet where hmly detailed
and imaginative drawing in the
style of White Dwarf is ht
to bear on the project, giving

i

the whole a classy, well-
polished feel. These drawings
not only add immensely to the
pleasul;'e dag};-: from the
game but are anecessary
part of it as within them lie
clues to r ress.
Perhaps myau inag{lg’; to
examine or make use of all the
objects in the drawings, just
thosethat prove useful in some
, is more a reflection on the
limits inherent in any computer
adventure rather than a lack of
ins on the part of the
a . An example is a pic-
ture in the bookiet which
need once you've iy
nagotiated the Door of Dastiny.
You see an innkeeper, and a
ranger with a pouch full of

ol espiade

I.nu_'.jlﬁmﬁt‘ mha“ - gaE

arrows tiedto his back but it is
only the barrels in the comer
that lead you deeper into the
plot - the arrows cannot be col-
lected.

The Door of Destiny is one of
three such doors you meet
once you've solved the prob-

A alied

lems at the white stone statue;
the other two are Hope and
Despair. On ex these
three | at first their
Seltis b Hove e e
red in Hope was
cheered in Despair, but once
all the permutations became
clear | found them apte h.
The EXAMINE is
used often and its ramifications
q_i:o rise to lengthy discourse,
rough the Door of Destiny,
and m‘;? ma inn, you find the
b{ﬂy e ra r is
across the remainngseof malg;?.
'His back is broken, and eyes
stare out lifelessly from a face
stricken with terror. From a
chain around his neck han%:
delicately wrought silver
kat. ' A further INE leads
you on even deeper into the

Y ey w ]
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find an inscription written in the
Oild High Script, known in
these days to but a few. The
words inside are Peel Bark, '
For a Quilled game this adven-
ture has some remarkably
good, non-standard features.
The Tower of Despair is a
Quilled text-only adventure.
Were it not for the com-
mendable acknowledgement
on the packaging it would be

plot. 'Opening the locket you

almostimpossible to prove that
ithad made use of the Quill. As
such it is the best Quilled
adventure | have yet seen,
combining all the Quill's advan-
tages with a startlingly original
and fresh approach. Fantasy
fans will iove this game.

COMMENTS

Difficulty: moderate
Graphics: none

Presentation: very good
Input facility: verb/noun
Response: very fast

Special features: pictures in

a book

General rating: superb

atmosphere

Atmosphere
Vocabulary
Logic
Debugging
Overall value

TEa

From
GILSOFT
The Welsh Wizards of
Adventure

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

£14,95
£14.95
£19.95

SELECTED TITLES AVAILABLE FROM
W.H, Smith, Boats, John Menzies, and from
Good Computer Shops Nationwide

Or Direct From Us
By Post or Telephone

GILSOFT

30 Hawthorn Road
Barry

South Glamoergan
@ (0446) 732765

e

Gt g

1T

triafl bl oy Yo ke

e s L daae e
EXngltn | had to escepe

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

\7
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THE EYE OF
BAIN

Producer: Artic
Retail price: £6.95
Author: Simon
Wadsworth

Artic Computing are the most
experienced adventurers in
the microcomputer business
and plmdal:;\:?;m some of the m&y
popular re games. Eye
of Bain is Adventure F in their
famous series and it says
much of their |
when adventure mai still
contain a t pri on of
mﬁeﬂ ely concermned with
games. Eye of Bain
breaks from the text-only trad-
ition of the earlier members of
the series with full screen, col-
ourfull_ﬁrap!'ﬁcs at every loca-
tion. These ara simple so as
not to hold up the proceedings,
and further, are only switched
on when desired with L for
LOOK and cancelled with
ENTER. Artic adventures take
so 10:3! to play there is little
time left to actually write the
You find rself in a hut
- You
with no ob\nm release from
your n&n‘eﬂdibamem t%u:w plenty
arou keep i ;
This first m&'&un malg me
as very Artic, either you solve
the puzzle fairly quickly or you
just give in - you don't even
the computer once you
have di the problem, as
itis y remembered, haunt-
ing you until it is solved. | sup-
pose the idea is that one day
you are sitting on the 25 bus
and leap to your feet shouting,
Eureka! I've got it! The annoy-

ing thing is - when you get

Iim i o gross Rut

home and locad up - you
haven't! You'll kick yourself
when you do arrive at the sol-
ution as it requires no lateral
thinking or intense brain-
storming.

The vocabulary is verb/noun
oxc:ggt for DRINK WATER
which is not accepted while
DRINK alone s, Strange. The
input routine is as sure as it
could possibly be and this

mi competence
m% to the slick

ADVENTURE
TRAIL REVIEW

RATINGS

OVERALL: general rating based on price
and the other ratings BUT NOT AN
AVERAGE OF THE OTHER RATINGS.

120 CRASH December 1984

professional feel of the game,
Another teature which is indi-
cative of Artic's vast experi-
ence is the invaluable GET
ALL which s wraﬂa g
the first scene. GO or ENT!

Pt bt svangely GO HOLE
won't take you back - GO HUT
does. Shortly after, you enter
the crossroads where it's best
to be compassionate to the
chap you find there. In return
he says "The blade and the hilt
together do make, the downtall
of the really big snake. ' Utter
gibberish presently, this will no
doubt make some sense later

on.

How to get free from your
shackles is the first pressing
problem after the hut. Very
soon run into the shape-
less guarding a hole
down a well, an ape up a tree
whose usefulness is only real-
ised later on, a pile of wood
which, again, appears useless
at first and, a very common
problem in adventures, how to
cross the desert without being
fried to a fritter. One aspect
that struck me as strange is the
way in which the dense under-
growth at the well tumed up
nothing on examination. Is this
a deliberate contrivance?

The Eye of Bain has a style
and charm familiar to
thousands whose  intro-
ductions to adventures was by
glr?yingtha famous A-D Series.

is latest addition, F, also
displays fine graphics, making
ita super adventura to play but,
coming from Artic, difficult to
play well,

COMMENTS

Difficulty: contains many
ingenious and logica
problems like all Artic games
Graphics: full screen on
every location and quite good
too

Presentation: average
Input facility: instantaneous
Response: limited to
verb/noun :
General rating: good value

Atmosphere 8
Vocabulary b
Logic 8
Debugging 10
Overall value 8
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5 WINNING CLASSICS FROM

N MEGAH

AT £6.95

H
QOur ultimate 3D program — the multi- EAC
screen missioré to save the df\;irg FORTHE
crawler crew trapped at Braxx Bluff. Undock
and land, walk in search of t?% crawler, drive it through SPECTRUM
the marsh, the ruins and the desert — one track wrong and you
are dead! — skim the rocky seas attop 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!

Selected titles
available through
larger branches of

Full Throttle places you on the
saddle of a 500cc Grand Prix
motorcycle. You can choose to
race on any of ten of the
world's top racing circuits. As
anewcomer, you are started at
the back of the grid in a field of
40 bikes. You have the
best bike in the race, but that alone will not

help you!

MAT is mankind's last hope! The
desperate plan to place in the mind of a

teenager the combined tactical skills of

all the planetary leaders in the solar

system. Now your mind is MAT's

mind. Take control of the USS Centurion Battle
Cruiser and Tactical Command Centre to control the planetary
defence fleets against the Myon attacks in MISSION: ALIEN
TERMINATION.

3D as you have never seen before on A

your Spectrum! £6.95 willputyou T liBy B\

right on the saddle of the Big Bike! @\ =)

Ride deep into the forest through day

and night, chasing the enemy riders.
Weeve through the trees

[ at breakneck speed and watch

out for helicopters and tanks —
the greatest prizes of all!

JUST RELEASED

JASPER

For the 48K Spectrum
the most amazing
arcade adventure yet
with 22 screens of

stunning cartoon
P
Where netherbeast Grako is building his power. Theresmuch | see rhgfe o
to discover and dangers abound. Free-moving agents may advertisement in this
help you or hinder, but might be befriended if ways can be issue now.

found. The alchemist lore-work was false and a failure, but
renders good service in different vein, vanquished
aggressors might be your protector. In perilous places of
dark, death and pain. Of devious problems and magical task,
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. ..
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TOP HALF OF MAP FITS ONTO BOTTOM HALF ON PAGES 126/127

The map of the Land of  graph paper, with each
Midnight on these four  square representing one
Baﬁs has been supplied move. The graph squares
y H. J. Douglas from only show up faintly in
Belfast, Northern Ireland. our reproduction. For his
It’s a pity we can’t efforts, Mr. Douglas is
reproduce it in colour as  being sent £12 worht of
it has been beautifully  software and a CRASH
drawn and coloured on  t-shirt.
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As usual, to decode the tips
in SIGNPOST simply rotate
e ey )

ce e .
eg. B bmroug“ A A
becomes Z.

The Hobbit /s one of the all
time classics and judging
from the number of letters it
still generates a great deal of
interest. Many adventurers
have written in with their
hi-scores. One of the highest
is from John Denton of Selby
who writes;

Could you tell me the highest
percen achieved on The
Hobbit? | have had 92.5 but
am now at a loss.

Actually John, I'd consider
this something of a record
and cerlainly deserves a
place in the Hobbit Hall OFf
Fame. Of course, if anyone
has beaten this score (on the
Spectrum - over 100 s
commonplace on other
micros) | would like to hear
from them.

I'm sure that by now most
explorers wiil have found the
golden cache, but has
anyone found a use for it, or
even been able to lift it up? If
you have, I'm sure many
readers will be interested to
hear about it.

Warren Hamilton of
Enniskillen asks:

How do you get the ring in The
Hobbit, and also, how do you
get past the king's cellar (the
one with the barrels!)?

You find the ring in the goblin
dungeon (: {) and you will
need the ring in the cellar. You
must: XFBSJOH SJOH
FOUFS BO FNQUZ CBSSFM
BOE XBJU UP CF UISPX0
JOUP UIF SJWFS

Christopher Mitchell of
Stubbington, Hants is unable
to get through the magic door
in the Eleves’ clearing. To do
this: XFBS SJOH UIFO
FYBNJOF EPPS TFWFSBM
UJNFT - this actually works
for both directions. :

Legend claim to have
over £2m from
alhalla; it would be difficult
lo substantiate such a figure,
but one thing is for certain, the
game has caused man
problems. For those still
searching for the latter
objects in this game Nicholas
hCudmh_ . ott provides some
s,

Skalir leads to Felstrong from
Asnir. Skomir is found
locations south of Rankle's
residence. Grimnir is only
found if you are in ecstasy.

A communique has been
received from "Xeroth the
Firepriest' and 'Lord
Falarance the Vain' which
may be of help to other
battle-torn warriors of
Midnight:

When visiting certain keeps
and citadels, Luxor and
Corleth may recruit warriors to
fight alongside them and

travel with them (this is in
addition to the various Lords
w 'L‘:"m F 4
Brs wl
recruit warriors of hlsmm
(which is not to say that he
may not recruit Lords of the
Free). For the sake of clarity,
the Lords of the Fey are the
following: Whispers, Dreams,
Shadows, Dregrim, Thimrath,
Korinel, Lothoril and Thrall.
As far as we have
discovered, there are four
of de: the Ice
Crown; these are as follows.
Either take the Crown to Lake
Mirrow, and wait for nighttall,
-or recruit Fawkrin the
Skullkrin, Farlame the
Dragonlord or Lorgrim the
Wise, and take the Ice Crown
to them. (Fawkrin the Skulkrin
may be found at Moonhenge,
which is Northwest of the
Downs of Mirrow; Lorgrim the
Wise may be found in his
Tower, which is Northeast of
the Tower of Fadrath, but as to
the location of Farflame the
Dragonlord, we have no idea
and would be grateful to hear
Lr_t:-nil anyone who has found
im).
As for general tips; it is
worth noﬂn? that the warriors
ire more easily

Fey seem
strangely rasﬂlenagam this

should be bo;ne in mind when
moving your forces to a new
rendezvous; Doomdark's
forces move surprisingly

ickly, and it is all oo easy to
nd a large number of your
troops in e, while half your

intended army lies totally
exhausted some ten ues
away! Judicious use of the
Lakes should prevent this
unfortunate occurance,

, as every lake
contains a draught of the
Waters of Life, which should
refresh even the most fatigued
army. Care should be taken,

h, as each lake may be
used only once.

After many harrowing
defeats, we have finally
managed to defeat
Doomdark’s armies at
Ushgarak with the following
tactics; We divided our
available forces roughly in
half, with half the force to
Xajorth (remempar_one of

remember, one
the vi conditions for
Doomdark is to take the city),
and the ather half heading at
an unhurried pace (for
marches can axtram
hard on your troops - r
Stephen Donaldson's The
Iliearth War for more details)
towards the Citadel of
Ushgarak recruiting other,
fresh troops on their way,
Morkin's quest appears to fail
more often than not, and it is
probably more important to
concentrate on a military
vi , although it does seam
to @ a difference if he
travels along the western
edge of the map as far as
ible, and hence remain

idden from Doomdark's
forces by the Mountain
Ranges.

Back to answering some
adventure queries. Brian
Longstaff of Sheffield writes;

In Mountains of Ket | can't ?at
past the Dragon (although I've
afealing I'm missing a simple
solution here)!

This problem is made much
more difficult by only having
one attempt before being
killed. Try QPVS PJMif you
have !r‘!l i :

Mr. J Lockerby o
Canterbury is having
problems with Lords of Time
and writes;

I managed to enter the clock
but no matter what | type in |
can't get started.

TryTXJOH QFOEVMVN
Andrew Taylor of New
Maiden, Surrey writes:

s e T
agame ca itz by
Phipps Associates. ltisa
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brilliantl desig:ed ame, but
itis a little too rdf%rmo!l
have succeeded in killing the
Watch Tower Guard
commiting suicide on an
electric fence, but how do you;
1) fix the silencer on the gun;
e
windowuneemide?

To fix the silencer to the gun
GJU TIMFODFS. I'm
raid the electric fence is a
dead end which cannot be
passed. To re-enter the room
once outside the window
simple enter CLIMB IN.

:
:
r
°

FLAaiuS

¢ OBuNE aF
o ToRnpen

Raymond Harrison has
been having difficulty with
Fantasia Diamond and asks:

How do you kill the Guardian?
How do you open the secret
door? How do you open the
brown door?

ftend to think the Guardian
should be avoided rather than
killed. As for the secret door
zou will probably need the
ay. The solution for the
brown doar, | think, is rather
clever, try LOPDL PO EPPS
Finally, is there anyone who
could help Neil Talbottfrom

Bromsgrove, Worcs. who is
having difficulty with the little
known adventure Demon
Lord, with which | am not
familiar. Neil is unable to get
bayond the green door in the
first part of the game.
The most common backdrop
for adventure games is the
fantasy setting. Man
reviewers now see the games
as boring and unimaginative
and hence review games
accordingly.

Do you have a favourite

selting for adventure like
fantasy, space, historical etc.
» or unusual and high

original themes as in Urban
Upstart, Denjs Through the
Drinking Glass and
Hampstead? Do Jet me know
because this could be your
chance to influence the
development of adventures
and maybe even the thoughts
of some reviewers - and
remember, each month £12
worth of software goes to the
maost interesting letter.
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This month’s software prize
gm to Jerry Vaughn and

hys Davies from Caerphilly,
for U'lelf report from Midnight.
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the CRASH

HOTLINE

R i

This month's HOTLINE winner is $.Ellwood
Hawarden, Deeside, Clwyd. The four runners-up are; lan Lyon, Kid-
derminster, Worcs.: Derek Buckle, Ipswich, Suffolk; Darren Whits,
Gateshead, Tyne & Wear; and Paul Granby, Northwich, Cheshire,

The Adventure Chart winner this month is Gordon Strachan, Sit-
tingbourne, Kent. The four runners-up are; Farley Stollick, Egham,
Surrey; A. Taylor, Worksop, Notts; Robert Graham, London NW11; and
Simon Ward, Kingston, Nr. Lewes, E. Sussex.

Not many surprising changes at the top this month, a few slight
reshuffles here nr:?ﬂ?e-re but the blggesl jumper (mmw} is !%?e_y
Thompson's Decathion, in'at 7 from 16. Monty Mole makes another big
Jump, up 12 places to this month's number 10 slot. The mid-range of the
chart also remains fairly stable, but two newcomers in the twenties with
Pyfamararna in at 25, and Kokotoni Wilf in two places lower. The other two
new armivals are The Legend of Avalon which appears at 44, and the
arcade horror Frank N Stein in at 48,

The Adventure Chart is still leaping about a bit, with a few 'oidies’ appear-
ing in the lower areas. The :img change at the top is the astonishing
reappearance of Circus in at number 6. Lower down Coiossal
Adventure comes in again at 16, while Phipps Associates’ Magic Moun-
lahraappaars.hmrmge is that Gilsoft's The Quill has

steadily in the HOTLINE CHART, but has never been voted for in the
Adventure Chart.

BRILL 'N’FAB

HOTLINE PRIZES!!

Whether you phone or write in, all names go into the
voluminous bag to be drawn monthly. First out receives
£40 worth of software plus a CFIAgH tee shirt, and the
five runners-uip receive three issues of CRASH free plus a
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!

[———Au--..—_.________—.-.—..-....-_—.-..____

CRASH HOTLINE WRITE IN COUPON

Please use block capitals and write clearly!

| Send your coupon to: CRASH HOTLINE, PO BOX 10,
| LUDLOW, SHROPSHIRE SY8 1DB
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THE CRASH HOTLINE PHONE NUMBER IS
0584 (Ludlow) 3015

HOW TO USE THE CRASH HOTLINE

Mathod 1

Ring the Hotline telephone number {above) and récord your votes on the answaring machine,
Please speak ciearly, speling out name and address if it's & 'difficut’” one! List your five games
starting with the number ona,

u H‘l= GOURon

g the coupon below, making sure you fill In alf the details. the in an envelops and
sanndrmm.mmwmmmamhywdumw:?wcmupumm

The telephone Hetiine 5 gettihg very jammed atter a new issue comes oul. 50 bear with us i it's
engaged. If all else fails - write in!

’

!y
,I

My top five favourite programs in descending order ll
are:

l
TIILE PFIODUCERl
1 I

I
2 |
3 |
4 |

|
5 I
____________________ |

b



CRASH HOTLINE
TOP 50 FOR DECEMBER

(Figures in parenifresis indicate fast month's positien}

1(7) SABRE WULF Ultimate
2(2) LORDS OF MIDNIGHT Beyond
3(3) MATCHPOINT Psion/Sinclair
4(4) JET SET WILLY Software Projects
5(6) FULL THROTTLE Micromega
6(5) ATIC ATAC Ultimate
7 (16) DALEY THOMPSON'S DECATHLON
Ocean
8 (7) CODE NAME MAT Micromega
9 (8) LUNAR JETMAN Ultimate
10 (22) MONTY MOLE Gremlin Graphics
11 (10) MANIC MINER Software Projects
12(8) MOON ALERT Ocean
13 (11) TLL Vortex
14 (15) AUTOMANIA Mikro-Gen
15(12) WHEELIE Microsphere
16 (14) CHUCKIE EGG A&F Software
17 (13) KOSMIC KANGA Micromania
18 (17) TRASHMAN New Generation
19(18) ANTICS Bug -Byte
20 (20) PSYTRON Beyond
21 (19) WORSE THINGS HAPPEN AT SEA
Silversoft
22 (21) HOBBIT Melbourne House
23 (23) STOP THE EXPRESS Sinclair
24 (27) AD ASTRA Gargoyle Games
25(--) PYJAMARAMA Mikro-Gen
26 (37) DEATHCHASE Micromega
27 (--) KOKOTONI WILF Elite
28 (30) BEACH-HEAD US Gold
29 (28) SCUBA DIVE Durell
30 (26) POGO Ocean
31 (24) HULK Adventure International
32 (34) FOOTBALL MANAGER
Addictive Games
33 (25) FACTORY BREAKOUT Poppy Soft
34 (33) THE QUILL Gilsoft
35(29) ANT ATTACK Quicksilva
36 (32) JETPAC Ultimate
37 (37) ANDROID 2 Vortex
38 (40) CAVELON Ocean
39 (41) FIGHTER PILOT Digital Integration
40 (36) SHERLOCK Melbourne House
41 (35) PYRAMID Fantas
42 (43) NIGHT GUNNER gltal Integration
43 (39) DOOMSDAY CASTLE Fantasy
44 (--) THE LEGEND OF AVALON
Hewson Consultants
45 (42) MUGSY Melbourne House
46 (38) PSSST Ultimate
47 (45) FRED Quicksilva
48(--) FRANK N.STEINP.S.S.
49 (44) ZZOOM Imagine
50 {46) CHEQUERED FLAG Psion

VO TE for the

Cha>r ADVENTURE CHART

1(2) SHERLOCK Melbourne House
2 (1) LORDS OF MIDNIGHT Beyond
3 {6) LORDS OF TIME Level 9 Computing
4 (4) THE HOBBIT Melbourne House
5( 5} HULK Adventure International
6 (--) CIRCUS Channel 8
7(8 WAYDOR IMS
8 (11) URBAN UPSTART Shepherd
9 (3) SNOWBALL Level 9 Computing
10( 9) VELNOR’S LAIR Quicksilva
11(15) ORACLE’S CAVE Dorcas Software
12(16) VALHALLA Legend
13 (10) INVINCIBLE ISLAND Shepherd
14 (18} SHIP OF DOOM Artic
15(13) QUEST FOR THE HOLY GRAIL
~ Dream Software
16 (--) COLOSSAL ADVENTURE
Level 9 Computing
17 (14) GOLDEN APPLE Artic
18 (19) MOUNTAINS OF KET Incentive
19(21) INCA CURSE Artic
20 (29) KNIGHT'S QUEST Phipps Associates
21 (77) PLANET OF DEATH Artic
22 (12) ESPIONAGE ISILAND Artic
23 (--) MAGIC MOUNTAIN Phipps Associates
24 (22) MAD MARTHA Mikro-Gen
25(--) SMUGGLERS COVE Quicksilva
26 (--) McKENSIE Software Projects
27 (30) GREEDY GULCH Phipps Assocciates
28 (26) QUEST Hewson Consultants
29(27) TEN LITTLE INDIANS Channel 8
30 (28) MESSAGE FROM ANDROMEDA
Interceptor
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Stand by for the Christmas Special 'VALLEY OF SLIME’ - a mammoth swamp
of creepy hi-scores - a feature so packed with sickening boasts that it will
make any alien cringe!

Anyway, enough of the hype, back to the more normal everyday stuff. . .

Sabre Wulf 272,200 at 100 Cavelon 38, 800 Deathchase 83, 330 Pheenix 29,
410 Paul Ledger %1 5), Leeds

Jetpac 93, 275 (without cheating) Zzoom 143, 480 and 244 refugees Sabre
Wulf 87, 300 at 70 Chuckie E g 151, 350 on L17 Lunar Jetman 102, 750
Pyramid 107, 584 TLL 36, 207 Ant Attack 45, 280 and 10 victims Si Jaffa,

Ed ston, Birmingham

bre Wulf 1, 036, 435 at 100 Full Throttie 40.11, 1st at Silverstons Chuckie
Egg 579, 390 on L40 Sabre Wulf lowsst completed score - can anyone beat this?
55, 605 at 47 Christopher Hawkins 16), Coningsby, Lincoin

CDS Pool 3, 350 on 10th frame Full Throftle 1st in Spain and 10,93 ahead of
2nd Fred 39, 750 on'L5 A. Cornwall, Thornton, Cleveleys, Lancs.

Daley Thompson's Decathlon day 1 - 303, 375, day 2 - 404, 059 (high jump
and hurdles respectively Factory Breakout 34, 445 on Epsilon Pyramid 116, 506
completed Hobbit completed Chequered Flag Brands Hatch 1.18:26 ZX Golf
round of 61 (9 under par) Meteroid Storm 51 . 020 Horaces Hung?v -3, 790;
Skiing - 1, 705; Spiders - 4, D00 Pogo 52, 950 Stephen Stavely(17), Bridlington,
E.“‘l'orks I'm saving the full details of Stephen’s Decathion scores until Christmas

2z00m 140, 110 D?ger Dan 6, 850 Rommel's Revenge 22, 500 Caterpillar
53, B88 Orbiter 149, 700 Deathchase 207,941 on L32 Pheenix 47, 480 Chuckie
Egg 239, 110 Wild West Hero B2, 075 Chequered Flag Silverstone: 1.05:70;
Paul Ricard 1.20:76; Brands Hatch 1. 13:94, Monaco 1.47:66; Psion Park 1.33:48:
Micro Drive 0.54:30; Cambridge Ri 0.50:72; Osterreichring 1.10:50: Monza
1.03:52; Satum Sands 1.19:04 Full Throttie all first at - Donnington by 23:42; San
Marino 03:30; Spain 10:25; France 11:27 ; W. Germany 01:57; ltaly 03:46:
Silverstone 03:30; Belgium 10:81; Yugoslavia 11:82; Sweden 04- Kevin
Howson, Kendall, Cumbria

TLL 209, 444 on L79 and 395 dots Zzoom 101, 910 Ore Attack 60, 596 lan
Stringman, Borscough, Lancs.

Pssst 75, 505 Darren Ha man(12), Maidstone, Kent

Pheenix 49, 120 Meteor Storm 260, 000 Tranz-Am 40, 180 and 38 cups Zip
Zap 1, 958 phase 16 Zzoom 107, 820 after 11 attacks Stop the Express 8, 010
Moon Alert 136, 800 Passt 30 000 Hunchback over 100, 000 Transversion 25,
000 Pogo 63, 150 Julian Frank(13), Norwich, Norfolk
Sabre Wulf 181, 630 Atic Atac 3.49 Douglas Kyle

Snatchas 9, 990 on
0 73, 000 Moon Alert
o follow
equered Flsg Cambridge Ring 4840 Silverston
52:00 Kenneth Kyle - the family from Retfor , Notts.

Well that’s all there's room for this month - watch out for the bumper
bundie in the Christmas Special, out on December 13th,
Lioyd Mangram
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My Playing Tips file is just bulging, and it's
getllng harder to know what to print!
ortunately a lot of material tends to repeat
itself, so if you have sent in some golden
nug%| et of wisdom which you see credited to
nother person, please don't feel affronted -
sometimes it’s just the luck of the draw as to
who's first out of the file. Any tips for Lords
of Midnight get handed onto Derek Brewster
to 'P revent ml¥ job loss!
his month we have a map of Gremlin
Graphics’ Wanted: Monty Mole, which has
been prepared by the IongD uffering POKEs
and Screen Photography Department of
CRASHIin cnn;unclion with Oliver Frey (and
a cast of thousands)!
i ng,!_ here we go again, first off with a silly
tip for....

PENETRATOR

Eéou go into the Landscape
tor mode you can make the

land disappear. First press 2
S0 you can edit Level 2
onwards, and go back with the
cursor to just before the hill
with many radar towers on it.

Most hackers seem
keenest to get inside the latest
games, so it's nice to
occasionally come across
something for an older one,
like this one for Zzoomsent in
by Paul Fulcher from

Then press Caps Shiftand T etford, Norfolk.

to set top level of the

landscape, then go back and This POKE for Zzzom by

sai the bottom level of the Imagine will give you as many

axamlggn the top lives as you want from 0 to

Ia'nral using Caps Shiftand B- | 255. This is done by typing

and lo and behold, the land MERGE (enter), start |§

disappears! and when OK report, stoptapa
You can do this on all the and list program. Edit the line

levels except level 1. ifyou containing PRINT USR

want to edit level 5, you first statement and add POKE

take all the rockets and radar

25131, n (nh number of lives
towers from level 4 starting

up to 255). Then RAUN and

from the one closesttolevel 5. | enter and start the tape again.
Making the land disappearin When the game has

this way, you can just put finished nlﬁ you will find
boxes on the screen here and | that you have the number of
there, which is quite effective. | lives you wanted.

In JSW, don't believe
everything people say - thera
are no exira screens in which
rrou taken off on a boat

om THEBOW at 11.45- it's
a lﬂad d b\l et a-wnt_

Antony Samson,

Rayleigh, Essex.

Well | think your Penetrator
tip is simply fascinating,

tony, and after all, it must
make it so easy to score! But
famr‘?t exactly are the boxes

o ||i
"“!--- JI ’l"’I.iIIIIIllnmllI"

A

As ['ve said before, there is
usually no time to check an W
of these POKEs out
beforehand, so be it on your
own heads if you use them!

~~yy

Sabre Wulf continues fo
fascinate even on the eve of
the two new games in the
series. This isn't the first ime
I've heard this particular tip
from R. Maddison from
Hartfepool, butin this case
he’s the lucky one. . .

| have decided to donate my
talents (apparently | have got’
tmh mmp*a o add tcu
aen yi
Sabre Wulf. You ﬁl
doubt, have noticed lhat if you
stay in one room for a long
time, a ball of fire apears and
comes after you. Well did you
know that if you can slaiy
that screen for about thirty
seconds it goes out and you
?hat a big bonus. Well go nut of
e first screen of the game,

o

turn right and gointo the dead

keep your sword out so if
comes you can
 away. The flame will
appaar in the other room and
eventually it wil go out, leaving
you with a big bonus.

tha h|

There now follows what
sounds to me like a very
dubious tip indeed, but | print
it to give the writer, Paul
Atkinson, the benefit of the
doubt, Paulis from Crosby,
Liverpaol
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Minerk fouze, or the coal
in the mine Is ivisible,

m-"f“’frm . jnlhd‘

Dlmﬂ'e [Bottom

%«uﬁlh p&dﬂ?ﬂfﬂ*w post
.!.ng:tnﬂl‘b_n.p a’mtmm?

On Monty Mole it is possible
to get into the Miner's house.
:ua& g?g;is by collectin the

ng into it and

i#l iner's house as
well Ona more jump will leave
you looking out of the window!
Jumping ht up will have
you on top of the roof! You can
then walk across to the mine
lift shaft, the tree, and the

background. Do not jump out
of the top of the scrafn as on
the next game two squirrels
appear and you will keep on
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dyimon future games, do not
the sides either as this
ml! klll ou. If you only j |ump

en you collect the
buckat and then leave the
house when the miner has
gone past, a second miner will
appear.

G.-'anc-‘n? through tons of
stuff, this little sr;rvpipercaughr
my eye, from K Howson
of Kendall, Cumbria.

For all those pl C.D.s.
Timebomb with aaying

‘l“l“llﬂl

St 1
Hvaid the floar right I‘l':rvﬁi- fe
fertda [

Seroen 11

?;n‘medﬁnm’ué fets you cofleer
the omall Hich,

Kempston interface, try
moving with the fire button
ﬂ.,’“m' Y-:i:-u will move ai::rosa

8 screen in a very peculiar
way - useful when caught in
tight corners!

Steven Jarman has this fo
say about Sinclair's Stop The
Express. . .

When collecting the key,
jump up vertically and
advance maoe the ball
bearing wi nce over your
head and you will be safe ta

stop the train. Always let go of
the snakebird at the last
possible moment as this gives
you the chance of collecting
another bird straight away.

| always find playing Stop
Express /s a rather
hypnaotic affair, as you have to
get into this unfailing rhythm
lo succeed in the game.

A game which has
aﬂrac:;d a lot of attention
recently has been Daley
Thompson's Decathlon with
several people offering kindly
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advice for unfit cheats, Here's
one from Liam Kane of
Middlesbro’, Cleveland, who
was/is no good at sports. . .

I found a way to cheat on
the high jump. When the bar is
at 2,25m or more, you can
&ualify without jumping over

@ bar at all. Run up to the bar
as normal and when you are
right under it, hold your finger
down on the jump key. This
lets your score rise
tremendously.

-

, &) Flip the

page for
Wally's
Nightmare....

Here's ancther tip for hard
work avoiders on
Thompson's Decathlon from
Michael Wescofttfrom
Huddersfield, and one on

Monty Mole. . .

in the track events it is
possible to qualify indefinitely.

Get the werall Ke Sepegill, soct the
Lot o cosl mells e wail
lacking stoies fo s

22

Sorcen 15 Bereen 14 7 ey

Colleef fofe iect of coal, then X 5 ; L : Zerren 31

hang f#um ﬁ::-'.ais el Trep' coark ‘a'ﬁ{"f: M;I‘ffffm f::;", j:"ﬁ; you straight o gxi o 18 {} .mg:f coall ;‘.‘,"M
onfo raslcar aaol abart runeing fa 5 ar citll gv . Then ger i vl tnd. Thekey (e8s you
dvop wp with i, ok inko railcor oe before, ' coflect the genie,

Seoeen 17 4
Lepue railear of Frgt fe
Cutirct z,-mp!m(’-"g_-pm
Nl cpe drick & aest e bo get
rest of coal ~snd gole @ f ger
cogl, dart piece of cool an 1T mally
doall ﬁﬁzéﬂﬁ il

T b ety the fat
ﬁd-«a i erif Ppa-;‘:ﬁw,vw-
m!!mﬂ'ﬁ wralt by crusher,

9
Sereen (2

Seroes 20
Do hewel (06 usi PO 000 Bscnare o evilen) fot e it
' = ing @xit fo 3o — b o fin
Do not start running before the | through the crushers P R ors T i ek (b P
clock reads 500 seconds or unharmed. This method is Fon the cost. e 'lll"'
you will be given a foul. Edge more reliable on the tall
to within a few metres fromthe | crushers. Monty may fall ‘.i'
finish line and wait until the further than normally = P L
clock reaches 999, at which allowable by jumping ~=ayiN
point it ressets to 000, and sideways and holding down !
then you nudge your athlete the 'down’ key (or joystick). What they do is enable you | and has this to say. . .
over the line; to putin an Handy for mﬂ:ﬂe—top object to walk through a thing that :
unbelisvable time. on screen 15. would n kill you. Does Well we've done it! At last
On Monty Mole crushing anyone know any POKEsS for we've found the POKE for
devices may be walked Penetrator or Automania? Sabre Wulfl Here's how to do
through, provided that the John Roberts from St. it: Load the first part with
bottom of it does not touch Albans reckons he's Omer Teckan from Venlo, MERGE and then type in
Monty on its way down; discovered what the strange | The Netheriands, has been POKE 44786, 0 in front of the
otherwise you may pass things in Monty Mole do. . . working hard at Sabre Wulf PRINT USR instruction. Then
CRASH December 1984 133
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PYJAMA
- RAMA

map

Join Wally Week's nightmare in Mikro-Gen’s PYJAMARAMA,

the result of the CRASH cam:grapg' team lead by Robin
Candy and Ben Stone, artwork by Oliver Frey.
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QUE HERD, ) WS SEAECH DR IT ITH (U CLITHTON 70 GilE
THE FARBUS EVE OF ORTUE LOOWY BLERNTH A (ATHT MEAL
HAS LOBT A DUEL ety THE. BUD A CHOITHE OF EXECUTRION!
ALEA AP FACES EXECHTION!

B 2T ok campioy
| WIAITH, AW I THE -CREAM IS
+ I AND THE LOOUY ALiEN

WAW! BEpATouIT, sty B L
LI'L GREEN) LRZZ00K ! T Wil TRKE
OUER THIS MBCHWE AU
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HELMET HBS ACTIVRTED WE T

4 Gaw! WA TERRIBLE THING
15 (UE HEED DBUIWIE CLOME
TOP MY WL HE MAWAEE
LNTHOUT HIX COMELTEE T

Ty
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type in RUN and load the rest
the program.

The results are fantastic.
Sabre man becomes
indestructible and his speed
increases. Jungle animals
don't appear, so they can't
hurt you, and you don't even
have to collect the amulet -
you can just enter the cave
and finish the game. If the fire
button is pressed during the
game, everything becomes
normal and amulets, which
were invisible, become visible
80 you can collect them. If
released again, all animals will
freeze and you can continue,
There's however, one little
problem - sometimes the
program crashes, but this is
very rare.

Barry Jordan from Banbury,
QOxon, has rather a lot to say
about Mikro-Gen's new game
Pyjamarama. . .

To get the key to wind the
alarm clock and wake up
Wally, you must go to the
mom'ha @ screen Bﬂw hté'l‘a
moon has a n
which y%uonwst i)reak

ing net. 1) Get the
mm andm with water
from the tap in the bathroom.
2) Get the plant pot and the
bucket filled with water to the
room that has the venus fly

traps and the B. P. can. The fly

traps are now immobilized and
ou can collect the B. P, can,
eaving the bucket of water. 3)
caliget he angie key
C] 'om
the third floor, from tﬁg lift
Foxkak. Togines wih Key and
r : er ey
can go out of the first fioor
from the lift room and go out of
the first door you come to
walking right. The B. P. canis
now filled with from the
fuel pump. 4) On the moon
there are aliens; the only way
toget past them isto have a
lager gun full. Now this is hard!
a) ex the pound for the

. b pen ou
into the toilet, c}grgg:sy

hammer from the foilet, go to
the lift room and exchange the
hammer for the fire
extinguisher. d) leave lift room
via door 3. Go out of the next
room via door furthest right,
climb the tea chests and go
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out of the window. Now walk
right and you willl rina
room with a still fire. fire
extinguisher lets you past the
fire. Walk right past the fire
and after you have fallen
down, you must immediately
walk left and collect the
square key. Walking left, go
out of this room or a huge ball
g} kill you. With 1;1; agtuat;'he
you can now get into the
snooker room - get the laser
glun and exit. ) now go into

@ lift room and make sure
muepava the triangle key and

gun,

Go out of the lift room via
exit 1. Now walk out of the first
door you come to when
walking right. You should now
be in the room with the fuel
pump. Walk out of the door on
the nght and immedia
jump onto the third tea chest

onto at:; tEb:e. Getthe
battery, e laser gun
should now be full. f)lagavama
battery whs;_le you found it a]nd
go mw & down exit.
now, the full laser gm?
and the full petrol can, go into
the lift room and exit via No 3
door. You then get into the
rocket and arrive at the moon.
The aliens allow you to Fass
becausg you have a full laser

un you can now get the

to wind up Wally's alarm
clock.

UNLESS YOU HAVE NOT
DISPLACED THE MAGNET
WHICH ACTIVATES THE
MAGNETIC LOCK
GUARDING THE KEY!

You haven't displaced the

net?!
either have || MR
know you need a pair
of scissors toyc?ntume balioon
fI;ae I-:tgy taafuka to whatamthera
a or netic :
The rest isu:tggyou, Wally.

Well if all that doesn't get a
fewpeap!e a bit further, |
don’t know what will! Thanks
for the tips Barry.

Jet Set Willy POKEs are
getting to be oid hat, and we
will be é)nhﬁng loads of them
in the Christmas Specialhext
month, but | thought the next
tip from Richard

“ riker from A
‘eadon, Leeds, who says : .
he's totally against listings ’f‘f
(apart from the cheating s

ones!), was very interesting

‘;I;:iZ[;[Ifi|||IIIIIIIII|||||

hass=-- =g!érr--
) !AI!Z::!ES \

as it has possibilities across a
wide range of ideas. . .

For anyone wanting
SCREEN of Jet Set Willy on
tape, type this in with the main
loader:

100 RESTORE 150

110 POKE 35538, 191:
POKE 35600, 14:POKE
35601, 254

120 POKE 34997, 0:POKE
34998, 0:POKE 35999, 0

130 FOR - 35547 TO
35590

140 READ a:POKE i,
a:iNEXT i

150 READ DATA 253, 229,
221,229, 221, 33, 237, 255,
17, 17,0, 175,205, 194 4, 6,
50,118, 16,253, 17,0, 27, 62,
255,221, 33, 0, 64, 205, 194,
4,243, 221,225,253, 225, 14,
254,0,0,0,0,0

(Press PAUSE button to
save) :
When loading the SCREEN
back, you will be grested with
the name Program
777227777, so what you
will need to do is; 1) miss out
the bit of file which tells you
the name, 2) load the first part
of another SCREEN— on tape
(Sabre Wulf efc), 3) carry on
Iu%c’ﬂ Jsvé’screan.

ng this, you can load
lt:;_?_ screen lnto(? drawing

program (! use

Melbourne Draw) and
discover the grid patterns for
the UDGs. This war you can
load a UDG utility (| use
Paintbox, and make up alf the
characters from the game, or
Mmake up your own.

By the way, | think the tips
section is a great idea for the
mag, as is the Signpost
section for adventures, and all
the morons who complain

about it can shove it.
A
s £
&

%
%

' .
AEE
L _

Richard is also impressed
by Oliver Frey's painting of
Ziggy on the front cover of the
October issue, and wonders
whether there is any way of
getting a poster. | have asked
about this, but it seems itis a
very expensive business
making posters, What | do
know, is that theChristmas
Special has a giant sized
poster in it for free with a Frey
painting on either side (it's a
calendar really, six months on
either side), but [ don't think
either of them will be from the
October cover. But don't give
up hope, Richard, posters are
being fooked into, I'm fold.

e
=i

Well that
seems fo be all the room I've
got this month, what with the
map and all. No doubt the
next big excitement will be the
rush of tips, POKEs and
cheats on the new Ultimate
games! Keep the bits and
pieces coming.




FOR ADDED REALISM
PLAY THIS STANDING
IN THE BATH

You'll probably stay there till
someone pulls the plug!

Controlling this nautical nightmare is
stormy stuff, especially with only first
officer C-Droid to help you. Is the old
sailor worth his salt? Or is he just a
Jonah?

Dive down to your dealer now for
the answer — but be warned — this
game will send you overboard!

Silversoft Ltd., London House, 271/273 King Street, London W6 9LZ 01-748 4125




RETURMN OF THE THINGS

Halls of the Things* was the first of
the arcade adventures. This is the
long awaited sequel, taking over

from the point whete you have
escaped from the tower and are
looking forward to a rest, no such
luck, it's nastier out there than it is
in the tower,

48k SPECTRUM £7-50

*Now available for the Amstrad
CPC B4 and Commodore 64
£8-50 W

GALACTIC PATROL

All alone in the m of the
universe in your space-
ship, but you'll not have time to get
lonely. Enemy ships will constantly
harass you, frying to wear you
down their seemingly endless
numbers

A48k SPECTRUM £7:50 N

STAR

You are flying through a galaxy con-
’ tinually f—and?ng off attackers. Your
main objective is to land on enemy
occupied planets, break through their
defences and destroy their bases. You
have heard other games described as fast
and smooth but this is the game others will
be judged by. Game difﬁcusll!g. Options and
Keys are all fully user definable

48k SPECTRUM £7-50 m

Mail Order enquiries and
; . East Herrington,
Sundariandﬁ%ﬂ‘.’im(. i

Trade enquiries:—

Tel: 061-205 6603
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o Thie Datel Interprinter is 8 Centronics
Interface whichallows the Spectrumto becopnected
i a whoterange of full sizad printers. i

o Cornes complete with connecting tables and 36 way plug to fit mostprinters
including Epsons, Selkoshas, Star, Tandy, Shinwa elc.

s Complute with saftwers o gensrate teit copysplus additional software o
Farifitate hires screen dumps.

e Tﬁefn:erpafnrerpfugssrrsfyhn'nw the expansion port. ® Availabie Now!

NOW! AoBorcs
MODEL CONTROL

MADE EASY FOR
YOUR SPECTRUM

ONLY ﬂg. 99

COMPLETE POST FREE

« The Datef Robotek is an ail in one

controlier which connects your Spectrum 1o the

outside warld- » 4 independantly controfled outputs can be connected 1o
robots, models efc. togive full diceetion control, * 8 independant SEnsing
channels give constant “fepdback” to your micro making possible “artificial
intelligence” and the ability fo adjust ta its enviranment. ® Frogramiming is very
@asy using only a faw basic comrmands. * Gther applications including
sophisticated security and domestic uses are endless. Supplied cornplete with
connecting cobles & full instructions. ® Available Now!

SWITCHABLE

JOYSTICK INTERFACE
With bualt in Sound Booster
for “On Screen” sound

o £22.9

UNBEATABLE VALUE MULTIFEATURE UNIT!

The TURBO ACE gives maximum joystick compatability by simply
switching through all systems ie, Kempston , Cursor , Interface &
» Tha.all is ome unit also features an Armphifier which dalivers the saund iom your gamas elc.,
divgctly through your TV (also gives Keytoard clickwhic whae typing dataeti, |

'« These featurasmake the TURBD ACE the risrribaEr one & Tt amArS pHEYER

e Arcepis any At wompatible stk

= Awaitable now.
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(COMMAND Y777 T E TR S Wy

=S swae INTHEUK... 'S

£19.99 %5 e oom

» Including lnterface to plug straightinto the ki o o
Spectrum. * The first Jaystick to.give you “Arcade” (i
fesl and control, » “Jer Sryle”” heavy duty, digmond cut
gripy. ® Fire Trigger placed urder your index finger. .. the
Finger with the fastest rafiex aciion. © Self centering,
360° actian, © Comgatbfe with most of the latest
Software (Kempstorn systam!

“Also availabie for Commodore/Atari £9.99

B
Pusbioms Suciion g o
(v Hand Ciparstisn.

Dealer E;;quiries Welcomed

XeRIrl Dept, [,

MNIT 8. FENTON INDUSTRIAL ES
i & ' DEWSBURY ROAD, Ffiif%ﬁ‘
I__Eg‘!'ggugcfl STOKE -ON-TRENT

- TEL: G782 273875

ALSD AVAILABLE FROM GOOD COMPUTERSHOPS ~ or Telephone

Send for 24 HRSC
Dealer Pack LINE FORHEDiT CARD B\

NOW! INSTANT DESPATCH s
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SPECIAL
DELIVERY

Producer: Creative
Sparks

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

It has long been a tradition in
the popular music business to
produce Christmas "hit' songs -

something suitable to the sea-
son. S‘Spec.-’aalf Deliv |31_.v{3r4aal-
tive Sparks is setting
Rt m@k‘fu Bringing
many m n ing
out the ;rst mpﬂer Christ-
mas e,

In Special Delivery you take
the stal role as Santa
Claus on his merry way deliv-
aﬁﬁ presents to all the excited
children. Unfortunately Santa
has gnslz five hours to complete
the , and if that wasn't bad
enough, he discovers that

there aren't enough presents
to go round. The only way to

isto
elpers

ensure there are en
collect them as his

drop them from on high, avoid-
ing the clouds as he B
e game is ically
layed in three slaﬁes. First,
%amn is driving his sleigh
through the air over moun-
tainous terrain. He has to avoid
the clouds, otherwise one of

the presents in the is lost.
Above, are droppi
resents which must be col-

Bscted. A target figure for col-
lection is set at the base of the
screen. Once this is met, you
rogress to the second screen.
arered in colour -
don't ect those parcels!
Some clouds are thunderous,
and if Santa is hit by lightning
he loses an hour of time.

The second screen com-
mences with Santa arrivi
over some large houses
he must land on the roof and
walk to the chimney. Entering
the chimney, the screen cutsto
an interior view. Three ladders
lead downwards, and you con-
SR T Bt

/ o saht ib
avoid the fireballs that rush
upwards. On harder screens
there are also objects falling

Getting down safely leads
m into the hBusa. Thisg

as a 3D cutaw.
the ﬁgoeg, with stairs | m@

up. The ideais to drop a p
beneath the Christmas tree
then get out to move onto more
difficult screens. Failure to col-
lect the target figure of parcels
from the angels in screen one,
means that you cannot land on
;_ggusa. but must attempt to
parcels accurately on to

the houses. Y

CRITICISM

@® 'This is a Seasonal game
for you, the onlc?f one I've seen
that relates to Christmas or the
fallacy of Santa Claus (no -

he's real, isn't he?. . . ) The
novel idea of collecting your
from the angels of

eaven above, avoiding
hazards of lightning and moun-
tains and devils (does Santa
reglly go fo all this trouble

every p\[aar? is very appealing.

Whip chimneys Is
more difficult than | first
thought and gets even more

difficult on the higher stages
with loads of flames rushing up
o meet zou with soot whizzi
down after you - difficult, eh!
Now here comes the exciting
part - actually placing the pre-
sents at the base of the
Christmas tree, while avoiding
the hgy children rushing to
see if Santa has arrived. Unfor-
tunately you can't climb up
chimneys, so it's off to find the
key to open the front door,
s wiordly Piaced, somefimes
placed,

on the second or third floor.
Despite the seasonal over-
tones, this turns out to be quite
a difficult game, but | don't
think it's going to be very addic-
tive. '

® 'With Chistmas f%?!rm_q ever
nearer, it is time the sea-
sonal spate of games. And
here's one complete with
Santa, plus reindeer, presents
an’ all. This is a game which |
doubt anyone will be piaying
in June, but with that said, it's
still a good game. The graph-
ics are small but smooth and
well drawn and a good jingle
bells tune is played. Special
Delivery is fun to play and pro-
vides quite dgnad value for
money considering how many
stages there are and that
some of them are totally dif-
ferent from the others. The
g:,r::e is addictive without
i g fremendously time con-
suming or taxing. A good
worth considering for.
ristmas. '
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® '|must admit to being rather | Santa Beserk' seems to work | the fastbits if you don'tlike the | General rating: a novel and

horrified by the thuu t of a rather well to result in some- | cursors, but responsive seasonal game that turns out

Christmas-speci ga thing quite new. Hardly a gse oiicohur: :gd to be well worth it.

would reat’ but very good for that. ' raphics: i

Perry Mmmmo?:n{t]ha s::und ’ g ﬁmﬁﬁ,b&ﬁsmﬁﬂl g::p%:mpum ;gzo

track? Actually Special Deliv- wn very good scrolling o
ery tums umytopbe a tou COMMENTS Sound: good funes Playability 70%
e o play with lively grap Skill levels: 1 with Getting started 69%

Kmand quite a lot of conmnt Control : cursor keys Erograsaiva difficulty Addictive qualities  72%

And no Bing Como anywhere! Joystick: Sinclair, Kempston, :6 Value for 70%

The mix of 'Scramble Santa’' | Fuller, AGF, Protek Screens: 3 aiue for money

with 'Santa in Hell' and 'aD | Keyboard play: awkwardon | Special features: Overall T1%

HAVOC

WITH YOUR COMPUTER

“Possibly the ultimate challenge for arcade fans,
and a brilliant piece of programming”

Commodore Horizons
Nov, 1984

HERE SA VERYSPECIAL OFFERTOHELP YOU!

EE %"SOUCHEH FHEE i FF‘EE HAVOC FRE ggF-TTWAFiE

COLOUR

MOBILE OF AT LEAST
WITH EVERY GAME A3 POSTER £5.95R.P.

To take advantage of this special offer, send cheqgue or

P.O. t vision, P.0. Box 96, Luton LU3 2JP.
HAVOC for the CBM 64 — £9.95 Credﬂoca?g:?da?sﬁg 0532-595?;22 (24 hrso?
HAVOC for the SPECTRUM—£7.95 Ploase send me & copy of HAVOC [{SBME

0. 99 Name .

Available from all leading computer stores and '
retailers, including W.H. Smith, Boots, John AR L T s R TP A TR Ve b
Menzies, Spectrum Group, etc.
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TROUBLE
BREWIN’

Producer: Silversoft
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author:

Just lately there seems to have
something of a 'looking
back’ at basic ideas in arcade
gpe games, most notably from
ilversoft with titles like
Hyperaction, Super Mutt and
now Trouble Brewin'. Sil-
versoft seem to be taking care
to incorporate varied elements
of traditional games into new
ones with the experience
gained over iwo years of what
makes a game addictive to

pla}y.

rouble Brewin' is basically
a platform type game where
you guide your man through
several screens, collecting a
number of objects on each
screen whilst avoiding the nas-
ties which include animated
corkscrews, apples, ‘pimen’,
slugs and others. The screens
incorporate both main ele-
ments of platform games, the
use of ladders and the function
of jumping. So on one screen it
may be ers that are the
main feature, whereas on
another it might just be jumping
from a small platform to an
even smaller platform. Part of
the attraction of such games is
the fun of seeing what's com-
ing next, how to get through the
various hazards, and in the |
case of Trouble Brewin', what
the slightly different objectives
in each screen are.

As the title sugests, the
action is taking place in a bre-
wery, and indeed, on one
screen there is even the
alchohol vat to be seen, getting
hotter as you watch it. The
objective here is to control the
temperature by keeping all the
windows shut, whilst avoiding
the nasties which are con-
stantly opening them.

CRITICISM

® 'This game requires a good
combination of skills in judge-
ment and timing. | found that
each screen required a very
high degree of skill and luck.
Soreen layout is attractive and
very colourful - well finished.
The graphics, of course, are
smooth and cheerful, and they
_work very well. Each screen is

144 CRASH December 1984
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different, in fact a different
game in itself. But it is basically
a platform game with quite a
few other elements thrown in.
The k rd is  well
and is highly
responsive. Trouble Brewin' is
difficult but highly playable and
has all the features reqguired of
an addictive game. '

® ‘It must be hard to ring the
changes within the basic for-
mat of a type of game, but Sil-
versoft have_managed very
nicely with Trouble Brewin,
providing the right sort of dif-
ficulty so that timing and jump-
ing skills have to be good. The
five screens are very lively to
look at, and they make you
want to get on to the next.
Smooth graphics, with plenty
of animation add to the fun of
what s a very addictive game.

@ 'l thought Trouble Brewin’
was a jolly game to piay,
reasonably addictive without
bel::? anything major. In other
words, very fine but not amaz-
ingly exciting. It does have a
wide r of graphics, which
glr.'ai| well drawn and animated,
everything is certainly ve
colourful -ng which equ
Perhaps I'm a bit tired of the
jumping platform game, and |
dmnythn'hlnk Trouble Brewin'has
a Ing very new to say.
Which isn't to say that itis pogr
value - there's plenty of content
and the difficulty factor is quite
high. Try it and see. '

COMMENTS

Control keys: Q/A up/down,
N/M left/right, 2 - 5 to jump
Joystick: unstated on
preview copg presumed to be
Kempston, Cursor and
Sinclair
Keyboard play: good
positions and very responsive,
%ood jumping action

se of colour: very good -
bright
Graphics: smooth, fast, well
animated and large
Sound: above average
Skill levels: 1
Lives: 6
Screens:5
Special features:
General rating: a very good
and addictive game made by

combining traditional

elements well.

Use of computer 75%
Graphics 79% |
Playability 81%
Getting started B2%
Addictive qualities 82%
Value for money 80%
Overall B80%
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Iverse runs according to a number of laws.
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THERE
AINT NO OTHER
WAY — NOT WITH

CROSS WANTED TO GET
THESE CHARMERS

THROUGH THIS DOOR
JVERY BADLY INDEED

STICK YOUR LOGIC
RIGHT UP YOUR
OuTPUT FORT, CROSE—
THiS DooR 15 CGT\NH

GET OPENED 8Y TH
SKILL OF THE GHLH"H"’5

GREATEST GAMBLERw

HAM M
GHESS THIS
APPLIRNCE
NEVER WENT
. TO SIRIUS V

To STEP THIS WRY
LADIES AND GENTLEMEN!

PLEASE LEAVE YouR

SPIPERS BEHIND -AS

You HoLE
'EM OFF —
VLl TR/

ITHEW
WTERMINAL MAN.

NO CHANGE, MANDRELL-

THE E-.ECLHRITH' ROUTINE
GIVES You THREE

OMLY
GOES BEFCJRE IT SHUTS
qo&EE ouT q[:f?-unmio
QUEr‘IP (=
me.ii‘m CAL
LOGIC /

,-
*{‘QLI ARE MﬁmNE-r ME
MMIT

ANGRY,
GIMME THE GREEN
LIGHT OR VLL—

L/ OKRAY THEN —
CHEW ON
THIS ONE

= |

HOW;,
MANDRELL 7
| HAYE

TELL ME HOW
z TOLP You ~ @
LUCK / | MAKE A

LIVING BY {
BEING LU&h
5 e |

o TELL ME IMHRT .il

We Po M’,‘;L-'d 4
WERE IN/ A
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WE PRIVE \T BRCK
10 THE CITY -

THE FUEL
LELLS WE NEED
ARE 1N THOSE RACKS,
BRING THEM QUER
TO THHT SHUTTLE 48

way 8AcK To
\ THE CITY /

COME ON,
CROSS, WEVE DONE
OUR BIT, LET'S HAVE
SOME MOVEMENT
Ol TAlS CRATE e g

w 1T
HAS VERY
POWERFUL.

STORY BY KELVIN GOSNELL» DRAWN BY OLIVER FREY=
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CROSS WAS A STRANGE

MIXTURE OF LIFEFORMS, .

ONE PART OF HIM HAD
ONCE CONTROLLED A
STARLINER v

WE COULD GO
B LITTLE SLOWER

BESIDES ~THE
PRTIFICAL GRAVITY OF S
THE ENTRY VORTEX, |S VERY

STRONG, WE NEED 1b PUT
EJLTU Klﬁr&ﬁc 555%'&5 »

T
RUN BBAINST IT 7

"’ WAS THAT PART WHICH
URGED THE SHUTTLE

THROUEH THE PEADLY BENP
INTHE ENTRY VIORTEX
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1 ] ERAL
ﬂ'{gﬂh}CﬂVELL{' AT WHRAT ] T00 Lo —
HAPPENED MNEY T p

SWERVE DR IATION
WE'LL HIT BH.PE\I&ORE THAN PROBMNOSIS:
I ONE DEGREE WILL 2.4
DUMP ENERGYY — gl SECONDS TO —

IT~ 175 THE THING
THAT TRIEE T©
J0IN U5, THE

& THING | KILLER/
UT HOW

7 *t
S BIT QCODEMIC NOW,
(4. TN = & ; JN, 1F YOUR ARROWS
i . e - 5| 7 \ : | DIPN'T KILL 1T, THEMN

. ®o4p .\ S P, <055 SURELY (35 By t
TER 5
B SRATE (A .

e THE NosE — )
BLY QUITE ARROWS NOT
EN:E‘-( "rHFlT mNSIDERlNG KILL KARRIAN —
HOW QUICK 1 ol FLYING ENGINES
TOTM'ED ITINTHE -, ’ NO

FIRST PLACE.

el EUERY :
WOLIND BURNS
INSIPE HiM —
STARYS FOREVER-
EyUT DEATH
, NEVER COMES
R TOHIA

F ; - — ¢ A\ Xy . KARRIAN
7O KILL 1T / o ' BRINGS HIS
BUT e : . - FRLEND DEATH

Next:End of a Quest
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Worlids At
War

Producer: Esteem More
Than Equal

Memory required: 48K
Retail price: £2.99
Language: machine code
Author:

Worlds at War is an arcade
game in three sections - or
chapters’ as the software
house prefers to call them.

Part One - somy, Chapter
Oneis called 'Exodus From the
Red Planet’, which should tell
the astronomers among you
that this game is set on, and
then off, Mars. The rise in
g_lmndtempe!aturehesdﬂvan

e Martians underground. But
even here, all is not safe. Toxic
fumes seeping up from the
planet's core is causing the

ring pillars to collapse,
So the Martians must collect all
the parts of a ship together to
escape. These parts together
with fuel and food, are dotted
about the caverns of the com-
plex and must be assembled
onthe surface by the character
ou control. Lifts communicate
een the three under-
round levels and the surface.
one object at a time may
be carried and you must avoid
the pets, driven mad by lack of
water, and the toxic sand seep-
ing down through the roof,

Chapter Two - 'The Jﬂurner;
is set in space. The fuel ship
ahead of the main passenger
ship, but the guiding computer
does not wu'g properly, so the
target cursors have to be
moved manually.

Chapter Three - 'The War
Begins' sees us back in famil-
iar territory - CRL Land. The
ship has landed on a common
on Earth. Before the ship has
even cooled, the earthlings are
attacking with cannon. . .

CRITICISM

® 'What first strikes you about
this game is the use of colour. It
has been used quite well but
the graphics are 'strange’ -

're not what | wou ofcaﬂ
' ite’ graphics - more of an
old and mystical type with no
straight and no definite
lines. Collecting the parts of
fhe ship is quite a task, | can
assure you. It's also highly
Irustrating, and eventually just
drives you up the wall. | gave

o =

Medisval, dusty laoking graphics make a strange mixture in the firgt gothic game for the Spectrim — WORALDE AT WAR.

up on this game long before |
should have. To tell the truth |
just ran out of patience. In

other words - no wa
appealing. It says on

was it
e biurb

for screen two that it, 'has the

most realistic cockpit display
ever seen’ - can this really be
true? It's interesting and dif-
ferent - true, but hardly what |
would call the most realistic.
Overall, | wouldn't even pay a
pound for this game. *

® 'When | watched somecne
else playing this game, |
thought it was confusing.
When | played this game |

found jt was confusing. The

reason for this is the exira-
ordinary looking graphics
which are - well, dust-
smothered. Also, it takes a
while to comprehend exactiy
what is happening on the
scraen. The game itseif is
rather tedious for some reason
that | can't exactly put my
."."ngﬁr orn - it just didn't grab me
atall '

® 'Worlds at War sounds very
good when you read about it,
and at its low price - three dif-
ferent games in one, sounds
like good value. But oddly, the
thing doesn't really work. It all
looks very different, but the

graphic characters are small in
a busy screen, and everything
?ets lost. | did like the medieval
ook of the graphics howsver.
Ingeneralitisn'ta user-friendly
program either. | can't say it's
exactly bad, but it isn't all that
good,

COMMENTS

Control keys: Q/A up/down
and pickup/drop, O/P left/right,
SPACE to jump and hover
(use energy)

Joystick: none

K play: responsive
an vgll laid out

Use of colour: good
Graphics: weir;etl;yould be
better, but weirdness gets in

the way sometimes
Sound: continuous
Skill levels: 1
Lives: 2
o

eatures:
General rating: below
average.
Use of computer 55%
Graphics 61%
Playability 29%
Getting started 42%
Addictive qualities 20%
Value for money 28%
Overall 39%
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SPACE
PROFESSOR

Producer: Front Runner

Memory required: 16K
Retail price: £5.95

Language:
Author:

Space Professor is an edu-
cational game which requires
some arcade skill of the trad-
itional variety, for it is a shoot
em up. It also requires some
quite n mathematical
abifities on the harder levels!
The screen takes the form of
something between 'Space
Invaders' and 'Galaxians'. You
are at the base, on the ground
in a laser tank, firing upwards
at the hordes of descending
alien craft. Each of these hasa
number on it. Below the play-
ing area a sum will be dis-
played and you must work out
the answer as fast as possible
so that you can shoot up all the
aliens excepting the craft with
the correct answer to the sum
on it. This must be allowed to
land unhindered to win.
Meanwhile, you must avoid
being hit by the missiles that
the aliens are firing down on
you. ep Onan ievel, this is
?reny simple suitable for
airly young children. However,
on a harder level with, say divi-

sion and a fast speed, working
out 891 divided by 91, can be
quite difficuit.

There is an option menu to
selact between addition, sub-
traction, multiplication or divi-
sion; three speeds of play; and
control from keyboard or joy-
stick. If you get a sum right, the
oun?utaz plays a tune and the
arriving space craft puts down
feet and puffs importantly to a
stop.

CRITICISM

® 'Space Professor is a very
unusual way of leaming fast
calculations in arithmetic. Of
course, at first | chose the easy
level just to get into the game -
this is a good nners level.
Moving onto level three - now
that's a totally different matter -
ou don't even have time to
ook at the sum because the

aliens are moving towards you

so rapidly - it's a nightmare!
How sver are you meant to
mentally calculate huge num-
bers while zapping aliens? And
it's no use having a calculator,
because you need all your

Come In number 819 - you time s up.

concentration on the screen. A
good, fast -colourful leaming
aid for simple (and not so sim-
ple) arithmetic, '

® 'This is exactly the sort of
game that is likely to cause
maore argument about whether
computer games can be edu-
cational, especially in the light
of Front Runner’s very hit
arcade game' style adver-
tising for it. What they have
managed very nicely is a
game that does have some
reasonable  arcade  skill

reguirement as well as a fairly
fast mind on the calculations. |
have to confess to playing this
in two, one on the keyboard
and one on the calculator key-
board! Some of the harder
sums are really guite a hand-
ful. | would think that Space
Professor will provide excel-
lent opportunities for dis-
tinguishing moving objects
and linking them with an
answer fo a guestion, and
making ah immediate decision
on how to act aceording to the
answer, '

COMMENTS

Control keys: 9 and zero
leftfright and 1 to fire
Joystick: Kempston, Protek,
,& Fand “?Inciair 2

(] play: responsive,
with simple, ﬁ.gli positioned

ku?:nf colour: good
Graphics: large, simple
shapes, quite fast

Sound: good tunes, some

effects
gilofl fevels: 3
Lives: 3
Special features:
General rating: an interesting
educational with
rather more arcade content
than usual.
Use of computer 75%
Graphics N/A
Playability 70%
Getting started 78%
Addictive qualities N/A
Value for money 68%
Overall 73%

BOMBSCARE

Producer: Dollar Soft
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: R. Stevenson & P.
Durbridge

Guide Boris, the bomb dis-
posal expert, around m of
the world's greatest Cities. Col-
lect detonators planted by the
evil Cyril Saboteur and save
the world from its irn?anding
doom -it says on the inlay. The
detonators are  obviously
rather big ones, judging from
the lively loading screen, which
shows a city under the pall of
what must be an atomic explo-
sion. The on-screen instruc-
tions make all clear as the text
scrolls upwards - they're nuc-
lear detonators.

Bombscare is basically a
platiorm game with each
screen set around a famous
monument sucn as the Sphinx
and Great Pyramid on screen
one. On the several platf
are purple detonators whi
may be collected by walking
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Going up, 2nd foor - sarcophagae and embalming fluids, 3rd floor — and nuclear

over them. When one goes
red, it is about to explode, so it
makes sense to try and get
those first, as you're ‘not
allowed much time. Control is
with a left/right and jump key
but there are ropes on some
screens to be climbed and
descended,

CRITICISM

.® 'Bombscare is quite a good
little platform game. The graph-
ics etc. are not up to the stan-
dards of MM but nonetheless

they are above average, if
somewhat simple. The game is
fairly difficuit and mildly addic-
tive. | would like a sound on/off
control as this begins to get on
one's nerves after a while -
also the inter-screen/game
pause is too long. Overall, well
above average.

@ 'This is a novel platform
ame because you can see
armous sites around the world
as you battle to save them from
Cyril Saboteur. The graphics
are fine and the sounds are
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NOAH

Producer: E. S. P.
Memory required: 48K
Retail price: £

Language: machine code
Author:

in the beginning, Adam and
Eve weren't as good as they
should have been, and as a
result of their indiscretions,
humanity wasnt as good
either. In despair, God decided
to get rid of aver{(hing and
start over. Only Noah was nice,
50 God told him to build an ark
and fill it with pairs of animals,

alright. The game itself is quite
fun to play and very frustrating,
almost to the point of despair -
that's the only thing that
marred an otherwise good
game. .-'t:‘sqr,-‘ust 4 bit too hard to
start off with. So, quite a good
platform game with some nice
graphics, and what makes ji
even belter is that CRASH (in
logo form) is the Hall of
Fame Siime - or was this just
bribery in the pre-production
copy!?'

® This must be one of the
most difficult platform games
I've played for months, so
much so that it seems to me
Et gg: wilrfdeﬁnhely spoiII!he

yability of the e. Colour
'I;‘a'gn't been raalﬂ“uﬂ lm in

game, and eve

saamedtobaslitﬂabﬂtg
small. Sound is well used, but
does drive you up the wall and
does delay play between lives
and screens. Ganeraliy. an
overfinicky game as far as
controlling’ your character
goes. '

COMMENTS

80 they should be saved,

In this biblical oﬁic you pla:
the erstwhile Noah, not mucf!;
loved by his fellow humans
because of his tales of gloom
and doom, and you must travel
through the 256 screens col-
lecting the 31 pairs of animals
that live in the badiands and
beyond the Great Wall in var-
ious unsavoury places.

The basic colouring of this
game is ' yellow, N large
8mphlca of animals in blue.

arious obstacles confront
Noah in his search like shrubs,
trees, fences and the Great
Wall itself, to which he must
find the Great Gate key. Pud-
dies are also a problem, and
with a prescience of what is to
come, Noah is frightened of
puddies! Hitting a forbidden
object causes the screen to
flash with the ominous wam-

ing, "Wh , Apocalypse!'
Too much o% this sort otyggng
will kill you off and condemn
you to a very long re-intro.
Getting an animal to follow
you is not very easy, some of
them don't want to o, and
there is the gdded problem that
You cannot leave a screen
unless you have first eaten the
parcel of purple food. Some

Joystick: none

Keyboard play: responsive
but finicky

Use of colour: average
although not much
Graphics: some nice

drawings of famous sites,

ﬁylng graphics on the small
]

Sound: nice tune and spot

effects

Skill levels: 1

Lives: 3

Screens: several
Special features:
General rating: above

avsmﬁe, mildly addictive,
though difficult,

Use of computer
Graphics
Playability
Getting started
Addictive qualities 60%

58%
62%
59%
59%

Value for money 63%
Overall 60%

%
%—

animals, snails especially,
seem to cause an apocalypse,
so what with avoiding

the sjow side. The task of col-
lecting the animals is no quick
hem, | thing - in fact just trying to get

dragging an unwilling animal, | one Is a task in itself. The
frying to get atthe foodthat | animals are depicted wall,

the animal is obéiginglg block- | each (from what | saw) looking
ing you off from it can me | like a proper elephant, snake,
quite hard. m eg:. Bemues; rlny ﬁebmg
ad reversed itsel 5

CRITICISM ween left and right with this

game, | was slow to make
progress. Overall this is a good

® ‘Noah has rather large i
game which will take quite a

graphics which move a little on

The animais went in two Two —well the old made it sound easy. Hers, NDAH (s
.mmmurulan. i
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time to get into and complete. '

® At first | wondered what a

me called Noah could be
based upon. | was soon te find
out what this monster of a
game was - it drove me up the
wall. The burden of having to
collect food before you can
move off each screen was
frusirating, and while nothing
seemed toio on as the game
progressed, | became bored. |
tried to persuade an animal to
come with me to the ark, but it
said, Naﬂum ht - I've %oa
headache!’ found h
impossible to maks any prog-
ress with whatsoever. To sum
f this game it must be called

e most unaddictive, highly
frustrating,  boring,  non-
progressive, slow game ever
invented - it takes about as
long te make its point as the
Bible. '

® 'One thing you can sa
about Noah is that it is dil-
ferent. It's also rather large

with 256 screens full of unwil-
ling animals. Fortunately, in an
a!!empt to prevent magazines
g maps of it, one is pro-
vld h it only gives a
ua md and imitat-

up every time

raphi o T%ﬁ'ofk
g Cs are qu

animals but Noah himself
looks a little on the simple side.
It's an odd mixture, and | don't
think | real joyed it, too
much iritation factor to be
really good.

COMMENTS

Control keys: Z/X left/

O/K up/down, M for ml;w
Joystick: Kempston, AGF,
Protek, Sinclair

Keyhoarvd play: not very
e

respons

Use of colour: not over
colourful

Graphics: animals nicely
mbuTnod(Noah poor, movement

by
Sound: not much

The map in NOAH.
Skill law_l:: 1 Use of computer 67%
Lives: 1 with allowance of Graphics 49%
35 ppocalypses Playability 45%
Speclalaf'az;tﬁlilru: Getting started 52%
gghnml fI_rgtn!lng: mixegm mlﬂze qualities ﬁ
ngs poor to r money b
between reviewers. Overall 47%

CATWALK

Producer: Power Soft
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: P. Barsby

Catwalk makes a nice change
from the usual run of voilent
computer games, bceause
here you play a night-prowling
cat, whose harmless interests
include pouncing on - and eat-
ing small mice and bmds well
it's nature Suitably,
you have nine Iwas and nine
screens of varied action to get
through, munching on fur and
feathers all the way. Thereis a
vary demo which shows
all the screens, taklnq [gou
home, through a bui
site, the graveyard, to even-
tually end up in a missile silo, of
all places. In each of these dif-
ferent locations there are
either birds or mice or both to
be eaten, and all the screen
must be cleared before prog:
ressing to the next. There are
also hazards like night prow-
lers, witches, ghosts,
bashers and the like.

On the fourth screen the
pace changes as the fauna
vanish, but in the f there
is a large pile of cat food tins to
be reached. Each screen has

its own graphics to identify it,
and in some respects, each
screen makes for a different
game.

CRITICISM

® 'Catwalk is a fairly original

q_;\n:a ha;‘ lis quite chailm
graphics are

but not very colourful. Overall

game is fun to play
with 9 screens of feline frolics.”

® 'This game seems to be
quite simple at first, and |
seemed fo play through the
first four screens without any
trouble whaisoever. Buton the
fourth screen | got stuck and
there was no way ! could work
my way round jt - it needed a
little bit more time spent play-
ing on the game, and obvi-
ously this does mean there is
more difficuity than first
appears. The graphics are
fairly small in some cases, and
quite large in others, but never
a balanced combination. Mov-
ing jerkily, there were tragic
attribute problems. This can
be quite serious, depending
on the state of your mind, and
whether you like purple$red
cats from time to time. A quite
cheerful demo comes with the
game which takes you all the
way through, which aids you in
explaining how the game is
played. Overall, an original
game, but a:‘though saying
this, | don'tthink it will appeal.
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® 'Catwalk has some very
nice touches in the graphics.
Your feline hero is quite nicMeltg
Srprmcsks taftchy. 11kad the
appropriate ferocity. | li

touch in the first screen, out-
side the slumbering houses,
where numerous ggects are
hurted at you from the windows
pity there’s no howling on the
sound track. The sound isn't
too bad, with a few tunes in
between screens and a render-
ing of "Three Blind Mice' at the
start. Each screen is given a
title in the now time-honoured
Jet Set Willy tradition, but Cat-
walk doesn't come up to
the standard of that game at
all. Nevertheless, original,
playable but not over addictive.

COMMENTS
Control keys: user definable,

but seem a little unreliable in
selection
Joystick: Kempston, but
others through UDK
Keyboard play: fairly

ive
Use of colour: fairto a
Grnphlu variable, %oanam y

qstzua good and detai
nd: good tunes, some
effects
Bldll levels: 1
Lives: 0
Screens: 9
Special features:
General rating: average.
Use of computer 71%
Graphics 70%
Playability 64%
Getting started 70%
Addictive qualities 45%
Value for money 56%
Owverall 63%

The alley cal prowls onlo screen 2 afier some feathered friends in CATWALK.
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THE STORY

Anyone who has ever played a shoot em
up arcade e will be familiar with the
hallowed intro, "You are the last surviving
starfighter and alone in your Gunship
{equipped with multi-photon laser blas-
ters) you must face the alien hordes ina
desperate batile to save the universe. '

This corny situation is exactly what
faces young Alex Rogan in Heron Films
The Last Starfighter. The action is setin
deepest space and at the sleepy Starlite
Starbrite Trailer Park, a collection of run
down mobile homes or, as Alex later
describes it to a bewildered alien, mobile
caves above ground that don't go any-
wherel It is here that the film opens, on
just another sleepy day. Alex (winningly
played by newcomer Lance Guest) finds
that his plans for a picnic with his girl-
friend Maggie Gordon (Catherine Mary
Stewart) are scuttled when his mother
asks him to stay behind and fix the pari’s
antiquated electrical system. Later in the
same day he learns that the bank have
turned down his request for a loan to go
away to college with it all his hopes
of ever getting away from the shiftless life
of the trailer park.

Like any other young man in a similar
position, his frustrations boil over as he
takes control of the park’s sole arcade
mwhqgml;e,;lsmrfightar‘;- a tas;:af skill in

i @ player must destroy ce-
ships of 'Xur and the Ko-Dan arrma'.
Alex, to the astonishment of his little
brother Louis (Chris Herbert) and the
otherhpark residents, knocks out ship
after ship, braaking the record.

Later, after everyone has gone to bed,
Alex is alone with his thoughts in the
night when the Starfighter machine
begins to sgawk and then shakes itself
into silence. A futuristic vehicle pulls up
by the side of the road and a voice from
within asks who it was that broke the
record on the Starfighter machine. When
Alex identifies himself, the vehicle's
owner announces that he is the designer
of the game and asks Alex to get into the
car for a moment. As Alex climbs in,
another silent figure leaves by the other
door, the doors slam shut and the car
rockets off.

The bemused Alex has been kid-
nap&ed by a man who introduces himsalf
as Centauri (Robert Preston) and he is
surprised to learn that the machine is
more than a game, it's a test.

Centauri, who is actually a glowing-
eyed alien, takes Alex into deepest
space, and then into hyperspace, for the
vehicle is no ordinary car, and finally they
arrive at the planet Rylos, HQ of the
intergalactic Star League. In a hangar
filled with towering Gun Stars, which he
recognises from those in the game, the
astonished Alex learns that the video
%ama was designed by the mercenary

entauri to appraise combat skills of
prospective Starfighters, What's more,
Xur and the Ko-Dan armada are real and
are about to break through the giant for-
cefield which has protected the League
for centuries.

All this is heady stuif for Alex, who was
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illegally recruited by Centauri in the first

On December the 12th. an exciting new action film set in
space opens in London and should then go on general
release thoughout the country in the New Year. The Last Star-
fighter holds a double interest for CRASH readers - not only is
the story set around a shoot em up arcade game, but the film
itself uses an extraordinary amount of ’state of the art’ com-
puter graphics. ROGER KEAN went to see the film and the
amazing effects created by the Cray X-MP supercomputer.

%uﬂ'l Starcar sweeps down oul of hyperspace over

lace. Assisted by the sympathetic,
izard- like navigator Grig (Dan O'Her-
lihy), Alex persuades Centauri to take
him back to Earth. While they are on the
way back, the Ko- Dan fire meteor can-
non through the forcefield directed by the
traitorous Xur, and the base is all but des-

ck on Earth Alex finds that his place
has been taken by the mysterious
character who got out of Centauri's veh-
icle. This is Beta, an android double. But
Beta has failed to convince Maggie who
is confused by what seemstobea
change in Alex. Alex also finds that his
liteis in danger because the Ko-Dan
have discovered that one Starfighter
ed the attack, and they have senta
Zandozan 'hit beast' to kill him. Centauri
arrives in the nick of time to save Alex,
but is himnself wounded in the shoot out.
Is now convinced that he has little
alternative and the dying Centauri man-
:r?]as to fly him back to ruined Rylos
ere only one Gun Star remains intact -




and Alex is the sole surviving hter.
So, as Beta battles on Earth with the
Zandozan to keep his double’s where-
abouts a secret, Alex Rogan and his
navigator Grig set out in the last Gun Star
to stage a final battle against the entire
K0-Dan fleet, outnumbered a hundred to
one, and armed with the Star League's
secret weapon, the Death Blossom, that
could blow Alex and Grig to smithereens.

THE FILM

As you can see from this brief synopsis,
the theme of The Last Starfighter
revolves heavily around an arcade game,
and a very good one it looks too! A lot of
alements have been crammed into Star-

hter that threaten to turn it into a rather
silly joke - that it isn't a joke, and that it
turns out to be a satisfying, exciting and
funny film is largely due to the skill of the
relatively unknown director, Nick Castle.
He manages to bring touches of Spiel-
berg and George Lucas to Starfighter,

Mex R (Lance Guest) takes his frusirations out on
the video gama - and braaks the record.

mixing all the ingredients with a tongue
stuck tirmly in his cheek.

Credit must also go to the actors, who
manage to bring great credibiity to a story
which is deaﬁg inthe absti.t}:d. Asthe

oung hero Alex, Lance Guest is a per-

ect mixture of, 'you can't kid me, ' and'
"Wow!' Dan O'Herlihy's Grig, despite the
lizard makeup, is marvelious, as mobile a
tace as Sir Larry Olivier playing Othello;
and Robert Preston’s intergalactic con
man with a fine line in heroic dialogue
and hand firmly on his pay packet seems
just right.

But in many respects, the real star of
the film is the special effects which have
been created inside a computer.

THE SUPER
COMPUTER

Aninmated graphics on computers have
come a long way in an astonishingly short
space of time. The people responsible for

he Last Starfighter's effects also
worked on Tron, But if you think there is
any similarity between the graphics in
Tron and those in The Last Starfighter -
m it! The Last Starfighter is leagues

The marvels of deep space have been
created without miniature props or stop
motion - a total of twenty-one minutes,
some 230 individual scenes, have been
realised by Digital Scene Simulation, a
process which hamesses the h«'gh speed
brain power of the Cray X-MP super-
computer,

This is the creation of Digital Pro-
ductions of Los Angeles, whose foun-
ders John Whitney and Gary Demos
field. (Whitney's father designed the
famous slit-scan sequence at the
climactic end of 2007 A Space Ody-
ssey). have both worked on several
films using computers such as
?Vywtwor.‘d and Futureworld as well as

Ton,

Digital Productions was involved in
work on The Last Starfighter from the
script stage fo produce photo-realistic
special effects, What this basically
means is that the computer was used lo
create effects similar to those in films like
Star Wars instead of using hundreds of
technicians and complex film process
work which can take up to three years.

Using an encoding table and an
interactive cursor (an electronic tracing
pad) the base drawings by designer
Ron Cobb were converted into 'poly-

ong' - the numerous flat surface uni
that make up the flat and curved parts of
an object being 'digitised’ inside the
computer. These drawings are flat plan
views, but from them a physical, three-
dimengional object can be created in the
computer.

Once all these 'blueprints’ have been
modelled inside the computer, they can
be put into action - they can be choreog-
raphed. As Whitney says, "You cangoin
and make the action in a scene conform
to the director’s feeling about creating
dramatic points of view. The computer
_syntheaises the camera point of view -
it's like working with an imaginary cam-
era that has no mass that can fly where it
wantsto. '

The objects are viewed on two dif-
ferent monitors, black-and-white for the
line drawing, and colour for the lighting
and colour. And since all the elements
are really inside a computer, nothing has
been built or scaled, actions can be
rehearsed aﬁain and again until they are
perfect without an inch of film being
wasted. As Sherry McKenna, Digital
Productions' executive producer for Last
Starfighter says, 'In traditional special
effects you would get back all the various
elements on separate pieces of film; you
would never get to see them to?et er
until the end, and then you would say,
That’s not what | wanted. With Digital
Scene Simulation, you can look at the
monitor and say, No, | want the deck
fighter to move faster. | want the planey
farther away. '

After all the objects are lit and
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Gun Stars tower above Alax In the I'ﬂﬂlﬂw
Insida the HQ of the intergaiactic Star ue. In this
shot the computer handles an incredible 4, 000, 000
polygons per film frama.
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‘choreographed’ and colour checked, the
digital information is converted to film.
The instructions are loaded into a shot
cue which is fed into the Cray. The com-
puter talks to a device called a film recor-
der, a movie camera which looks at light
computed by the Cray. And lo and behoid

flying cars, planets and spaceships have
all been thesised out of thin air!
Digital Productions created their foot-

age in a mere twelve months - a feat
made possible by the Cray X-MP with its
capability of a billion computations per
second, and revolutionary new software.
"The comnputer system that Gary Demos
and | worked with in 1981 operated at a
rate that would have taken 24 years to
produce the quantity and quality of foot-
age seen in The Last Starfighter, ' Whit-
ney notes. 'There has been a gigantic
leap since Tron. Tron had an average of
7, 000 polygons per film frame in its five
minutes of simulation; it took three dif-
ferent companies a year and a half to
make that five minutes. The Last Star-
ﬁggter has an average of 350, 000 to

, 000 polygons per frame, with some
scenes like the Rylan hangar peaking at
4, 0?0. 000 polygons. * (See colour pic-
ture).

So, are we going to see more an more
films uain? techniques like these? It
seems likely - cost for one thing. Com-

uter graphics on this scale may still be
abulously expensive, but in an industry
which spends tens of millions of dollars
on a film's effects, the cost of computer
graphics is very effective. The marvels of
deep space in The Last Starfighter are
only the beginning for Digital Productions
a to John Whi ;

‘It's my prediction that, in five years,

you're going to see all kinds of images -

interior set locations, special effects,
props, the likenesses of creatures, simu-
lation of human performers in medium
and iong shots - all produced in the cam-
i

But while computers are breaking new
ground in the manufacturing of motion
pictire images, the human factor remains
critical. 'The cleverness and innova-
tiveness that the creative team brings to
the table is the most exciting part, and
that's the part that you can never, ever
automate, ' says Whitney. 'Computer
?raphh:s are not taking the burden away

rom human beings - it's still on our
shoulders. '

For anyone interested in computer
games The Last Starfighter is an exniﬁlﬁ
and often wryly amusing film because
its arcade game theme. But a sight of the
kinds of graphics generated by the com-
puter should have its own excitement -
perhaps a glimpse of what we might be

marvelling at sooner than you think in the
home.

The Last Starfighter opens on
December 12th atthe Leicester
Square Theatre, London. Running
time 100 minutes, rating: PG



LN O r

GAMES THAT FIGHT

NEW RELEASE

UPTO !~£

-

/.-. S
P

A |

¥ :

| C_iimi

h‘&i'ﬂ .
it

* Fast-furious racing in this Arcade
game-for the Spectrum. 'Pontoon
on side B free!
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Funny goings-on deep in a mine
e 8l Can you escape the evil in its
o hs? "0
— depths? “Original and fun
= “_q @.1 dexterity nesded strategy is
e e B also involved” — Games Computing

S {
AT ST

| Defuse a homb hidden on the
complex planat;, Lattica, before it
blows!! ", action packed game
addictive” — Sinclair user

A available from:
W H Smith, Boots, Menzies, |
and All Good -
Gomputer Stores

FIRST. 1
PRIZE

The mobs out to get ya' in this no
holds-barred 25 screen, action

F The Prize Your mission to discover the innermost chamber of Midas in a huge
planetary maze. If successful you could be in with a chance of winning up to £5000!
Only the strongest will survive the devious traps set by the guardians, but just
imagine what you could do with the prize

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

packed gama. "'Tricky and highly
o u‘.eart:slning Personal Computin q
Mews

Dealers, please contact us for very
special discounts on our games, Phone
Orpington 35639,

Programmers. We are looking for high
quality m/c games for the Spectrum and
Commuodore 64 home computers, send
them in for evaluation. You have nothing
to lose!

All games are for the ZX Spectrum 48K
and cost just £5.50 eachinc. p.p. VAT etc.

Arcade Software Ltd, Technology House,
32 Chislehurst Road, Orpington, Kent BR6 0DG
Tel: Orpington 35639

ALl lencloseachequeforf ___ or

g [] debit my Barclaycard/Access Account
C L] Name __

D[] Address

B ==

Fit =

50 different screens of mayhem. A
fun game for all ages which |
thoroughly enjoyed.’ :

Computing Weekly










"HUMPTY DUMPTY

COMMODORE 64
SPECTRUM 48K

£6.95 eacn

SPECIAL CHRISTMAS OFFER .

ORDER ALL 3 HUMPTY'S
FOR ONLY

£16.00

WITH THIS ORDER

I I N S N S B .
To: Artic Computing Ltd, Main Straet
‘ Brandesburton, Driffisld Y025 BRL

Please supply

I *Cheque for fotal amount enclosed £

ﬂ ' Address Eip

"Accasmﬁatclaycad No.
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Integrated Forth, Assembler

Next month CURRAH launch (tSOURCE, their
advanced product yet. (LSOURCE lets yo
and use Assembler or FORTH in BASIC lin

even ‘integrate’ them into BASIC progr,

MSOURCE gives you the ability to wfite ulty@-fast,
highly compact programs which rs of
all three languages, yet Is so user-fflendiythat even
2 novice will be using it in min advanced
features like a full Debug, so you can €asily correct

&
W e,

?. ‘ .n!:!;,’jf’%

yau%ram.gand at £44.50 you can give your
Spectrum on-bﬁiﬁa-nr_,qgrammlng power only
found on more expensive machines.

Send in now for an advance information pack
to: CURRAH, Hollymount, Hartlepool T526 0HA.

C/[URIRIA/H




Colt sedvers isa top Hollywebd stuntman
whQ Uses the gxtraordimary skiiis e displavs
before the camera When moonlighting asa
mofern Bounty Hunter, who appeenends
and brings in Bail Bond jumpers. Colt isiably |
assistad by hisiwould-te manager Howie, nis-
Beautiful stuntairl pretege, Jody, and Terri
the lady from the 8ail Bond Company, who

[ s thedth of JUly-dnd asusual the Duke
family want torhave their annual partyl The
essentialingredient tomake the partyla
SUCCess s moohshing, seits up to Bo and

| Luke Duke to take the General Lee and fetch
the moonshing Uncle Jessie Duke hias left

As Kokotoni Wilfyou mbist recover all.of the
piecesof theldgendary Dragon Amulet

twhich has bean scattered through timel for |
your master the greatmagiciah Uirichy’
Ttm‘augml.rt the quest Wilf comes up against |
many dangersfrom huge Prafyistoric | {

‘hires Colt when He's ngt beforehe dameras.

Theeast of charactersis
€hitiseavers, ,

Jody Banks, .~
Howie Munson. L. .
Tern Micheats

L. ACEEMAJORS]

HEATHER THOMAS|

“5...| DOUG BARR:

MARKIEFOSTI

scattéred throughdut the chunty THe

| problem isthat Bess Hegg kpows abaut the
| Duke Boys plans and has sent Roscoeana |

company out to stop the Boys callecting the |
mognshine i 1

| Dinosaurs to hostile alien Robots, buithe-
| rewdrd forrecoveringali of the gpietes

Warrants the riski 60 pius screen settings in

| gendine high resolution make Kgkatoni Wilf

Al arcade adventure worthy of gomparison-|

- with Jet Sef Wiy
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Every single ELITE product
carries the unigue ELITE'
Holographic Sticker. -
Make sure your copy -
does, its your
guarantee of
quality.
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Mail Order- Just senda cheque o /A |
P.O. payable to ELITE or quote W /!
creditcardno. ' d
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