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SAYING ‘YES'TO
SOFTWARE

IN HIS introductory editorial this
month, | notice Derek Brewster
complains aboutthe lack of
decent software in shops: and
again | have seen his reference
to the difficulty many readers
have exﬁerianced in trying to
obtain the excellent adventure
Out of the Shadows by Mizar

(featured last month). At the
annual Computer Trade Associ-
ation’s ‘Award Dinner' in
February, Christian Penfold of
Automata (who won the Best
Program of the Year for Deus Fx
Machina) took the opportunity
of the 'thank you' speech to
attack software distributors and
retailers for the fact that at that
time they had only been able to
sell some 700 copies of the
program, Christian might be
interested, therefore — as well
as CRASH readers, to note that
Mizar have so far only been able
to sell some 300 of their Out of
the Shadows although it was
CRASH Bmashed and definitely
a game Derek raved over.
n ene of the computer trade

?apers (I think itwas Computer

rade Weekly) a shop keeper
replied to Penfold’s attack by
saying that Deus Ex Machina
simply did not sell when ha put
out three copies— it was not
wanted by the public. This, of
course, could well be true —
very often the public da not want
something that is both ‘very
different’ and also a bit pricey;
but the real pointis being
missed — with only 700 copies
out on the shelves, it's visibility
is extremely tenuous. More

raise, then, to the angry shop

eeper who at least gave itatry,
Mizar’'s problem is really more
serious, becausein their case

none of the major distributors

aﬁrﬂed to distribute the game at
all. You might think I'm taking it
personally that a CRASH
Smashed game should fail so
spectacularly to get into the

3 :gs — well lam! And so, as
readers of this magazine, should

you, because it means that
through the judgement (or lack
of it) of a tiny handful of people
you have been prevented from
purchasing agamethat it seems
many of you want,

On talking to several people a

\\\\\\

month ago, | discovered that in
the case of two distributors they
had ‘assessed’ the game and
found it ‘not suitable for the
Christmas period’— whatever
that is supposed to mean. | take
itthatit means... ‘thisisn’tan
obviously big-selling arcade
megazap thriller with a £10,000
promotion budget and besides
that it's an adventure game with
graphics | don't understand and
we all know adventures never
sell.... ' Themenat Microdealer
UK were somewhat more
thorough, sending their preview
copy to an independent
reviewer who's job is to assess
the game’'s marketing potential
rather than, like Derek, its final
player appeal. Inall fairness {|'ve
seen the report) the reviewer
obviously liked the game a lot,
pointed out what he felt to be
some of its failings and
remarked on the graphics which
he feit might putsome people
off. But for Microdealer the
clincher seemed to be that Mizar
were a totally unknown
company with a first game and
no apparent promotion going
behind it. Distributing it would
be a risk.

To me this seems a terrible
indictrent of an industry thatin
only two and a half years has
grown from back bedrooms. In
the beginning all the great hits
came from totally unknown
companies with no promotion
budgets, and the exciting part of
it all is that the situation reslly
hasn’t changed all that much. An
important chunk of last year's
hits and advancements came
from the same "amateur’ stable,
But before all the major
distributors throw their hands -
up in horror at my remarks here,

ADVERTISERS' INDEX

Incentive 147
Legend 13
: 127
Lothiorien 118
Micro Centre 61
Micromega 2
Mikro-Gen 4/91
g PRI
i
Ram Electronics 50/51
mantic Robot - 29
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UsGold ~ 25/69/97/142
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P64 141
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| do want to dispell the
commonly held belief of
producers that distributors just
sit in the middle raking in the
money for no risk— the matter
is too complex to suggest that
the current pmblﬂm s one of
unimaginative money men
selling only the product that will
make tham a fortune. All | am
asking is that software
distributors take more care in
their selection and attempt to
follow the trends of what the
public may want rather than
dictate it.

The problem Derek outlines in
his piece is slightly different,
though linked. There are both
among the specialist computer
shops and the large chain stores
like WH Smith and J Menzies,
managers, counter staff and
buyers who are enthusiasts and
who care. The followin
remarksare NOT aimed atthem,
for in their heartsthey know who
they are. Sadly they are few and
far between, especially in the
chain stores. It's as though the
computer business has gone
stale for them, There's an
analogy here between software
and the cinema. Falling
attendancies at cinemas during
the 60s and 70swere put down
to TV and the lack of general
interest in movies — partially
true. Equally proven, however,
is that enthusiastic, intelligent
and careful buying in of selected
films made somecinema
rgnanagers a big success. It's
time that the bigger shop
managers really learnt
something aboutthe trade they
are supposed to be operating
and pulled their fingers out of
that pension packet. It would be
really nice to see software
producers not having to cope
with the a?palling barriers putin
the way of magazine publishers
when it comes toselling product
of the shelves of a shop which is
supposed to be there for that
very purpose. Perhaps we in
Britain should take a lesson from
across the water— where
Americans always seem to want
to say YES first, the British
?Iway\s want to say NO first and
ast.

SAYING ‘NO’'TO
TAXES

THE DEBATE ABOUT levying a
tax on blank cassette tapes has
been rumbling since the
technology was introduced. The
argument is simple enough—
blank tapes make pirating music
off the radio or from the
consequently reduced number
of records sold too easy.
Criminal piracy suddenly
became the naturally done
thing. People losing out are first
the recordin cumpan?:. thenthe
music publishers and finally the
recording artists themselves.
Solution: tax blank tapes and
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pay it as a royalty to the people
who have lost out. Problems:
there has never been a tax that
doesn’t eat up aconsiderable
part of its revenue simply
through administering it; more
importantly, perhaps, there is

the moral dilemma — in Britain,
thankfully, criminals are still
considered innocent until the
state has proved otherwise; but
this levy is in reality & pre-paid
fine which assumes that every

urchaser of a blank cassette

audio or video) is a criminal.
The Government is planning to
introduce such a levy and
indications are that it would be
about 10% on audio tapes and
5% on video tapes. This in itself
is illogical — are we to ume
that buyers of blank videos are
five percent’s worth less
criminal? The Government’s
green paper talks about film and
music copyright holders, yet
ignores the large quantity of
blank tapes now being sold for
the purposes of computer
owners (not all ofwhom are
pirates)!

Should |, in order to save my

latest Quilled adventure game

that has taken me ten days to
write; have to pg alevy on the
cassette on which | am about to
save it so that Percy Pigshot and
the Swillers, whose latest
wailings on the radio have
driven me mad over the ten
days, may receive a royalty?
Let’s face it, a law which is both
unfair and unworkable should
i-.ervar be allowed to becorme
AW,

ADVERTISING
PROBLEMS

AT THE RISK of boring CRASH
readers who are not interested
in some of the more obscure
{and usually unmentioned)
beck?r{)un manoeuverings,
may | say that just at the
moment | am a bit sick and tired
of Advertising Agencies
representing software houses
both big and small. As per my
earlier rernarks about shops,
those who behave prope

know whio they are— | do not
refer to them, who are
behaving badly also know who

they are. In the past three
months, two agencies handling
large accounts have gone into
liquidation, leavin ASH (and
er publications} with large
debts. In both cases the clients
behind the agbendes had paid
their CRASH bills to the agency,
whao had just never bothered to
pass the payment on. Both
agencies have taken a snotty-
nosed ‘big London Ad Agency’
attitude when pressed for
%vment. One comment was,

e do not place our clients’
advertisements with magazines
who try to be difficult.” We were
being difficult over the fact that
we wanted payment with order
in future because they already
ewed aver six month’s worth of
bills. The following month the
company liguidated leaving
behind a bill of over £6,000
mostly in the name of a client
whao has been a faithful
supporter of CRASH from the
first issue. Since itis the
advertising revenue that
g-u&gcr_tst @ magazine (without
it CRASH would have very little
colour and about 20 pages of
editorial), the attitudes of such
agencies and their
representatives directly affects
the readership. If agencies do
not want to place their clients’
advertisements in CRASH thatis
up to them. What is sickening is
when they do place the ads,
claimor even demand their high
percentage discount (a
traditional kickback that has
become unwritten law), and
then fail to pay the bills on time
despite repeated requests and
get stroppy when a black is put
on them. All too often the client
in whose name this is all being
done, is unaware of what.is
going on, and the effect it has
uﬁon the close-knit team at
CRASH who naturally become
disaffected with that software
house.

INCREASE

It is now eight months since
CRASH went up in price from
?E:[IJ to 85p. We were hoping to
hold the cover price for & bit
longer, but due to the disastrous
state of the Pound against the
Dollar, paper prices have k
increased dramatically (paperis
bought in dollars). On top of that
the annual round of pay
increases for printers has come,
and that extra cost is slso passed
on. Looking on the brighter side,
it is expected that there will be

no more rincreases this
year, andpgtp:oursa weare all
relieved that the Government
did not put VAT on periodicals,
As a consequence of the above,
CRASH, from thisissue, must go
up to 95p. We trust you all
appreciate the reasons, and that
the extra 10p will not spoil your
enjoyment. @
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Micro Challenge is unique. Colourful and exciting,

it’s packed with intriguing puzzles — and prize competitions
— devised specifically for microcomputer owners.

TRIANIOLE TANGLE

Brush up on your geemetry to unravel the answer.

This is an example of one of the
many types of puzzle to be
found in Micro Challenge — but
it’s also your chance to win a
superb JVC portable colour
television with remote control.
Solve the problem, using skill,
judgement and your own micro,
then send the solution, on ohe
of the prize puzzle entry forms

It Is posaible to find many examples of thres
differsnt nght-angled triangles which are all

from the May issue of Micro T DA o URIGH sty A1k ta & wfiols
Challenge, to the address given i S bl
in the magazine, marking the possibie ares.

L

S

coupon AP1. (A proper form s
must be used; no photocopies

or facsimiles are permitted). The UQEHSPHEE
competition closes first post on
May 16, 1985, and the first
correct entry opened wins the

prize. kTt':b'E'E\".: TTIME 25mns. YOURTIE.........

A




: Jonah Barrin
over NEW G

ana
of 5q

stands threateningly
TION’s Rod Evans in
to hammer some of the rules

BIG NEWS for me this month (in
the bow wave of the Sporiscens
Roundup in this issue) is that
New Generation are onto a new
software racket. 3D Supremo
Malcolm Evans has come up
with a new sports action simu-
lation based on the noble game
of Sguash. The game is called
Jonah Barrington's Squash and
it does for the small enclosed
court what Maich Foint did for
the greensward. | can only pre-
view it this issue, because the
copy | have is far from complete,
but after a few hands in the court
I'm already bathed in sweat and
feeling much healthier for it.
The sereen is divided into two
sections, left is the actual court,
right is the status panel. The
court is described in averhead
3D perspective using normal
and bright attributes to create
the sense of depth. The two
players are seen as black anim-
ated figures (not the traditional

white — it wouldn't work on the

10 CRASH May 1985

sereen), and the marking lines
are in black and red. You can
play against the computer or
against another player {sach
defining their own keys or with
dual joystick if you own the right
interface) and there is a demo
{two  computer  controlied
[:Flayersl at any ofthe four levels.

he levels, like almost every-
thing else in the program, follow
International Squash Racquets
Federation rules. They are red
(easy), blue, white and yellow
{hard], elegantly selected by
pressing the appropriate Spec-
trum calour key.

Player control allows for dir-
ectional movement with fire to
make a fore- or back-hand stroke
as appropriate, The ball has a
shadow to help gauge its spatial
position. One player has a pale
gray stripe on the back to dist-
inguish between them. Depend-
ing on the timing of pressing
fire, the angle at which the ball
leaves the raquet can be altered,

L onaky
ﬁﬂ-l:_ ;Eggz;:h 5

S Game HMatch
FI5 GAMES
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SPECTRUM 1 a8

Bervenr

SPECTRUM

and | am told there are six diff-
erent angles built into the
program.

Squash is not a game | have
played much (a couple of years
ago when | was a kid | used to
play in the Colonial Club at
Lagos in Nigeria — never told
you about that did I? Well it was
a bit more than two years act-
ually .. . ), so | was pleased that
the inlay instructions gave a
thorough  introduction to the
rules, including a description of
the court.

There is an innovation on
Jonah  Barrington's  Squash
which is amazing — the pro-
gram speaks. Speech on prog-
rams without the aid of a speech
unit isn't new, but never before
has it actually worked well, Mal-
colm Evans has pulled off a real
stunt here, and the voice that
issues forth is recognisably
human, clear and characterful —
it should be, it is actually that of
Jonah Barrington himself. New
Generation are calling this
‘Reprosound’. | must admit that
the speech part of the program
was not vet coupled with the
game program, but there's no

oubt that when it is Jonah Bar-
rington's Squash will be the first
game on the Spectrum with

enuinely recognisable speech
that really adds to the game and
its atmosphere.

Jonah Barrington's Sguash
should be available in your
shops from April 23rd, price
£7.95. We'll be bringing you a
full review next moenth.

A couple of apologies for last
maonth. First, it seems someone
{notme, not me. . . } got the price
of Jeff Minter's Psychedelia
wrong. On the Spectrum it really
costs £6 and not the £7.95
quoted. Secorid, there were
supposed to be four programs
reviewed under the ‘Review of
the Heavens' piece. Unfartun-
ately, due to space (no pun)
problems Star Gazer by Eclipse
are was cut. This would
have been less of a problem if
the silly old ant department
hadn’t left its entry in the issue's
index. Star Gazer is re-reviewed
in this issue! Sarry Eclipse. Now
Tknow why | was asked to do this
column — 50 | could apuio?is_e
far everyone else’s mistakes!

Sports fans are certainly well
catered for this month, what
with the Sport-scene Roundup
b\f Chris (if it's round kick or hit
it) Passey, but on top of that
there is the above preview of
Jonah Sarrfnﬁm 's Sguash and
a review for World Serfes Base-
ball a CRASH Smashed game
from Imagine. It seems strange
to be using the name of Imagine
again, but if . who now
own and operate the title, are
Ening to continue putting out

igh quality programs like this
ons under it, then Imagine may
well continue to boast 'The
Name of the Game'. And then
there’s Elite's new offering for
gee gee fans and inveterate

gamblers, Grand National. Wel|
worth a look at,

Arcade adventure fans don't
do too badly either, with the full
review of Dargontorc from
Hewson Consultants and two
new games from Games Work-
shop, Chaos and Talisman,
Robin Candy has been playing
Dragontore since our first pre-
view copy arrived and has
driven me mad whenever I'm in
the office with complaints about
hedgehogs, elves and mean
spells. Each time he gets de-
moted from Master Mathemat-
ician or whatever to Minor Sage
and Onion, the air turns blue —
and EBLI all thought he was a
nice boy. Seriously though, it's
good to sée that Hewseons have
managed to outdo Avalon with
its_follow up. The ’sensory
animation’ feature certainly
makes Dragoniore into a differ-
ent and better game.

Both Chaos and Talisman are
original ideas. | haven’t played
Talisman very much, but Chaos
is very interesting, especially if
you play it in a big group.

The game that could well be a
contender for the Elite stakes an
the Spectrum, is the new one
from Melbourne House called
Starien. It's graphics are cen-
ainly up to the standard of Fire-
bird's Elite on the Commadore.
Players will have to make up
their own minds as to whether
Starfon has quite the extraord-
inary scope of the famous Elite.
You'll find the review of Starion
in justa few pages. . . .

For CRASH readers who are also
unfortunate to be car owners as
well (I rely on my trusty five-
speed bieycle — I've been think-
ing about trading it in for a C5, a
commoaodity in which, | know
you'll never believe this, Ludiow
is quite rich. The local car hire
company purchased an entire
fleet of them for the summer
tourist trade. Ludlow is very
hilly, but they trundle around
quite happily with a bit of extra
pedalling — the only serious
problem seems to be shoppers
tripping over them when they
are parked between big cars.
Anyway, it looks as though the
bike will have to stay now Sin-
clair has discontinued C5 prod-
uction — | digress, as Angus
Ryall would say . . , ) Back to'the
CAT OWNEIS — our very own
Jeremr. (I'd rather travel by
horse, but a 1942 Morgan will do
instead) Spencer has taken a
look at an interesting Cprogram
from Simtron called Car Cure,
As the title implies, it aims to tell
you why your car is sick, and
what to do'to putit right.

The bloodthirsty among you,
might care to take a look at Fan-
tastic Voyage from Quicksilva —
this is the game that was once
%aing to be called Blocd and

uts. It was probably sensible of
Quicksilva to change the name.
And for those who prefer lettin
blood (as against donating it
there are two good old fashion-
ed zapping games in Bruce Lee
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aGnd Spy Hunter, both from US
H

0 and both CRAS
Smashed. (This dreadful gutter
press phrase "CRASH

Smashed', by the way, was in-
vented by relative newecamer to
the team, Graeme Kidd —
damned upstart. He's the assist-
ant editor, and therefore ina suf-
ficiently powerful positien to
issue infernal memos insisting
an things like it being used by
everyone).

As announced in the last issue,
CRASH is acting as the official
scrutineers of A&F's Chuckie
Egg 2 Competition. This follow
up to what must be the most
popular Slimey hi-score game to
date, has just arrived by secret
courier on the last few available
millimetres of my collapsing
desk. It's loading NOW. . . .

Hang on a mao, while | go and
have a quick look. . ..

Right, back again. In the time
I've got left, all | can say is, IT'S
DIFFICULT!" The first screen is a
mini-test, as you can't get into
the chocolate egg factory, which
isguarded by a large dog, unless
you gn down into another
screen, avoid toy monsters and
gat the dog a bone. I'm afraid |

idn’t survive inside the first fac-
tory screen where the game
really gets under way, which
requires Harry to jump from
rope to rope — hard — and
they re infested with spiders.

Where do the eggs come in?
Well ({thank you Robin), Hen-
house Harry has been called in
by a chocolate egg manufae-
turer to sort cut a few problems.
He has to collect the ingredients
required to make the eggs and
the parts of the toys that go
inside them, while, naturally,
avoiding all those little prob-
lems that beset any arcade hero.
On top of that, Harry has to find
many other items without which
the task cannot be completed
like ladders, girders, keys and so

on.

Chuckie Egg 2 is still a plat-
form style jumping game, but
many adventure type elements
have been added, making this
very different from Chuckie Egg
1, and there are 120 screens to
wade through. More in the main
review next month — and don't
forget to enter the Chuckie Eﬁg 2
Competition — the CRASH
serutineers are all ready foryou.

After the beating they took on
The Great Space race, Legend
have come back quite guietly
with Komplex. It's as good as its
name, a 3D line graphics arcade
shoot em up with all sorts of
avertones, and | have a suspic-
1on, without having looked at it
too deeply yet, that it could well
become a cult game. It's rather
hard to explain, but the Komplex
is a defence centre of 119 decks
connected by tubes. In fact
Kemplex is a vast alien construct
which is passing for the one and
only time through the solar sys-

tem. The Earth's government
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The first factory screen from CHUCKIE EGG 2 — just about as faras
Lioyd got on his first quick examination

has ordered that it should be
detained for examination. There
is a way of getting it into a stable
orbit around the sun— but that's
another story.

An incredible factor to be
taken into account, is that you
can edit Komplex to devise your
own maps, rearranging all the
component parts. it's done with
elegant simplicity — merely
think up & seven-character
name, input it and Komplex will
devise a map based on that
name. Legend claims ('m no
mathematician) that within the
program as many as 70 thous-
and million different maps can
be formed, There was a chance
to get the game reviewed in this
issue, but it did arrive just too
late to be able to really get to
grips with it, and | believe there
are plans afoot to do something
fiendishly cunning with it like a

review linked to a CRASH map of
the game, We'll see next month.

Firebird are having a bit of a
shuffle among the Silver Range
titltes on sale. Thesa are the
budget-priced ones at £2.50. The
shuffle takes place in May. OUT
are Terraforce, Menace. Crazy
Caverns, Exodus and Byre
Bittern. The five being withdrawn
are replaced by seven new titles.
IN are Subsunk (adventure with
graphics where you are a repar-
ter trapped in a scuppered sub-
maring|; Helm (text adventure in
olde fashioned languag& — be-
fore they invented BASIC pres-
umably); Short's Fuse (Sam
Short secret agent versus Boris
and his bombs in @ multi-screen
arcade); Helichopper (multi-
screen arcade where you rescue
clones fram a swamp); Fahren-
heit 3000 (already reviewed in

A screen from FARENHEIT 3000

CRASH,  originally from Soft-
stone and at £2.50, excellenmt
value); Don't Buy This! (the
long-threatened compilation of
the waorld's most awful com-
puter games); and finally Don't
Panic {arcade game where you
have to avoid a nasty creature
while you load a space ship).

Meore about these when we
get to see them.

A fast minute arrival is a8 new
game which will be released
through Artic. The programmer
sént it through for us to ook at.
At the moment it remains un-
named {copyright being sorted

Legend’s KOMPLEX
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out ar semething). It's & sort of
arcade/adventure in an urban
and forest setting, played overa
large maze consisting of four
areas — forest, town wall, town
and what |'ve called ‘toytown'.
You play a cat collecting kittens
one at a time and dumping them
in a safe spot (a large tyre), Food
must be eaten when it is come
across to keep energy up, and
during wyour travels you are
hunted down by agﬁressive
dogs. These can be killed off
with fluff balls, or momentarily
frozen by dropping some purple
goo in front of them (ecan't think
what that could be}l. A map of
the total playing area can be cal-
led up at any time, which shows
the positions of kittens, dogs,
the tyre and yourself. As you are
a cat, you have 3 lives of course.
The graphics look very bright
and well done, and after only &
few minutes play, | should say
this will be an aging game,
More when we know what's
happening....

We mentionad in the News Input
section some time back that the
novel by Frederick Forsythe, The
Fourth  Protocol was being
turned into a game. Well Hutch-
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One of the screens from the new and as yet un-named Artic game—

this is the forest

inson Computer Publishing are
releasing the game on the 23rd
May. It is an icon-driven adven-
ture (icons are getting terribly
popular, aren't they)?

0 give you some idea, here
are a couple of screen shots. |
enjoyed the book greatly, so |
can't wait to see what the game
version turns out like.

If you’re good at your job

— this is the event you

will prevent from taking
ce somewhere in
tain. ...

pulled aut to the ‘fore’ of the
screen for detailing, with an

option to file, zap, examine or
raturn to main

screen.

Another brand new adventure
has [just crossed my desk (that's
the little corner left me by Robin
Candy's sprawling tips), and it
comes from Adventure Internat-
ional. Written by Brian Howarth,
it's the game version of creepy/
cuddly movie Gremlins. 'Keep
them out of the light, don't ever
let them get wet, and never,
never feed them after midnight .
.. "it warns on the cover. Good
advice for adventure players. I'll
leave the ins and outs to Derek in
next month’s issue, but for a few
minutes | got out my ZX Blender
and pushed a few of the nasty
devils into its maw of perdition.
The graphics, as one expects of
Adventure International are jolly
{if that's the right word in the
circumstances), beautifully
drawn and with some animation
of a simple sort. In just the first

Blended a GREMLIN

few minutes a dull day was light-

ened by shoving gremling down

the blender, into the fire and

baking them in a moderate

micrcwave. It's all good clean
B

Before s:?nin off, | would be
interested to hear from readers
whether you think the recent
char&ge in the way games are
rated in CRASH has made any
difference. I'm talking about the
OVERALL RATING which used
to be caleulated as a strict aver-
age of the six main ratings,
whereas now it has changed to
become a rating given in -
dently by the three reviewers
concarned (their three figures
are averaged between them). In
my view this is an improvement,
since it removes the illogicalities
of having to give a game in every
other respect a Smash absurdly
high marks for its relatively gr,-cr
graphics. But | would like to hear
in the Forum what you think. @
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MIGHTY
MAGUS

Producer: Quicksilva
Memory required: 48K
Retail price: £6.95
Language: machine code
Author; lvan & NDP

Mf;gg?' Magus can be best des-
eri as an arcade D&D game
set in the 30 levels of the Rising
Sun Temple. The temple is the
haunt of warlocks, wizards and
fierce dragons. There is an elem-
ent of Jet Set Willy in'as much as
the various platform levels are
connected by stairways up or
down which you can walk, or
jump through to ignore them.
& overall object is to descend
to the depths to confront your
arch enemy, the dragon Fraugy
The Fierce, and then escape by
returning to the spot at which
¥ou commenced the game.
here is no fixed exit, and gach
ame resets the entire layout of
the temple.

The screens scroll along with

FEENEE L0

the movement of your hero, the

Mighty: Magus, a graphical
cousin to The Alchemist from
Imagine's game. On his travels
he will encounter many hazards,
some less obvious than others,
The large nasties can be taken
care of either by running away,
fighting them or casting spelis
— you can jump on top of them
too. Fighting and spell casting
will rely on your strength versus
that of the meanie. The floors
are dotted with magic squares
which may teleport you some-
where you didn't want to go, or
knock vou backwards. her
squares kill the unwary and
some spring lethal traps. Chiests
and rubbish heaps will yield up

various useful and not so useful
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goodies when they are
searched. To the right of the
plazing area is a status panel
with score, lives, power, magic
levels and items collected.

| crimicism

®'Quicksilva haven't been very
active for quite awhile now and |

s}

G000 |

T

aa:2

815

thought that they may have
g;me out of existence. Mighty

lagus is one of the more com-
plex platform games I've played
for a while — more like a Jet Set
Wilfy, but greatly enhanced. lt's
something of a weird idea to be
thrown into dungeons all on
your own, but it does add to the
atmosphere of the game, with
lively monsters ready to ramp-
age against you. Attention to de-
tail is very good and the flaming
torches are excellently done,
'Iher do look as though they
really are burning. One of the
ideas | liked is the “search’ func-
tion, where an object may look
innocent enough, but if you
search further, more may be
revealed — something to const-

antly keep vyour interest. The
graphies and colour use is gen-
erally very ﬂood. although there
is not much sound. This game
has many levels, that is room
levels, not skill levels, although
it is obvious to state that it gets
more difficult the lower you go
down, Mighty Magus is quite
original, and although it might
resemble Jet Set Willy at first, it
15 in fact the first real departure
in platform games from the JSW
clone. | think most people are
goingto find this an entertaining
game.’

@At first sight, without reading
the instructions, this game
seems to be one of those that is
absolutely impossible as you
keep walking overtraps and get-
ting killed off. But on further
examination of the Mighty
Magus, I've found that although
it is very complex, it is possible
to complete. It has nice graphics
— & shame some of them are
very jur;#v — its sound is very
poor although there's a good
tune. The traps on the floor are
very infuriating, only a few kill
you fike the arrows and the walls
closing in on you, the rest just
drain you of power. The floor is
also very confusing as there are

ferent patterns and they keep
changing so you are always
jumping over something that
turns out to be harmless and
often landing ona real trap. f en-
joyed playing Mighty Magus as
rh!era* was a lot of variation in
play.

®'A bit like lmaﬁins‘s Alchemist
was my first thought, but the
game is actually very different
and much more complicated to
play. It refies heavily on the fact
that the dungeons are recreated
every game, and that the tiny
details of the ‘brick’ floors keep
you literally on your toes in case
you tread an a trap “brick’ and
spring the trap. This can be be-
wildering at first and then
annoyinﬁ when you think you
know what you are doing. But
the game is original and engag-
ir:f and | did find it moderately
addictive.”

| comments

Control keys: preset are A/D
left/right, S to search, F to fight,
Jto jump and 1-9 to select spell
strength, but the main control
keys are also user-definable
Joystick: almost any via UDK
K ay: you have to be
quick making up your mind
which strength keys to go for
sometimes, generally
responsive

Use of colour: above average
Graphics: reasonable although
a bit on the small side, and the
‘bricks’ are purposefully
confusing

Sound: poor

Skill levels: 1 with progressive
difficulty

Lives: 4

Screens: 30 floor levels of
scrollini; horizontal screens
General rating: quite an original
idea and entertaining.

Use of computer 81%
Graphics 78%
Playability 85%
Getting started 83%
Addictive qualities 81%
Value for money 80%
Overali 82%

different types of "brick” with dif-




Marag the Shapeshifter has sie2ed the Crown  Mertyn from her evil spell, SMOtions to the multituce of cnaracters in the
of Dumnowia and is out tofind the other four  On your ravels through the strife tom game — cross them too often and any
CFOWTS that make up the Kingdom of Britain.  kKingaonms you can deveiop magical powers 1o chance you have of beating Morag to the
ﬂlﬂwcrmmmnl‘rwh help you understand and master the crownis may be dashed forever.

legendary Dragontore of Avalon in the mysteries of landmarks fike the Glam Ring of  Agdd 1o this 2 FREE map and scenasio full of
mmwlwmw Stornes, and the Secret Crypts. clues, hundreds of locations, alf in 30, over
will allow the keeper fantastic power. Morag  The leylines, which can be plotied on the 200 differert. discoveries to make, and your
interids to contral this Torc of Power and acComparnying map, will be your main route- have a srunning advenure it could take you &
subfect Saxon Britain to decades of pranny, 1o the crowns. lifetime to
Howewver, you can take the role of Maroc and  And for the first time in any adventure game Dragontore of Avalon — The Living Adverture
Mage, seek out The remaining Cowrs, you'll encounter Sernsory Animation] Thic Movie - Avaliable for the 48K
combiat Morag and refease your old fiar programming break-through has given lifelike  Spectrum and Spectrum +. Only £7.95.

Arcade Adventure with : AVALON — The 3D Adventure
TECHNICIAN TED s ! Movie

Try o weodk theough S0 screens of varying complexdty,

bt witch out for the mest Lnfielphul workmates you
mmmmmnmha
factory where nothing IS quite what it seems!

A uniue animated loading screen with perfected
coliisar detection plus detaiked and colourful graphics
has made Technician Ted one of 19855 top games.
ik i with Ted now,

For the 48N Spectrum and Spacirum +, £5.95.

For the Amstrad CPC 454, £7.95,

T e e e ettt i R
548 Mitton Trading Estats, Mion, Abingdan, Cuon, OX14 4R

Can you get your asiral projection Marod past
the Gate House Level, through the Mines of
Iadness, and cnwards o meet the Lord of
Chaos himseif?
Astounding 30 graphics over 223 rooms, 27
spelis and over 100 animated characien make
thiss the adveniure game of the decadé,

A8 part of pur continuing development of INnovative software we are akvays Mapey to evaluats soware sent to Us with a view 1o publication:




001 Arcade WVIC 20 (UNEXPANDED)
SNAKE BITE - Simply the slitheriest
game of iis kind.

D05  Arcade BECMICROB
DUCK! - Comedy and music in this
duck shoot.

i <L A W
e
=

006 An;arie SP'ECTHiEKu’d&H.
RUN BABY RUN - Multi-car cop
chase and shoot-out,

-

007 Arcade SPECTRUM 48K
EXODUS - Strange creatures
emerging from the pits.

Bl L " — ___')'
002 Arcade, VIC 20 (UNEXPANDED)
MICKEY THE BRICKY - Four
screens packed with fun.

013 Arcade BBC MICRO B
ACIDDROPS -Flythroughtotackle
the mutant spinners.

e "
009 Arcade  SPECTRUM 16K/48K
TERRA FORCE - Terra man
defends earth against all odds.

014 Arcade/Strategy SPECTRUM 48K
MR. FREEZE - Six compartments,
each tougher to de-ice.

003 Arcade BBCMICROB
BIRD STRIKE ~ Wing the planes
and shoot the pigeans,

022 Arcade BBCMICROB
ESTRA - Racover the sacred statue
of Estra the snake god.

010  Arcade SPECTRUM 16K/48K
MENACE - What happens when
teacher turns his back.

018 Arcade Adventure SPECTRUM 48K
BOOTY - Twenty holds crammed
full of pirate loot,

004 .-hrcad-ra BBC MICRC B
GOLD DIGGER - The hazards of
digging for gold down under.

23 Arcade/Stratsgy BBCMICAOB
THE HACKER - Terminal to modem,
telephone network to mainframe.

021 Arcade SPET'HUM 1B /48K
CRAZY CAVERNS - Ten crazy
caverns, ten hungry mouths to feed.

e — ——

008 War Game SPECTRUM 48K
VIKING RAIDERS - Atestof sirategy
against the computer or friends.

SCREEN PRINT SERVICE Ky
SINCLAIR SPECTRUM AND BBC MICRO B USERS ONLY

Notice the quality of printed screens on the front of our Silver range packs. If you are a computer
artist we can offer you hard copy of your creations in the form of.

MAIL ORDER

Please state name of game (and machine) and
numbers required.

Enclose crossed cheque/PO made payable to
AREBIRD SOFTWARE.

All offers are subject to avallability

Orders are déspatched promiptihy All prices
inclusive of VAT and postage.

MAIL ORDER:

‘FREEPOST FIREBIRD,
WELLINGTON HOLISE,
UPPER ST MARTIN'S LANE,
LONDON WC2H 9BR

C \

12" % 9" FULL COLOLR PRINTS by ink jet printer. These are available in two formats:
1. PAPER - £6.95p each, or 2. LAMINATED (Board-backed) - £9.895p each;
both prices inclusive of VAT and postage
Send your saved screen on cassette or disc (state border colour, if Spectrum) with a crossed
chegque/PD made payable to FIREBIRD SOFTWARE, 1o the address below Your cassette or disc
will be returned with order. Allow 14 days for delivery

SCREEN PRINT:
*FREEPOST FIREBIRD, WELLINGTON HOUSE, UPPER ST MARTIN'S LANE, LONDON WC2H 9BR

l\ Mo stamp remquined _,) \_

*Mo stamp required

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 8DL. TEL: 01-379 6755/5626

Firebird and the Firebird loge are tragemarks of British Telecommunications plc




NEW RELEASES:

MR FREEZE-
AMBTRAD

- 3 - - = N \ THEWILDBUNCH- N
Py % = B /MSTRAD
. . % _. _ By MR FREEZE -

_ g BN BECMICRO B

i = ESTRA -
: COMMODORE 64
BIRD STRIKE -
- BELECTRON
THE HAGKER -
ELECTRON
—

g
i a
011 Arcade SPECTRUM4BK 012 Adventure

SPECTRUM 48K 018 Arcade COMMODORE 64 ] fStrateg CDMMODGHE_E;l
BYTE BITTEN -Solvethecluethen  THE WILD BUNCH - Accused of EXODUS - Strange creatures MR. FREEZE - Six compartments,
play Sea King. murder, hunt the real killer. emerging from the pits. each tougher to de-ice.

et ' _ = S
T ) L : _scmﬂuu_n:.-:

017 Arcatie Adventure COMMODORES4 019 Arcade COMMODORE B4 020 .l'-\.r.aﬂr,-
BOOTY - Twenty holds crammed HEADACHE ~ Nervous Ned's quest

'COMMODORE 64
full of pirate loot. to serve The Brain.

ZULU - 100 golden masks hidden
In & magic maze.

024 Arcade Adventure COMMODORE B4
GOGO THE GHOST - 150 different
haunted castle chambers.

201 COMMODORE 64 202 SPECTRUM 48K
DEMONS OF TOPAZ - BUGGY BLAST -
100% Graphic Exploration. Space Misston Simulation
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STARION

Producer: Melbourne
House

Memory Required: 48K
Retail price: £7.95
Language: machine code
Author: David Webb

atu
role, yaw
| :

v ships
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de

perature w.ll IHLI‘l-_'rJ:.E_' with

d and excessive lazer fire.

can also be destroyed

hits from = enemy

ion with space

rubbish. rl|r- general debris

cannot be destroyed so you will
be fore y steer around i,

Points are awarded in accord

ance with thie speed wnh which

the player c ;

of the

depending on the
Zones, grids and

hawve been solved. Finally, des-
pite the loneliness of outer
space, Starion is a two-player
game

| CriTiCISM __|

@ '‘Somebody is bound to say it
so | want to be the first. 5
Metbourne's answer to Elite.
CBM expert was seen ope
weeping when he saw the qual-
ty of the graphics compared to
the CUM Elite, and with very
t]m} reason. Waords cannot

quately describe the irn

:IL reahsn hat thie graphics

; to :.’i\- t'l-Jl

2 astoni
phenome

say il. The task set by the game,
collecting letters by shooting the
enemy ships, may seem a little
unintare: «|.|g but ‘when you
ave yed the game for a
wihile ',.[_h] quickly  realise just
how clever the idea is. Not only
does the game test an arcade
gamer's skills to thedimit but the
word and historical puzzles
force the grey matter into over-
drive; | am very impressed. Con-
gratulations to David Webb and
Melbourne House, this one is
special.”

® ‘Starion — thvsmust bea
concept in 30 hi

thing s drawn with extrerne pre
CiSion very guickly and very
smaothiy. 'm :m‘p.r,.\e.':." by how
complex shapes can be ¢
rotated

star was fast

lJ.1rK:11\|r the fastest
AVWaY. ou can A,
blast your thraough space
and collect letters . to
Ly an G ." a5e

Wiy

OHCE ¥
b Qe

5 the

tighout the

'I".-']\,.' initial E
superb game is t it's
like Code NameMat— at least i
scope, and certainly in ship
handling. The bi-planar scan
ners wark very sanilarly, and

2 a little getting used to. The
speed and movement of the 3D
wire frame objects is marvel
lous. | aiso .J\" the front end,
where controls are  defined
while a white bar loops through

2 oplions perhaps a trifle
fast however. Beware: the effect
of entering the space
finuum bBecal thiz effect looks
as though the program is crash
ing rather  spectacular!
Starion has a lot of playability,
ind due to its size, | think its
addictive quali are' likely to
be hu:h An-,.:lu[l'ly worth the
money.’

time con

Control keys: all defina
directions and fire,

ac rate and d
Joystick: Kemy
Cursor type
Keyboard play: very responsive
bulc .:‘.n‘.|JI||:.1l|__‘| Iwithoul a
joystick

Use of colour: simple in space,
but excellent.generally
Graphics: excellent wire frame,
very fast and extremely srmaoth,
E,il'll1l'| msiruments
Sound: conting
exciting, teggles on/of
Skill levels: 1

Lives: 5
Screens:
infinity!
Special features: 1or 2-player

i, Sinclair2,

not over

crolling action set in

ames

éenerdlralmq anexcellent
game which combines arcade
skills with nifty think 3l
which could well be played
two on the same side as well
against each other

Use of computer 92%
Graphics 95%
Playability 93%
Getting started 89%
Addictive qualities 90%
Value for money 892%
Overall 949

CRASH May 1985 19




D-R-A-G-0-N-T-0-R-Cl(

DRAGON-

TORC

Producer: Hewson
Consultants

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

Here is the second adventure
movie, The Dragentorc of
Avalon. Well yes of course it's a
sequel to Avalon (rev. issue 10)
but there are some important
changes that should maks this a
very different game to play. As
with Avelon the game comes
complete with & map, a code
sheet and a fairly exhaustive in-
struction sheet. The screen eff-
ects are the same so the player
still needs that degree of arcade
skill to direct Maroc and be quick
on the draw with a spell. Even
the screen surround is similar to
Avalon a5 is theway one invokes
spells using the pointer on the
scroll, and of course Maroc
hasn't changed a bit, dear old
soul.

The Dragontore story is differ-
ent to that of Avalon so to help

Nove
b o
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set the scene a little tale, . | .
Ma;{r years ago this land was
ruled by Bran, Now he was a
realistic sort of chap who knew
that one day he would die, which
would leave his only son and
heir as ruler. Bran's son could be
generously described as a spoilt
wimp, the sort of chap that
drives around pub car parks in
Dad’'s Porsche (not in those
days; of course, the pubs didn't
have car parks). To make his son
a strong and mighty leader Bran
sought the power of magic and
bade the Lords of Lore to make
The Dragontore. This was to be
an awsome thing, so great were
its powers that even a Co would
pale into insignificance. But

powersuch-as this went straight
to the young wimp's head and
after Bran's death he used the
ower for evil, not for good.
ventually the Lords of Lore
managed to recover the Tore,
but they dared not destroy it lest
thie power of magic itself fade,
instead they forged five crowns
which they scattered across the
kingdom, Now the Torc is harm-
less, until the five crowns are
oined together again. Enter
orag the Shape-shifter, she
arned for the power of the
orc and had used her evil on
the Kings of the land so while
they warred with each other she
could steai the five crowns and
inherit its terrible power. Morag

‘starts with the

has alreadr managed to get the
Crown of Dumnovia. Only
Maroc can thwart her plans and
only he with the help of Merlyn,
Maroce's old tutor and prisoner
of Marag. Merlyn's first advice
‘seek the Ley Rod. . ..
Essentially the game is played
in exactly the same way as Ava-
fan. Maroc has a small collection
of spells which he may add to as
he progresses, but this time he
‘Bane’ and
‘Servant’ spell aswell as "Move'.
The spells waork in the same way
as in Avalpn, for exampie
‘Move’ and ‘Unseen’ are back-
ground spells and can be used
togather, this would allow
Maroe to be invisible while still
exploring. The disadvantage
with background spells is that
they are a persistent drain on
energy. There are a some new
and more powerful spells
hidden away which you will
need to deal with the extra
nasties that will try to impede
YOUF progress.
__I'he game itself is larger, hav-
ing more locations, more treas-
ures and more dangers, But the
mast important change of all is
that Dragontorc uses a trick
called sensory animation. All of
the creatures that Maroc meets
have lives and characters of
their own, some are down right
belligerent, while others can be
persuaded to support your
cause. The impartance of this
feature will become apparent
when the game is played, for
Maroc to be successful he must
enlist the aid of allies. As a gen-
eral rule ‘be nice but be guick’.
The system of ranking has been
slightly changed, instead of hav-
ing 16 ranks thareare nowonly 8
subdivided as before 8 times.

\crimicism___j

@'lt is all too easy to condemn a
Fame simply because it looks
ike the original. Who can blame
publishers for continuin% to use
a successful theme? Lots of
people seem to but | don't think
the issue is as simple as that.
There comes a time when a well
tried system that was once axcit-
ing is now positively pedestrian
and this is certainly the case with
afew recent releases, where you
say the graphics are still superb
but the story line and objectives
are not really different. So have
Hewson simply re-vamped
Avalon hoping that an eager

ublic will snatch it up regard-
@ss? | think perhaps not,
Dragontorc has the advantage in
that while the graphics made the
game excellent in its own right
the the story and tasks that the

ame set were the ultimate chal-
enge. The graphics are the
same, the method of play is the
same, some of the characters
are the same BUT Dragontoreis,
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initself, hard and challenging to
play. Sensory animation adds
greatly to this challenge. Let's
not be rash, if you only enjoyed
Avalon for the graphics then
there's nothin? really new for
you here. But if you enjoyed the
challenge of Avalon, relished
the puzzles, revelled in the disas-
ters and setbacks, then Dragon-
torc is for you. Be careful it's a
tough one.”’

@'/ didn’t actually see Avalon
which /s a shame because |
would have had some idea of
what | had let myseif in for.
When I was given Dragontore to
review, being a simple arcade
freak, | can only just appreciste
the fantastic qualities of this
game. ft has excellent graphics
that give a slight perspective
view, eg paths vanishing into
the distance, and its size is enor-
mous. I've had Dragontorc for
gmle @ long time and [ have

ardly reached into the game at
all, it took me ages to get out of
the first screen but that was be-
cause | didn't read the instruct-
ion properly. This game didn’t
appeal ta me but that's because |
am the sort of person who likes
to blast things fo kingdom come
without having to think too
much but [ am sure that it will
appeal greatly to those of vou
who enjoy the adventure
element.

@'l thoroughly enjoyed Avalon
and Dragontore looks as if it will
surpass that. It's in the same
style-as Avalon but rather than
having to explore rooms the

ame is set all over ancient
ritain so there’s forests and
caves etc to explore. The 3D
raphics are well drawn al-
though there is still that flicker
but once your eyes get used to it
it's unnoticable. This is a great
arcade-adventure with plenty of
tasks and challenges. Dragon-
tore is much more involved than
Avalon and is certainly a worthy
CRASH SMASH. The author
Steve Tumer has created his
best game yet, exciting, challen-
ging and highly addictive. It's
also pretty damn hard so | shall
expect you all to be sending tips
16 Rob. The save game facility is
valuable as is the feature of not
gaing back to square one after a
eath. An excellent balance of
incentive and difficulty.

jcommenrs__J

Controi keys: A-G/Z-V
up/down, B or N/M or 55 left/
right, H-L fire

Joystick: Kempston AGF or
Sinclair 2
Keyboard play: responds
ositively
se of colour: superb
Graphics: more scenery
changes than in Avalon, but
Eeneralllv similarand excellent
ound: music isgreat but
there's little else
Skill levels: N/A
Lives: one cannot die
Screen: scrolling, over 250
different locations
General rating: excellent

Use of computer: 85%
Graphics 94%
Playability 92%
Getting started 85%
Addictive qualities 92%
Value for money 90%
Overall 92%

=pevieds

STAR-
GAZER

Producer: Eclipse
Software
Memory required: 48K
Retail price: £6.95
Author: Morris Gavin

Srar?'azer comes from the same
stable as Starsphers, which we
reviewed last month., This
review should have been in last
maonth as well, but was cut at the
last minute because of room.
This package has a data base of
340 stars with 34 constellations.
As with some of the programs
we looked at last month a star
map can be plotted but this time
the user can only select a view
from Europe or North America,
giving you only a portion of the
northern hemisphere. However
it does have a couple of extra
options that may make it more
useful. Option one allows the
user to plot star maps, every star
on the map being of the same
size and brilliance. The constel-
lations cannot be joined up as
with Starsphere but instead the
name of each of them is shown
at the bottom of the screen as
they are plotted. This works well
while you are watching the plat
but once that's complete it's

very difficult to spot individual
constellations. ere ‘is an
option for plotting single

constellations, in isplation,
where some attempt has been
made to give scale in size but not
brilliance. After the plot the
miajor stars are marked and their
names given. The Quiz option

ses questions on Latin and
nglish star and constellation
names as well as asking quest-
ions on such mind-blowing mat-
ters as Culmination Months. A
small niggle arises here — | be-
came-tired of the Quiz mode
after five wrong guesses but
found no other way to escape
back to the main menu other
than sit there and let the mach-
ine humiliate me for a further
five questions.

The last option, Starfax, pro-
vides basic information on the
prime star of each constellation,
this includes a diagram to show
the star’s magnitude, brightness
and position in relation to our
Sun. Other facts to be gleaned
include the surface temperature,
distance in light years from Sol
and the apparent colour.

The program is menu-driven,
and again the system used is
very neat. A great deal of atten-
tion has been paid to error trap-
ping, so it should be hard to
crash; | managed once but was
unable to do so again. On the
whale a tidy, well thought out
package that has placed an
emphasis on facts and figures
rather than map plots. the learn-
ing and quiz mode should prove
to be both fun and useful in an
educational environment.
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Producer: Simtron
Memory Required: 48k
Retail price: £9.95
Lan%uage: BASIC &
machine code
Consultant; GS Harber
M.LM.L

Do you ever get bored waiting
for your Spectrum to load? are
u-tired of listening to the
ums, beeps and squeaks that
emanate from the recorder? You
do? You are? Well Simtron have
a cure (please don't get too ex-
cited), instead of having to
watech a highly coloured, well
drawn picture you are given a
very complicated maze to solve
while you wait for Car Cure to
load. Nice idea but the problem
is that the maze repeats itself
after seven billion, five hundred
and ninety seven million, three
hundred and fifty thousand,two
hundred and eighty four times
(that's 7 597,356,284), so sooner
or later you'll get bored with it.

Car Cure is a serious applica-
tion {we don't just review games
you know, we are able to come
to terms with real life situations
as well as anybody, at least we
like to think that we can). It's just
as well that this is an expert sys-
tem singe its aim is to turn an
idiot into a potential genius in
whatever subject the system is
concerned with. In this case it's
rather obvious, this package
deals with the field of auto-
mative electro-mechanical mal-
functions — or duff cars. The
first thing that one has to con-
sider when dealing with an
expert system is the enormous
amount of information that they
hold. Car Cure has a 'know-
ledge’ base of over 900 faults
and 300 symptoms, so the poss-
ible combinations of results are
mindblowing. Bearing in mind
the complexity, | am not exactly
sure how one can evaluate an
expert system when one is any-
thing but an expert. So | hit on
the idea of rushing out to the car

rk, opening the bonnet of

ophia, my car, and ripping out
asmall but vital part. Pretty neat
eh? But the really clever bitis I'm
not going to tell myself what |'ve
done, | will rely entirely on Car
Curetosort it all out.

After failing to solve the maze |
was confronted with a page that
offered e?crﬁons to ask for ‘help’
or started tracing problems rel-
ating to 'symptoms’ or 'parts’,
One would use the ‘parts’ option
if the faulty part was known. It
wasn't so | chose 'symptoms’,
The background turned yellow
and | noticed in the user guide
that the colours have been selec-
ted to help a user follow the pro-
gram. The booksays ' . .. you set
out from the safe house through
a cornfield of symptoms (vel-
low), across a river of parts
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blug) into a forest of faults
:rgreen} where there is a battle-
I

eld of action (red)’. That
sounds rather silly but when you
come to use the program it is an
aid, it also goes to show how
well the program has been
thought out.

. Back to my problem; on the
first symptom page | am given a
number of options, from ‘start-
ing the engine’ to 'instruments
and warning lights’. Since
Sophia will not start | select the
first. Another yellow page giving
maore symptoms: ‘starter won't
operate’; yes it does: ‘engine
won'tfire’; correct, so select that
and yet another cornfield. | sel-
ect the option that says *sp&rk
not at spark plug HT lead’ be-
cause itisn't, suddenlp'ra inthe
river (blue for parts). This time |
am offered 5 options all con-
cerned with the ignition system.
| can choose to examine the sys-
tem as a whole or look at the
distributor,contact: breaker, HT
leads or coil and wiring. | decide
to go for ‘HT leads’ since there is
no spark there. Now | enter the
forest and | am asked to check if
the leads are damp, perished,
loose or disconected, hangon . .
..... ... Na, they seem to be fine,
so back to the river and this time

select distributor because
that's the bit connected to the HT
leads. Again | am in the forest
(sounds a bit like Dragontore).

| am now offered a bewilder-
ing selection of options some, |
can barely pronounce let alone
understand, take ‘rotor arm
centrifugal rev-limiter defective’
for example. | notice one option
suggests that the ‘distributor
rotor arm is badly worn’; it must
be use there's nothing
there! | ask the system what to
do and the screen turns red,
bearing the. message 'replace
with new’ and 'you can handle
this’. It just happens that | have a
rotor arm in my pocket, what a
bit of luck.

Now for the serious user there
is 2 mode called ‘extended com-
mands’. This allows the use of
more features. 'Mark’ allows
items on a list to be marked so
that the user can keep track of
items. Also if you have a a prob-
lem that has a number of symp-
toms one could mark the listed
faults for each symptom, this
would eventually leave you with
a list of common faults. The ‘0K’
function allows the user to
remove faults that have already
been checked, theraby simplify-
ing the presentation. Once a

fault has been 'OK’-ed then it
will not appear again in any list
for any other symptom thus
avoiding confusion. A trace fac-
ility allows the user to mark a
fault that is suspected and then
the program will trace back
through the symptoms to hel
confirm the fault. Any fau
diagnosis session can be saved
to tape for use at a later date.
Most of the input for the system
simply entails the use of the
cursor keys or simply answering
¥es or no.

My own example did little to
demonstrate the daﬁnh of prob-
lems. that are deaht with. Car
Cure is better suited to complex

roblems such as one would
ind with the gearbox, clutch or
brakes. These are the problems
where maortals and idiots are left
floundering.

leave you with a lot of possible
options to follow and no clear
indication as to how they should
be selected. For example if |
know that the engine runs badly
| am eventually presented with a
parts menu that allows me to
select between routine mainten-
ance for the fuel system, carbur-
ettor, fuel pump, fuel lines and
tank or fuel injection. It would
have been a great help if some
small indication could have
been given to help me isolate
the search to one of those opt-
ions otherwise | will have to
check for each fault under each

rt. Of course the fault can be
isalated much more quickly if a
fault has more than one symp-
tom because complementary
faults have fewer symptoms in
common, On the whole | would
say this was a very worthwhile

® ‘There is no intention that Car
Cure should replace the waork-
shop manual, it cannot hope to
present the detail required to
actually carry out repairs. How-
ever it will prove valuable in the
first stages of fault diagnosis,
often the hardest part. Once the
fault has been located a manual
should be used in order to carry
out the necessary work. The
package works extremely well, a
great deal of effort has gone into
making it user friendly as well as
tunctional. If | had to make a crit-
icism it would be this; sooner or
later the program is going to

package if you are one of those
who can only manage to lift the
bonnet and stare with awe into
the engine. | shall recommend
Car Cureto Lloyd, God knows he
needs itl.

Jeremy Spencer

| commenTs

Control keys: cursor keys
Use of colour: imformative
Graphics: none

General rating: bit pricey but

should prove invaluable to the
car bu

Value for money 85%
Overall 75%
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Producer: Atlantis
Memory required: 48K
Retail price: £1.99
Language: machine code
Author: G Weight

You wouldn’t have to be too
astute to notice a very close
resemblance between this
game and the BBC prog-
ramme ‘Doctor Who'. The
theme is very simple; the
playeris cast as a Time Lord
whao is trying to find the bits
and pieces nicked from his
Tardis by galactic vandals.
The Tardis has now taken on
the shape of a cassette,
Rather than actually getting
out of the machine ang doing
all of the running about and
zapping of aliens personally
the good Doctor has a robot
equipped with a laser to do
the graft, and it so happens
that the robot resembles
good old K9,
Before you start the game
ou will be asked to select a
evel of difficulty, all this
really means is the harder
the level the fewer laser
shots you have, so you could
find your dog running
around the maze withoutany
means of defence. The game
is played across a matrix of
eight zones. The first zone
has nine rooms being a3 x 3
rid and each following zone
as a grid of rooms that is
larger by a factor of 1 x 1.
Each zone introduces a dif-
ferent monster but despite
their different appearances
they all behave in a similar
way. All of the rooms are ex-
actly the same size, they
each have the doors in the
centre of the appropriate
wall. Every room has a mon-
ster except for the room you
landed in.

TIMEZONE

The task is simple, scour
the zone fending off the
monsters until you discover
the required part (which is
indicated in a panel on
screen), then make your way
back to the Tardis ready to fly
to the next zone.

The game is simple fo
giqy. the main complication

>eing that the dog can onl
fire his laser if he is facing le
or right which means you
will have seme tricky man-
ouvering to do if you enter a
room from above or below.
Scoring is shown on a panel
on the screen which also
gives the hi-score, location,
timezane, a picture of the
object to be collected and an
indication of the remaining
lives.
@ 'Timezone turns out to be
a very pleasant game to play
although it will lose its app-
eal very soon because it is
fairly easy to master. On the
other hand | enjoyed playing
it mostly because | did man-
age to master it fairly quickly,
ultimate victory could not be
far away. For the asking price
| would have thought it was a
good buy, but it is not likley
to provide hours of endless

fun for the experienced
games player.

® ‘This game has something
about it, maybe it's the robot
Retriever that closely resem-
bles K9 from Doctor Who, or
maybe it's the software time
machine in the shape of an
audio cassette. Your task is
pretty simple, just to collect
the parts indicated and ret-
urn to your time machine
fone wonders how it oper-

i
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ates with all these
dropped off it}? Conirolling
vour mechanical dog is quite

parts

a job because he whizzes
ahout at such high speed,
obviously he isn't fed on
PAL. | found the game play-
able at first but it soon be-
came repetetive, leaping in
and out of the time machine,
collecting a part and shoot-
ing the afien in every room,
so  don't think this game will
have any real lasting appeal
and | became bored with it
quite guickly.’

@ 'Timezone isn't bad for a
few minutes play, but you
certainly wouldn’t stay up all
night playing it. In the end it
is a bit too simplistic in obj-
ectives to really last, but
probably good for younger
children, especially at the
price.”

Timezppe

m{;r. - L"""h- -

8K SPECTRUM

| comments

Control keys: Z/X left/right,
K/M upfd?\:n,SYM SHIE‘I’!{)
fire

Joystick: Kempston
Keyboard play: responsive
and laid out well

Use of colour: good within
the limits of the graphics
Graphics: basic loaking,
thoughlarge, clear and sharp
Sound: very little

Skill levels: 5

Lives: 4

Screens: lots, but really
there is very little difference
between them

General rating: not bad for
the price, amusing at first,

but not very addictive.

Use of computer  69%
Graphics 60%
Playability 70%
Getting started 65%

Addictive qualities 30%
Value for money 50%
Overall 47%
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states

Arcade space battles, 3D flight
simulation, and mind-stretching
strategy problems - take onthese

challenges and become ace space
duellist STARION.

As pilot of the world's first space
time transmuter, the USS Stardate,
your quest is to fearlessly travel
through the space time continuum.
Recover the secret cargo, a feat
which will not only test your fighting
skills, but your wits; and escape

Spaceflight
epic

through the inter-dimensional
timewarp and forward onto another
time state.

But be warned! Your dexterity,
cunning and combative skills will
be tested to the full when battling
againstthe enemy fleets and other
hazards you will encounter.

STARION has itall - amazing 3D
space action, stunning graphics
and high resolution colour. A game
of almost unbelievable complexity,

Constant
challenge

designed to stretch your Spectrum
beyond its limits to undreamt of
capabilities.

Don'tjust play it, experience it!

STARION is available for your 48K
Spectrum and Spectrum+ at £7.95.

Barclaycard and Accessorders can beaccepted on
our 24 houransaphone, just call (0235 83 5001.
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BRUCE
LEE

Producer: US Gold
Memory Required: 48K
Retail price: £7.95
Author: Ron Fortier and
Kelly Day

Ah sol Another platforrmn game
but this time based on the antics
of the worldly hero of the east,
Bruce Lee, Brugce has returned to
the land of his forefathers to des-
troy a wicked wizard, should he
succeed he will be rewarded
with treasure beyond the capac-
Ity:af his knap-sack which seems
a bit of a shame.

Bruce's first task will be to find
his way into the under%r;:und
chamber by discovering the sec-
ret entrance. | won't be giving
much away when | tell you that
this can be found in the floor of
the middie entrance hall but it
will not open until Bruce has col-
lected all of the lanterns from all
three rooms; that's just to get
into the underworld where the
real work starts. As Bruce makes
his way across the other screens
he will face many bizarre dang-
ers  which include electric
charges that shoot across the
gaps n platforms, or the
awesome expleding t'sing-lin
{bushes) that appear from no-
whaere.

The mast persistent and ann-
oying of Bruce's problems go by
the name of Green Yamo and
the Ninja. These two characters
devote themselves to Bruce's
downfall. No matter where he is
in the game he will always be
persued by these two. For Bruce
to be successful the ﬁiayer must
guide him through the fights as
well as the maze. By giving the
appropriate commands Bruce
can be made to duck, thump or
kick — his flying kick is the most
devastating. The other charac-
ters have the same ability except
they are unable to duck, Hard
luck Yamo. Bruce will survive
three blows before he loses a life
his, opponents will lose cons-
ciousness after two or three
blows which gives Bruce a brief
respite to gather the lanterns
and be on his way to find the
button and kill the wizard.

Points are awarded for collect-
ing lanterns and laying out any
of the opponents, 2000 points
are to be had simply for entering
a new room. With every 30,000
%ﬁmts a new life is given free.

@ total points scored for each
player are shown at the top of
the screen together with the cur-
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rent high score and the number
of falils remaining before the
game is over.

One rather useful feature of
Bruce Lee is that the game all-
ows allows the player to com-
pete against either the computer
or other players. Apart from the
first option of playing against
the computer a second option
allows an opponent to assume
the role of Yamo. Alternativly a
third option allows two players
to take turns in being Brucs,
against the computer or with a
third opponent as Yamo.

®'Bruce Lee js one of the best
action packed animated games
an the market. The graphics are
very detailed, lively and good
looking they add a bit of zest to
the game. What makes this
Eame different is that you play a

ey character actually fighting
against your enemies who are
ace Kung Fu artists. The way that
Bruce punchas, kicks and ducks
is exceptionally good andterrific
fun simply to knock the stuffing
out of your opponent. One of the
strange things about this game
is that when you leap he Tooks
like a trained ballet dancer. As
the game progresses it's get
considerably more difficult. 1
must say that | found this game
terrific fun, US Gold have really
got the ingredients right this
time.

" @'There’s something about this

game that makes me come back
to it for more, in fact it's one of

the few ;ames that | have ever
bothered fo complete and the
novelty stiff hasn’t worn off |
think that Bruce Less must be
one of the most original games
I've seen. It has well drawn and
animated graphics which make
Uf for the poor sound. | loved
the way that you actually make
physical contact with  your
enemy (eg a punch on the nose
or a kick in the ribs) instead of
Just zapping with & photon lazer
phaser, the game gets a certain
feel to it (f know, I'm a sadist].
Another nice touch is the way
the two epponents get into a

fight if they get in each other's
ways. [ really enjoyed playing
Bruce Lee and although it was
easy to complete lwill keep play-
ing it fust because | like beating
up the nasties.

®'Although Bruce Lee does not
have the complexity or size of
Jet Set Willy you are constantly
waging a battle with the Green
Yamo and the nasty Ninjas.
Fighting is achieved in typical
ariental style with several move-
ment options, kick, chop, jump
or duck, Initially this took a little
getting used to. As you battle




deeper into the palace you
encounter other dangers and
hazards which are more typical
of a platform game, these incl-
ude electric charges, exploding
plants and daggers. The sound
and graphics are good, the
game itself is very good and
great fun. It's one of the maost
addictive | have played recently.

SUPER-
CHESS
3.5

Producer: Deep Thought/
CP Software
Memory required: 48k

Jeremy Spencer considers his
endgame

| was surprised to find that we

hadn't reviewed that many
chess games in CRASH, | had
formed the opinion that the

world was awash with them and
they simp!\g were not , good
enough to find their way into
these hallowed pages. This one
is, Superchess 3.5 claims to be

100 times faster and 1500 times
more inle[ligent than any other
program. With my chess playing
ability being what it is | decided
to askin Syd, ourin-house chess
player. More from Syd later.

A lot of chess programs must
surely be sold to people who
either cannot play or are weak
Bta ers as well as those who are

rilliant; chess programs offer
an important function as tutors,

] ;ﬂfﬁ?‘""‘E

Control ke?: Q/Pleft/right, Q/A
up/down, Z-M chop or kick
Joystick: Kempston, Protek or
Singclair 2

Keyboard play: well positioned
and responsive

Use of colour: very good
Graphics: excellent

Sound: nice tune but mainly
spaot effects

Skill leveis: 1

Lives: 5-10 depending on
number of players

Screens: quite a lot!

General rating: excellent fun
packed gamea.

Use of computer: 85%
Graphics 90%
Playability 89%
Getting started 80%
Addictive qualities 92%
Value for money  85%
Overall 91%

Retail price: £9.95
Language: machine Code
Author: Chris
Whittington

they don't laugh when you maks
a stupid move (they simply
slauihter you) and they will
c,uir: Iy tell you ifyou atternpt an
illegal mave. A program that can
suggest moves is even more
useful.

What does Superchess 3.5
offar? Well there are seven basic
options, the first being to setup
a new game. Having done that
you.can request that the com-
puter will limit its ‘think time’ to
your average, or you could sim-
ply set the amount of time you
will allow it — effectively a sel-
ection of skill levels. This option
lets you set up the board to solve
chess problems.

Option 2 allows the board play
to be analysed, but should you
be in the middle of a game you
could use this option to reset the
game by moving pieces around
in answer ta the prompts. If the
game isn't going too well for
you, now's your chance to turm
the tables a little. Option 3

T
-

The only fully avtomatic and professional utility
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simply allows the user to change
the playing colours.

If a player is stuck for ideas
then option 4 can be used either
to make the computer play the
player's move or to suggest a
move. Option 4 can also display
a review of the moves made to
date. Option 5 allows the pro-
gram and the current game to be
saved to microdrive.

The screen displays a great
deal of information. At the top
there is a clock showing sach
player's total time and move
time. On the left the computer
shows its favoured move but as
it continues to think it may
change its mind. The score gives
some idea whao is ahead and
below that 'nodes’ show how
many lines of possible moves
the proaram has analysed so far.
Mare often than not this figure is
in the hundreds of thousands.
The computer also shows the
maves it is predicting it will
make which gives the player a
very good idea of the program’s
strategy, and using that infor-
mation the player ought to be
able to utterly frustrate the
machine.

\ criricism |

@ 'This is without doubt one of
the best implementations of
chess that | have come across.
Given a fair time setting it will
play a very strong game but
more importantly the whole pro-
gram seems geared to help the
novice. The information given,
together with the facilities to
suggest moves for the player,
make this program & superb
tutor. The program is menu
driven and wvery well error
checked, which makes setting
up the board a delight. The
?hraphics are very well done so
the board layout is clear and
intelligible. My own chess play-
ing is very weak but | shall be
using Swperchess 35 to im-
E‘mve my play. See you in
oscow.’

® Syd's game started very well,
he had Superchess in check after
only 7 moves but from there, I'm
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afraid to say, that it was all
downhill. Syd was reduced to
adopting a defensive posture
fairly early on in the game, it was
apparent that Superchess was
making big plans and that Syd's
success was due, in part, to be-
ing able to muck those plans up
inthe short term. The game last-
ed for 1 hourand 32 minutes and
in that time 56 moves had been
made. Syd was left with a King,
gz;ghr and & Pawn, he was
ut

ced 1o making childish
maves around thé board in a
vain attempt to escape the ingv-

itable. To be fair to Syd though,
Superchess only claimed te be
g 104 points, the capture of &

ueen /s worth 144 points so
Syd had pretty well held his
own. To sum up, Syd's attempts
at a quick kil damaged the
Superchess 3.5 strategy but
towards the middle game the
persistence of the strategy was
paying off. | should point out
that Superchess was only
allowed the same time as Syd to
make its moves, that must have
cramped its style. (Syd is a ZX81
g;‘ay:ng Mikro-Gen chess at fevel

\ commenTs |

Control keys: as requested

Y. very easy
Use of colour: selectable
Graphics: very neat
Sound: spot only
Skill levels: varies according to
time setting
Lives: n/a
Screen: n/a
General rating: a superb imple-
mentation, well thought out and
easy to use. A must for those
thatwant to play chess with their
Spectrum.

Use of computer 85%
Graphics 80%
Playability 80%
Getting started 75%
Addictive qualities 85%
Value for money 76%
Owverall 85%

PETE N’
BARRY

Producer: Impact
Memory Required: 48K
Retail price: £6.90
Language: machine code

For the older joystick riders
among you the name Impact
may ring a bell or two, CRASH
technical supremo Franco Frey
claims he used to play Impact
g::mas when he was young —
ey must have been written for
Babbage's Difference Engine.
This is a new company and Pete
N’ Barry is their first program.
The object of the game is to resc-
ue a journalist from an asylum (1
knew someone would write a
arme about us sooner or later).
alglager is cast in the role of
PC Plod, who must enter the
maze of rooms in order to find
the bits of the doll. The doll? Ah
well you will need the doll, com-
plete, to exchange for the repor-

ter, you will also need to find the
video cassette. !

The five parts of the doll will
be spread around the numerous
rooms within the institution but
within each room you will find
thingies contact with which will

cause the policeman to lose
‘bottle’ {or energy). The energy
can be replenished if you come
across either a riot helmet or a
Daoc Martin boot. Your only def-
ence against the nasties is to try
and keep them offyou by repeat-
edly hitting them with your trun-
cheon, for this you will score
points. The collected parts of the
doll are shown within a frame at
the side of the screen, should
you manage to find the cassette
then you will be able to proceed
through a room to the dungeon,
but enter that room without the
cassette and you will die, sorry
but that's the way it is. In the
dungeon you will have to suc-
ceed in the ‘final confrontation’
before you can leave with the
reporter.

\ CRITICISM ___J

@'Please allow me to congrat-
ulate Impact on the production
of this game. The graphics are
very nice, the hirds eye view of
aach room while not new is ef-
fective and the game is hard to
play, it's a shame the game itseif
IS 50 uninteresting. | hope that
the use of nasty bloodthirsty
graphics aren’t meant to stimul-
ate sales but what other purpose
can they serve? Their entertain-
ment value is negligable. The
market has mo on. Impact
seems to have the ability to pro-
duce something a little special
so if you don’t mind I'll take a
rain check on this one and wait
for something better.

®'/t's nice to see a new software
house emerging when a lot are

giving up or going bust. Being .
the first game from Impact Soft-
ware | expected it to be pretty
good, original and p:’a‘yab.’a if
anly because these qualities are
more essential ina new, untried
company to enable them to get
established. First glance at r%is
ia_me proved it to be not unlike

tic Atac in looks at least, al-
though niot as visually impress-
ive. Un playing the game noth-
ing much struck me — the
?raphrcs_ never varied although
fie nasties vary throughout the
game. | soon became very bored
with this game, and when | say
soon | mean like after five min-
utes. There just didn’t seem to
be any content, For £6.90 it’s ter-
rible value for money and I've
séen far better games in the
budget range.”

@'The Ultimate style overhead
3D promises an interesting
game but although the rooms
are well designed graphically
the actual moving characters are




flickery and unsteady, and you
soon realise that there isn't a lot
to playing the game either. It's
also rather sad that program-
mers feel the need to keep on
copying older ideas, like when
g" u lose your last life and a Jet
¢ Willy tune plays as a long
arm comes down to pull off your
head — well it's a bit different
from the sguashing foot, but
similar in idea. Pete ‘n’ Barry
(where does the title come in?) is
above average by a margin.’

\ COMMENTS _4

Control : CAPS/Z left/right,
L/SYM SHIFT up/down,
| PIENTER pick up/fire

FLIGHT
PATH

Producer: Anirog
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Stefan Walker

This is Anirog’s program to put
you in command of what
appears to be a Boeing 737.
Flight Path offers the player 6
levels of d:ff culty, In'the lowest
level, called “First solo’, the pilot
is raquired to take off and clear
mountains at a height of 5000
feet and then land some 3 miles
further on. For the hardest level,
‘Test pilot’, the mountains reach
9,200 feet. At this level the land-
ing strip will be at a different loc-
ation each time and it will suffer
from severe cress winds — mind
you, you will be lucky if you

SPECTRUM

flaps and fire extinguishers.
Should the pilot survive then a
score will be awarded which will
be higher if the player has man-
aged to complete the take off/
landing sequence quickly — that
means the faster that you fly the
maore points you will score, if
you land in one piece, of course.

\ CRITICISM _

Joystick: Kempston only
Keyboard play: well organised
and responsive

Use of colour: 3

Graphies: good looking but slow
Sound: none

Skill levels: 1

Lives: 3

Screen: 100 rooms

General rating: very nice
graphics but the game is a bitold

hat reach it becausc?_l our engines By .
o are going to catch fire. ‘I really can’t find it in mysalf
Use o’. computer 653’:“ The cockpit display is straight | to get excited about flight sm-
Graphics 73% | forward. The pilothas a perspec- | lators any more, especially
Playability 56% | tive view of the runway and of | when thenarem run of the mill. |
Geﬂing started 53% | the mountains when they | noticed that this program was
Addictive qualities 45% | appear. The instruments include | also written for the Commadore
Value f o the normal array of dials and | range of machines and the
alue 1or money 95% | needles including status indic- | Amstrad. | assume that this is a
Overall 58% | ators for the undercarriage, | conversion from those mach-

N
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WE'RE SERIOUS ABOUT

At the VIRGIN GAMES CENTRES, we've worked
long and hard to put together the UK'S BIGGEST
RANGE of COMPUTER SOFTWARE GAMES. We've
got an unrivalled selection of...Adventure Games,
War Games, Classic Games, Family Games, Sports
Games, Business and Educational Software. For
Spectrum, QL, Atari, BBC, Electron, Commodore 64,
Commaodore C16, Commodore Vic 20, Elam, Enterprise,
MSX, Amstrad and Oric machines.

Plus a large stock of utilities, peripherals, chess computers,
baoks and magazines — and a range of Sinclair,
Commodore and Amstrad hardware.
And if you find choosing software hard, '
we have knoMeaMe staff to help you.

22 Oxford Street London WY, 170 Union Street Aberdeen & 94/96 Briggate Leeds
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ings, because thay all have in-
built joystick options so the in-
structions supplied would per-
haps make sense, but for the
Spectrum the instructions are
rubbish. The text refers to ’. . .
pulling the joystick back’ — but
nowhere is it explained what
type of joystick can be used or
even what the equivalent key-
stroke would be. The instruc-
tions tell me that | have to reach
& spead of at least 180 knots, but
| simply couldn't get the plane to
accelerate fast enough and as a
result | always went off the run-
way. The display is both clear
and easy 1o understand though
the labels tend to be obtrusive.
This just isn't very exciting.’

® ‘It's very hard to like a game
that makes gerting into it so
damned difficult. The accomp-
anying instructions are unusual-
glbrr'ef for a flight simulation,

t they are wholly inadequate
far & Spectrum owner, since
they have been written for CEM,
MSX and Amstrad. There is a
sort of conversion hit on a back
flap, but its mysteries are well
maintained. It says the cursor
keys may be used, but ‘down’

doesn't appear to do rmuch.
Onto the display— it's very hard
to get off the runway at all, and
you keep ‘crashing’, being told
vou are ‘off runway’. But the
viewscreen display shows the
runway safely ahead of you all
the while this appalling disaster
is taking place. | have to be
honest and say that | didn’t get
very far into the air, and couldnt
be bothered to go any further
with this program. it does havea
great tune at the start however
— now | know why the captain
plays soothing muzak on board,
while you await take off.”

® ‘Rubbish! An insult to
Spectrum software. How dare a

company put product out with-
out any instructions whatseover
an how to control the game
tasroplane in this case}? Where
are the instructions given with
this game? It's not as if you can
find out by trial and error, be-
cause the keys react so0 slowly
that you have to press them for
at least five seconds to get any
noticeable response, [s this
game written in BASIC, or an ex-
tended language — ‘slower
BASIC'? The display doesn't
actually show much and looks
graphically displeasing. After
trying for an hour | never even
managed to get an inch off the
ground. Did | read the price corr-
ectly? Is it £5.95 or 59.5 pence,

because that's about as much as
it's worth to me — the price of a
blank cassette.’

\ comments |

Control keys: 5/8 left/right,
accelerate/brake 0/SPACE {(we
think)

Joystick: no information
supplied ]

Keyboard play: very
unresponsive

Use of colour: not good
Graphics: mediocre

Sound: nice tune

Skill levels: 6

Lives: 1

Screens: 1

General rating: this may wark
on the other machines but the
Spectrum conversion seems to
be a botch up,

Use of computer 10%
Graphics 15%
Playability 5%
Getting started 1%
Addictive qualities 0%
Value for money 2%
Overall 4%

m___

SNAFFLE

Producer: Longman
ftware

Memory required: 48K

Retail price:

Author: Trevor Green

At first sight Snaffle begs to be
compared with ‘Scrabble’ so |
shall. Both games use a store of
letters from which the players
draw a selection, the object
being te form a word with the
letters so drawn. With ‘Scrabble’
each player starts with seven
letters and refills after a round of
play but in the case of Snafflethe
players can pick from a common
pool of letters that is added to
oneg letter at a time. When any
one of the players spots a poten-
tial word he keys in his *pick key’
to tell the E;og‘ram that he is
ready to make a word.

The main feature that Snaffle
offers is the ability to take
another player's word — | know
that because that's what snaffle
means (though not necessarily a
word of course). That's not
really so different from 'Scrab-
ble' because you could always
add your letters to another play-
er's word and get his score as
well but with Sraffie life is alittle
easier in so far that a player who
uses another player's word
really uses the letters of that
word mixed up in any order. For
example if a one player has a
word such as ‘cat’ andthe letters
'T,ON.EM.P.L, are in the pool,
a lesser player may decide to
draw the letters from the pool to
make the word ‘temple’ but a
really mean player would im-
mediately notice that the letters
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in the pool would combine with
his apponent’s ‘cat’ to make. ...
‘contemplate’. One word of
warning to the meanies amaong
you, the rules state that a player
can only snaffle another player's
word if the new word has a dif-
ferent base, in other words it's
not done simply to append a
chaps word with -s or -ed.

e tasks the computer has to
perform are toshuffle the letters
to be presented and display
them. It will judge an entered
word in a much as it checks to
see if the letters used are in
gither the pool or in another
player's corner. When it has
found the letters it will transfer
them from the pool (and/or
another players corner) and add
them to the appropriate corner,
The machine then gives the
other players an opportunity to
allow or reject a word. On the
scoring side marks are awarded
according to the length of the
word formed, bonus points are

iven if a word is made by snaff-
ing another player's word. If

one person enters a word that
the other players decide is not
kosher then the offender will
lose points and this is also the
case should an over-eager
player enter his ‘pick’ code and
then realise thathe can't make a
word after all,

\ CRITICISM |

@ 'Certainly Snaffle can be con-
sidered as a good wholesome
family game, there still aren‘t
thousands of those about for
computers. ‘Scrabble’ has cert-
ainly marked out a patch as one
of the most pepular board
games 80 | can see no reason
why Snafffe shouldnt find
equivalent appeal. The games
are very similar except that the
facility to use another player’s
words, mean as it is, does add
that little something. My main
concern is that | found the game
very easy to cheat at, especially
if you are playing against non-
computer experts, like the dog. |

kept re%ecting Poddy's words
and he finished with a score of
-10, it all happened so fast he:
hadn’t a clue where his words
where going. Seriously though,
the problem with using the sys-
tem adopted of allowing the
players to pull letters from a
common pool, is that a player is
forced to make short three letter
words before the next player
does, Good solid words can only
be formed by snaffling other
players’ words, with my family
that would end in tsars. | realise
thata 3ﬁelling checker would be
out of the question on the Spec-
trum but it was a pity that the
computer . couldn’t be left to
judge the legitimacy of the
words. The input system and the
graphics worked well but there's
nothing flash or clever about
aither.

\ commEnTs |

Control keys: asallocated to
ﬁiayefs

eyboard play: responsive
Use of colour: minimal
Graphies: adequate
Sound: not lavish but useful
Skill levels: 1
General rating: a similar game
to ‘Scrabble’ that has been
transferred wall to the

computer.

Use of computer: 65%
Graphics 50%
Playability 75%
Getting started 80%
Addictive qualities 85%
Value for money 85%
Overall 75%
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Producer: Incentive
Memory required: 48K
Retail price: £6.95
Language: machine code
Author:

A year and a half ago Incentive
brought out one of the most
original of maze games called
Splat!. This new one is also
pretty original in concept, al-
though there are one or twonear
relations as precedents, like the
arcade game with trains, Micro-
sphere's Frain Game and, less in
style but more in concept, Acti-
vision's Zenji.

The story behind the game is
that having located the Con-
fuzion bomb factory, your miss-
ion is to destroy every bomb in
the place. These bombs lie along
the edge of the ‘assembly
room’, and in the centre there
are moveable pallets lying
around covered in bits of fuze
wire, the bombs are destroyed
by guiding a spark along the fuze
wire until it reaches a bomnb. Like
those old fashioned plastic hand
games where you slid the
squares about by using the one
free space, in Confuzion you
must move the pallets by sliding
them into the one or two free
spaces available. In doing this
the route of the fuze wire is
drastically altered. The trick is to
move them in such a way that
eventually the spark can reach
all the bombs one after ancther.
To make life more difficult on
each screen you have a time
limit imposed by the length of
time the spark will burn. On top
of that thera is the fact that if you
let the spark run into a dead end
or to the edge of the assembly
roem floor, it will lose some of
its energy, thus shortening the
burn time. But this isn't all — the
sprinkler system also releases
droplets of water which will run
along the bits of fuze wire and
should spark and drop meet,
you will just get a damp squib.

The game has 64 levels — B
sections on 8 floors, and the
player is allowed access to any
of the first six sections. After
every eighth level there is a
bonus screen and after every
four levels completed you are
given a bonus spark.

i —

® ‘I love puzzling games, in fact
I'd go as far as to say that | thrive
on them. But this one is, shall |
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say it, confusing. Presumably
this is what it's meant to be any-
way. On the early levels avery-
thing seems pretty straight-
forward, but as you progress it
rapidly becomes extremely diffi-
cult and frustrating, confusing to
play. By the time you reach the
stupid rigures level of play, like
level 4, everything comes seem-
!nFlv against you and imposs-
ible, but then again, most people
like something to go for — | do,
Whatever happens on lavel 64, |
just dare not think about! A
game for the arcade/intellectual
— a thoughtful and playable
game.’

® ‘Confuzion is the sort of game
which %_r'ves frustration a good
name. There's something very
compelling about it— it looks so
simpie, yet turns out to be so
difficult that it just gets to you
after a short while — you get
very mad with yourseff,
Graphically it looks attractive,
although there isn't anything

exceptionally  exciting about
them, but they are brightly col-
oured and move extremely fast
— the revolving bombs are very
neat. | suspect that people are
either going to fove or hate
Confuzion, but you certainly
won't be ndifferent to jt, and if
you do like this sori of game
then I think you'll find it except-
fonally addictive.”

@ ‘This has something in com-
mion with Activision's Zenji inas
much as you have to 'feel’ your
way to the solution. The spark
moves about fast enough to
keep you constantly on the hop
and stop you from thinking. |
could understand some pecple
not liking it, or finding it too diffi-
cult and not exciting enough to
keep their interest, but for me
this isn‘t the case. | think Con-
fuzion will become a classic of
its type — the puzzlefarcade
game, and as such it is playable,
though very hard, a certainly
addictive.

SFKS:-2

=
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Control keys: user definable,
four directions needed
Joystick: : ;
Keyboard play: responsive, dir-
ections may be reversed to suit
Blaver's arientation preference

se of colour: very good

Graphics: although essentially
simple, chunky, fast and smooth
Sound: above average
Skill levels: progressive
difficulty
Lives: 6
Screens: 64
General rating: an unusual and
original arcade/puzzle with

lenty of difficulty leveis and

eatures suitable to multi-player

use,

Use of computer  89%
Graphics 83%
Playability 85%
Getting started 86%
Addictive qualities 84%
Value for money 87%
Overall 86%
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Clever.
Mischievous.
Intelligent.
Dangerous.
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Gremlins the Adventure,
available eaﬂy April on Dealers contact: Nigel Banford, Adventure International
85 New Sumnmer Street, Birmingham

Spectrum, Commodore 64, C16, Telephone: 021-359 0801
BBC and Electron. © WARNER BROS INC 1983
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Producer: Elite

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

Grand National follows hot on
the heels of Elite's last effort The
Dukes of Hazard, While there
have been a few horse racing
games on the market Grand Nat-
jonaf goes further by becoming
meore of a simulation — it lets
you ride a horse round the most
challenging course in the worid,
Aintree.

the runners, their form and
odds. Unless you opt not to bat,
up to five horses may be selec-
ted from this list, unless of
course they are shown as 'non-
runners’. You are expected to
assess a horse's chances by
considering the ‘going’, the
form and the odds. The punter
starts with an initial purse of
£1000 and winnings from gamb-
ling or racing will add to this but
any losses will be deducted.
After your bets have been
placed the amounts are shown
against the nag of your choice,
less 10% betting tax of course—
who said computer games
aren’t realistic?

The first screen shows a list of [

GRAND NATIONAL

While the first page is being
displayed the player can decide
whether to go for one race only
or try for a racing career, The
latter option makes for a much
more involved game.

Before the race proper the

player must exercise the same
ﬂjdgamam in picking a mount as

e would in ¢ oosm? a horse to
back. After the selection has
been made the screen changes
to show & view of the course.
The main part of the screen is
taken up with a bird's eye non-
perspeactive view showing the
ﬁart of the field occupied by your

orse and its immediate neigh-
bours. On the screen's top right
is a profile shot of your mount,
this view is very important asthe
}umpmg is one of the most dif-
icult tasks that you will be ex-
pected to perform. In respect of
these split . screen graphics,
Grand  National resembles
Show Jump from IMS and also
the new World Series Baseball
from Imagine. Your mount can
be steered left and right and
encouraged to go faster by
using the whip k wh1ch must
be applied “decathion’ style.

Other information given
would make a real jockey green
with envy, for not only is there a

map of the course complete with
a tracking dot and fence indic-
ator but the horse’s energy and
speed are given in bar graph
form, one on each side of the
screen. Even more information
is provided at the base of the
screen, the number of fallers,
number of horses retired and
total horses still running. You're
even told the number of the
leading horse and your own

position in the field.

If you fall then the race is con-
cluded immediately but the fin-
ishing positions are given in the
race report. If you have ridden
your race in an ungentlemanly
manner, barging into other
horses for e‘xampie you could
face a steward’s inquiry, this
may only lead to a fine, but you
could be banned which would
do little for your career.




\ crimicism 4

® 'On the whole this gama is a
vast improvement on Elite’s last
release. The graphics are very
good and the game, being mora
than just a betting game, offers
more involvement. While on the
subject of the graphics | think it
fair to say that Elite found a good
compromise, aithough you can
enly see 8 small section of the
race at any one time you do geta
good overall impression, any
attempt to put more on the
screen would have resulted ina
loss of definition. | have a couple
of small niggles, however. This
game has no provision for each-
way bets; the method adopted
for increasing the horse’s speed
is a little difficuit to come to

terms with, all riders know that
the whip is an aid whereas the

ame requires the player to use
the whip continuously in order
to maintain speed. Such indiser-
iminate use would have a real
jockey banned for life. Grand

ational is a substantial im-
provement over the last efforts,
one of the best to emerge from
the Elite stable {sorry!}. | would
have thought this game was
well worth considering.

@ ‘Grand National s the first
proper horse game that actualfy
lets you control the horse rather
than simply betting on them.
The graphics are good and the
colour is used well. Sound is
very flimited. When the game
starts you have an option to bet

on horses, but the actusl race is
the highlight of the game. It's a
sort of decathion type (don't get
too worked up it results in a very
raw fiorse.) The race part is very
authentic, down to the steward's
inquiry and resultant fines. Get-
ting round the course is not easy
A; because of the infamous
Jjumps and B; because of the
other horses in your way. There
is also a tactical element to
Grand national, which horse do
you go for? a good all rounder or
a fast finisher, plus you have got
the energy barito keep an eye on.
This is definitely the best horse
race game around and for once
Elite have put a good game be-
hind the graphics.

® 'As usual Elite have produced
smashing graphics but without
much of a game. It has to be said
that this is by the far the best
horse racing type game. The
graphics and animation are very
realistic, The trouble with simu-
lations are that you are placed in
a realtime situation, and it
seems to take ages to complste
the course as you race round it.
By the time you get to the home
stretch, your hand is just drop-
ping off from pressing the key to
go faster. At least this isn't justa
racing simulation — you can bet
as well. | thought Grand Nat-
ional was quite easy to win, for
instance | achieved first placing

on the first time | played the
ame. Although a different idea,
can’t really see the point of the
game, and | can’t see it selling
much apart to horse and racing |
fans. Still, the best horse racing |
simulation for the Spectrum.’

| COMMENTS |

Control keys: Z/X left/right, Pto
jump, and O to crack whip
Joystick: none

Keyboard play: responsive but
very tirin

Use of colour: sultably green,
above average

Graphics: nice, smooth scrolling
action, good horse animation
Sound: greattune thatgoesona
bit, can't interrupt it, no other
sound

Skill levels: 2

Lives: 1

Screens: scrolling action
General rating: best horse
racing simulation for Spectrum,
mixed opinions on playability
and addictive gualities.

Use of computer 60%
Graphics 85%
Playability 62%
Getting started 78%
Addictive qualities 72%
Value for money 70%
Overall 79%
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Alien Spaceships (O.K, so what's new!) A'n’F have updated Cylon Attack
(a very sought after game) so popular that A'n'F had great difficulties to improve the

T

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
FROM A'n’F

SPECTRUM 48k— Other games avallable:

Chuckie Egg—£6.90, Alpha-Beth £5.75

Woodbine Street East, Rochdale OL16 5LB

e

A&F Software, Unit 8,
Canal Side Industrial Estate,

Telephone: Rochdale 341111




World
Series
BASE-
BALL

Producer: Imagine
Memory required: 48K
Retail price: £6.95
Language: machine code
Authors: lan Morrison
and Robin Muir

After the spate of American
Fpothaﬂ ﬂmulatnna, comes the
% American ‘sport —
I, Thus program is also
interesting in view of the fact
that it is the first from Imagine as
now managed by Ocean. As the
inlay utaim baseball m similar
toEurapean ‘Rounders’ — upto
a point. Each team either fields
or bats — a half 'innings’ lasts as
long as the batting (or mnkin;{]
team keep three men in. The ball
is thrown by the Pitcher at the
"Smlserand itmust remain within

‘home base’ where h
,mih.A striker is ‘out’ lfha
misses threée successive strikes,
is naughthara fielder, ar run out.
. pitch 1s marked with four

Huas. aﬂ&'&“é‘f [ Rolder with
an elder w
hiaMmt baag or if the
runner is * “by a fielder
holding the ball between bases,
Sa ‘much for the game idea.
World Series Baseball allows
two play o compete against
aaah ar simultaneously us-
either the k ard or suit-
a twin jo t‘hn;mmuiﬂ
one r versus the compi
The mn display shows the
squared off pitch surrounded by
the grandstands on atl s:das.
Centred at the rear
grandstands is a large dl&p&nv
scmen an which comes up most
the information relating to the
gama This is also used, how-
ever, to display a large, "mda»an‘
close url of the pitcher throwing
the ball, its travel, and event-
‘ually the s!rlienr hitting it. This
gives er(s) an oppor-
tunity o both the long
view action and the close up for
fine tuning. Control of both pit-
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ching and stnknng is achieved
through the or joystick, and

- ﬂaldqu? control is handed auto-

matically over to the fieider
nearest where the ball will land.
On the long view, the ball's
shadow acts as a guide to catch-
ing shots.

\ CRITICISM

@ ‘The graphics of this action
simulation are excellent, eve
‘as good as Ocean’s Ma;
Dar, and the screen Iavﬂ:!traal:g
amwhel‘ﬂ a
tremendous

! gsme
.attention to Cfﬁﬁlll right down to
the between prancing

cheer leaders which can be seen
in ranks on the field, while the

- close up screen shaws them in
-animated detail. Skill is required

in both pitching and striking, to
judge the pmmn-ofma balland

of the real game. The
iscmen graphics work well. Play-

the strangth and angfa of the
shot. Cantrolling your fielders is
;{mnmng lstgs Iaswe out ﬂ ms
irst p until you @
hang of how the game goes, and
then |ustwhsnvauthought-,pnu
had itﬁatll pe;t, mr strategic
areaof playis o u

I like the fact that this Igoneof*
1I'Imsgd rare games that H];t be.
play ‘)eapla simultan-
sously. %ﬂ real joy ufthis ma
is the elegant way in wh

top screen and main plavfmq
area interact with each other.
think Baseball is going to prove
immensely popular.’

@ ‘Baseball is a good simulation
split

s a little difficult at

samai
-ﬁm{ and early attemg ts at strat-

?IG ﬁaldlng in sheer

Rounders, oops sorry,
Basaball is weell done, but | don't
really need to see ads for local

stores between games. Mind
u, this could redumtheprmﬂ
ittle — thera's food for ight,
The addictive qualities tend to
build up slowly; give it a guick
gﬁay and you could waikawary
it for longer and you're
heotad It's nimmmmunﬂm

of Imagine repreaem“n good
games again.’

@ ‘| think the biggest guestion
mmrthe relaunching of Imagine
is why do it at all? I'm sure a lot
of people will be very wary of
buying an Imagine game until
th vehadagoodlookatit.Au
o | me itself it is the best
thing that has ever been rel-
eased by Imagine. The graphics
are gumfand ra are no raally
serious attribute problems. If |
had to liken this game to another

rts simulation | would say
it's baseball's aﬂduiua:iam . of

Playability is high and the game
is certainly addictive when you
consider that you can play it
against either friends or the
eornpu}.erwg?uhnfﬂ!ls %”d sUr-
prising -3 pactrurn
and wrnur is also used well
because you can define the col-
our of your teams. Getting
started on this game is relatively
simple and none of the proc-
edures for ing the game are
aw’_iuilv iex. This 15 a very
orts simulation and
th in: lives updtn the
a at imagine tried to port-
ray ?nr their games before they
went bust. D\rafamll an sxca!llam
game especia you [
sportssimuhtions.

\ COMMENTS

definetheir own keys (as long as
no key is shared)

Joy;h almost any via UDK
Keyboard ¥

play: responsive
Use of colour: generally

excellent, team colours may be
altered

Ghr?h ics: the small ‘on field”

characters work well, but
:he!a"rga; closeup’ gr&phmam_.
Snund good tune and spot
effects

Skill levels: depends on the

layers!
Eﬂl‘lﬂ‘ﬂ rating: an excellent

astu}n sports simulation with
ry good features.
Addil;ﬂwtv and playability is
high, but more so with two
pls};l;s— our rating reflectathis

Use of computer
Gmpht;lﬁshy
l'l mmﬂﬁ
es
Value for r?:gw
Overall

91%
92%
87%
85%
89%
85%
91%
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compiled by CHRIS PASSEY

Just about the first ever video games to appear in
pubs during the 70s were sports simulations — the
most famous being Pong Tennis. Sports games have
never lost their fascination and have continued to
form a large part of the software output for home
computers. Have they had their last gasp though? It
seems not— just at a moment when the stream of
programs appeared to have dried up, along have come
a spate of exciting action-simulations to revive the
genre. it seems an appropriate moment to take a look
at all this sporting activity.

Over the last Kaar many releases were directly
influenced by the 84 Los Angeles Olympics, while
others were more obviously traditional simulations of
sports like football and car racing. Releases of arcade/
pub favourites also proved popular, noticably Pool

type games.

Many sports have been used as the base for games.
Some had better results than others. Not all of the
sports were fast action, there have been quite a few
releases of golf, cricket and darts games. In total there
are about sixteen different groups of sporting
activities covered. This marathon (no pun intended)
roundup briefly shows what is and was available. As
well as an outline of the games, | have also
commented on general and individual standards. The
games ranged from some excellent simulations down
to some fairly yuckky ones. Onwards. . . .

A Special CRASH Supplement which looks at the many
Spectrum programs devoted to Sport in all its varieties,
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DALEY THOMPSON'S
DECATHLON has proved
the most popular of the
‘Olympic’ games based
on the arcade original
TRACK & FIELD. This is
the game that has
thrashed a thousand

5 a
drawback to the
version is that

Daley runs all alona.

The lonely and
unconvincing stick figure
in OLYMPIC CHALLENGE

Is certainly no match for
Daley Thompson. The
game ‘sports’ a fairrange
of events, but the
graphics do little for the
feel and atmosphara, and
player control is poor.
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OLYMPIC/ATHLETIC

There are aver half a dozen Olyg‘?ic ames avail-
able, the spate having been inspired by s Angeles,
Generally game play falls into twa main categories.
Firstly there is the arcade method of pressing two
keys as quickly as possible {based on the arcade
original Track and Field); secondly there is the less
strenuous method of using up a fixed reserve of
energy with more energy used as you increase
speed etc. Neither type really allows much strategic
skill to be employed, whatever the software houses
may claim!

DALEY THOMPSON'S DECATHLON (Ocean) is
probably the best known game ofthis type and it has
proved hard to beat. It contains all of the decathlon
events which include various running events plus
throwing and jumping events. The graphics are
excellent, even if Daley is white, Overall the control
is responsive and the game highly addictive. My
anly criticism is that | wasn't given a pole for the pole
vault on many occasions! This is one of a few bugs,
none of which really spoil the playability.

OLYMPIC CHALLENGE (Century City) includes most
of the events as available in Daley’s. lgnore the cas-
setta cover showing karate and gymnastics —
they're not included. The graphics are basically of
the stick man type and not ve convincing. The
events are varied and acceptable but there really
isn’t anything outstanding here.

SPORTS HERO (Melbourpe House) has some very
aood graphics with an excellent style of running.

utthat is the problem, itis mastly running. Thefour
events are the 100m, 110m hurdles plus long jump
and pole vault. These are good, especially with three
skill levels and Melbourne's usually high standard
of graphics, but the let down is that there just isn't
enough variation to keep the game interesting. Odd-
ly, for some reason CRASH never got around to
reviewing this game.

OLYMPICON (Mitec) is a fairly average offering
which is not really very playable. The fact that it also
has few events, five, severely limits the game’s
addictive qualities. With so many better ones avail-
able, | wouldnét worry over this one at all.

RUN FOE GOLD (Hill MacGibbon) is, as the name
suggests, purely a running game. It differs from the
other games as it is shown in 3D as If you were just
running behind the athletes. The line drawn 3D
runners are extremely well animated, almost life-
like. The game offers several middle distance races,
and vou have to gualify to move up intheworld. Aun
for Gold also differs in the respect that you have to
steer your runner around the track, which oddly
gives it the feeling you might get from a road racer
gartae. A good program, fairly serious, for runners
only.

ATHLETE (Buffer Miera) offers some reasonably
animated graphics, with four running events plus
the hammer throw— an oddcombination. Again it's
a shame that there aren’t more events. The power
reserve method is used here, more practical when
using the keyboard, but not as much fun as thrash-
ing a joystick. Generally this game is okay but not
over addictive and definitely outclassed by some of
the better offerings.

MICBO OLYMPICS (Database) is not only the first
eerious contender in this category but also one of
the better offerings. It offers five running, three
throwing and a couple of jumping events. The

raphics are good although not quite in Daley's or

parts Hera's league. A key basher which shows an
opponent on the screen controlled by the computer.

OLYMPICS [CRL) has got to have the widest range of
events — as well as the usual it includes cycling,
swimming, rowing and constantly breaks between
events to rejoin a marathon. The format for all
events is pretty simitar and the graphics are small,
unconvincing and of the block type. With this one
you could train the dog to press ENTER every now
and then while you go out for a run! Itwas a huge let
down when it came out.
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OLYMPIMANIA. [Automata) also entered Piman in
the Olympics stakes in this five events-lon potty
arcade game, Definitely NOT a sports simulation!
Quite silly but fun. Avalon Hill also entered Stickman
in the Olympics, but this is below ave rage and not at
all addictive, That about winds up the track/field
games, apart to mention the new release from Mar-
tech, BRIAN JACKS SUPERSTAR. This will probably
be reviewed in the next issue, but briefly it contains
eight events as you might see in a ransworld
Superstars production on TV — Arm dips, Sguat

thrusts, Canoeing, Cycling, Football, Swimming, g

Archery and the 700 metres. It falls into the Daley's
method of propelling your man along, Martech say
it is "one of the most exciting, addictive and chall-
an?ing games you will ever have atternpted’. My
feeling is that it won't displace Daley’s,

but the graphics hold up

FOOTBALL A . T e A gy

Of the football games avasilable there are both
arcade and strategy/simulation types.

STAR SOCCER (Watson) was the first on the scene
inthe arcade stakes — it was also the first to leave it.
This 16K game was similar to the old ‘men on rads’
style games of the 70s, The graphics were a bit
limited, little squares in fact, but in its day the game
was fun and, rarely, intended for two players simul-
taneously sharing the keyboard.

WORLD CUP (Artic) was seeond to hit the scene.
This is a reasonably good game, with neat graphics,
Play is okay but generally things are not up to the
standards of similar games for other machines. it'sa
great 2-player game, with tunes and crowds creat-
ing a good atmosphere. Throw-ins etc are computer
controlled.

MATCH DAY (Ocean), the most recent release, is the
definitive version of football for the Spectrum, con-
taining convincing graphics and high plarability.
The game turns out to be very authentic in play with
corners, dribbling, passing and throw-ins all con-
trolled by the player(s). The depth of play is excel-
lent and generally the game is attractive and fluent,
It puts similar game for ether machines to shame.
Ocean seem pretty good on the sports front.

Football Simulations put you in the position of

runn, a club/team, They tend to be muostly

(afthough some games do include

‘action replay’  highlights) and involve

finances, 'rra maney, team stra s
s, skills and pitch tactics. Gene,

st

the aim is to get to the of the L
without going aneinﬂybmfntm ':.;::.
Many of these games are written in :

FOOTBALL MANAGER (Addictive Games) is prob-
ably the best known game under this headi ng, andis
also the first, dating back to the days of the ZX81— it
was upgraded when the Spectrum arrived. All of
which makes this an old game now, but still a con-
tender in the outer reaches of the Hotline Chart. its
features are typical of the genre and it includes
animated game highlights. These are shown in VEry
simple graphics. Still popular and enjoyable.

CHAMPIONS (Peaksoft) is another early game. It is

quite similar to Foothall Manager but contains no

Eraphic highlights. Riating fans and the European
up are its two main different features.

THE BOSS also by Peaksoft is another simulation of
the text-only variety. In addition to the usual factors
like expenses and injuries, there are few other faat-
ures such as spying included. Basically The Boss
has much less appeal than Champions, and the long
wait for match resuits does little to heip.

UNITED (CCS) is strategically a good game with
plenty of factors and variables to play around with
especially in the areas of team selection, buying and
training. United even offers dirty play tactics to give
your team the edge, with appropriate penalties if

¥

fe

Watson's STAR SOCCER
was a brave attempt at
interactive football before
the programming skills
permitted a raally
exciting game,

A year and a haif later and
Artic’s WORLD CUP was
beginning to look more
like the real thing and play
like it too. Automatic
throws, corners etc,

The present culmination
is in Ogean’s MATCH
DAY, which is also a
match for almost any
other machine's version.
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For along time
FOOTBALL MANAGER's
animated highlights were
the nearest to the real
thing for many people,
and the game's strategy
elemants still prove
popular.

| B
e AMERICA

A simulation of complex
strategy to match the
convolutions of the real

Graphics, as usual in such

games, are the weakest
point, but are designed as
an aid rather than a thill.

From the same graphic
stable comes an
interactive Squash
simulation from New
Generation — JONAH
BARRINGTON'S
SQUASH. This program
also talks, using Jonah's
vioicel
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FOOTBALL

ou go over the top or get too obvious. Match high-
ights are shown but may be skipped if you feel you
can‘t wait, but the graphics here are pretty yuckky,
so | suggest they are skipped.  ~

SUPER LEAGUE (Cross) is last but by ne means
least. This an;;qafn;u'n%I qama offers all the features
expected in a football simulation and is pretty
decent. It's never received the hype attached to
Footbal! Manager and may therefore have been
overlooked — it might be worth your while putting
that right.

N SPECTATOR SPORTS

American Football has always had a minority cult
following here in Britain, but recent exposure on C4
TV has brought it a wider audience. For computer
games it offers a minefield of strategy technigues to

jecome involved with and is more to do with gen-
en&ls commanding armies than.-men kicking a ball
about. ...

AMERICAN FOOTBALL (Argus Press Software) has
got to win the prize for the biggest box I've seen in
ages! The game is a tactical simulation rather than a
player-controlled action game. As is usually the
case, then, the graphics are pretty simple, more of
an adjunct so that you can see visually the effect of
whatever tactic you decided upon. A lot of the
game's content comes with the detailed booklet,
which excellently teaches the basic principles ofthis
axtraordinary game. American Football is a very
good simulation of an increasingly popular game,

S FOOTBALL [Softstone) is basically a ‘football
manager’ with sorne American thrown in for good
measure. There are few commands and the game is
quite inferior to'the Argus offering.

While I'm on the subject of spacifically American
Eames, Imagine (now under the Ocean umbrella)

as just released WORLD SERIES BASEBALL, which
is reviewed elsewhere in this issue. In a sense itisa
follow up ta Qoean’s Match Day in playing style and
in the excellent graphics. Well worth the price.

TENNIS

MATCH POINT (Psion) is the only offering here. A
direct descendant of the old video 'Pong’, with its
cleverly designed 3D graphics it's a guantum leap
over the ancient flat bats and ball TV games of the
late 70s. Hitting the ball is a little difficult at first but
when mastered, some éxcellent rallies are to be had.
| find the auto-changeover sometimes confusing. If,
after a hard match you find yourself suffering from
‘tennis elbow’, then you can sit back and watch the
computer play an exhibition match. Match Pointisa .
worthwhile addition to any sporting library.

Although it isn’t quite tennis, a new game from New
Generation promises all the thrills of a fast ball
ame in the form of JONAH BARRINGTON'S
QUASH, which is previewed in this issue by Lloyd
Mangram.

BOWLS

Just a quick mention here for BOWLS (Lotus Soft).
Thisun :ksl:j/ action simulation of the sedate game is
rather dated now, and has anyway been withdrawn,
Basically you play by determining the direction of
the throw using cursor keys. Strength is selected by
the weight of | used. A pleasant change from
saving the world as we know it, but hardly addictive.
This is probably due to the fact that bowls is a game
of feel, difficult to achieve by pre-set selections, and
s0 it lacks atmosphere.




- SKIING

Casting my mind back several months | can
remember my first, very short and painful atternpt at
skiing. Have no fear as this too is a sport you can
enjoy at home.

HORACE GOES SKIING (Sinclair) gets us off to 8
light-hearted start. This is a vertically scrolling game
in which you guide Horace downhill, through the
ates and avoiding the trees. It's inter-woven with a
rogger type game. It isn't in any sense a serious
sports simulation. Today it is dated but still
playable, although it was never addictive,

5K1 5TAR 2000 (Richard Shepherd) is the only really
serious attempt to implement a skiing simulation.
Since it was reviewed in CRASH, Shepherd still
haven't released production copies — we can only
hope it will be out soon, It's a line drawn 3D game in
which your view is of the oncoming obstacles. It also

| SKISTAR 2000, still
unreleased, is the first

incarporates an elegant course editor, which uses real attempt at a 30D ski
icons 1o rades'%n the course. This is a very brave simulation. The game has
attempt which has addictive overtones that can be | many features suchasthe
increased by playing it with friends. Great for a night | icon-driven course

out on the Piste. designer.

MARTIAL ARTS

KUNG FU (Bug-Byte) (or, as one reader corrected, e
Karate) is another unlikely sport to become a . it
computer . simulation. Bug-Byte have done an (5 - o i

excelient job in creating a highly original and
plgﬁ_labie game.

. The graphics are large, clear and well animated
line drawings of the oriental experts. Aiming
accurately placed strikes and kicks at your opponent
until he collapses is the object of the game, while
retaining the correct defensive tactics. It makes a
nice change from the viclence of shaoting aliens.
The movements are nicely responsive and the
attacks well performed — in fact the movements are
very stylish. Unfortunately the game gets a trifle
ragebg}ive as you progress, but this is only a slight
guibble.

There could be more attempts in this area now
that Bug-Byte have shown the way, | suppose you
could include BRUCE LEE by US Goald, but this is
definitély an action arcade game, which precludes
much of the genuine skills required in Kung Fu.
Bruce Lee is also reviewed elsewhere in this issue.

POOL/SNOOKER

There are gquite a few games of this type about. the s
better ones tending to maintain a high level of

atmosphere which is partially due to good graphics
and ‘real’ features such as ball spin. Arcade Pool
was of course a popular pub feature and the
computer simulation became popular with software
houses quite early on in the age of the Spectrum, It
took a bit of time until the quality of graphics
matched the requirements of a smooth ball
movement, howewver, All the games mentioned
have the ability to vary the strength of the shot.

Bug-Byte's elegantly
designed and surprisingly
playable KUNG FU,
brings oriental martial

" arts to the armchair
spertsman.

POOL (CDS Microsystems) has been out for ages
now. It's a good version with accurate ball
mavernent and simple, yet nice contral. Cueing up is
achieved by moving a cursor around the edge of the
table. Despite its age it’s still a playable varsion, and
has proved enduringly popular,

POOL |Bug-Byte), another OAP, is a less close copy
of the original. It allows positioning of the cue ball
before taking a shot. Even so, this is not an easy
g?me. The graphics are clear, a bit on the large size

ough, and not very colourful, exhibiting some One of the grandfathers

flickering when in motion. of Spectrum Pool, POOL
L y from CDS gets the ball

POOL (Abrasco) is now unavailable, but I'll mention movement pretty well
itamyway for the sake of history. This game allowed and uses a friendly cueing
aleague to be formed — a nice feature. The graphics system, slightly updatad
were adequate although ball movement was too on their Steve Davis
rapid. Overall a pretty reasonable version. program,

CRASH May 1985 43




e T —

VIDEQ POOL (OCP) is a recent addition, and is
probably the best of the lot. The screen editar allows
trick shots to be set up, and game variations include
‘pot the ball in number order’. The graphics are
smooth but not aver colourful — lack of colour is a
feature of all these games, but more would probably
cause messy attribute problems {Ch for a Spectrum
hyper plus).

SNOOKER (Artic) was the first Spectrum Snooker
game. lt's got all the right colours but the ball
movement is a little on the sudden side. Direction is
not controlled in the more normal manner of a
moving cursor dot but by a cursor controlled
direction indicater line. This is okay but it doesn't

have the ‘right feel’. H

SNOOKER (Visions) is another unavailable game. It
used a cross wire to indicate cue ball direction. The
graphics were fairly average but the game did
incorporate ball spin, a useful feature, and it
remained a decent game in its day.

STEVE DAVIS SNOOKER (CDS Microsystems) is the
follow up to their Pool, and a worthy one too. The
game contains good graphics and has high
playability, allowing the use of side spin, screw and
top — factors which all add to the interest of the
game and the skill obtainable. Cross wire control is
used here too, it's fast and effective. On the whale
the use of colour (rather essential in snooker) is
geod, with only some deubts between yellow and
green.

GOLF

Golf was a 'natural’ for the computer from the word
0. The real problem lies in how realistic the simu-
ation can be made to feel and how many real elem-
ents, like wind, can be incorparated without making
the game pointless to play.

GOLF (Virgin Games) is, like so many of its coll-
eagues, written in BASIC. This isn't always quite the
drawback it might seem, but in this particular case
the program crashes if the wrong input is used —
and that definitely is a drawback! As a resuit of the
BASIC and the way it has been used the graphics are
drawn with aching slowness and look a bit boring,
which tends to make the Eame the same. Opticns
are given for handicap, club selection, direction and
stren of shot, and great play is made of the wind
variable — too much though, the game can quickly
become unplayable, and the direction compass idea
is the most cumbersome of them all.

ST ANDREWS, GOLF (Artic) is a reproduction of the
classic course. Well known parts of each hole are
shown and so is a bit of the history. Again, the.
graphics are rather simple. Club options and direc-
tions are featured, as well as a close up section for
the green shots. This game is more elegant than the
Virgin one, but it still leaves a bit to be desired.

ROYAL BIRKDALE |Ocean) is another version of golf
featuring a famous course. This program sports its
best feature at the start — the screen picture. Also
written in BASIC, this (for Ocean) early sports simu-
lation is-also theirworst, and it doesn't rate very well
against the other golf programs. Direction and type
of shot are the main variables here.

With HANDICAP GOLF CRL, of all .Fheopls. broke the
rather boring line of golf games. The Aag;h:cs can-
not be described as ultra-brill but for IC they're
good and they certainly walk all over the other golf
games. This is a very scenic version with animated
caddy as well as player and some neat little touches
throughout, especially in the playing mode. Even
today, there's still nothing to touch it.

¢ CRAZY GOLF (MrMicro) is not a traditional style golf
game as it's based on the 'Blackpool’ front crazy golf

mﬁm g course scenario. The idea happens to be a good one,
& : Lk E e but the uninspiring graphics spoil what could be

! : ; i ; something worth playing. _
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ROAD RACERS

Many of these programs verge on being arcade
games rather than sports simulations, but I've in-
cluded them because | haven't played on many of
them for a while — so there! The usual features are
several tracks upon which to race, usually based
loosely on the real thing, opponent computer-
controlled cars, road hazards including water, oil
and night driving.

CHEQUERED FLAG (Psion) was probably the first
true car simulation. It's well implemented with
adequate graphic presentation. The game itself is
retty good, but is a little too serious if you are
woking for race fun, as you are the only car on the
track, racing against the clock. It is improved by
playing in groups and trying to improve times of the
various tracks offered.

FORMULA ONE (Spirit now Mastertronic) was the

ame that promised all but gave substantially less.
%he ill-fated ashtray — sorry, steering wheel — was
a joke, So instead of rolling it over the keyboard as
intended, the keys have to be pressed — and control
is appalling. Mind you, the 3D warks fairly well.

POLE POSITION (Atarisoft) — the ‘real thing' —
eventually arrived almost a year late and generally
was not up to the standard expected, or up to that of
the original. However, it is still above avgerage as a
game, graphically reasonable with good colour. The
car doesn't handle all that well though and it's high
price knocks it on the head.

ENDURO (Activision) is another expensive official
game. The 3D graphics are fast and smooth but not
strongly detailed. This is less of a ‘cockpit’ view
game Keyboard response is good and so is car con-
trol (rather vital in such games). Enduro’s strength is
in some of the features retained from the original
such as twilight and night driving. Again an above
average game hammered by its over-pricing.

RALLY DRIVER (Hill MacGibbon) is a more serigus
simulation which is haif educational in aim. The
gama is well pmqrammad and contains too much
content - yes, that's foo much. A co-driver is & must
to read the map if you are going to get round safely
and fast. This one, tooy is rather expensive, but you
do get your money's worth, loads of features — a
real driver's game.

GRAND PRIX (Britannia) is now very dated. The

raphics were a brave attempt at the time, but even
rghen they failed and are certainly poor by today's
standards. Another drawback is the unrealistic way
you have to slow right down to overtake another
vehicle safely, and in the end the game becomes
repetetive. Only one track.

ASPEED DUEL (DK Tronics) was released as a com-
petitar to Pole Positian many, many months before
the Atarisoft game, It was and is pretty average all
round with fair graphics and a completely uncon-
trollable car. Several tracks and ice/water features,
I but they make little difference.

FULL THROTTLE (Micromega) is a biker's paradise
and it remeins a great game with excellent 3D
graphics which are smooth and very fast although
not very colourful: In my opinion this game out-
accelerates all the others. Features 39 other riders,
several tracks and some hazards.

FORMULA ONE(CRL) is more of a team simulation.
The actual racing plays a fairly small part overall. In
factthis is just as well because you don't race — you
watch it. idea is to spend money on the car and
driver, but these parameters do not seem enough to
me. Pit stops are player controlied, but the graphics
are nothing special. A change frem actually racing
and not too bad a one at that.

Digital Integration still haven't finished their long-
awaited 7T RACER, which is expected to be a direct
competitor to Full Throttle. Either the opposition has
scared them off, or they have spent the time making
itfar better. It really should be out soon!

FORMULA ONE, i
infamous for the Spirit
Software rip-oHf, finally

made its appearancewith

a plastic yellow ‘ashtray’

for a steering whael,

DE Tronics entered the
‘Pole Position” stakes
with SPEED DUEL, but
the car was very hard to
control,

One of the earliest ‘Pole
Position’ contenders was
Britannia’s GRAND PRIX.
The 30 line graphics for
the cars were notbad, but
playability was very low,

CRICKET

Like the sport itself, most of these games seam to be

awn-inducing. I'm sorry, | don’t find cricket the
east bit interesting, but others do, and so it's anly
fair to give them a chance.

HOWZAT (Wyvern) is endorsed by Brian Rose

{England). He called it ‘addictive’. | disagree. This

version is simply not interactive enough, Il you do

is to select a tearn and initiate play. | think the atmos-

ﬁhera is lacking and the poor graphics do nothing to
elp. At least it does have some graphics.

CRICKET (TJ Owen) has no graphics, being text-
only. Consequently you would expect it to keep you
busy with inputs, butin fact there’s not that much in
it. Addictivity is low due to lack of user involvemnent.
This cricket is for fans only, I'm afraid.

ASHES (Pulsonic) does contain some graphics, but
they are merely little unanimated stick figures. Like
the other games, Ashes is typical of computer
cricket games, just too cold (even in summer), At
least you do have to press ENTER to bat or bowl a
ball, so there is something to keep you awake, and
you can play around for ages adjusting your stick
men on the field.

TEST MATCH [CRL) was the first of the lot, and as
with their Handicap Golf, probably the best. Strat-
egy is limited, but there is a graphic field with a
funny running cursor for the bowler. Participation is
also limited ond choosing bowlers, .and the
game runs largely by itself.

ASHES, a cheapie from
Pulsonic, exhibits all the
classic failings of the
cricket simulations, lack
of player imvolvement
and very poor graphics.
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SHOWJUMP is a rather
unusual idea for a
computer game but IMS
do well with the split
screen graphics. The
jumping horse is well
animated, although the
overhead view leaves
something to be desired.

A game of excessive
drinking skill, DARTZ
hardly qualifies at all.

CHAMPIONSHIP DARTS
went a long way to being
an interesting simulation
of darts,

I VIISCELLANEOUS
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RUN YOUR OWN LEAGUE (Silicon Joy) is not a
ame, but an applications program that does just as
its name suggests. It is good at what it does and will
no doubt be an aid for club secretaries who happen
to own Spectrums. It will give fixtures and keep
league positions, providing printouts (if you own a
printer of coursel. Kevin Tomms (of Football
Manager fame} says that the program is not necess-
arily related to football, and may be used for any

league table sport.

That just about wraps up Grandstand for today.
There seems to be no fallfn? off in the popularity of
sports simulations, especially in view of the fact that

rogramming techniques and graphics have
improved vastly since so many of the abowve-
mentioned games appeared, that many of them
could be safely redone. Certainly in the area of golf,
there is room ‘}{or a really great version.

HORSING ABOUT mmmm

SHOWJUMP (IMS) iz a clever simulation using split
sereen graphics, The layout of the course is shown
using rather simple graphics. At the top of the
screen is the horse and rider. A pointer moves
around the course as you control the horse and
umping can be observed at the top. The actual
orse graphics are nicely drawn and stylishly anim-
ated. Control is not too easy, and thus it makes the
game fairly hard. Nothing outstanding, but still a fun
idea. Interestingly, IMS were the first | know of to
use the split screen idea, which has recently re-
ggﬁea red in Grand National and World Series Base-

DERBY DAY (CRL) is a gambling game with horses.
The g@me is & bit on the simple side, using simple
ﬁ_rap ics (BASIC). In a nutshell, you are betting on

ies crawling along & wall. An eption to chose the
horses and their odds is an interesting feature, but

generally this “family’ game is baring.

RACING MANAGER (Virgin Games) is a game |
don't think you can get any more. It was a half-text/
half-graphic simulation in which you managed a
stable, trained horses, brought them to a peak of
fitness and then entered them for races. There was a
betting and prize money element and the races were
shown graphically over the full length or just the last
few furlongs ifyou preferred. The strategy elements
\éveqegg bad, but the graphical end left a lot to be
esired.

RACING PREDICTIONS 1{Buffer Micros) is not a
game — it's-a program for calculating which horse
has the best chance of winning a race. Of course, it's
only based on the input information which is basic-
ally speed and weight factors. Don't expect'to win a
fortune — use the results as a guide not a definite
bet. Horse racing or any other sport is never definite,
it's not based on logic. If it was, the bookies would
go bust overnight. When was the last time you ever
saw a bankrupt bookie?|

GRAND NATIONAL (Elite) is the very newest pro-
gram about horses, this time over the ‘sticks’, and
topically annﬁh, released in time for the Grand
National fwhich is taking place any second as | write
this). That is reviewed fully, elsewhere in this issue.

DARTS

An unlikely sport to become a computer game; but
then few people thought it would make a good TV
spectator sport and it has done.

DARTZ (Automata), like their Olympimania, can
hardly be considered as a serious contender as it's
more concerned with drinking alchohol than with

throwing darts. At first the gama is fun but the ran--

dom elements tend to hammer the addictiveness.

CHAMPIONSHIE DARTS (Shadow), now deleted,
was more of a real game. A simple system of press-
ing a key to freeze a sweep line chose the darts
board seament, while a second sweep bar could be
frozen to choose which ring within the segment the
dart came to rest in, Although this was a decent
simulation, it could hardly have been called ex-
citing.

ERIC BRISTOW'S DARTS [Quicksilva) could be
summed up similarly. the game is well laid out, with
a good board, but you don't have a lot to do. If you
want a trebble twenty then you input T20. Aim ad-
justments are possible using the keys but the game
ﬁist doesn't give the player enough to keep him

appy. A useful feature, though, is the ‘checkout’
which calculates finishes, ie 29 could be 17 and D6.
Unless you happen to be a darts fanatic, there isn't
any way this game could be called addictive.

Finally, there is DARTS [Mr. Chip). I've not played
this one before and sadly mvy copy would not load,
so you'll have to find out for yourself what this is
like, but don‘t expect too much in the way of spead
and excitement — perhaps just a little tension.
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In SOFTWARE STAR you iake control of a softwa

company and aim to take it along the precarious path to
success. On the way you meet with staff problems, decisions
regarding advertising, expenditure, finance and game launches,
but your business awareness together with a few gambles paying
off will make you a SOFTWARE STAR.

“It carries the Kevin Toms hallmarks of attention to detail and carefully
tuned diﬁicuﬂy" Pogular Camputing Weakly. Fatiruary 1985
"The game can be incredibly subtle” s of e wes, Computing Weakiy, Febriny 1985
Available. . . Spectrum 48K £6.95. . . Commodore 64 £7.95. . . Amstrad CPC 64 £7.95.

Saoltward Star is & sirabogy gama not B graphical games.

ALSO AVAILABLE

STRINGER —] FOOTBALL MANAGER: The All Time Ciass:
s an arcade adventura ArAWA T Availabde ., Spacirum 48K £6.85 . .
Yo d6e & prass mﬂmmmnf Commodore B4 £7.85 . .. Amstrad CPC 84
ashitola Sier in an hobed gﬁﬁ...mgé?.ss Elncu:zi?aﬁmm
’ - i : ~1iATs £7.95 .,
__ i mﬂgmwmmwaml £5.05 . IN 81 E506
ol Avaitable ., Commodore 64 £6.95 i J
wm To: Addictive Games Lid, 7a Richmend Hill, Bournemouth, Dorset BHZ 6HE
an I S O S S N T S e S S e .
Wm Please send me: l

my_ [ Jcassetie(s) of Software S1arfor ... (compater) '

Iljcassar{e{s: T e B {eomputer)
T -.d i 4

! I [ jeassette(s) of Football Manager for ..., {comptier) I

Addictive Game,there’s 2
new world of discovery
waiting for you. |

lenclose cheque/postal order for “€.....
uhasadabdlmﬁmesacardm.......

“ Name ..................... l

Arcoess ofdens can mamwwm[nm|zgm/

7
JE
e Addictive Games e

II 7a Richmond Hill, Bournemouth BH2 6HE
Telephone: 0202 - 296404.
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it lies within the bounds of current technology and expertise to
make robot pets. No tiresome cans of food to open — your robodog
could be programmed to plug itself into a wall socket when it was
‘hungry' for power and needed its on-board batteries recharging.
No hairs on the sofa, no walkies round the park last thing at night. A
robodog could be programmed to potter round the house in a
friendly manner, perhaps looking for pipe and siippers, or seeking
out the warm spot in front of the fire. . . . the possibilities are
endless, but the cost would be prohibitively high.

LUTECHONICHED

B

The Movit series of robots,
made in Japan and available in
the UK through Commotion,
won't quite take the place of
Rover or Tibbles — but are an
interesting introduction to robo-
tics at an affardable price.

Half the fun is in assembling
the little beasts, which come
Meccano-like in a kit of bits. A

pleasant couple of evenings
weare spent creating Avoider,
which (who?) is the start of Tech
Niche this issue. Once built,
Avoider uses an infra-red send
and receive system to detect
objects in its path — much the
sarme as bats used sound waves,
Scampering around on its six
legs, Avoider copes with most
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ond the Spectrum.

Four great new add-ons from Ram, Number One in
everything for the Spectrum...
TURBO INTERFACE
Our unigue Turbo Interface outperforms any Spectrum
interface — it works with ROM cartridges, 2 standard joysticks,
and there's a full expansion bus at the rear. The Turbo supports
Kempston, Protek and Interface 2 software and loads from
cassette— or instantly from a ROM cartridge. It really makes
the most of the Quickshot Ii's rapid-fire action, and witha
unigue built-in power safety device, it's amazing value at
just£22.95,
QUICKSHOT i AUTO RAPID-FIRE JOYSTICK
The famous Quickshot Il is the top games joystick, with a
sleek trigger fire button for guick reactions, an auto fire switch
for continuous shooting and a new, improved grip.
Revolutionary built-in stabilising suction cups mean a sure, firm
grip—asnipat £9.95.
SPECTRUM INTERFACE
Boost the power of your Spectrum, or Spectrum +.
This Kempston-compatible interface gets the most from your
. SPECTRUM UPGRADEKIT games — electrify your enemies with real power and
- o lightning-fast reactions right under your fingertips.
NG e Costs just £9.95.
SPECTRUM UPGRADE KIT
if you've a 16K Spectrum micro, this handy and
inexpensive add-in kit boosts the RAM memory to a powerful
48K, s0 you can run the latest and greatest software, the most
exciting games around —and expand your own programming
possibilities! Only £21.95,
Where can you get your hands on Ram's amazing
Spectrum add-ons? You can see them at branches of Boots,
Menzies, Spectrum Group computer centres, and good
computer stores everywhere, Or retum the coupon below.
To: RAM Electronics (Fleet) Ltd (Dept CM ), 106 Fleet
Road, Fleet, Hampshire GLI13 8PA.
Credit Card hot line: 02514 25252. (Access & Visa),

Bep el A A e

J

P S e 2 1 LIS s

— Spectrum Turbo Interface(s) at £22.95.
— Quickshot Il Joystickis) at £3.95.
—— Spectrum Interface(s) at £9.95.

£ Spectrum Upgrade Kit{s) at £21.95.
(Please stateissue 20 or300)

/

+4£1 perorder P+P(£3 Overseas) TOTAL £
Ol enclose cheque/postal order O charge my Access/Visa

o e 1) I I O O O
ExpiryDate [/
Name
Address
— Postcode..

TeepRonE L1 cn G0 | oG e (U Sosr R Y ol
24 Hour despatch for credit cards and postal orders (7 days for cheques)
All products are fully compatible with the Spectrum, Spectrum +

and Sinclair Microdrives.

Ram Electronsce [Fleet} Ltd (Dept CM ), 106 Fleet Road, Fleet, Hampshire GU13 BPA

SN

Trade and export enquiries welcome
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objects placed in its path, but is
flummoxed by black objects,
which absorb the infra-red
beam. The beastie has already
won favour in the office, and
apart from a slight limp {which
was cured with Superglue), has
stood up well to the rigours of
CRASH Towers, wading through
the empty coffee cups and fag
ends with considerable aplomb.
The ultimate Olibug really.

When it comes to assembling
the three hundred odd compon-
ents that come in the Avoider kit
{ours was scrounged from Bull-
dog Distributors at the LET
Show), you are advised to have
a cross point screwdriver, long-
nosed pliers, a hammer and a
knife handy before you begin. A
set of jeweller'’s or ‘precision’
screwdrivers would also be
helpful, and it soon became
clear that all but the most
nimble-fingered will need a pair
of tweezers to pick up and place
some of the fiddly bits.

The instruction sheet that
comes with the parts splits the
assembly task into twenty
stages, each of which is illus-
trated fairly accurately in a
frame which clearly identifias all
the components needed at each

st:i{)_ -

dmittedly there were a few
moments where the intentions
of the author were less than
plain, however. Something to
do with the fact that the bloke
who wrote the idiot guide to
assembling Avoider had prob-
ably knocked up about fifteen
beforg he sat down to write the
instructions, and forgot it could
get tricky first time round. Not to
maan though, a good set of in-
structions really.

From start to finish, the ass-
embly process tack about five
hours and was a lot of fun —
although a little fraught at times
when tiny components
sproinged out of the jaws of the
tweezers and hid themselves in
far corners of the room.

A clear table is vital to suc-
cessful Avoider-making, and the
only logical way to attempt the
job is to lay out all the labelled

52 CRASH May 1985

bags of bits, in order, on your
work surface before starting.
Then each frame of the assem-
bly sequence can be undertaken
by picking the components
needed for that stage from the
bags (tweezers invaluable here),
and laying them out on the table
before putting them together.

Once Avoider is standin
there in six-leaged glory, you'll
feel a sense of achievement. The
assemnbly process is wvery re-
warding. Bear in mind, however,
that a small amount of mech-
anical fine tuning may well be
needed before your assembled
kit becomes a lovable creature
capable of movement. To begin
with our robot was lame, as the
drive gears for one set of legs
failed to mesh properly which
lead to some embarrassingly
drunken lurchings. A little work,
which included fabricating
some spacer washers from
scrap cardboard had the gears
aligned, and Avoider was soon
up and running.

While Avoider is an intelligent
machine, it's not mind-
numbingly smart. It's only
capable of moving forward until
it detects a return signal from its
infra-red output, when it exec-
utes a turn. It can’t cope with
black or dark objects, which
absorb infra-red, and just grinds
inta them. If you put it on a table
top, it'll blithely scamper over
the edge, and it won't make tea
or fetch your slippers,

Avoider is a non-program-
mable, single function robot —
and doesn't pretend to be any-
thing else. For the price (be-
tween £20 and £30), it repres-
ents an interesting introduction
to robotics but remains essent-
ially a high-tech toy. It is a lot of
fun to put together, and the fin-
ished beastie is entertaining and
amusing. It's just a shame the kit
doesn’t include a booklet ex-
piainlng the way Avoider's
Excellent electronic  brain’
actually works,

Eight out of Ten for Avoider —
with luck we'll take a look at
some of his brothers and sisters
S00n.
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ursion into utility software has

with their highly practical W ]
It has broken new ground with an assembler/editor entirely
ited to educational purposes enabling foolproof monitoring

of the end-users endeavours in machine code programming. New

Generation’s launch of Lig
graphic utilities market and expec

c marks their entry into the
ons are raised for any innov-

ative graphical features not found hitherto. . ., ,

LIGHT-
MAGIC

Producer: New
Generation

Memory required: 48K
Retail price: £14.95

Similar to many graphic utilities
Light Magic consistz of two
main work areas, the Screen
Editor and the UDG Generator.
Sereen Editor is accessed for
screen display generation or
amendment, while uoG
Designer deals with the creation
of up to seven different banks of
User Defined Graphic
characters. The Main Menu pro-
vides access to these two facilit-
ias, to the Save and Load rout-
ines for storing and retrieving
screens or UDGs to and from
tape, to the Keys/Joystick selec-
tion {Curser kels, Kempston and
Sinclair joystick) and to a routine
which writes the Sinclair lower
case letters into the first two
UDG banks.

the paint BAND was enabled to
the current curser position.
Moving the eursor in a wiping
action will cause the existing
drawing to be wiped out similar
to the action of a windscreen
wiper. Pressing key B again will
freeze the line and disable
BAND. Circles may be drawn
usin the  straightforward
CIRCLE command (key C) with
the radius as a parameter and
similarly FILL {key F) will per-
form an area fill under the cur-
rent ink colour. POINT (key Q)
provides the usual plot pixel fac-
ility, but also acts as the refer-
ence point setter for REFER-
ENCE (key R) which will re-
position the cursor accurately to
the reference point. ENLARGE
{key E) will enlarge the quarter of
the screen where the cursor is
positioned to full screen size for
detailed drawing, but care must
be taken as single pixel lines
may be lost when returning to
the original size. Any detail
should be drawn two pixels
widel This is rather unsatisfac-
tory and a further snag becomes
apparent when the detail to be
drawn carries on outside the en-
larged screen quarter as no
automatic switchover is pro-

Simple and fast
programiming: Plug the six
function connactors into the
required Spectrum key
positions — Readyl

Supports oysticks with two
indapendeant fire actions:
Photon Blasters and Neutron
Bomibs at the towch of your
fingertips.

Extansion port for combined
use of peripherals,

£19.95

ncl, VAT snd P & F

Compatible with all Atari-type
joysticks including Quickshot
M {without rapid fire action).

Interface operates joystick
paratlel to keyboard, Joystick
action compatibla with any
add-ons including
THOroUrives.,

Select kay functions anytime -
even when the game is
already loaded.

NEW comcon Twin £22.95
JOYSTICK INTERFACE inel, VAT and PP

Two port version alows connaction of twe joysticks for
sequential two player games using same key positions

(ron- indepandentt)
£13.95

QUICKSHOT 2+2
incLVAT and PEP

vided into the neighbouring
quarter.
The ink colour is changed with

SCREEN EDITOR

Five operating modes can be
accessed  consecutively  in | /NK (key X) and bright is selected
Screen Editor by pressing Enter. | by pressing cap shift and the
These are Pen mode for line | colourkey. CLEAR (key U) clears
drawing, Brush mode for brush | the screen or quarter screen [if
drawing, Block mode for colour i1s salected), but also
changes the entire picture to the
current ink and paper colours (if
9 NO is selecledEaGHiD (key G
dl'Spla?'s the attribute bound-
aries for colour. The usual col-
ouring problems exist due to the

JOYSTICK

maodified to incorporate

2 independent fire actions
and no rapid fire option

FLIGHTLINK HOTSHOT
JOYSTICK

£10.50

N ol TRRERNE e e |

Spectrums unfortunate charac-
terwide attributes. The best

incl, VAT and P&P

with two independent fire agtions

approach is to establish the | | Dealer Enquiries
work and macro facilities such | drawing in black and white con- | | Welcome: Phone CURRAH USPEECH UNIT £21 95
e T el fits into COMCON extansionslot  incl. VAT and P&P

and enlarge, Text mode for
annotation work and UDG mode
for UDG inclusion. The screen
contains a cursor circle which
can be removed with the com-
mand CURSOR (key K). The
lower two screen editing lines

_sideriﬁ the colour grid posit-
ions. Making sure that OVER is
set, TEXT mode can be entered.
The required colour is selected
using SYMBOL SHIFT/X and
each character cell can be OVER
printed with a space.
Corrections can be made by

Ludiow (0584) 4894

ALSO AVAILABLE FROM SELECTED RETAIL OUTLETS

Send ta:

I FREL LTD.

1 Hockeys Mill, Temeside,
Ludiow, Shropshire SY8 1PD

[ contain the control panel with | saving the picture regularly in Mr./Mrs./Miss:
display of coordinates, Mede | memory (Cap shift 1), so that if
[ indicator and Band and Over | the next move proves to be a Address:
status. The cursor movernent is | disaster, the previous condition e G
smg?:th ar‘f the gpaed can beset Fg;& bﬁ'frrezc}ai ed frorn memory iy '
with keys A and S with an appro- pshift 2). Toorm Price
priate audio feedback. The gen- | BAUSH mode provides ve Y | Code jhem e Total
aral drawing technique isto tog- | much the same facilities as PE 0 Tt 55 08
le DRAW (key V) on and offwith | mode, but hands you a brush Quc"h'"kwm" 5 nchllmlm i
| %‘VEH {key N) set. This is equiv- | {cursor) for sereen painting. The 03 +2 Joystick 95
E alent to pen up and down. If | brush size may be varied with Flightlink Hotshot Joystick _ £10.50
OVER is not set, the cursor will | keys W and Q and ten diffarent 05 |Currah uSpesch Unit £21,95
reset pixels and destroy the | brush strokes are available from 06 Comecon with Quickshot2-2  £31.90
existing drawing. A special feat- | solid to airbrush style random o7 Comcon with Hotshot £28.45
ure is BAND (key B) which en- | dotspray, The airbrush facility is | enclose a cheque/postal order made payable to Frel Ltd. for:| £

ables a line to be stretched from

extremely practical, as it allows
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dense areas to be built up by
covering the same area several
times.

BLOCK mode is used for areas
up to 64 character cells to be
manipulated. MOVE (key M)
repositions a designated area
into a new location on the
screen. The bottom right corner
of the block is located with
POINT, the top left corner with
MOVE and the block is trans-
ported with the cursor move-
Enantp;g it; new lolcatio?dggg

rop ressin
again. COPK’ E&y Z}gbahs\.ras
similarily, but leaves the original
block position untouched, the
block is actually copied. MOVE
and COPY can be used with
ENLARGE to enlarge or reduce
specific drawing items. ROTATE
{key 9) and MIRROR (key 0}
rotate and mirror the top left 8 x
8 block image. MOVE can be
used to locate the detail in
question.

TEXT and UDG mode provide
the inclusion of text or UDG
characters on the screesn. By
positioning the cursor individual
characters may be rotated (key
2}, mirrored (key 3) or inverted
(key 4). A character may be ex-
panded to double height with
CAPSHIFT. In UDG mode one of
seven UDG banks can be selec-
ted (key 1).

UDG DESIGNER

The UDG DESIGNER provides
eight functions. The UDG banks
may be viewed and loaded into
the working area (key V). An
individual UDG character is
loaded into the 8 x 8 grid on the
left of the screen and similarily
filed back into the bank (key Q).
Moving the cursor in the grid the
individual pixels may be set or
reset with key 1 or the joystick
fire button. S}aacial functions are
again ROTATE llna¥ 2), MIRROR
(key 3) and INVERT (key 4). The
UDG's created are positioned in
memory and their address is
listed in the manual. An example
program is provided in the
manual for inclusion of the
UDGs in other programs.

COMPSCREEN is & utility for
compressing screen data and is
loaded separate to the main
graphics program. The amount
of memory it will save depends
on the screen content; The more
detail in the picture, the smaller
the saving. The data is com-
pressed and saved with a short
machine code routine that re-
constructs the data. A screen is
loaded using option 1. Once the
screen is compressed, the start
address and the length of the

data is displayed. Further
screens may be compressed br
answering YES. Option 4 will

display the start address of the
compressed data and the recon-
struction routine together with
the required RAMTOP value. To
use the screens, ramtop has to
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be initially set with a CLEAR
command and the screens
loaded. A picture can be dis-
layed with a RANDOMISE
SER call and data instruction of
sCreen start,

NEW MAGIC?

LIGHTMAGIC is a nicely
balanced graphics utility which
requires little time for familiaris-
ation. Its most outstanding
aspect is the novel 8RUSH tech-
nique which can provide a lot of
entertainment and can be a very
useful tool for professional
creations. It is a pity that the
ENLARGE facility has not been
thought out more carafull};, but
this is probably made up for by
the powerful BLOCK MOVE and
COPY commands. The manual
includes a working example to
familiarise the user with the re-
quired work technigue and all
functions are clearly described.
Several new graphic utilities are
about to appear and it will be
interesting to see how L/GHT-
MAGIC will compare with the
competition.

OTECHONICHEOTECHONICHEOTECHUNC

MUSIC Vi

ONCE YOU'VE DIGESTED Chapter 19 in the Spectrum BASIC

Manual, it becomes quite clear that the Spectrum isn't idealiy suited

to making music. The BEEP command, used to activate the little

on-board buzzer is aptly named, and the manual is refreshingly

honest when it states; 'Only the middle range of notes are really any

gpod for music; the low notes sound too much like clicks, and the
igh notes are thin and tend to warble a bit.”

No matter how wonderful you
believe your Spectrum to be, in
arguments with Commodore,
C or even Amstrad owners,
you will have to concede that
they have the edge when it
comes to sound. The Amstrad,
for instance, has three channels,
which allows you to create a
stereo sound and a white noise
ganerator. Your 'umble Speccy
oesn't have a chip dedicated to
sound generation and gets by
when it comes 1o making sound
by switching the ‘speaker’ on
and off. more rapidly for higher

notes, less rapidly for the lower

ones.

The BASIC Manual is a bit
naughty when it tells you: * . ..
because there is only one loud-
speaker in the computer you can
only play one note at a time, so
you are restricted to unharmon-
ised tunes.’

‘Loudspeaker’ it ain't, but the
only reason why you can't play
more than one note at a time is
because there's only one chan-
nel which can be switched on
and off to generate noise. Other
computers, which have dedic-
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ICRO, PLEASE . ..

Just to prove that Tech Niche isn't all soulless

stuff about insensitive peripherals, JON

BATES and GRAEME KIDD throw away their

joysticks and take up the baton to conduct a

round-up of sensitively musical software.

ated sound chips, let you use
several channels and that allows
more complicated, harmonised
tunes to be put together. Like the
manual says, if you want any-
thing more than simple unharm-
onised tunes on the Spectrum
“you must sing it yourself."

As you mi?ht expect, there's
guite a lot of specialised hard-
ware and software available
which extends the capabilities of
the Spectrum, moving it to-
wards land maybe even past)
the level of musical competence
achieved by other machines,

Sinclair/Incognito

]

| I Musicrmaster allows you to enter
' WA notes either direct onto the
stave, pressing keys for the
name of notes A - G and prefac-
ing them with S for sharp, L for
flat or N for natural, or you can
use the keyboard cverlay su
plied with the cassette to make
the top two rows of your Spec-
trum’s keyboard simulate a real
board.
he program offers all the
basic elements needed to start
making music with your com-
puter, allowing the user fo
b ‘music process’ a tune once it is
W entered into the machine using
b, the editing facility. Only one
tune can be held in memory at
any one time, which can be mild-
ly infuriating at times, given that
there is room for up to 1000
niotes (orevents, as a rest counts
as a note), but there is a facility
which-allows you to save a com-
leted tune to tape so it can be
oaded back intothe computer at

MUSICMASTER

We'll be taking a look at these
bolt-on musical goodies in fut-
ure Niches; for the present
we've confined ourselves to a
close examination of the soft-
ware which runs on the basic
Spectrum.

We found six programs
which, to a greater or lesser
extent, take the pain out of Bmg—
ramming tunes inthe 'BEEP 1,0:
BEEP 5,3:" format, and three
musical education packages
which go part of the way to help-
ing the musically illiterate get to
grips with the subject. Rather

than plunge in at the deep end
Qn our own, we persuaded a real
live musician — Jon Bates — to
help evaluate the software.
professional  keyboard
player, author of a book on syn-
thesisers and keyboard teacher,
Jon invented a new rating for
the purposes of these reviews —
MUSICALITY. We've taken acc-
ount of Graphics, Educational
Value and User-friendliness, but
Musicality is, in effect, a
musician-friendliness rating and
depends on the musical accur-
acy of the software. Before

awarding the Musicality rating
for each program, Jon asked
himself the question, ‘is it in
accordance with the basic rules
of how music is written and
sounds?’ 0/10 for Musicality
would make a musician scream,
he told us!

The other half of the dynamic
reviewing duo, Mr Kidd, claims
to know a bit about computers
but is a self-confessed music ill-
iterate. Nuff said about him.

s

a later stage.

When you enter a tune and
play it, the computer plays the
notes sequentially from start to
finish. If & section of music is to
be repeated, it's necessary to
edit that section into the sequen-
tial tune file. Another minor dis-
advantage of Musicmasteristhe
lack of a repeat command — to
replay a tune you have to go
back threugh the menu, but it
does allow a tune to be played
back at different speeds.

Overall Musicmasteris a reas-
onable package which assumes
ne musical knowledge on the
part of the user. Between them,
the manual and the help func-
tion in the program were good,
giving the user encugh to get by
on musically to make full use of
the rogram's  capabilities,
While it isn’t intended to be an
‘educational program’ as such,
being more for amusement; it
quite neatly teaches a little

about keyboards,

In striking the middle line,
aimed at someone who s
neither a dedicated programmer
with no musical knowledge on
the one hand, nor a keyboard
wizard who's scared stiff of com-
puters on the other, Music-
master is a success. It's a real-
istic way of converting a Spec-
trum into @ music processor and
keyboard which presented our
team with no problems what-
soever in use,
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COMPOSER

Contrast

Software

Farnham Road, West
Liss, Hants

073 082 3832

£5.95

Composer appears to have been
written more for someone who
already knows about music, The
program presents a bit of an
intellectual challenge to the
user, in that you can write and
‘music procass’ tunes but not in
the conventional notation used
for music.

The cassette inlay gives a brief

surmnmary of the modes used by
the software, but the full instruc-
tions are presented on screen in
one long chunk — which can be
printed out, admittedly, The
inlay states that full screen in-
structions can be recalled any
time, but in use there didn’t
seem to be any help function
‘which could be called up for
-advice on what to do next. With-
out a hard copy of the instruc-
tions in frant of you, it was easy
to get lost in the program, and it
wasnt easy to write a tune into
the computer to begin with.

ST e P

Composer uses a numerical
notation, by which the duration
of & note is entered as a fraction
of a second rather than by note
names — crochet, guaver sic.
From the musician's point of
view this is an added difficulty,
and noen-musicians could also
be put off. Tuneswritten into the
computer are not displayed onto
a musical stave, and as a result it
would be very hard for a non-
musician to copy in a scored
piece of music.

A tune of up to 199 notes or
events can be entered into mem-

ory. One useful feature worthy
of comment was the facility
which allows you to hear a note
onee it is selected, and before it
is entered into your growing
composition, which allows you
the option of changing your
mind!

Overall Composer has the feel
of a nice idea rly executed.
The displayed keyboard, for
instance, has the keys labelled
for the notes they represent —
but the labels are out of align-
ment; the program is far from
user-friendly, coming up with

unhelpful errar prompts like ‘out
of range, retype’ rather than
actually reminding the user of
the range of acceptable values
before  requesting ‘retype’.
Composer presumes the user
knows all about music before
sitting down at the Spectrum, it
doesn’t help you get into the
subject or the software, and then
proceeds to present a new form
of musical notation on the
sCreen.

WER L

FINAL VERDICT

Bellflower Software
Rosewood Avenue,
Greenford, London

01903 1816
£5.75

Music Maker comes with a fairly
detailed inlay card which takes
the reader on a whistle stop tour
of musical notation and theory.
It makes good sense to someone
in the know but might be a little
confusing to the novice. It must
have been a difficult task to com-
press so much information into
such a small space, and it's un-
fortunate that there's no addit-
ional help in the program itself,
which is a bit complicated.

The input method, using
cursor keys (which move rather
rapidly when selecting) takes a
bit of getting used to. The screen
displays the bar you're working
on, and while it plays sach note
&8s you add it — giving you the
option to delete it immediately
— there's no real editing facility.
MNotes can only be deleted from
the end of an assembled tune,
and if you find the third note in
your fifty note composition is
wrong, there's no option but to
delete the last forty seven notes
you input before you get to the
mistake, and then lay them all
back in again. It can get a bit
tedious keying in a long tune,

MUSIC MAKER

and if you're re-keying an old
tune which you've just deleted
by editing, the aggravation
factor increases dramatically.

Musically the program is a bit
limiting, in that there are only
ten playback speeds to choose
from, and it seemed impossible
to tie notes together so that they
can be sustained over a bar for
instance. The program accepts
up ta 200 notes or events and
allows tunes to be stored on
cassette and printed out.

In the main, a worthy piece of
programming which scores plus
points for printing a couple of
tunes on the inlay for the user to
try out,
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Commodore 64
and all

48K Spectrums
£7.95

~JONAH:
‘BARRINGTON'S:

A | the speed and excitement o

mpionship squash is now available at your

fingertips in a game so realistic — you'll need a

shower afterwards!

Written with the help of Jonah Barri farmer \
pion, the game keeps (o the ernational

Squash Racquet Federation rules as far as is possible You
serve ina 3D gla ked ¢ play against y
l__{.jl'!‘l:‘
challenge a friend

There are 4 levels of difficulty. and depending how fit you
are you can play |, 3 or 5 game mazches! Check your score
with the on screen display, but as your eyes are too busy
watching the ball, jonah Barrington acting as marker calls out
the score for you. All thisis due to a programming

breakthrough that enables your computer to accurately

reproduce the human veoice without any hardware

add-ons!

The game also incorporates a Lser Defined
Joystick Keys option which means that you can
set your keyboard to suit you. or play with

just about any make of joystc

Action game now

It s your service

New Generation products are

sold according to their terms

f trade and conditi f sale.

FREEPOST, Bath BA2 4TD. Tel: 0225 316924 ghe R




Now you can use your 48K Spectrum to write a letter or a report, to

compile a mailing list or classify your record collection, to check your bank

statement or sort out your family finances (and then translate them into

colourful graphics) . . . all for just £5.95.

MINI OFFICE marks a
in dramaticaily reducing the
cost of personal comput-
ing.

For the first time it makes
available to everyone an
easy-to-operate version of
four of the most popular
business computing appli-
cations —and at a price anyone
can afford,

Never before has a word
processor been sold for any-
thing as low as £5.95. Nor a
database manager. Nor a
spreadsheet. Nor a graphics
program.

Yet Mini Office contains
them all.

So how was it done?

It all started with a sugges-
tion that we should prepare a
package to give readers a
gentle introduction to the kind
of software that businesses
were running on their com-
puters.

At that stage there was no
intention that it should be an
ambitious package. Just a
simple program that could be
sold at a very low price.

We called in experts in

processing, database manage-
ment, spreadsheets and gra-
phics had been turned into a
full scale suite of programs
covering all four applications.

in fact the only part of the
brief that remained was our
original insistence that the
package should be quick to
learn and easy to use.

And despite all the extra
sophistication that has been
written into it, we decided
that, as a service to our
readers, the price should still
be kept at the very low figure
originally fixed.

How does Mini Office
operate?

Using the. Word
Processor is simplicity itself.
There are none of the cryptic
coded instructions that had to
be mastered by people learn-
ing the early word processors.

You start by selecting the
size of type you prefer — either
normal or double-size. The
latter is a feature that you

option

mode -—

vision.

A unique feature
the double size text
in both
printer and edit
perfect for
young children and
reople with poor

is

The word processor — with double size characters

business software program-
ming, told them what we
wanted and sat back to await
results.

What happened next was
totally unexpected. For they all
came back with ideas that
were to considerably expand
our original brief.

In the end what had been
planned as little more than a
beginners’ guide to word

cannot find on any other word
pracessor.

It is particularly suitable for
the partially sighted — in many
cases giving them their very
first opportunity to use a word
processor.

This means they can use a
micro to compose a letter,
using the double-size mode,
and then print it out using
normal size type. For many

people this could be the first
time they can send out a
perfectly typed letter without
outside help.

Primary school teachers are
also expected to make great

it again. It can-aiso be printed
out.

The Database program can
be used to store & mass of
information. It can be
retrieved, in its entirety or just

BT B E F oG

use of the double-size func-
tion, both on the screen and on
hard copy printouts.

While you are using the
word processor three useful
pieces of information are
dispiayed across the top of the
scraen.

They tell you how much
time has elapsed since you
started using it, the number of
words you have written so far,
and how many characters you
can key in before the
computer's memory is full.

At any time you can press a
key which tells you your typing
speed. This is 8 most useful
function, and can play an
important part in increasing
your efficiency at the key-
board.

You can also decide the size
of the margin, the line length
and the tab positions. Text can
be moved from one part of the
document to another.

At any time you can
preview the text to see how it
would look when printed out.

As with all the other
programs in Mini Office, your
work can easily be saved and
loaded when you want to use

Figures on the spreadshest can produce & bar chart . . .

the parts you reguire for a
particular purpose, whenaver
you need it.

The operation is so simple
that a useful database can be
created in minutes rather than
days — and you certainly don't
need any computer experience
to set it up.

The powerful search facility
is very easy to use. You can
search for a particular word or
words or you can order a
numeric search — such as
telling the computer to find ail
the numbers greater or less
than the one you provide.

You can carry out multiple
sorts. For instance, if you
have built up a mailing list
containing a list of names,
addresses, telephone num-
bers, occupations and ages
you can ask the database to
provide you with a list of
teachers living in Liverpool
whose ages range from 25 to
30.

One powerful option allows
you to replace anything on the
database without having to go
through the whole lot making
amendments yourseif. You
could, for instance, instruct it

Quick to learn, easy
to use, that’s..

th
h
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to find each reference to
“teacher” and replace it with
"lecturer’’.

The Spreadsheet is our
version ‘of the program that
marked a milestone in
business computing — Visicalc.

It is often pointed out that
this one program alone has
“helped to sell more personal
‘tomputers than any other.

~ Certainly Visicalc and its

~ derivitives have never been

- shaken from their position
.at the top of the list of

- best-selling business pro-
grams.

Yet the concept is very
simple — & giant worksheet of
rows and columns, only part of
which can be seen on your

- screen at any one time. Into
- “any position on the sheet you
~can put numbers, labels and
- mathematical formula.

And when you alter any

.~ figure its effect rippies through
the rest of the sheet, changing
any totals as may be necess-
ahra

‘The Mini Office version is
ideal for home finance, provid-

Alsy available from Comet, Cumrys, Dixons, Greens, John Menzies,
Rumbslows, Boots, W.H, Smiths, Laskey's and other computer stores.

ing you with an effortless
means of keeping tabs on your
income and expenditure —and
enabling you to work out your
own budget.

In our Spreadsheet pro-
gram — as well as in the
Database — we have provided

. or & pie chart

a sample file so that you can
experiment with it before
entering your own data.

One feature we have
included which to our know-
ledge does not exist in any
other spreadsheet is a warning
device to prevent vou

accidentally erasing formula —
a very useful precaution.

The Graphics program
uses the standard business
graphics — line, bar and pie
charts — in full colour. Which is
something not always avail-
gble on far more expensive
graphics packages.

The program uses data you
have already prepared on the
spreadsheet. You have to
identify which set of informa-
tion you require to see in graph
form — such as by indicating
which row or column — and
then which of the graphs you
require.

The graph is then auto-
matically configured exactly as
you require it. If you have
suitable printer capable of

producing graphics you can
also print out hard copies for a
permanent record.

Because our original inten-
tion was to produce a package

for people new to all these

applications, we ‘have
produced a fully-detailed, easy
to understand manual.

This 32 page free booklet
gives clear instructions about
how to use all four programs
and in itself forms a concise
introduction for first-time
users.

If you want to start doing
more  with your micro than
just playing games, this pack-
age is your ideal introduction
to the four most popular
applications for professional
computers.

® Graphics iflustrated here are from the Amstrad version
and are siightly different on the Spectrum version.

9001  Mini Office for 48K

i Payment: please indicate method (v )

3 Access/Masteroand/Eurceard

T ) N O T e e R T G R SN ) () R N 7 R
J Cat. T Please send me__copy/copies of

S 1 S —

Cmbers (B4 bars)
0614800173

(]

Send to: Database Software, FREEPOST, Europa House,

68 Chester Road, Hazel Grove, Stockport SK7 5NY.
(Mo stamp needed if posted in UK} Plesse allow 28 days for delivery
-----------------------

YOU CAN ALSO
3 Cheque/PO made payable to Database Publications Ltd. ORDER BY PHONE

|

]

|

1

B R SRS, Nl e SEe
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SPECTUNE

Xorsoft
Unit 7, Newington
Street, Hull

£9.95

Both the demo section and the
learning mode are weil put
together, and despite some
misapprehensions about the

gralphics. the whole packa?;is
well ordered and comprehen-
sive. the demo and keyboard/
stave familiarisation games pro-
vide the user with a simple but
good background to what he or
she is about to do — and the
range of options, including the
facility to store a total of 2,500
events and up to 26 different
tunes at any one time is truly
impressive.

e editor is a true music
processor, which allows you to
edit tunes by scrolling to the left
and right. Short sections of

music can be written and then
merged togetherto compile one
long tune, and while the editor
can be a bit difficult to get to
grips with, it's well worth the
effort, being very accurate and
comprehensive.

The inlay instructions are
straightforward and well set
out, and given the sheer volume
of facilities on offer, are bound
to be complicated.

Overall, the biggest plus has
to be the facility that allows you
to use the Spectrum keyboard
to emulate a two and a half

octave keyboard. In the practice
mode, you can play music
merrily, and once the piece is
perfect you can play it into
memory in real time. Given that
a tune memorised from the key-
board can then be edited or
g:nted out, the program could
very useful as a real-time
music printer/sequencer, not
least for the untrained musician
who can't score out his tunes
plgl%qd by ear.
is program was very accur-
ate musically and while it would
benefit from a keyboard overlay
and a little graphical tidying up,
it’s well worth the effort requir-
ed to get to know the complic-
ated editing routines. Spectune
would appeal to both the total
musical novice and the compet-
ent musician equally — it's justa
pity that the Spectrum isn't poly-
phonic!

FINAL VERDICT

Graphics: 8/10 Room for some
improvement, a little clumsy at
time
Userfriendlines

at imes, buty
ta kno:

Musicality: 9/10
Educational Value: §

Complic-
th getting

Romantic Robot
77 Dyne Road,
London NW6

01625 9463
£9.95

Music Typewriter is a very
impressive and well thought out
package which assumes a level
of musical knowledge before
you start — and the booklet that
comes with theprogram points
out that no attempt is made to
explain musical theory in the
manual or in the program.

The graphical reprasentation
of notes and staves is quite brili-
iant, putting to shame the dis-
plays ganerated not anly by the
other Spectrum programs we've
taken a look at but bettering the
offerings of most expensive pro-
fessional music systems. A joy
to look at indeed.

Musically it is the most accur-
ate of the Spectrum software
allowing the use of bass and
treble clefs and it's the only pro-
gram to allow staccato and leg-
ato phrasing — music can be
written exactly how a musician
would write it out to be played
expressively.

Music Typewriter comes with
a keyboard overlay which rend-
ers input both user and rnusician
friendly. The program allows
hard copy to be gencrated as

MUSIC TYPEWRITER

WEITE
B=afrages @

well as providing a transposition
facility, with all incidentals being
adjusted automatically. Up to
sixteen tunes can be stored in
memory, which has a catalogu-
ing facility and tunes may be
repeated a discrete number of
times or endlessly. Up to 254
bars of music may be stored at
any one time,

orking from a three screen
menu the program is well docu-
mented and has a well ordered
editing and cataloguing facility.
Interestingly, Romantic Robot
can supply a version of the soft-
ware to drive a sound gener-
ation chip or even a MIDI inter-

bar completed

face (More about them next
issue). Sadly there isn't a real
time sequencing facility as
offered by Spectune, and a little
niggle is caused by the contin-
ental notation used for the note
‘B’ which appears as ‘H’, which
might just confuse a few people.

verall a wvery respectable
program, wvisually attractive
which is simple to use and is
bound to appeal to any musi-
cian. For a musical illiterate
background reading wou'd be
vital — as the manual suggests
— and the software wou%gpro-
vide a useful visual iflustration
of the theoretical concepts.

ASTi€
TYPEWRITER

; mpiete beginner,
intend
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This program is in a different
league to all the others reviewed
in this column. It is not a LOAD
AND RUN FUN program, but a
musical utility which has limited
grazi)hical presentation, lengthy
and complicated dacument-
ation and is designed to be used
by someone o has a fair
knowledge of both music and
pregramming.

Notes are written to the ‘play’
program using BEEP state-
ments, but putting in abbrev-
iations for the standard names
of musical notes rather than tim-
ings. A fair bit of pen and paper
work is required before you start
composing, and in  many
respects the program is a half
way house for programmers
who can’t be bothered to work
out the BEEP section of their
Spectrum Manual.

The type and transpose prog-
ram allows you to type notes

Hilton Computer
Services

14 Avalon Rd,
Orpington

£9.00

\PLAY, TYPE AND TRANSPOSE

wih
]

e

then transpose from one pageto
another. The music typewriter
controls are more complicated
than the average chinese type-
writer and the end result is less
than graphically stunnin? —
although the transpasition facil-
ity could be useful enough to a
non-musician to justify the effart
Qfgetﬁng there!

Il in all a very complicated
package, with a large explan-
atory manual which is less than
straightforward. It could be
worth the mental anguish
necessary to get to grips with
the programs but there's very
little ogered in the way of
musical explanation and there's
no way someone could work out
how to input a piece of music

ledge. The program is in a fairly
primiti\re state, and has obv-
iously been written by a dedic-
ated hobbyist, well wrapped up
the subject material. An oddity
which could be easy to dismiss
out of hand; it's hard to work out
quite who this package would
appeal to. When itwas first writ-
ten several years ago it would
have been ‘state of the art’, but
the art has advanced by leaps
since, and left it far behind.

FINAL VERDICT

y: 1
Userfriendliness: O

onto bass and treble staves and  without prior musical know- Educational Value 1/10

POWERFUL UTILITIES
DEUBEEE

THE tape backup "device".

MAKE THE MOST OF YOUR MICRODRIVE WITH

INTERFALE III

THE IMPOSSIBLE HAS BEEN DONE

After spectacular succesa on the CHM
64 and by public demand we introducad
Doubler For theé Speetrum. Now we haue
released Doubler Mk.II, which is

profezsionally cased and has grester
Yes it's Lrue this Fantastic new peripheral will ¢Etransfer every program tolerance to Lhe varying types of
available on to microdrive. Yes every one. Yet, believe it or mat, it is BO cassette deckas in use.
easy to use that we @re training our pet ecat (Cliwve) ko use it. Anyone cepsble
of loading and saving a BASIC program cen transfor really awkward programs It includes hardware and software.

R e e This superb "device® allows you Eo
make backup copies.-of software with
sll types of loader regardless of
length and speed. {Includes puls
headers and different baud rates)
fact our tests have proved "Doubler”
is’ capable of copying with 100%
BUCCESE.

Just look at these features...

Consists of hardware and software Makes & "spnapshot" of any stage of a
{software on microdrive cartridge). program. (saved as a screenf)

Transfers all programs available on Transfer can be actuated at any stage
to microdrive. allowing "customised"™ versions.

Requites @access to twa cassekie
decks. The software allows .you to
save 2 brand new machine copy onto
@ne casseflbe deck while loading From
the other, Fast snd easy to uss. They
said it eouldn't Be dono.

ONLY £14.95

PATENT APPLIED FOR

Very, very, easy to use. (if Clive Will slsc save to tape. (normal speed
can do it we're sure you can) load once saved)

IF YOU HAVE A MICRODRIVE YOU MUST HAVE INTERFACE Il

ONLY £39.95 inc. P&P
SIMPLY AMAZING

frade and distributor The softwere can be This praduct is in =8 Customers wha have the "Mik.l Doubler
enquiries invited, U.K gupplied on cassette for class of it's own. Moo Teturn Tt elong wlith £4.95 for
and averseas. tape users. Designed by DRAYSODFT. the new veraion:

All prices include PEP and VAT, Send cheque,
Postal Order of Credit Card No. Credit Card orders i

accepted by phone. Callers welcome. Wide range Mlcno CENTRE Mlcno CENTRE
of goods stocked, Trade enquiries welcome. Euro- BRIDGE STREET. EVESHAM, 1756 PERSHORE ROAD,

pean orders send price as advertised. Outside WORCESTERSHIRE COTTERIDGE, BIRMINGHAM.
Europe £2.00 for airmail. Mail order toc Evesham Tel: 03B6 49641 Tel: 021-458 4564

Shop please.
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Educational Interlude
Why should Rosetta McLeod
have all the fun? Three music
education packages came our
way during the course of the
research for the feature, and so
Jon Bates loaded them into a
Spectrum and reviewed them
with the assistance of his music-
ally illiterate mate, Graeme,
aged 28 and tone deaf!

Rose Software
148 Widney Lane,
Solihull, W Midlands

021 705 2895
£5.95

Somehow, the four games con-
tained in this p e, which are
all guite easy, basic and short,
while bein musically sound
and logica
through. The games are not
appealing in their own right and
probably wouldn't stimulate a
real interest in music from a
casual look. | got the impression
that they have been designed
somewhere between education-
for-it's-own-sake and games,
and have fallen towards simplis-
tic education at the expense of
entertainment — th don't
offer much in the way of reward
for the correct answer and are
rather  schoolmasterish  in

ap‘?fuar.h‘
reble clefis a straightforward
note recognition game, con-
fined to the treble clef only as its
name implies, which offers a
rmanently available help
ility and colour codes the
notes (this could have been car-
ried over to other games in the
pac , forming a link but
wasn't). Yes up to three people
can play together, and yes they
could learn to recognise notes
on the treble clef — but what
about the bass clef?

Scale position again uses the
treble clef only, and was specifi-
cally designed to help grade 5
theory and as such would no
doubt assist — but surely a
sharp or flat default would have

don't quite carry,

LEARNING TO READ MUSIC

helped. A bit technical this one
— obviously not much relev-
ance to the novice. My assistant

hadn't got a clue.
Note Values requires the user
to enter notes or rests onto the

stave displayed on the screen
which build up into a sequence.
A random time signature is
chosen by the computer and the
player will become familiar with
the names of notes and their

values. Unfortunately the whole
stave moves to the left as the
game progresses, and the nov-
ice could lose his or her position
in the bar being assembled.
. Keyboard is the final program
in the package, and is intended
to teach the beginner the rel-
ationships between notes on the
keyboard and notes on the
stave. The playeruses thecursor
keys to find the notes displayed
on a keyboard at the
base of the screen, and gets
three attempts before being
given the correct answer.
Without getting too technical,
the logic is a bit out of arder, in
that flats and sharps on consec-
utive white notes on the key-
board could lead to severe con-
fusion given the way the pro-
gram presents them. A bit
worthless for the beginner
really. J
The four programs in this
ackage, taken separately don't
ollow through under the title of
‘Read Music” If they had been
linked together better, had been
& lot more informative and most
importantly more fun, the pack-
age could have been a good one.

FINAL VERDICT

Musicality:
Userfriendline
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Firework Music

& Water Music

Software Cottage
19 Westfield Drive,
Loughborough

£6.95

Musically the four games
contained in the two packages
from Software Cottage are accu-
rate and have been designed
with children in mind, but
proved to be appealing to my
not too young assistant,

: tgjrewrk usic is a charming
little note naming game, in
which you have to protect your
box of fireworks against a
descending spark by naming a
note displayed on the screen's
stave. A correct answer wins an
extra firework, and the player is
treated to a firework display
after ten correct answers have
been given

. Water Music gives training in
identifying sharps and flats,
again displayed on either the
Bass or Treble Clef. The playeris
[—

encouraged to develop a famil-
iarity with accidentals, playin
against time as with Firewo.

usic, anly this time trying to
raise a bucket in a well.
bucket slowly falls to the bottom
of the screen as time passes,
jumping up each time a correct
response is gven.

Both games have an optional
‘lesson’ at the start (without
which my assistant couldn’t
have attempted them) and are
designed for children in the 7-12
age range. All in, the help facil-
ities are guite good and the
graphical presentation was
quite cheerful.

T

JUMPY SNAKE BLUES SO
& HONKY TONK

Software Cottage
£6.95

Jumpy Snake Blues is a musical
game of snakes and ladders
which helps to train the player's
ear to recognise musical inter-
vals. Again, a demonstration
pr%gfam heads up the game,
and the player can play against
the computer (which gets the
answer right every time, allow-
ing for practice between turns)
or against a friend which intro-
duces an element of competit-
ion. The computer plays two
notes and the player(s) have to
recognise the interval — the
correct  answer moves the
player's counter on the snakes
and ladders beard forward by
the interval just identified. The
winner is the player who gets to
the top of the board first.

Honky Tonk is a note match-
ing game which helps develo
the player's sense of pitch.
grand piang, perfectly in tune
acts as & reference while the
player tries to tune a honky tonk
piano by moving the pitch of its
notes up or down in small or
large steps.

ach time the player refers to
the grand piano for the correct
note, ten points are knocked off
the score so far, which starts at
1000. there are 4 levels to the
ame. At the lowest, where the
nky tenk tunes up in guarter
and semitones, even my assist-
ant seemed to be abile to cope
passably well. At level four,
where the steps are sixteenth
-and thirty-seconds of a tone, a
very sharp sense of pitch is

2

tegvel =2 DENC

2 M robotE

needed to achieve a high score,

When the player believes the
honky tonk piana is in tune, the
game ends and it plays a rag-
time tune — going out of tune
painfully if the honky tonk
wasn't tuned perfectly. (Even
Graeme winced at this loser's
rendition of the tune)!

Overall there is definitely a
place for the games in the class-
room. They're easy to use,
friendly but are perhaps a little
repetetive on the graphics and
visual stings offered up as re-
wards. Jumpy Snake Blues and
Honky Tenkare aimed at anyone
fram 7 up who wants practice at
training their ear and would be

articularly useful to someone
earning an instrument. Jump
Snake would certainly help ...,mt:
Grade 5 or CSE Musical exams.

Firework and Water Music
could easily have been tied in
with a Handel tune to add that
extra bit of gloss — | wonder
why Software Cottage didn't
take this step.They're an interes-
ting way to teach the basics of
music, and | liked the way they
coped with leger lines on both
the Bass and Treble Clefs.

The four games assume no
musical knowledge at all and are
quite fun to ?Iav as well as being
instructional — though making a
musician out of Graeme is prob-
gpfy!bayund anyone's capabil-
ities

FINAL VERDICT

teifl &

Mu sicality
Userfriendli
Educational V'
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intergalactiGram

A Division of Intergal Telecom

[ Date |
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iy 444444+ +URGENT MESSAGE TO ALL CRASH READERSG4++4+ 44 ++
++4++44++MELBOURNE HO %
el USE GOING DOTTY - ONE HUNDRED COPIES OF STARION TO BE

++++++++BRAND NEW GAME LAUNCHED WITH 3D WIRE FRAME GRAFHICS++++++++ I

t+++++++++SECRET DIAGRAMS OF SHIPE LOST IN TAXI IN

REFERENCE PLANET EARTH LISTED AS SOLIII IN ON BO i BLaNE, EARTH TEGR

ARD STAR MAP) ¢ ++++4+ 44

+44+4+4+CRASH READERS ASKED TO HELP REASSEMBLE PLANS FOR STARION SHIPS FROM BACK-
OF -ENVELOPE DOT-TO-DOT CRYPTIC PLANS, DRAWN BY GAME INVENTOR AND LEFT ON BACK

SEAT OF TAXI IN ERROR+#+++++

++44444+4MISERABLE CRASHLINGS ARE LAST
HOPE FOR INTELLIGENT
LIFE AS WE KNOW AND LOVE IT = CAN THEY COPE?+++44 444

+HE+t+++4MISSION COMPUTER NEEDS NETWORKS DRAWING UP FROM DOT-TO-DOT
IMPLIMENTATION - FAX PHOTOS FROM PRE-RELEASE COPY OF GAME SENT DOWN LINE TO
CRASH MAGAZINE .EDITOR, LUDLOW, ENGLAND, SOLIII##+++++44

t+++++++READERS NEED TO COMPLETE DOT-TO-DOT DRAWINGS AND MATCH
UP TO FaXx
PHOTOS AND THEN SEND RESULT TO MISSION COMPUTER UIa CRUDE LETTERPOST METEED TO

PO BOX 1@, LUDLOW, SHROPSHIRE POST CODATION SY8 I1DB BY
URSULA MAJOR RECEIVING STATION++++++++ S RrSR Ten PO SEeHING 09 TD

PUTER
D CORRECT ENTRIES RECEIVED BY COLLATING COM ;
ORITHM WILL BE APPLIED TO DETERMINE ONE HUNDRED :
BELIEVED TO BE ASSIGNED MYSTICAL "CRASH SMASH

NG DEAD BRILL#++++4+44

++444+++1F MORE THAN ONE HUNDRE
THEN RANDOM SORT AND SELECT ALG
WINNERS OF MELBOURNE HOUSE GAME =
TOKEN OF EARTHLING GRATITUDE FOR BEI

o
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[bma ; 'l : J

- — el -
ExXEXEMASTER COMPUTER INTERRUPT ON SLAVE TELEX COMPUTER INTERRUPT BUSx*¥x¥#

-

¥xx¥xxxx¥exxliHAT 'S THIS "DEAD BRILL" GIBBERISH, OH MINION MACHINE?*®#s*sxxxsxx

++++++++50RRY BOSS, SLIPPING INTO COARSE EARTHLING USAGE OF META-LANGUAGE
CONSTRUCTION++++++++

*xxxxxxxCHUT DOWN MINION TELEX COMPUTER = YOU- Y AT THE THESA 3
AEATN T a s ex 5 E BEEN AT THE THESaURUS

I AEEXMESSAGE TERMINATED EARTHLINGS - APOLOGIES FOR TRANSMISSION ERRORS - GET
BUSY ON THIS BRILL :9&3%'>3<.een o brekadown eroor rpartxfbrokdurn errire
repa...eakbrown terror part
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BODYWORKS LAUNCH
Where the assembled throng finds that Minson's Body doesn’t

from Genesis. It eould also be the first coffee table program;
certainly they'd invited journalists from every sort of publication
‘imaginable Reader's Digest) ta the launch party. There,
amidst the throng, was Dr Jonathan Milier, media-personality
and one of the devisers of the program — which might be seen as
the computer equivalent of his highly popular pop-up biology

At £14.9&mmnIeta with book and wall-chart, the package isa
‘seven part, fun introduction to the waorkings of the human body. It
culminatesin a marathon sequence, in which the user trigs to run
the fastest race possible while monitoring the screen athlete’s

- status — a sort of Track and Field with blood and guts, Perhaps
the representatives of the computer press felt slighted by having
to mix with so many other hacks — and they lrnmsdlateiy
induced a heart attack in their little runner,

Meanwhile | quizzed some representatives of the medical
world who thought Bodyworks most suitable for pre-O Level
students. Then all that remained was to conduct an experiment of
my own, concerning the sudden intake of as many Bucks Fizzes
asl cuuld befare r&y body got to work, demonstrating that

‘what goes down, all too easily comes back up! (Please, not
another Angus Ryall correspondent . . what's the CRASH

Christrmas party going to bé like >—Ed).

John Minson

Lots of fitting coincidences in that Bodyworks is the ﬁratpmgrarn'

Keep Taking the
Pills

Argus Specialist Pullzlln:ut

T(_r have been having a hqt of
bad Iuck with their

! "'n.ﬁut‘tha
mmamgdﬂmﬂmwhhh ,@
to the reﬁﬁgma .
call Clive Ball Mnﬂﬁmkm
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Oopsie-woopsie, done it again! Pacific Software write to point
out that Derek’s review of their game Funhouse included the
incorrect price; Funhouse sells for £3.99, not £5.95 as we said in
the April issue. Contact Pacific on Runcorn 61954 if you like.

A DAY IN THE LIFE
And Mr Minson drinks again!

Happily, | was unaware that A Day [n The Life was going to geta
somewhat less than enthusiastic review in the pages of this
rmagazing when | attended the launch. However, Micromega’s
declared intention to' move away from the 'black leather’ space

‘and bike products helps explain its ‘bright and braezy style.

The myste ry tour that preceded the launch kept to the
commuting theme of the game by being conducted on a London
TFaCr:;pon bus— Micromega turned down theidea of using a flaet
(o) 5!

The tour ended at the London Transport Mussum, where |
chatted with author, Stephen Redman, who is & CRASH devotee

like his younger brother. Stephen, a fi final year computer science
student at Newcastle University, took gighteen months to write
the game which was his first major machine code project. He sees
its central feature as the cunning sprite handling techniques.
Denying thatthey fear for the wrath of Cambnidge's pugilist

inventer, Micromega also used the ocoasion to confirm their
dedication to irregular relgases of quality games at £6.95. They
do, however, have a budget thrae-pack of Codename Mar,
Kentilia and Jasper all written by our very own Derek Brewster
and available for £5.95.

John Minson
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GOING GOLD

A couple more games have
recently passed the 100,000
sales mark. Addictive broke
the barrier with Kevin Tams'
Foatball Manager, after three
[ears in the Software

eague. Firebird, rather more
quickly, cracked the problem
with their Budget game
Booty. There's some sort of
moral in there somewhere,
but we're not guite sure
what.
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THE SOFT MOLE

We're not desperate for news
to fill these pages, so won't
mention the pre-launch
publicity (freely available at
the LET Show in February)
which a few magazines have
recently picked up on.
Something to do with the
launch of an Adrian Mole
adventure due out in the
Autumn. It's not Spring yet,
in Ludiow!

CRASH
MICRONET
MAILBOX

Following the demise of
Prism, the VTX5000 modem
which is ideal for connecting
your Spectrum up to
Micranet, is eurrently
availabie in some shops for
under £50 — or direct from
Modem House in Devon
(0392 69295), A few shops
may still be selling it at the
slightly higher price of £99-
odd, so look around before
buying.
Aisting micronet users
rcn'; hstljlikagnbknm that the
= ‘c mailbox number
MICRONE lwani?le?lim!ﬁfm T . should be active by now! try

105845851. Drop us an
H electronic line folks.
FE TI_‘ _Moredetaitsabout
e Micronst are scheduled for
Fabulous features a Tech Niche quitesoon. ...
fidventure Coap. 11 Lo sy as ainmin.oa2a
iy Aunt . = 12 Filmnet 'B4 : 32
Basb Peripherals 13 Letters... . .
Beeb Machine Code Micromouse 34
Moni tor .. i4 Mignight Finet 35
Book Rewviews 15 Modem Reviews EES
thatline. ... ... 16 FMusicnet .36
A7 NHews. . . b g
.18 GNET .« 2
68000 Chip......41
e s e a2l Btarmet. . ... R
.22 Suap Shap. .. ....43
Decision Data.... MW

Diary . ....294 Telesoft Top 10.44
Download Help. .. .25 Wired Society. . 45
et e e P S A LU




WIN A
PORSCHE 924

(or cash equivalent)
2 pack for delails

566 pack
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from ROBIN CANDY

It seems that a lot of people have been hwin? trouble entering
the pokes for Hyperioad games despite their being correctly
B:de in last month’s issue (please take note Mrs A, Martyn of
rgess Hill of what is to follow). First of all enter the false
header included with each set of h{parioad pokes, but before
running it check that you have got ALL the data statements right.
RUN your header so that it saves to tape. Where it says to ‘fast
forward your tape to just past the header signal’, fast forward
your tape to just past the tone that prints up the name of your
program that you are loading and no further. This can be e
uite easil b:'Hm“ing carefully to the tape as it piays back.
ﬁuw & false header created earlier back into the computer
and the name of your program should appear. After the header
has loaded the computer will display the red and blue border
indicating that the computer is waiting for something else to be
loaded in. Now play the tape that is to be poked from the place
you stopped it (just past the header signal). The Spectrum
should now load the BASIC bit of the Spectrum that is used to
load the hyper code and run it and come back with the OK
message.

As most Hyperloads are different from each other they each
need a different approach to bypassing them; some, after break-
ing into them, just need a few pokes to provide you with infinite
lives, eg Pyjarmarama and Alien &8, while others may not use the
false header approach at all and you may have to enter a series of
short programs. When you have entered the programs always
check that you have checked your Data statements correctly
(this is where most people go wrong) before actually running the

program.
AVALON

For anyone still having
prablems with Avalon here are
some tips which should help
anyene, The only level for which
they don't give any help is the
High Temple of Chaos. These
tips were smuggled to me by
Andrew Hewson of Hewsan

Perhaps next
month might see a few mare
tips tor Dragontore,

GATEHOUSE LEVEL
ftemns to collect:

and a key

ftems for you to interact with:
An unlocked chest — usa the

servant spell to open the chest

and remove a spell scroll. A
locked chest — use the servant
to take the key to the chestto
get the money. When you have
ot the money go back to the

Irst room and wait for the
warlock to appear and give him
the money. In return he will give
you a star. Place the star on top
of the star in the second room
this will produce an unlimited
energy resource. Thereis a
second locked chest with a
wraith guarding it; freeze the
wraith with the freeze spell and
unlock the chest using the
servant and the key. Inside the
chestis another key, collect this.
This unlecks the door in the
same room, behind the doorisa
tunmel leading to the wayroom.

Four spell scrolls, Servant ring |

| MINES OF MIADNESS
Iterns to collect:

Four spells immediately, ane
under a stone and two more
behind locked doors.

| emsto interact with

Lead a goblin to the blue
spider. The goblin will then kill
the spider leaving a jewel
behind. Exchange the jewei

| with the floating warlock in
return for a valuable item. Using

the servant spell take the yellow
lever and move a nearby

| boulder to obtain an apen spell.

Use the open spell to open the
two locked doors— behind one
there is a summon spell ina

| puddle and behind the other is

another spell,

| CAVERNS OF DOOM
Items to collect:

Five spells, a hammer and a
key in a bottle.

Hems to interact with:

Take the key from the bottle
and use it to open a chest. Inside
the chest is some money, trade
this with a floating warlock.
Attack the goblins that are
guarding some magic
mushrooms with the missile
spell, the mushrooms are a
valuble energy source. Beware
of the contents of a nearby
bottie! Take the hammera
smash the chest nearby to
obtain another key. This key
opens two doors which allow a
short cut back to the wayroom
and allows access to the Great
Halls of the Deep.

T |
g’

gill)
||||lllIIll

L.M.'5
RevenBE:
PSYCHEDELIE
CANPY

Another mistake that crops up a lot is when it says to NEW the

program that you have just so

painstakingly entered. Man

people ask what is the point of doing that when all it does is gel

rid of

your program. The fact is that

EW gets rid of all program

lines but it doesn't perform a total systems reset like PRINT USA

0 does or when you turn off

r machine. So when you see NEW

enter that but not PRINT USR 0 and certainly don’t switch your
machine off. If all else fails and you still can’t get the program
working try and contact me {preferably by writing) to see if there

w?ﬂ"s a misprint.

fter the really interesting stuff, it's time to get on to the

boring bits — the real tips. . ..

GREAT HALLS OF THE DEEP
ltems for you to collect:

Four spells, a lever, some
rubbish and a chest. A piece of
cheese and a key on a string. A
bone.
tems to interact with:

Use the dispel spell on the
bone to turn itintoa key. Unlock
the two adjacent rooms to
obtain more spells and an
energy source: Use the lever to
move the rubbish nearby to
obtain the key tothe chest. With
the piece of cheese attract the
mouse out of its mouse hole to
gnaw through a piece of rope
tying the key.

GOBLIN WARREN
Hems to coflect:

The chalice spell, a key ina
skeleton and four spells
Items to interact with:

Take the key from the
skeleton and unlock the chest.
Inside the chest is a key which
can be used to open another
chest. Use the dispel spell on
the stationary wraith. Use the
openspell to open locked doors,
collect the revealspell and use it
in the room beyond to obtain
the chalice. Entice the goblins to
the spider so that he eats them.

LABYRINTH
Items to collect:

The Lady and Caliburn, the
sabre, the bat and the station of
gir plus several spells,
tems to interact with:

Lift the slabs to obtain two

parts of the keys to the chests.
Collect the sabre and use it to
slay the bat to obtain the station
of air, Then travelin the
direction the lady is looking and
slay the scorpion to obtain
caliburn.

CATACOMBS
Items to collect:

The amulet for evermore, oil,
two keys, the tunnel back to the
wayroom
items to interact with

An energy source and energy

| sink both guarded by wraiths.

Use the oil to lubricate the locks.
Find the key to the amulet

| hidden in the skulls.

| CHAMBER OF CHAOS
| This is accessible from the

labyrinth or by using the
summon spell.
tems to collect:

The dancing sabre, the
stations of earth, fire and water,
the key, the altar and the chest
Hems to interact with:

Take the key from the skulls
and unlock the chest. Inside the
chest is a coin, take this and

lace it on the altar to obtain the

ey to the locked door. Collect
the three stations and the
station of air from the labyrinth
and place each in turn on the
compass. Pass through the
portal to the High Temple Of
Chaos!!
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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&F are included) Tel: 0530 411485
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THE MERGE PANEL

For newcomers fo the Spectrum and CRASH who are having
trouble entering pokes, just follow the procedure below for enter-
ingthem unless otherwise stated.

o insert your poke use the MERGE command (look in your
manual on how to.obtain it) followed by ", these are obtained by
shifting P twice, now press ENTER. Press play on tape and wait
for an OK message. When the OK message appears stop the tape
and LIST the program (sometimes you have to change the PAPER
colourto be able to read it— this Is also detailed in your Spectrum
manual). Move the cursor to the fine with the last RANDOMIZE
USR or PRINT USR number in it which is done by using Caps Shift
with 6 or 7. Now press Caps Shift 1 to bring the line down from the
program. Using Caps with keys § and 7 (depending on which
direction you want the cursor to move) move the cursor to just
before the RAND USR or PRINT USR number, type in your POKE
followed by a COLON |[:), press ENTER (the program line should
now go back up to the program) then RUN the program. If you
have any groblems with the above procedures you should con-
sult yvour Spectrum manual (or vour local doctor).
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ALLENGING SOFTWARE

Now for
Spectrum 48K
and
Commodore 64

Spy vs Spy is two player cartoon fun!
The black and white spies chase each
other around the embassy.
They steal secrets and plant
traps, playing against each
other on a split screen display.

Available from software dealers everywhere or directfrom
Beyond Competition House, Farndon Road, Market Harborough, Leicester LET6 9INR.
Access/Barclaycard telephone: 0B58 34567. Price £9.95 inc. P&P
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RESTERDIDS GAME

= ITTINALET

first table for the Jump Leads

and change book 2 at the library
for the Bunsen Burner. Now get
book 3 and exchange that at the
library for the letter B and take it

WALLY TIPS

No sooner had | said we hadn’t | to the Bank Safe.
ad many tips for Everyona's a To %et the letter K
Wally we were flooded with tips With Dick mend the fountain
on how to get certainlettersand | as detailed on last month's
perform certain tasks. These Playing Tips section and build
tips come from DM Turner of the wall which was also in last
G AT, Solihull, W. Midlands. mionth's section. Now change to

Harry and get the fuse wire and
To get the letter B

Change to Wilma and get W‘iﬁ-gg;%
book 1 and book 2,
Change book 1at library atthe

STAMP STREET J—Jﬁ
POST OFFICE.

EOUMTRAIN
TOWN SQUARE

IF ¥l HAUE NO
MONKEY NUTS

RAIL ROADR = STATION




TECHNICIAN TED
These tips come from Maicolm Collinge of Poynton.

Atter completing task 1 (Ted’s Desk) drop down the whole in 'We
call him sir' and make your way through ‘The Cloakroom’ backto
the 'Silicon Slice Store’. You will netice after the first task that
rooms change. Task 2 is the ‘Silicon Slice Store” but extra sprites
and platforms are added just to make jt more difficult. After
completing Task 2 go to the Baard,r@om,tzgnu have ta jump over
the large sprite of the lady's face. This is done by standing at the
base of the ladder and then jumping twice wertically, until you are
about three-guarters of the way up the ladder. Then jump across
and you will find yourself in the ‘Slice Diffusion Furnaces’. This is
the next room in which you must complete a task. Jumping onto
the green ledge is possible but you must be pixel-perfect other-
wise it's splat!! Timing is critical because you only have about 16
seconds to touch the second flashing box and you've completed
the 3rd task. Does anyone know any mare tasks?

FINDERS KEEPERS

The Playing Tips pages are G here is a quickie
poke beforelgo, ass n by Hutchinson (haven't we heard
that name before?) of London. Jus i e basic loader
before the RAND USR number and it gives infinite lives:

Blown fuse this should rewire IR S NS

the fuse. Get the goad insulator, i J 3 POKE 34252.0 .
‘ get the screwdriver and go 1o 3 A il

one of the telephone boxes. ! " 7 i T4

| Enter this and shoot the | 3 :

| asteroids until you hear a beep, I —— ' PUREL Y HYPE

onceyou have heardthisgoto | patte

| the screen with the pylonin it, Drop the flat battery somewhere e : £ il
|| Lo the boltsof ightning | fog ot ttery ang with the' B e e FeIoES, Ves Tok, s Prise Tme
| move all the way around the jump leads go to the Bee Pee Plsyl‘aﬂgr'%‘;gg.':grrid dJE{:u ve gotsome useful POKES, boy have | gat

Let's start off with the ground rules: No more Jet Set Willy
Pokes, OK. It's a Big RAND USR 0 on that one; and ifyousendina
POKE which has aiready been printed in these hallowed pages or
in an:a ofthe omt:i;nwgaxines; veu{m get tﬁjesquma;rﬂ adélAnd it tha-,ri' re

- t inted in another magazine before _closing date, you alsg
ﬁiﬁﬁ%ﬁggg‘;ﬁﬁzﬁt?ﬂﬁm low your chance of winning. We're looking for E)(ELUSNE
on the truck, then on the wall to Playing Tips here, OK? s :

ot the letter K. So, get those hacking ﬁnggrs-waikmg ”&',E“ some IEEraigr_nrn
g To get the letter A sode, and send in your entries to the ROBIN CANDY POKE PRIZE
Changae to Tom and get the oil to ref'ﬂ?lh e b“?’e ?‘W 3013 ?"kis.i- June Il S'Edec}"'r:" and l”‘iﬁa
: 1 the full range of entries and pick six winners, And here are the

can. Take this tothetrolley inthe prizes on offer:

! screen. With Harry now goand | station and recharge the flat
et the jump leads. Change ta battery on the green battery in
om and go and get the flat there, drop the now recharged
e battery some where convenient,
Change back to Tom getthe

S |

2nd £25 of software and a Brill T-shirt;
3rd £25 of software and a Brilllish) T-shirt;
4th iﬂhélg Brill T-shirt; §
5th Less Brill T-shirt;

6th Marginally less brill still T-shirt.

Well {I had to slip one in somewhere!), all the T-shirts are really

‘the same, but | thought I'd slip a bit of varieni into your life while

r:uraadthel’r‘na ; re all Mega Brill CRASH T shirts in
[ o

supermarket which will now
move around. Change to Harry,
jump onto the trolley, then onto
the freezer and get the letter A,

Well those tips should help all
you Wallies out there, but who
will be the first to complete this
game?

Entries to the usual address, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB

RUBBLE RopD WHLL STREET

w : [ . 1= . RIS

Sadly, another Playing Tips section draws to a close. Yet again the
space I'm allocated is filled (maybe over-filled). Don't forget the
Mega Hyped Poke Comp and for those dismayed among you be-
cause you don't know your PEEKs from your POKEs just keep
sending in the tips and you may win a T-Shirt. And who knows, |
might be able to persuade the powers-that-ba forabitof software for

MGE COMPILEL BY R the star tips but you will have to protest to Lleyd Mangram in his
ROBIN. CONPY SHEDS {gtters page to convince the ever roaming all powerful eye (| say ‘eye’
e 0. because he's losta contact lens)of his royal personage R Kean. We..,

RS (I ALMOST wrote that word then) that is it for this menth. | hope you
© enjoyed the column and keep those tips coming.
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2 (29) ALIEN 8 Ultimate

4 (—) EVERYONE'S A WALLY Mikro-Gen
6 ( 4) SKOOL DAZE Microsphere

8 (70) SABRE WULF Ultimate

10 ( 2) MATCH DAY Ocean

2 ( 7) STARSTRIKE Realtime
14 (—) DRAGONTORC Hewson Consultants
16 (75) TECHNICIAN TED Hewson Consultants
18 (20) TIR NA NOG Gargoyle Games

20 (77) AVALON Hewson Consultants

22 (28) AMERICAN FOOTBALL Argus Press Software
24 (17) BOULDER DASH Front Runner

26 (28) GIFT FROM THE GODS Ocean

28 (716) GHOSTBUSTERS Activision

30 (—/) FULL THROTTLE Micromega

The winner of this month's Hoﬁlna draw is Dominic Saawnyk
Sheffield. The four runners-up are; Ken Wise, Wantage, Oxon;
Michael Burns, Luton, Beds; Webb, Coal\.fiue Leicester-
shire; Kwok Ming Liu, West Mulamv ]
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"2 ("2) TRNANOG Gargorle Games
N I —
"6 ( 3) RUNES OF ZENDOS Doreas |

22 (—) OUT OF THE SHADOWS Mizar
24 (27) VELNOR'S LAIR Quicksilva

26 (—) VALHALLA Legend

28 (—) PLANET OF DEATH Artic

—_— LN = 30 (26) SHIP OF DOOM Artic

The winner of the Adventure Trail Chart forthis month is Mark
- Smith, Chorley, Lancs. The four runners-up are; John Piggot,
Abrone Hill, Cumbernauld, Glasgow; Simon Brock—Gunn,
Northampton Hall, London EC1; Jan wvan Leeuwen Jr,
Heerhugowaard, The Netherlands, RA Bould, Pennycae, Clwyd,
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b : m.:n a‘ay one 1,362,223

Pooi 1 529 on frame 4

Match Point beat the computer
in the final R
Knﬁ.l-m_l ompleted 87%

Alan Johnston, Knigl
Glasgow. :

e L]
eted in 100

Wﬂ&sﬁ?mbmﬁm

Samwm ﬂatsﬂ%.

Kung-Fu Elack tieh LT, 280
Pheenix 61,

16
G I(eating. Colliers Wood,
London

Pyiamarama finished with 1%
R.Kirkham, Sheffield, S.Yorks

Skool Daze 3170600
Chequered Flag cambridge nng
51,785

Pngn 53,250 level 10

Turmoil 2,720 level 1

Pssst 122, 740 "

Martin Hughes, oldington,
Bedford

Pogo 95,275
Android2 104,600 completed 7

times

Pssst 181,775

Deathchase 261,111

Ant Attack 48,528 10 people
saved

HERO 144,240

Steve Davis Snooker 46 break
TLL 103,010

Starstrike 1,326,600 on medium
Eddie Kidd Jump Challenge 14
cars cleared

Doomdark’s Revenge
completed

Atic Attack 98% completad
Sabrewulf 100%

Braxx Bluff on the third attermpt
Skool Daze completed
Pyjamarama 2,722 paces
Tranz-Am completed

Match Day 13-0 at International
level, 5 mins each way, never
conceeded a goal to the
computer

Full Throttle first on all tracks
within 2 laps

DT's Decathlon day one 468,972
day two 603,478

SJ Hawrylak {15), Tunbridge
Wells, Kent

2 j}rpnsed you had time ta write
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ed73%

-Sked Bue ton'pletsd once
with 24,040
Jim Giilnn, Colchester, Essex

Airwolf twa scientists

Turmoil level L

Skool Daze 2 terms
Starstrike879,600 on sasy
Sabrewulf 268,370 at 92%
Meoon Alert 22,640 on at;ageﬁ
Knight Lore 62% 5cha

Chuckie Egg 259, §5ﬁ ;an ‘revef 20
Paul Brown, Portsmouth,
Hampshire

EvamsrAWnl Wally's pay
£220, Wilma E£350, Dick £200,
Tom £50, Harry £260, overall
£10680

Michael Foard, Dartiord.
Night Gunner level 11
Thrusta level 6
Orion 52 men
mﬂ&ﬂm
52 bits
PI leted at BB%
Skool Daze 25,860 completed 1

Fl%nmmw Il level 7 two bells -
E .
Eights beat computer

"r tlevel 5

anic Miner completed
Mugsy survived 21 vears
Penetrator completed two and a
half times in one game
Arcadia completed

3D Deathehase 84,320

Hungry Horace 502,750
Kosmic Kang completad
Harrier Attack 29,530

Cookie completed cake
Armageddon level 18

Jungle Trouble completed
Terra Force level 7 6,860

Freez Beez 6520 level 7

Pinball 18,500

Astro Blaster level 5
Galaxians level 9

Full Throttle 1min 34 secs, first

gmmmradusﬁw

Juggler screen 7

Aimif-'i ‘and 2063

Football Manager 4 seasons, FA

3x
uﬂshmeam 560
Match Day 9-1 in a 6 minute
match, beat pro. level andwon
rnatch day special
y Mole level 13

Pag 68D

Fr&nk n’ Stein level 8

N Macwaters, Towcester,
lJ

My Craig you have heen busy

T'meﬁmﬂzém-sn level 5

Star Strike 1,133,400

.
u'vom a y

Zzo0m 114,850

Kevin Devine, Eastfield, N Yorks

Bruce Lee 100,250
Dukes of Hazard 18325
Battle Zone 52,000

C Jones, Europe

Ghost Busters £850,000
Moan Alert 298,310, mission
completed twice

3D Starstrike 642,900

Jet set Willy completsd
Knight Lore completed at 37%
Skool Daze 3,820

Alien8 42%;

¢ 80,680
Robert Taylor{12], Rayleigh,
Essex

Pssst 121,640

Cavelon 50,880

Atic Atac 4,529,356

Psytron 224%

Starbike 144,440

Henry White, Margate, Kent

Harrier Attack 27,460 on level 1
and 26,860 on level 2

Stephen Jones, Broughton,
Chester

r.l_tid Over Moscow 86,200 on
air

Simon Mooney, Stockton on
Tees, Cleveland

Simon PCG is now pushing up
daisies

Skool Daze 50,570
HERO 46,590

mﬂwmn 87% 4,726 paces
Miner 32 764

Astronut 2830

Automania 6,656

Monty Mole 2,177

DT's Decathlon day one 340,915
day two 407,497

Dan Leng, Guisborough,
Cleveland

Pogo 128,520
Nat such a bad score after all Mr
Geogh

Starstrike 1,330,000

We have the head (the one with
the glasses) but not the name.
For those of you sending
multiple entries please put your
name and address on EVERY
piece of pager, Otherwise you
couldend up fike Mr X,

Monty Mole 18th screen
Chuckie Egg 219,780 at level 20
Pssst 91,24

Atic Attaclt 99% in 32mins 17
SECS

Full Throttle 'st at Silverstone
and San Marina

Tranz Am 14 Cups

Harrier Attack 23,260

Sabre Wulf cormpleted

Jet Set Willy completed
Graham Kelly, Sutton, Surrey
Monty Mole second screen

Ah Diddums box 9
Pyjamarama 53%

Atic Attack all of golden key
collected, not guite completed
Harrier Attack 17,520

Match Point beat the computer
on the quarter and semi finals,
but it beat me-aswell!

These are Graham's Dad’s high
Scores, not bad ‘ole timer!



nnghon.‘!ihig month,

fo

THE ALIEN 8
CONTROVERSY. ..

The launch of Ultimate's Alien 8
has brought a crop of letters
onto my desk — some full of
praise, others rather less
chuffed about the new release.
Here's a taste of the mixed
apinian, starting off with one
who was less than thrilled. . . .

lwould like to tell e_vs?rone that
Alien 8 is just a copy of Knight
Lore. The graphics are 100%,
but to anyone with Kmigh!‘ Lore,
it's a waste of money. | thought
that after the comments
received after Sabrewulf was
released, Ultimate would not do
such as thing again — redoing a
game and selling it under a
different title.

The Ultimate games, once the
ultimate ones to buy, are no
longer worth their price and title,

Once again | emerge from beneath a massive pile of paper which :
makes my desk groan to bring you the world’s mostamazing letters |
quu,wall, it's a fairly good one anyway. Quite a lot of carping :
we'll get to that later. First, Letter of the |
this learned treatise on the fundamental ethics at
the heart of Design Design games. . ..

A friend of mine used to collect
every Ultimate release, but
stopped after Sabrewulf due to
the lack of originality and high
price. | feel very bitter about
ﬂ.;ft?ﬂ &, and it proves to ;nde that

imate are getting greedy,
L Bill, Redditch, Worcs

| am writing to warn you of the
piles and piles of letters you will
nodoubt shortly be receiving, all
of themn identical. As you
remember, when Sabre Wulf
was launched by those wizards
at Ultimate, you were flooded
with letters saying that if you
change the trees to walls you
would have Atic Atac. This was
idiotic, and | was glad when it
was over.

MNow here comnes A/ien 8
which | have played. | think itis
brill, and though it looks similar
to Knight Lore, the game is
totally different and in my
apinion, it is better,

| feel the similarity will go to
people’s heads, this letter

writing ¢raze will start again, so
just wrote to warn you.
Jim Marriot, Cambridge

After the Atic Atac, Sabre Wulf
s!mllarity. I was astounded that
Ultimate had the nerve to bring
out Alien 8. The anly difference
between Ki and Aljen 8 is that
Aljen § is set in space age
surroundings. The E_amapla\r is
the same; the graphics are the
same; the nasties are the same;
the set out is the same’; the
colouris the same and the object
of the game is the same,

Bryan , Cranleigh, Surrey

After a couple of weeks spent
fretting at home, waiting for
Alien 81o be released, it finally
cameout, | with my
money and rushed home ta load
it.

I found it was an exact copy of
an earlier game — yes, you've
guessed it — Knight Lore. It was
still worth the money, though,
justforthe sheer brilliance of the

graphics-— but | still feel itwasa
it of a rip-off.
Simon Lunt, Oldswan

Lastweek Alies Scame outand a
mate of mine bought it. He took
it horne and showed it to me.
How boring. It's merely a cheap
(well, not so cheap) copy of
Kright Lore. Socome on
Ultimate, bring out semething
different.

Chris Morgan, Wollaton, Notts

I would like to tellyou that |
bought Alien 8§ on Friday 15th
Feb. Without doubt it should be
a CRASH SMASH. Itis an
amazing game and although
people are bound to say it is too
much like Knight Lore, all | can
say is that it's software houses
like Ultimate that are keeping
the Specie alive. Keep up the
good work Ultimate, and you lot
m‘&s#nuﬂndga, H

n ayes,
Middlesex
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Just like Sabre Wuif was Atic
Atac with leaves, so Alien 8is
Knight Lore with different
graphics and a funny magnetic
effect that drags you onto
triangles and eggshells. | have
had, torn from my grasp, £14.95
(| bought Alien 8 and Knight Lore
froma discountshoﬂ forwhatis
in effect one game. Most people
would have paid £19.90 for the
same gamesand would
probably break down and cry
into their pillows for months on
end — as | will be doing.

Colin McDevitt, Milford Haven
Dyfed

Having just bought Alien & and
knowing that all Ultimate games
are great, | would just like to say
‘three cheers’ for Ultlimate for
another great game.

Alien 8 has stunning graphics,
and is in a way similar to Knight
Lore, but this doesn't change
things — now you are a robot
(Sabre Man must be a bit tired

mioney; my upgrade must ba s

L lwouidber ally grateful
Pt

after three adventures, eh?)
Martin Cresswell, Shapshed,
Leics

Can | just say that | think
Ultimate are ripping us off, and
they are making a lot of money
over a slightly changed copy of
Knight Lore? | like the game, but
it would have been much better
if there had been a variation.
Andrew Douglas, Hull,
Humberside

| have hiad Alien & for two weeks,
and think it is brilliant, better
than Knight Lore; both more
playable and addictive. Please,
please, don't make any excuses
and produce a brilliant map of
Alien 8.

Michael Moon, Polegate,
Sussex

| have just com F-Iated Alien 8
with a rating of ' Adventurer’ and
| would recornmend this games
to any Spectrum owrier, | found
it more enjoyable than Knight

X
&

Lore because the rooms are
easier to pass through.
Robbie Francis, Crewkerne,
Somerset

The previous handful of letters
are only a fraction | have
received and as you can see for
every complaint there is some
praise. My own humble (and
doubtiessly unwanted, but here
it is anyway/ apinion, is that
Alien 8 is much better than
Knight Lore. it never fails to
amaze me how much time
people will spend on games of a
very similarcharacter, and then
when Uitimate produce two
outstanding games which
happen to use similar graphics
and gameplay, that lots go
berserk with acrimony. The real
problem, surely, is that
Ultimate's graphics in these two
games are 5o outstanding that
the similarities in the two games
stand out 50 much more than
they would if the graphics were
mrffemn:. | have spoke.

SWEATSHIRTS
FOR THE
PEASANTS

SHOCKED!

Dear Lioyd, -
| was shocked to see in your
March issue a b_iatsr;t advert If&l
pirate tape-copiers. It was ca
a 'tape back up device’ and
stated that it could make back-
up copies of software with any
kind of loader. This is obviously
a biatant attempt to solve the
problems caused by games with
hyperload. | know that this
advert will get around the ASA,
but surely you don't expect us to
believe for an instant that this
advert fooled you. Fora
magazine that is constantly
criticising piracy, it seems pure
hypocrisy that you should allow
this advert in your magazine. Is.
your desire to make money so
reat that you arewilling to print
this virtually eriminal advert?
Sean O'Flynn, Nunhead,
London

The advert you are referring to
has actually been within the
pages of SH for some
months now, While it is true that
it is certainly an aid to piracy, if
you like, it is alsoa fairly
essential program for copying

ames to microdrive. There has

gen considerable argument in
the computer press about where
to draw the line on ‘copycat’
programs. At one time they
were definitely aimed at the
home copying market, but with
the advent of microdrives, the
ﬁnes becan}?y abitmore zﬁrurmd.

re really arguing that no
one:;ggufdbe aﬁe roguse the
fast loadtsave routines of the
micradrive to get games on and
off their screens as fastas
possible? Evenwith the price of
m/d coming down, no one has
seriously suggested that pirate
copies on m/d are a realistic
E&ss.-br!rry.




S4°93 SOUY NEp/wnyoeds Jeriss 83 roned

st complet
 vaions A & Cup *furgpean Cup-
ons Uropean
Winneis' Cup ‘I#;pinyl 'Prumoﬂonihl.guilnn
“Transters * nsior “injuries " =
h#;n'k 'I'Ta'n selaction m *Chooseichonge feam formation
: @ague fables * fable *Reserve squod * ather
P At bl od goal fachs S
Check with your retaller, clip the coupon of phone
numbe:. All orders posted Mmp in 24 :g:n. i et
PEAKSOFT, 48 QUEEN STREET, BALDERTON, NEWARK, NOTIS. Tel: 0636 705230

:ﬁ:‘om'lrh. Boss for my CBMGA/4BK Spectrumi4sy Almod, | enclome 0 cheque

* L]
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CRASH
STATISTICS

I'm always amazed by the
extraordinary detail some of our
readers will go inte! The
following letter is one such, and
it provides some valuable
insights (don’t know what
though!) into games and
players. | haven't had the time
for the inciination!) to check
these statistics compiled by Paul
fkqeveﬂson out, but here goes:

Dear CRASH,
| present you a CRASH MICRO
Statistics chart. [ have been
doing it since the magazine
started in 1984, | hope you will
find these interesting and print
them in a future issue. First, Best
Companies, ie those with the
highest averages as reviewed.
The three columns show
Busition andg any, average
verall rating and finally the
number of games reviewed.

1. Ultimate 94.60 5
2. DureH 90.00 2
3, Myzar 90.00 1
4. Poppysofi 90.00 1
5. Interstelia 89,00 1
6. Digital integration 88.50 2
7. Realtime 88.00 2
B Mr Micro 88.00 1
5. Gargoyle Games BE.00 2
10. Micromenga 85.56 8
11. Elite 85.00 4
12. Level @ Computing 85.00 2
13. Viortex 83.33 3
14, lications 83.00 1
15. Software Projects 82 76 8
16 Bug-Byte 82,50 8
7. Macsan 821

18. Timescape 82.00 1

19, Ocean 81.00 14

20, Gremiin Graphics81.00 2

21. Hewson Consultants 80.50 8
22. Rarn Jam Corporation 80.00 1
23, Fantasy 79.60 5

£
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24, Microsphere 78.504

25. A & F Software 79,00 2
26, Eurobyte 79.00 1

27.US Gold 79.00 1

28. Micromania 78.88 4

29. Melbourne House 78.25 4
30. Falcon 78000 1

31, Abbex 77.50 2

32 Procom 77.50 1

33. Database 77.00 1

34, Electric 77.001

35, Thom EMI/Creative Sperks 76.92 12
36, Silversoft 76.86 11

37, Compusound 76.00 1

38, Heingrnann 76,001

39, PSS 5805

40, Beyond 75.80 5

41, New Generation 75,33 3
42 Adventure International 75.00 2
43, Dorcas 75.00 2

44, Eclipse 75.00 1

45. Ex 75.00 1

46, Sfﬁ?dsmn!ums 75001
47, Firnbird 74673

48, Incantive 74.36 7

45, Hill MacGibbon 74.00 2
50, Starzona 74:.00 1

{There is much maore, in fact Paul
goes up to position 168! He also
gives the Sutton Centre
Community School Top 10
games...

1. MATCH DAY Ocean

2. TECHNICIAN TED Hewson
Consultants

3. MONTY MOLE Gremlin
Graphics

4. HUNCHBACK Il Ocean

5. SKOOLDAZE Microsphere
6. PYJAMARAMA Mikro-Gen
7.DT's DECATHLON Ocean
8. AVALON Hewson Consultants
9. MONTY IS INNODCENT
Gremlin Graphics

10. DOOMDARK'S REVENGE
Beyond

Thank you Paul. The trouble
with this sort of thing is that it's
out of date as soon as you
produce the figures! But keep

E&;ﬂg..,

HYPER GREED

Dear Lioyd,

| have just read, much to my
dismay, an articlewhich informs
me that a new software
protection device is being
considered for use which
incorﬁorates software to check
whether a tape is original by
checkirig a signal on the special
‘Safeload’ program tape.

Software companies are
blinded by greed it seems, and |
think they are sg'estematicalw
aiming. for the destruction of
themselves, the computer
industry and the whole concept
of computing as a hobby.

All the money they lose from
games being returned due to
speed load/protection faults is

oing to mount up and exceed
the profits they make on the
average game. At this point,
they put the prices up, and itis
this tﬁat is destroying the
industry. It is all becoming too
technical, far too organised and
the software houses’ attitudes
are ruining the fun slement of
computing. .

Nobody, especially a
teenager, wants to spend more
than the value of their micro on

ames, and whowill buy a
pectrum if they can enly afford

one game a maonth?

This said, if you've gotthe
patience, two months after the
release ofa game, Fred the
hacker from *round the corner’
will have broken into it and
given copies toall his friends, s0
software companies — is it
worth overcharging for your
games? Why don't you stick
with what vou've got and be

rataful that people are still

uying your games - there's a
limit to how far the software
bandwagon can be trundled.

ichard Harrison, Forest Hill,
London

[ think there’s a lot to be said for
)K-?OW arguments Fred — sorry,

ichard — but you ought to
remember that inventors of
h {psn’oad, protection devices et
al are also entitled to earn a
living by eonvincing software
houses that this is the thing that
will save them millions in lost
revenue through piracy. You
wouldn't want te add to
unemployment now, would
you? Seriously though, there is
obviously a lot of disagreement
over attitudes fo piracy within
the industry anyway with some
software houses taking the
stance that it should be stamped
out, and others being more
stoie. It is more the organised
piracy of games that is the real
killer.

The next writeralso has

rt. I'm th

something to say about hyper/
mba loaders. . . .

TURBO TROUBLE

Dear Lloyd,

| am writing to try to help other
CRASH readers wha find they
have & lot of trouble loading
turbo or hyper loaders. First, |
must say that from experience
Ocean produce the worst copies
of turbo loaders which refuse to
load on just about every new, up
to data tape recorder.

Ifyou're having trouble
loading turbas, the first step to
take is to clean the heads of your
recorder. The head cleaning
tapes available aren’t much use
I've found unless they're the
type which you have to put fluid
on. In my opinion the Al 3is
the best head cleaner on the
market which costs about £6.00
— but is it really worth spending
this money just to make sure
that your tape recorder can pick
up the higher pitched tones of
speed load tapes?

If cleaning yourtape heads
doesn‘twaork, you can always try
adjusting the heads on the
recarder — this is done with a
little screw, and the best way is
to try loading a difficult tape and
fiddle with the head adjustment
until it loads.

Alternatively, you can buya
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good guality audio tape and
copy the turbo game onto it—
I've found that the copies
gl?nera Iy load more easily than

e originals, but this approach
is getting dangerﬂusw close to

irac v isn'tit?
Long, Chapeltown,

i fact about three or four issues
back {l can’tlay my hands on the
‘collected CRASHes ' at the
moment) ! had a long piece
abaout problems with turbo
loaders, much of which was
concerned with head cleaning
and azimuth adjustment, It's
warth noting that with Ocean
games, the level of recording
seems to be very high and
requires an untraditionally low
level adjustrnent an the volume
of the recorder when loading.
Daoing this we have had little or
no trouble with loading their
recent games.

The next writer claims he has
isj;ved the entire problem. . . .

SAFE TURBOS

Dear Lloyd,

in reply to Dave Bancroft in the
March edition of CRASH, and for
the benefit of any other
Spectrum users frustrated by
hyperload, | will pass on the

perfect solution to the problem
of loading troublesome
h\rgerioa programs.

fter buying a copy of that
superb Ultnmate game, Knight
Lere, | tried to load it with my
trush,' Sharp— never fails to
load. | met with failure. It then
acurred to me that instead of
loading it through the
Spectrum’s EAR socket, | might
as well try loading the program
through the MIC socket. It
loaded first timel

MNow all my hyperload

programs load first time, when |
use this method, but | would
point out that you have to adjust
the volume level until you find a
setting that loads— and it will be
a bit higher than for a stapdard
load through the EAR X
lan Howell, Kings Lynn, Norfolk

Ihaven't had the time to test this
one out, although | keep
meaning to, but if lan is right
then perhaps it will solve a lot of
people’s problems fwhich stilf
doesn't mean you can get away
with not cleaning your tape
heads regu!sr?t}q Anyway,
enough o }yperf turbo/
expialidocious problems for this
manth, some readers have
REALLY serious topics to
discuss. .

LM

FROM THE DESK
OF NEIL HOOPER

Dear Lloyd,

Thought you were somewhat
harshon A Day inthe Life, butas
an ex-journalist would be the
first to defend a reviewer’s right
to say what he feels — integrity
depends on this approach.

'd also defend the right of
reply principle and there are a
couple of points | wish to make.

The review claimed 13
screens — infact there are over
twice as many, it's just that the
autodemno doesn't give
everything away.

There is a simple trick to
control of the Clive character. He
does have 1o be accurately
positioned to go up an available
passage, butall you havetodois
approach the turning using a
diagonal mavement on the stick
or keys. Clive will run happily
along a wall, or whatever, until
he reaches the opening and then
go through the gap as smooth as
you please — same thing for
staircases etc, Try it—the
playabiiity gripe will become a
thing of the past. John Minson
will confirm that at our press
launch my brother Steve got
through five screens in frontofa
live audience without loss and
carried on to get a new personal
best fifteen mlnutas later (by

which time the rest of us were
playing the other machines and
covering the keyboards with
wine and mayonnaise).

On a more general note, |
wonder whether we do
ourselves any favours by
issuing the press with versions
which offer infinite lives, or, in
the above case, which allow free
progress from one screen to the
next at any time? While it gives
your hard-pressed reviewers the
change to see (and hopefully be
impressed by) the whole game,
the challenge is far less and this
may be reflected in the rating.
Your thoughts would be
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We always carry a limited supply of

BACK NUMBERS for readers who may
have missed out on earlier issues. Fill
that gap in your Binder by ordering

back issues of
CRASH

Unfortunately we have no stocks of

Issue 1, which has sold out.

Issues 2 — 7 at 95p each
Issue 8 onwards at £1.05 each

BACK NUMBERS, CRASH, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB

Postcode




Trouble In Store for Herbert

e SROGEE]
Commodore 64 £9.95 i y A

Amstrad CPC 464 £9.95 44 The Broadway, Bracknell, Berks. 0344 427317
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appreciated.

Watch this space.. . . we're
going to give youall something
to make your TV cry for mercy
{rlw it's not The Price Is Right.. . .

)
Neil Hooper, General Manager,
Micromega, London

it's funny how upset a bunch of
reviewers can be when they end
up being less than enthusiastic
abouta game released by a
software house who has
previously provided thrill after
thrill in a seemingly unending
siream - in.a way it seems
‘distoyal’; butthe truth is that for
the reasons given (probably
more felt than actually stated) in
the review, everyone was a bit
disappainted in the game.

I'take all the points about
where the review was unfair fin
handling of Clive and the
number of fI thought) rather
entertaining screens, and isis
certainly true that a pre-
production copy which allows
reviewers ta five forever or
dccess most orall of the game's
secreens must have an effect on
those reviewers — as you say,
the ehallenge is often missin
even if you are aware of that fact
academically. On the other hand
there are more people to
consider than just the reviewers
— the poor devils who have to
take screen photographs are not
always arcade champs, so a
doctored copy is essential there
if a game is to have reasonable
screen pictures to go with the
review (not ta mention the sheer
time it can take to photograph
twenty to thirty games when all
of them demand dexterity)!

So perhaps the sensible
answer is to provide two types
of copy— one doctored so.that it
is possible to geta quick glimpse
of the whole and make the
photographers happy, and one
as near the production copies as
possible for the reviewers to get
to grips with. (The modern
software house answer of, ‘Oh
we'll provide you with printed
screen dumps,’ does not satisfy
CRASH — they can be useful,
but a photograph taken of the
actual game on screen (s more
alive and satisfying than those
rather ‘dead-looking scresn

du.c?:s,l.

I dan't think for a minute that
anyone at CRASH doubts
Micromega’s abilities to make
us jump with excitement at a
new game, or make our TVs cry
for mercy! ¥ :
LM

BT
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NOT IMPRESSED

Sirs,

Please note that | am not
impressed at all by Angus
Ryall's Frontline reviews.

His March issue review is his
biggest farce so far. If he knew
anything about wargaming, he
would have spotted that
Lothlorien’s anzer Attack is just
a copy of Battle of Britain, with a
different scenario. This is just
one example of his bungling,
bigoted and unreliable
performance as a ‘Frontline’
correspondent! He takes the
cookie as far as excuses for
missing his deadlines goes.

Ardent Wargamer

As far as | ever learnt in history,
muost wars are the same game
with a different scenario, Jt's all
very well feeling disgruntied.
but how about some
constructive criticism for Angus,
that might then benefit other
ardent wargamers? As luck
would have it, Angus happens to
be in the office taday, right here
to answer direcily, so overto
Eau Angus Ryall. ..
to“r Ardent, | ha#e never tried
pass myself offas a
wargamer freak — my view is
that most of the readers of
CRASH are not wargamers, and
therefore do not want to read
reviews full of the kind of detail
that you obviously expect. But if
my approach gets any readers
to try playing slightly more
sophisticated games than they
have been, I'll sieep in my bed
(despite the drips).
Angus Ryall

W

A BETTERTIP FOR
DALEY

Dear CRASH,

In issue 14 | noticed a tip for

playing Daley Thompson's
athlon, concerning the

rolling of a golf ball over the

keys. This is fine if you like

smashing in the keyboard, but

here is an invention to
revolutionise Decathion playing
— THE JOG STICK (see enclosed
planj.

You can now beat the world
records just by running up and
down on the spot. it also keeps
you fit while staying in the
comfort of your own home, Just
plug it into your joystick

interface and away you go!
Bernie Beeston, Bracknell,
Berks

Amazing, Bernie, truly amazing.
You shauld grab the patent as
fast as you can! (Although the
Ministry of Defence may have
igﬂmething to say about it).

|¢ THE UNIVERSAL JOG STICK e

Left Foot

Wooden ‘Tops’

WATHME T

Right Foot
-

(] ¥

To ‘D' Plug

&



30th DAY OF FEB

Dear CRASH,

I realise | am probably the
millionth person to point out the
mistake in your 'CRASH on TV
Again’ report. How could you
print such a good calendar with
the Christmas Special and then
salthere are thirty days in
February? | also noticed thatyou
didn’t risk writing *February” in
full, presumably in case you
made another mistake!
Jonathan Shaw,Liskeard,
Cornwall

l've never had any trouble
writing the word Feberary —
ﬁawng itis rf;?e prab.’enl, and - ;
aven't you heard of a Lea i e o
Year? J’Jﬁ'ay so aleap Yea'?has a:rmuln Atkinson, Bewdley,
29 days, but what'’s a day or so i
between friends)? And sending
twenty yards of ZX Printout with
the word ‘grove!’ four times on
each line won't help at all,
Jonathon, altho f've been
toffrf the hail does need re-
wallpapering,
i g

Okay folks, that's it for this month. | have received quite a bit of mail
containing cartoons and Oli-style bugs over the months, so I've
decided in future to devote a small cornerof the Forum to displaying
some of this artistic talent. If you feel like sending in some of your

weirder ideas, it would be a valuable aid if they could be in a

separate envelope marked — let ma think — how about BUG BOX?

As usual, it is LLOYD MANGRAM, CRASH FORUM, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB. See you next month,

TAPE COPIER 6

Make your essential BACK-UP copies with our second genaration copier package
TC8, It copies with the vast m:{quwof pra?rams_, with rew UMIQUE advancad
features. 45K Spectrumonly, Makes your old copeer redundant?
Dwatswith fast loaders + converts them to normal speed for drive transfer.

in program parts CONTINUOUSLY — evan when there is no sound
gap, short tone leaders, faisa/illegal headers, ete, making the process simpie
and effective. User friendly. s with v. long programs (say 85000+ byies).
Extra featuras, .in:gﬁal header madar, pause, delete, abort, repaat copies.
Numanual-g&!’ Y £5 {or £6 with MT6 — see below)

NEW MD1b for TAPE TO DRIVE TRANSFER

48K S pactrum ownars with Micro/Wafa/Disc drives can NOW transfer the

RITY of their programs (inc. headarless, h:agg p:grams + thase with LOW
addrasses — say 1 with our newly IMPROV age (inc. byteschiop/split
inone go} VAL creator (raduced Tasweord by 1000+ bytes in 2 secs| remkill, make
visible, 8ic, e,

Ta transfer from tay i mugt comeart this program; and then transfer the
converted bytes, M%e:lﬁoinr‘n'\lﬂj b} has the programs giving you the tools to dothe
modifications ta get them running. MO 1 also has extra program for easy multiple
erasing, and TRUE cat. They have & new manual with example transfers and
BXErcises,

This;w':dall,.n acclaimed ram (sae Your Spact. NoS, P14} is ESSENTIAL if you are
ergfa-,'m:r programs o your drive. Try it and see Tor yourgsl!

goeing to transfer MOS
- v risk!
MEBTh (WDIb for disc or wafadrive owners) costs a mere £6.93

AsanEXTRA option to conveniently transfer converted bytes, with integrated
header reader, optiontoalter program names, STOPS programs, etc, we hava MTE
at £3 (for M/drive] or Wafatapa at £4 (far Waladrive owners). MTE can be supplied
on the same taps #s TCB for anextra £1.

UPDATE SERVICE: old customiars can get the latest versionof any product with a
£2 reduction by semﬁinga:-ld TAPE only, + SAE {largel
ALL PHUE)UC;S OUR MONEY BACH GU NTEE [not updates)

OVERSEAS:addi Y Europe, £2 athers for each product. SAE for enguinies

THE NO.1 GAME FOR THE
48K SPECTRUM

WENDER BENDER is an exciting Quiz game for ONE or
TWO players and will appesl to a wide range of ages and
skills with. nine levels of Fiav against the clock. The game
tests speed of recall involving anticipation of the question
as it unfolds across the screen and speed of response
dependent on the level of play.

WENDER BENDER is supplied with the FIRST
ADDITIONAL QUESTION TAPE FREE to maintain the
challenge of the game. NOW available at good computer
shops or direct with cheque/PO for £7.50 inclusive.

A and VISA orders taken on our 24 Hour Hotline.
STOP PRESS — QUESTION TAPE 2 NOW AVAILABLE
£3.50 INCLUSIVE

COMPUSOUND

DEPT CR3, 32/33 LANGLEY CLOSE, REDDITCH
WORCS B98 0ET j
TELEPHONE (0527) 21429 — TRADE ONLY
(0527) 21439 — 24Hr. HOTLINE)
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T

ely unique Ultimate trophies, KNIGHT LORE on the left and UNDERWURLDE on the right.

First off, the Ultimate maps.
Once again we received loads of
entries of all shapes and sizes.
Throughout, the standard was
extremely high. So, onto
UNDERWURLDE first. . , .

in the opinion of the judges (the
CRASH art department headed
up by art supremo Oliver Frey)
decided that in 3rd place the
entry from John Denny of
Burbage, Hinckley deserved the
prize. John's entry is a pencil
and ink rendition surrounded by
carefully wrought mysterious
runes.

In 2nd place comes the team
effort of the Johnson Family
which includes Steven, Sarah,
Mum and Dad, Aswith a lot of
the better entries this time, the
Johnson family entered a very
delicate map largely employing
line work.

The outright winner for Under-
wurlde is the largest entry for
any competition ever. Without
getting the ruler out, it measures
_?_ﬁproﬂmataiy 18feet by 8 feet!
i5 was sent in by Damon RH
Butler and M Triggs from
Shiﬁiey, W. Yorks. The quality of
@ach screen’s detail is quite
arnazing, and size hasn't made
the cartographers use large or
coarse marks to gettheir effects.

Now onte the Knight Lore maps.

In 3rd Place the entry from
James Miiner from Coventry,
deserved the prize. James ent-
ered a very large 3D model cut
out from mini-cereal packets,
mounted en four hardboard
sguares. A special mention here
for James' mother {she gotan
honourable mention in the
Sabrewulf competition for driv-
ing over at the last moment with
James' vast antry — same thing
ha_f;::enad again this time!) The
Milner family have now got a
year's worth of cereal to eat up,
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A The winning UNDERWURLDE entry from Butler

UNDERWURLDE 3rd place —
' magic rurnes from John Denny

and Triggs — a bit difficult to fit the huge thing in!
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The new si fe is missfng and the band have
gone home for the weekend — leaving you

just 15 hours to re-create the missing tune.
A race against time around Londonto __ ——

find each member of the missing band. I
You have to watch out for blue R — :

meanies, wardens and Rath! A —~——— s

clever strategy game, full of T

excitement, brilliant graphics 4 IR

and all wrapped-up with
McCartney music! o
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Argus Press Software
=i Liberty House, 222 Regent Street, London W1R 7DB

For the Spectrum and Commodore £7.99

’f Available from W H Smith, Menzies, Laskys
ol and all good computer stores.

urs, 48 Traffic Wardens,
feet of London,




In2nd place the team effort from
Trevor G Williams (14) and
Richard M Padgham (13) of
Swanick, Southampton, earned
praise for the large format
bound volume they entered.
This had a drawing of each room
per page, as well an extensive
manual detailing the characters,
hazards and objects.

For Knight Lore, the outright
winners are Calum and Graham
Thomson from Rosneath, Dun-
bartonshire with a superbly del-
icate work largely in pencil, The
quality of the drawing, the deatail
of the surrounds to the 3D rep-
resentation is all excellent. The
antire work is decorated with
some very amusing bits, which
add greatly to the map.

So, Butier/Triggs and Calum
and Graham son win the
Underwurlde and Knight Lore
trophies respectively. They also
receive, together with the four
runners-up, a box packed with a
Spectrum+ and starter pack of 6

ames, an Ultimate cap and 2

-shirts, and a Pierre Cardin
diary. Congratulations to
everyone!
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KMIGHT LORE 2nd place — Travor Williams and Richard Padgham

KNIGHT LORE 3rd place — the model from James Milner

1

|
|
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{BUCKROGERY

AP LANET Z0oM

]I It's the 25th unlurv

You are Buck Rogers fighting the batt |(.LH:|II et
Zoom. Skillfully ¢ l1p15|uu§w apping electron posts: Dodge
' and destroy deadly space hoppers and alien saucers. Your race against ti me
has just bL}.,UT% Prepare for ba rTl with your most powerfulenemy . . . the iuhu ship!
¥ou must hit the Mother Sh hip dead centre. Anything less will onl waste fuel, Aim
steady, but ha urry your [ucl 15 dangerously low!

Available on
SPECTRUM 48K 5795
— e P
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MAP RESULTS SPECIAL

Perhaps the best entry overall, certainly the KNIGHT LORE wi
the beautiful drawing from Calum and l'.':'-raham Thomson o

And thus to the ancient Brits of
Hewson Consultants. We had
rather less entries for the
AVALON eompetition, probably
due to the game’s difficulty (still
loads of peopie writing and
phoning in for help!), but picking
awinner was also a tough task.
Inthe end the judges decided on
Derek Oswald from Newquay,
Cornwall, who did his map
based on the Gatehouse Level.
Derek will have his entry spec-
ially mounted by Hewson
Consultants and receive a parch-
ment recording his victory,
together with a copy of the
follow up to Avalon,
DRAGONTORC.

The runners-up to the Avalon
Map competition, who each rec-
eive a copy of DRAGONTORC
will be notified.

A S R S D e N St e
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CRL SOFTWARE PRESENT

RICHARD O'BRIEN’S

CRL House, 9 Kings Yard, Carpenters Road, London E15 ZHD. Tel: 01-533 2918 @Ij




SPECTRUM 48K~ COMMODORES:
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CRASH

THE EASIEST
WAY
OF
BUYING
SPECTRUM

il you have to do
it off. We still offer 2
med dnd

che ISbiy, - A
ION ORDER FORM
Telephone Ludlow (0584) 5620.
Please send me the following titles: Biock capitals please!
Amoun:
_ Subscriber No,
A S e R N IR SO R W

b e o man D o The s HHOPRCIALDISCOVNTS
R RSN A St I B
Al prices are as quoted under review Please make cheques or Sub Tetal: £ MORE THAN £20

headings and include VAT, Crash Micro postal orders payable to
Games Actlon make no charge for postage  CRASH MICRO', From Less Discount £ _ 50p E‘EFHRNTLORDER BT
and patkaging. Customers in Europe Europe we can accept x E THAN £10

should add S0p per item for past and Steriing cheques or Total Enclosed £

packing. Qutside Europe, please write first  Giracheques. Sorry—only ONE voucher perorder!

so that we may advice on postage rates,

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

ADVERTISEMENT




Top prize, for the ace slime-
ster on WIZARD'S LAIR is the
framed artwork for the WL
cassette inlay, which will be
presented to the winner in
person; flashbulbs will pop
and immortality will be
achieved for the lucky win-
ner in our news pages. He or
she will also pick up a T-shirt
and a copy of Bubble Bus’s
other program for the
Speccy — HUSTLER.

And they’re a generous lot
down at BUBBLE BUS HQ -
no less than nineteen
runner-up prizes are also on
offer for high scorers who
don't quite make the
Supreme Champion grade.

What are you waiting for . . .
get playing!
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CHIPS WITH EVERYTHING

by Rosetta Mcleod (with Daniel Fenn, aged 4 and David MclLeod, aged 6)

Irmagir
Mt

THILFIT M
EHSGLIT
[ll..l his
i what
TOOETY.

Producer: A & F Software
Memaory required: 48K
Retail price: £5.75

Age group: not specified
but probably 7 and over

au-novel
N AW
yme from

d fhe 'comi

bourne Hous

£ arcationa f
A & F Alpha-Bethis su

i stood on a cormputer
keyboard, the VDU is displaying
o which You  must

2 vou have the full

:1|-:" not
and

Mike Fitzgerald from A & F
who had the initial idea for the
game; told me that its main pur-
pose was (o increase g al
knowledge Ihruut;h wh
haau ally rote-learning, which he
described as 'a well tried philos
ophy’, and he added th
wife, a former teacher, h ;
ul the game and w Y
with it. Surely
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cwn kiddy-komputer. Having
ted a variety of discs into
witi-stack disc drive, she
n relas until lunchtime
2dge that her young
hool education is

ture of the
atherwe like
it or not, the micro-revolution is
In the process of altering aur
wole concept ofeducation, and
Lmay not be too long before we
have to face the ;m‘.‘,i’.rili‘.v af
childrian bl' nag educated ‘ata
dist
UI‘{‘, of then 1ost frighteni

ntrol aver the rapidly
xpanding mar of

educational software.

rents are now h

bo by

ftware

ned mainly
commercial rat h- r thian with

this is the wrondg |

way fo go abc
educational g
wha-Beth
more than an
A vague e-'l‘il'
ir
(3] A"mW(‘.
famous ¢ uf "-'i;w" K
herse Ifw-'lld yasp?' cmcl .-\h1m
would you go to w.ﬂ.'h
Asyou move Alpha-Beth .',':ro,u.-u_ﬂ
» keybioard, spelling out yout
r, you have to watch out
e the school bully
g dictidnary, If you
the answer tc
you  ean 3
which will

don't know
stion,
pat key

pre

display it |

educational interests. Yet the
two need not be separate snd
incompatible.

This month, the software |
have looked at falls into two
categories:

1} Games designed by
educational experts who have
begun by clearly identifying
their aim
who us
means to achiewv
end:

2| Games brought out by
software houses who have

ifany — links with
fe C|Llf3[|-’5l' The

3 d W{"-I’ﬂw‘\rhh‘-’

designers

thi game {then

o upenmpose themr
of educational
ased on their own

loutdated} experience of the

i [}é}rf!ﬂt'{. VIS

: Wtware?
I magazines can be
helpiul, of course. but parents

brietly on the screen.
T|1r‘ e may still be a
ion for
Qe
ns to me that non

10 -
but it
ectalist

pre

ber that
curriculum  has
Iy since they were

A & F have also

A "lru".'c; Gen ich 15 a ¥a5e
gtor Ainha-B .-and
may fr‘-r certain
h.|!!ib—;-.'l | as M Fitz

gerald pe d out, for par
who wish to dev their own
quizzes for in-f vl | would
ve 10 hear from any parents
who useit!

Control keys: Q/A up/down; O/
Pleft/right; M to select (the keys
can be redefined)

Keyboard play: good response
Use of colour: good

Graphics: not very imaginative
General rating: poor. Itannoys
me greatly when

educational gam

errars of grammn ar, spelling and
pLne llmflrﬂ II for in a.au ce, the

e
')(= ane, [|If—’ r_nl.\pl l|:-
wyith

fJ .ru’.f G re infarm-

ed that & instructions that

lell_\W can far your convenience
sic) be printed out’

| dows of a castie.

would be well-advised tor
e that the
g nboth
.L| I.ny educational experts
st place, and have also
i tested by teach
net be

.DL]I["I'\,-UI But it will I:ll_' 8 move

2 most effectivie

| ional programs,
particularly with voun
children, is in situatic
an adult - }
is prese
and give help
child can
towards re ivity,
&} I 1C oundthe

swhere
arent -
game

educational content of the
software can be supplemented
Much educational opportunity
will be lostif the child is left 1o
play the game alone

CASTLES
AND
CLOWNS

Producer: Macmillan
Software

Memory required: 48K
Retail price: £5.95
Author: Betty Root
Age group: 4-8 years

When | see games devised by
Beity Root, as the twao i
package are, | can be pretty st
that they will be worthwt
Miss Root is in eharge of the
Centre for te: HI‘]I] r_ll Re .ac‘|rn1
at the University of Hez
1swell-known to te :
educational g,arm.:s Fer.r \,r-:Jl..'n;.-'
children.

Castles and Clowns is'a pack
age of two games which have
been devised to help children
fIO'IT‘I.JulJllI'Id four years of age to

initial sounds  and
ords, ane
S prac
rh:.u w,av round the con
: Edch game
\,r'_t. t‘w wo players or by o
er against: the comg 2

“the Aumt

TE
the |0r'1._1.| er




1 nmng with the
a number at random £ . " winning-a | about both games
2N enter ih i f e correct ch e, nvolve an nent of ¢ xas | : It 15 also possi
t .w-,.l g one for a mistake, 1 | ac y child | ( mes at any
displayed in the wind Wiy  assistants’ found ‘the rent Ages ar ul.|t-|l ties can pl point to 1 FIE
number 'Il'f- (ol : games quite challengin gethie Use of colour; si
i . L..1\_|||L' is Bspech t : eHective
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J Hashed on the scre

LEARNING WITH

64 Atart and

LEEPER i T
10 run

Producer: Software T poke
Projects
Memaory required: 48K
Retail Price: £9.95
Author: based on Sierra-
On-Line’s American eciucat
versions | if.III‘I”lI‘.-".'III' wl
Age group: 3—6 years | Software Pr
mended o

t colours; and paint in
areas. of the pictire |
Yaniel and
CUTSOT 15
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Ian : runiformly
which are Comml keys
‘N

Kevhnardpldl,r VETY T
thaugh in P
re

3} I!||-'f]| fined
£ Grﬂ;)l::cr\.
" cism, there 1 T} caugh I o t ) : clear
zgan to test out the hing happens he Cans General Rating: rather ¢
i | UNINSpiring

CRASH May 1385 105




§ A SOFTWARE
HOUSE,  FIRE-
i little
unusual on two
counts: firstithas
a complete range
of ‘budget” games which sell at
£2.50 and are rather mare pol-
ished than a lot of the software
at the cheaper end of the mark-
et; secondly, they are owned by
British Telecom. it's not immed-
iately obvious why BT should
wish 1o be "The Power Behind
the Joystick’, but given their in-
volvernent in electronic publish-
ing via Prestel (where there be
Micronet) and Gamestar, actual-
I%p'mduci ng software for sale in
shops is not that illogical a move
for the company. Dr Ederyn Will-
iams, the General Manager of
BT's New Information Services
Division set up Firebird in the
Spring of 1984, and in May they
started advertising for pro-
grams, The rest is rapidly be
coming history.

Nearly two thousand prog-
rams arrived for evaluation
during the first three months of
Firebird's life, and Tony Rainbird
was persuaded to leave his own
software label (Micro-Gold) and
join Firebird to get the ball roll-
ing in June. James Leavey, who
came from within Telecom, was
signed up on internal transfer
(he’s very coy sbout the feel),
and began work in July on the
Public  Relations/Promotion/
Advertising front.

During the summer of 1984 a
fady by the name of Theresa
Jackson, & marketing ‘analyst,

rofiled the software market on

half of Firebird. The early 'gut
feeling’ that a two tier pricing
policy, with a Gold and Silver
range would be the right
approach was proved to be
sound by her research. Firebird
had to decide whether to jump
into the market in time for
Christmas, or wait until the 1985
season. They jumped in, having
made decisions about prices,
distribution and promoticn dur-
mga_Julv.
rom the start, Firebird has
taken an honest approach — a
‘Plain Jane approach’ as one of
the sexist mqs who shall remain
nameless) described it! None of
this £2.99 lark to try and lull
anpke into thinking they are
uying a two pound game when
the‘gre-raallv shelling out three
quid.

'We could see that customers
were getting disillusioned by
some games, with hyped up art-
work on the cassette inlay, and
over the top claims in the blurb.
Often, when you go into a com-
puter shop the sales assistant
won'tlet you load agame before
you buy it, and it's clear that
people could be disappointed by
games they bought once thel{ve
got them home and started play-
ing them. We decided to feature

106 CRASH May 1985

‘Seeing is believing’ is Firebird's catch-

phrase, and since they've had no less than
three CRASH SMASHES in the few months
they've been operating, we thought it was
about time we went to their London HQ and
saw for ourselves. Accordingly, the tea kitty
took yet another pounding to fund a trip to the
heart of London’s theatreland where ‘The

Boys from Buzby' have their perch.

actual screan shots on the front
covers of our Silver Range cas-
seftes — our budget collection
— and it is the distinctive mark of
the Firebird range: Other peopie
followed our lead,’ James
Leavey explained.

And there is little doubt that
Firebird have had quite a
marked effect on the budget
software market. ‘Affordability’
is the underlying principle of the
Silver Range, and each title with-
in their portfolio is carefully

olished before release. '"We
‘eel that budget software opens
ur;:_ the market’ Tony Rainbird
chipped in, ‘we realised that
there are two ends to the market,
and that budget software is
ga:ng to be a growing area. Just

use a game is cheap
doesn’t mean it has to be tacky
— and it should still be good
value forits price’. With Boaty, &
twenty screen arcade adven-
ture, Firebird hit it right — their
first CRASH SMASH was includ-
ed in their initial handful of
budget games released for the
Spectrum, ‘and has just passed
the hundred thousand sales bar-
riar,

'We took the initiative with
budget software. Having decid-
ed that last summer was the best
entry point to achieve sales turmn-
over and promote the Firebird
name, we set about cm&‘tinq
acceptance with the retail trade.
Any software company which
achieves sales of a quarter of a
million titles within tén weeks of
launch, can clearly claim to have
tre acceptance’ with the
shopkeepers and games play-
ers. The team behind Firebird

are naturally well pleased with
their efforts.

‘Obviously on a £2.50 game
there's not so much money
available to the retailer per tape
sold as there would be with a
£7.95 or £9.95 game’', Tony con-
tinued, "but we pointed out that
a smaller profit per game, when
it was achieved on a high vol-
ume of sales, could result in a
larger profit overall.' It's the
Supermarket versus corner
shop principle, in effect. If you
can sell a hundred tins of beans
and make 1 IE profit on each one,
it's better than selling ten cans
and making 5 or 6p a time.

But was it just another case of
a mega-corporation realising
the potential of getting involved
in the games market?

‘Just because we're part of
British Telecom lge.n:uinle have this
image of us as faceless bureau-
crats, having endless meetings.
If that were the case, we'd just
never get anything done. We are
serious about the business side
of things— but not always about
the software’, James Leavey ex-
plained. ‘We're a profit centre,
not a British Telecom Flagship’,
Tony added, ‘obviously we've
got the backing of British Tele-
com, and are part of a very large
company, but we still have to
work within budgets. We have to
make money, not pour it down
the drain”. !

The Silver Range will always
caontain games for the non-spec-
ialist, non-dedicated games
player, and the aim is to keep
twenty-four different titles in the
portfolio of budget software at
any one time. Every three

months or so, Firebird plans to
change eight or twelve of the
Silver games, replacing the titles
which are seiiingbléat::s't well — or
just introducing er gamesto
improve the overall quality of
the range. (Lloyd Mangram
should have details of the latest
changes scheduled in 'Merely
Mangram ' this issue). With vers-
ions of some games available
for more than one computer, it
won't be long before Firebird
has a product range of some fifty
items.

“We have no plans for compil-
ation tapes in the future apart
frem a one-off which we'll tell
you about later, but we may well
take on games produced by
other software houses which
ha:rant'jt I achleveg_' their full
potential — perhaps games
which have been sc{np at a%?gher
price, and have exhausted the
market at that level. We will con-
tinue to promote our budget
range positively as budget titles,
continuing with our ‘full frontal’
approach,’ Tony explained.

With the advent of Shuttlesoft,
set up by Mastertronic to spec-
ialise in distributing budget soft-
ware, Firebird is likely to con-
tinue going places in the budget
software market - other than
Mastertronic, Firebird is Shuttle-
soft’s only supplier. Mastertron-
ic’s M.D., Martin Alper, has gone
on record as saying that Firebird
isthe anir budget software com-
pany likely to stay in business —

apart from his own firm, of
course!

gL -

irebird's Gold Range, which
so far has seen two CRASH
SMASHES in three releases
(Gyron and Buggyblast) also-
seems set for success. Herbie
Wright joined Firebird in the
New Year to become Project
Manager for the Gold Hanﬁ.
leaving James Leavey as Mr
Silver.
‘A Gold game has to be
special’, Herbie stated. 'it's got
to have Ingredient X'. We've not
ot a schedule of releases forthe
old Range — each program isa
one-off, and we will release as
many or as few as are justified
by the quality of the programs.”
Demons of Topaz for the Com-
modore 64 and the CRASH
Smashed Buggy Biast for the
Spectrum were the first two
Gold Editions. Ha‘lai:ierég at £5.95,
they are low-pri games,
iven many of today's prices:
yron, the latest addition to the
Gold Range will sell for £9.95 —
and there's a Porsche up for
grabs for the first person to com-
plete the puzzle. Efite, which
shauld be on the streets as you
read this, is available for the
Commodore 64, on disk, at




‘Wir Bold’' - Harble Wright
Tony Rainbird

£17.95. (Full details of this
whizzo game can be found inour
sister magazine, ZZAP 641.) Elite
should be available on the Spec-
trum: in late summer, but the
price has yet to be fixed, andthe
conversion completed,

* Herbie has responsibility for
the production and marketing of
the games for the Gold Range,
havrn% ]ﬁmed Firebird from

ac

VMU Gold Game is treated
as a separate project. “‘We polish
each Gold Game to a very high

level before we release it, and
use expensive artwork to pro-
mate it, Herbie explained,
‘Some will include prizes, like
Gyron, which has to be reflected
inthe price. We haven'tset a uni-
form price for the Gold Collect-
ion in the same way as we have
for the Silver games — each
game will be priced according to
its value -and the level of effort
involved in programming it.
Gyron, for instance, was written
by a team of programmers, and
took the equivalent of four man-

ears to complete. At £2.95, inc-
uding the chance to win a very
expensive motor car, it's hardly
overpriced.’

‘We won't put out anything
that's half-baked in the Gold
Collection’, Herbie assured us,
‘each and every program must
be full- baked'.

So how does Firebird get its
programs written? British Tele-
com has wvast experience of
working with computers in the
business and telecommunica-
tions fields — does Firebird have
a pool of Telecom talent to draw
on?

‘We haven't any in-house pro-

rammers’, James explained,
all our programs in the Gold
Collection come from software
houses or groups of program-
mers working together on a pro-
ject. The Silver games generally
come from freelance program-
mers. We will back program-
mers with loans for equipment,
and paying them a propor-
tion of the royalties for a gamein
advance — butwe have no plans
at the moment for staff pro-
grammers.

‘Some programs come in as
storyboards rather than com-
pleted programs, others are virt-
ually complete. Ifwe're commis-
sioning a program from story-
boards, we'll monitor the design
while the code is being written.
From the original design stages
to about half way in the coding
process, we leave our program-
mers to get on with the job. At
the later stage we become in-
volved in the run-up to the final
praoduct.”

Firebird's plans do not include |

utilities in the short term: ‘At
present we don't have the staff
to support technical enquiries,
which is vital if you are gc::i?g to
Eublish utilities properly,” Tony
ainbird commented, ‘abvious-
ly we've got people in the office
who can write code, but they're
busy enough asitis!’
‘Alternative  Entertainment’
and Educational Programs are
the two directions in which Fire-
bird plans to move over the
coming months. Despite being
pressed, Tony wouldn't reveal
what he meant by 'Alternative
Entertainment’ — so we'll all

have to wait and sea! He did,
however, let slip that Firebird
will probably be publishing a
certain music program the
rights to which have been ac-
quired by the Big F— possibly in
a slightly different form to the
one t's Xoready in! Check this
month's Tech Niche and place
your bets. . ..

Stumping out of Telecom
Towers into a grey drizzle after
the interview was over, | was left
with & distinct impression: the
reality behind Firebird is quite
the opposite of the ’faceless

‘bureaucrats’ image that it is

easy to associate with a large
corporation moving into the
software market. James and
Tony have become used to
working long hours, and the
whole team’s commitment and
dedication shows through.
There's the same atmosphere of
enthusiasm and interest in Fire-
bird's offices as you would find
in any small software house.
And they have a lot of fun too!

They don‘t lack a sense of
humour gither —the release of a
tape called 'Don't Buy This’ is
imminent. A compilation, con-
taining a number of games
which didn’t %uita make the
Silver Range, DBT is going to be
a masterpiece of anti-hype. The
cassette inlay blurb suggests
that the tape would make an
ideal blank, if you cover over the
lugs,” and reminds potential
purchasers that Firebird takes
no respensibility for the total
unplayability of the games it
contains. Ironically, the mob at
Firebird have still put a lot of eff-
brt into putting their polish onto
these rotten games. Well, not so
rotten, just a bit Naff as the
trendies would say.

What the big cheeses at the
top of the Telecom Tree are

gg{iJ g to sa when they see
n't Buy This' is anyone's

guess.

Shortly before this piece was
written, James Scoular, the
head of Firebird, died in hospital
of a heart attack. Before joining
Firebird, James was the pub-
lisher of Personal Computer
Games magazine, His contrib-
ution to both sides of the soft-
ware buﬁinm has been consid-
erable. His ex ise and ready
sense of rmrnzﬁ?will be deeply
missed, not least by the mem-
bers of the Firebird team, who
attribute much of their success
to James' drive and ambitions
for the company.

Ay

A
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ELECTROMICS LTO Produce a Personalised Perie
together with a Spectrunin

vuLcan\Y BUILD A BES

Justwhat you’ve always dreamed of? A tailor-made joystick,
with all the additional features you could ever want includin

an on-board cocktail cabinet and dayglo Dralon ﬁnish?

Forget it. .. you're not going to have me running around

ordering yards of costume fabric to build you the Joystick

of Your Dreams, not until | get a new jumper anyway.

But (and this is no little but) there are ten VULCAN

GUNSHOT | joysticks together with Spectrum

interfaces up for grabs in this competition,

Not to be sneezed at eh?

We don‘t want to hear about YOUR
miserable little ideal joysticks up
here in the draughty CRASH
Towers, oh no. Wewant
you to tell us the feat—
ures that some fam—
ous people might need
’ on their custom joysticks. For
example, here's our C21/2, the Sinclair
Custom Stick with special designer
weather protection, knee operated
column and cunning dead-pigs-noses
fire button action. (This is the sort of
thingthat happens when the Olibugs
askifthey can help-..ldon't know,
I'm goingto haveto
get a proper assistant soon.)

—— 1K
gHoT" e

s

GUN
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C usth,

ipheral and win a Gunshot joystick o~
n Interface

=

Right. So now you've got the general idea? Good.
Here's a list of five famous people:

{
&
* PRINCE CHARLES N
o STEVE DAVIS &
(8]
3
&
&
§

e MICHAEL JACKSON
® DARTH VADER

® MARGARET THATCHER
® PAUL DANIELS

We want you to use your ‘wit and imagination’. Design a customised joystick which
has the five special features that each of these wonderful human beings would
insist on incorporating in their personalised peripheral.

You can justdescribe the six custom sticks if you like, or you could do a sketch
of each one, arrowing the special features like we did with the CLIVESTIK, or you

could do a painting in full colour using the latest airbrush technology. It's entirely up
to you.

Get your entries to CUSTOM JOYSTICK COMPETITION, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB by first post on May 30th and you could be one of the lucky
ten winners to pick up a prize donated by those nice fellows at VULCAN, :
who are rapidly making a mark for themselves in the micro industry with their
range of joysticks, interfaces and other computer goodies.

vuLcAnY

ELEETI'"I NicsS LTo
Joystick Genvs
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Shortly before the first ever issue of CRASH, lan Andrew of MINED-
OUT (Quicksilva) fame, was promised a CRASH profile in the
mistaken belief that at 21 he was among the youngest Spectrum
programmers of the day. A month or so later he politely informed
editor Roger Kean that he was quite a bit older than 21— but that
wasn't the reason the profile never happened! GRAEME KIDD now
puts the matter to rights. . . .

ETCHA don't
know what a
deltiologistis?
No? Wetl lan
Andrew of Incent-
: ive Software
does, because he used to be
onel That was a few years age,
mind, when he had his first
business - selling postcards to
collectors. He started out with a
couple of filing cabinets in his
bedroom and then moved into
shop premises in his home town
of Reading as the volume of
trade grew.
lan was amongst the first
people to buy a ZX81 — he saw
an advertisement for the
machine in the Daily Mail, and
rushed his money off. He played
around with the computer in his
spare time, and without any
formal training he learnt the ins
and outs of BASIC. By the time
the Spectrum was launched he
was hooked on programming.
lan was an early Spectrum
user — his machine was
Number 638. He was an early
Spectrum games programmer
too, writing a number of fairly
simple gamaes for his own
amusement — which he's still
gotcopies of, for sentimental
reasonsl. lan's first commercial
game was thie sixth or seventh
program released by Quicksilva;
called Mined-Out, it was written
entirely in BASIC.

‘Mined Out was deliberately
different to the games available
for the Spectrum in these days,’
lan told me, 'generally games
only had one level and just got
faster the longer you playe
them. | wrote Mined-Out as a
one-level game originally and
my mother tested it out for me.
Quite soon she had mastered it,
so | added another level and it
went on until there were eight
levels in all.

‘The games industry was just
taking off then, and when | saw
an advert placed by Quicksilva
for programs | sent them Mined-
Out. They published my version
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for the Spectrum, and soon my
brother had written a version for
the Dragon; lan Rowlings
converted it for the BBC — and
versions for the Lynx and Oric
were also written.

fan decided to get involved in
the software business, and quite
soon he was running Incentive
Software from his shop
premises, having sold off his
postcard interests. An
advertisement in the Reading
local paper for a machine code
F:qmg rammer brought lan

organ into the Incentive shop,
and wark began on Splat! — the
first Incentive game.

‘Incentive was chosen as the
company name because it was
decided to offer an added
incentive to people who bought
our games, Splat/had a £500
prize for the highest scorer, and
the program included a score
validating routine. We've
continued to live up to our
name, offering extra incentives
with our games in the form of
attainable prizes. | get annoyed
when people accuse us of
E:mpmg on the prize-giving

andwaggon. Splat! was the
first game to offera prize. All
Incentive’s prizes are attainable,
and they are all won’, he added,
making an implied reference to
certain whizzo super-prizes that
have been offered in the past
and never won. ‘| did tha design
for Splat!, and wrote the BASIC
elements, while lan Morgan
took care of the machine code.
For about three months Splat/
was the only Incentive game.
Then we published 71984, a

litical simulation written by

ob Carter who isaneconomist,
and Mountains of Ketwhich was
written by lan Morgan's friend
Richard McCormack who is a bit
of a Dungeons and Dragons
freak.’
_ Mountains of Ket developed
into a trilogy while Incentive's
s?'_lcﬁ i}remlsas developed into a
slightly unusual software
company HQ. Apart from lan,

ZED

there are two other full-time
members of staff at Incentive:
Darryl Still who looks after the
shop {which doesn't really sell
muchl) and fights with the
administration and accounts;
and Dave Baines who is the
resident technician-type who
loads up the computers and
generally helps out packing up
cassettes for despatch etc.

"There's a very infarmal
atmosphere in the shop’, lan
explains, 'and it has been a
definite advantage having a
shopfront. Programmerstendto
wander in and hang around
drinking coffee and playing our
arcade machine, which means
that the place is a meiting pot of
ideas. If someone’s having
difficulty getting a certain
routine to wark, they can ask
around and get a bit of
assistance, For instance, the
Spectrum version of our latest

ame Confuzion— which was

evised by Paul Shirley on the
Amstrad — was written by
Brendan Kelly. Brendan just
pepped into the shop one day
when he was in town, and we
got talking, . ..’

There are no staff
programmers at Incentive - all
the code is written by freefances
who are paid royalties. ‘It seems
to work very well’, lan
commented, ‘people are
perhaps mora enthusiastic if
they are in effect working for
themselves, and the company
helps to get them work too. One
of our team, Tag (also known as
Philip Taglione), comes from
Bradford and he wrote the
Powerload code for the
S rum which is used on

oon Cresta. We have done
licencing deals with other
software companies which has
meant more money for Tag;

etload is used on Doomdark
or instance, and a conversion
written by Malcoim Hellan for
the C64 is used on Beach-Head,

Maooncresta, Incentiva's
CRASH Smashed
implementation of the arcade
ﬁa_mg is officially licenced from

ichibutsu, the Japanese
creators of the arcade shoot-em-
up. Incentive bought the rights
to Mooncresta for all home
computers: ‘rather than
compromise, and change the
aame around to aveoid license
Ej'oblems, we decided to go the

llway and create as perfect a

copy of the original as possible
and acquire the licence through
the proper channels,’ lan
explained. And versions for the
Commodore 64 and Amstrad
are already underway.

_The Incentive philosophy isto
give people as many reasons as
possible for buying their games
— which accounts for the prizes
offered — and alsa help to
reduce piracy. Splat/, for
instance had a very unusual
cassette inlay, which was very
eye-catching in shops, and
attractive in itself, as well asthe
high score prize. ‘A tie-intoa TV
series, arcade game, or film
obviously helps sales’, lan said,
‘and we have a literary agent
who advises us of what is
available.’ Does this mean that
Incentive will be moving into the

“tie-in market? "You are only as

good as your lastgame’, lan
commented, 'and some
companies have done
themselves no favours with
games-of-the-film. Qur tie-ins
will stand on our reputation, and
will be good games in their own
right. Ifgwe use the name of a
beok, film or whatever on one of
our programs, itwill just be an
added reason for people to buy

=fits

e e



® Suitably sober, lan Andrew poses against

16th century Ludiow

it, another part of the marketing
strategy. We won't put any less
effart into the programming .

The software industry has

rown into big business, from
the early days when a few
people started out selling games
from their back bedroom. There
were plenty of opportunities
early on, but now it looks as if
the bigger producers will be the
only ones to survive. ‘All aspects
of a new game have to be right
nowadays’, lan pointed out, ‘in
the older days yvou could have a
winner which had a couple of
good points in the mix of
marketing, packaging, sales,
programming, artwork etc, but
now you have to get everything
right. Every aspect has to be
“Good”.’

Incentive are about to move
into new premises — but
"quietly’. There still won't be
deep pile carpeting throughout,
and it s likely that the coffee
machine will be the most
important piece of equipment to
be loaded onto the van. No
VAXes will need to be moved,
and they won't be looking for

garaga space for the company
orsches either! lan Andrew and
Incentive have a modest
approach to whatthey are
doing, and their enthusiasmand
hard work shows through in
their products.

‘We're constantly looking for
new ideas, new approachesto
games' lan explains, ‘we want
our games to be playable and
addictive, but we also try to
make things a bitharder —
something different. We
wouldn't do a new platform

ame for instance, after Manic
iner and Jet Set Willy. It makes
our life harder, but when we get
there we all get agreat buzz.

By making our games
different from the start we run
the risk of some initial friction
from games players; we have to
generate initial interestin
playing the game 2o that people
getinto it, and then get addicted
— this isn't a problem with
established formats, like shoot-
em-ups, so Mooncresta was
straightforward.’

Caonfuzion, the latest from the
Incentive stable, follows this

innowvative tradition. While | was
writing this, Jeremy our
software review supremao, took
a break from looking atthe game
to open a tin of condensed milk
with my letter-opener, and
dodging the fine spray of milky
mist which threatened to
envelop me, | sought his
opinion. "Yes, it's an intriguin
and perplexin# game’, he said,
scamipering off to the coffes
corner, ‘it's good’. Hmm. The
full review appears elsewhere in
this issue.

Incentive certainly seem to
have ﬁctthe mix right— and lan
feels himseif to be very lucky,
based in Reading where there is
agood pooloftalentto draw on.

‘Personally, 'm more keen on
the design side of games
Ffuii'!lramming’. lan said, ‘and
‘m hardly doing any coding
myself at the moment — apart
from the odd littlemachine code
routine. |'d like to write a game
myself again, butit'd bea matter
of sitting down for a couple of
months and proving | can still
come up with the goods! In
effect I'm now acting as
‘producer’ on our games,
liaising with distributors,
freelance programmers, dealing

with the advertising and
publicity and sorting out license
deals ete. It's a lot of fun, and
there's a lot of satisfaction to be
gained from doing things
yourself, but I'm booked up
solid, seven days a week for the
next fortnight. Attimes it's
difficult to find time for the
‘normal’ things in life. it's hard
waork, but it’s rewarding.’

And on that note, lan Andrew,
the CRASH-Styled ‘Big Cheese’
of Incentive Software had to
leave, piloting his humble Fiesta
homewards. ., .
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§ HE OTHER WEEK | was looking around town for
il a piece of software to buy as a present for a
young friend. | dug out past issues of CRASH
and checked all the smashes, and one or two
not-so-smashing just to be on the safe side.
Having spotted a small number which particul-
arly interested me, | trekked off around the over-

e 2 heated megastores and the smaller computer
shops and, | know |'ve said this before, it was a shock to find
out how difficult it was to buy the software | wanted. In the
past I've kept an eye on adventure stocks in the shops — it
was a surprise indeed to find arcade games, supposedly
much more commercial, similarly afflicted by the mysterious
discrﬁpancy between what the public wants now and what's
on offer. On my travels | wondered just how many CRASH
readers had trekked dispirited round these stores with little or
b, no sign of the entertainment they were after. It is true that
2 CRASH reviews some games so qluickiv that time must pass
' before they reach the shelves, butl did notice one or two very
average new games which had somehow dodged the in-
herent delay in the buying system anly to clog up the shelves
reserved for the best. In the end the only ones | could spot
were the cheaper games from British Telecom traded under

the name of Firebird, and | used the change from my purch-
ase to help pay for an evening eating out.

'DEREK BREWSTER'S

enture

EMERALD

ISLE

Producer: Level 9
Computing

Retail price: £9.95
Language: machine code
Authors: Shaun Abbott
and Pete Austin

If Level 9 were in the pop world
they would be somewhere up
there with The Police because
their success is grounded in a
deep understanding of their
subject coupled with an un-
canny knack of always remain-
ing commercial. To stay at the
top by standing on oid sue-
cesses is not enough, a fact with
which level 8 are fully aware,
and so hare we have their elev-
enth release and it's not only
good — it is perceptably better.

The packaging is now a distin-
ctive trademark; large, crisply

rinted with the familiar Level 9
ogo and that substantive, rather
expensive feel, No booklet to
wade through this time though,
only a few concise instructions
on the reverse of a stylish draw-
ing, a half-poster size version of
the one on the front of the box,
Admittedly art work can be ex-
pensive, but when it is of a high
standard it really does add to
your enjoyment of a game {and
arty types always liven up a
computer pr::-;'av::i:!{.S

Loading up - reveals much
made familiar by Returr to Eden
but one aspect is very new. On
ente_rin? a location a smaller
facsimile of the larger picture is
very quickly drawn up on the top

left portion before expanding to
cover the entire width of the
screen. The eventual full-sized
icture appears to be derived
rom the smaller by an eniarge-
ment brought about chiefiy by
Widening the compact version. It
would seem this process aids
picture dssiﬁn and implement-

ation though | am not totally
sure in what way this is
achieved.

Familiar features are the type-
ahead, which allows commands
to be entered while the program
is busy drawing pictures, the
A(GAIN] command  which
repeats the last entry, and the
use of IT taken as the previous
specified object eg, LIGHT
LAMP, then EXAMINE IT. One
aspect of the game can slow you
up should you be a shade clever
with the type-ahead. Although
the type-ahead can store tens of
moves entered quickly and dis-
plag( their affects as you sit back
and watch, the need to press
SHIFT whenever a location re-
guires more space for the loc-
ation description rather negates
this. So a maodifier is tc say you
can sit back and watch with your
finger on the SHIFT key. All the
same, this remains a very im-
pressive feature.

The Emerald Isle is not across
the sea from Liverpool (if | were
writing for a slick, topicality ob-
sessed magazine | could have
contrived something about writ-
ing this on St. Patrick’s Day —
but it isn't, quite), No, this isle is
set in that peculiar isosceles, the
Bermuda Triangle, a land of
mysterious fogs, treacherous
waters and lots of angles that
never quite add up to one
hundred and eighty. Now that
I've mentioned the word pacul-
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iar, it must have some peculiar
significance as it is used to des-
| cribe just about everything on
the cover. ‘Explore pectliar
| towns, meet peculiar people,
learn the peculiar purpose of the
“letters” and travel on a railway
which is simplicity itself when
compared to BR's peculiar fare
system.’ Peculiar indeed, but
what are these 'letters'? Well, as
you go about your travels you
bump into the occasional vowel
or consonant simply left lying
around in your path. A "W’ is dis-
covered cut into a lawn while an
‘A’ is found hanging in mid-air.
Curious, but what we might
come to expect from-a software
team quickly developing an in-
house sense of humour nurt:
ured in Return to Eden. Anyway,
enough of this Salinger-like
rambling and backto the plot.
You play the part of an aircraft
pilot employed to ferry urgent
documents around the Carrib-
bean. Fierce winds seize the
plane over the infamous triangle
and you escape with your life at
the last moment. As you para-
chute down to the island below
you recognise the coastline of
the Emerald Isle from an old
map. It is a lonely atoll rarely
visited and from which none
have returned, It is said only one
| person may leave and that is the
ruler of the land. Success can
prormote an explorer to King or
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Queen but failure is suitably
unrewarding.

You start off with your para-
chute snagged ona branch of a
mangrove tree, leaving you
helplessly dangling high above
the jungle floor. Escaping this
ungainly {and dangerous) pre-
dicament, you fall into a man-
grove maze which, thankfully,
proves simple enough and
resolved on a little wandering.
Not far to the east you meet the
first of many lengthy descrip-
tions. ‘You are on the main
square of the tree cjty, standing
on a platform ofwooden boards
betweer which you can glimpse
the twilight jungle below. Light
wooden bu'rl]dings surround the
square and walkways lead away
in many directions.” And so the
story unfolds with the ticket
office kindly supplying a season
ticket to take you on from the
King's palatial surroundings to
the more rugged environs to the
east of the island. All is depend-
able, plausibie stuff with the odd
humerous interlude to lighten
the proceedings. Although few
obvious puzzles demand atten-
tion, and it is very easy 1o
wander around the countless
locations, it would be imprudent
to assume there is nothing to
this adventure. Too many early
objects or occurences are enig-
matic to believe you have the
run ofthings (eg, the seamstress

F".u--.‘.l..ure":l' above

ar the many inoperative doors
and barriers) anzpif you were to
check how you're doing, you'd
be alarmed at the meagreness of

‘YOour score.
The game runs smoothly,
oiled y an exceptionally

friendly vocabulary and a brev-
ity that allows the first three
letters of verb or noun or even
just WA for WAIT for the train,
and A for AGAIN until it arrives.
EMNT by itself has you boarding
the train and merrily on your
way. Other refinements become
apparent with much play with
the charming detail of L and R
turning you left and right, The
examine command is particul-
arly helpful, giving a response
when brought to bear on almost
any object — EXAM TICKET
gives, 'Looks tatty, It's valid for
any one journey— just present it
when you get on a train. It's
quite small." In general, the
width of response is tremen-
dous, all is intelligent and often
witty too.

The guality of the pictures
varies but there are graphics at
each location and many are of a
very high standard. As might be
expected in a8 game with over
EDS locations, many pictures arg
repeated or only modified so
that three or four patterns
become guite familiar after play-
ing for a while, | particularly
liked the picture of the railway

100 of the 248

with her unfinished garments, | station which makes you feel as

i
ns from EM RALD ISt

if you really are there. The pic-
tures can be discarded with
WORDS when progress is then
made rapid, aided by a very sure
input making full use of the type-
ahead,

Emerald lsle is a game which
takes all the best aspects of
adventuring and moulds them
into a huge, yet detailed story
which will have you engrossed
for hours. It brings a fresh friend-
liness to the scene as not only is-
the wvocabulary helpful, the
structure is most open and even
a beginner will find progress
easy, interesting and rewarding.
If only more adventure houses
could achieve Level 9.

\ COMMENTS |

Difficulty: moderate

Graphics: on every location,
large and generally good
Presentation: good

Input facility: verb/noun
Response: instantaneous
without graphics, a few seconds
with graphics but you can type
in while graphics are drawing
General rating: very good.

Atmosphere
Vocabulary

Logic

Debugging 1
Overall value
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Producer: Games
Workshop

Retail price; £7.95
Language: machine code
Authors: SLUG
programming
co-operative

Talisman is a computer develop-
ment of an original boardgame
by Robert Harris programmed
by a team with the charming
name of SLUG (slow, stick to
their job, but leave a ftrail of
games on their procession
round the software houses)?
Reading Angus Ryall's column
in the ober CRASH | learnt
that SLUG [eft Redshift before
they let rent a new improved
Apocalypse. You know, Angus,
reading CRASH is a much easier
way to keep in touch with the
industry than traipsing FGLII_'Id
trade fairs. There again, | quite
like the idea of producing soft-
ware as opposed to having to
write it. Anyway, let's leave the
in-jokes {a sign of moribund
complacency) to the music
press and get straight into this
one.

Talisman describes itselfasan
interactive multiplayer arcade
adventure for 1 - 4 players and
the quest is to reach the Crown
of Command which rests in a far
off Lagendagl place. Finding
your to the crown is made
difficult by the array of magical
creatures and evil forces who
have E,Iun ed the land into a
deep forbidding fear. Were this
not enough, you must vie for the
coveted crown and its glories
along with your fellow players
who all choose a character to
represent them on their journey.
Characters include an elf, priest,
assassin, warrior, thief, sorcer-
ess, wizard, ghoul, druid and a
troll. Up to four characters can
be picked and each can either be
controlled by a player or the
computer, Indeed, if you wish to
see how the game works, you
can select four computer con-
trolled characters, select the
fastest option and sit back and
watch the action — a boon for
reviewers. Another way of eas-
ing your way into what is a very
complex strategy game (the in-
structions cover five sides) is to
have a trial run with just cne
character.

The instructions have & table
which shows the attributes of
our chosen character rangin
rom elf (strength 3, craft 4
through ghoul (4,4) to the likes
of a troll (5,3}, These values are
significant early on when the
outcome of a fu?:t is more likely
to be favourable if the relevant
attribute is ?reater than your
opponent's. If you choose fights
with oppenents of similar values
the computer tends to err on the
side of your assailant and you
lose one of your precious lives.

If this review comes over a lit-
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TALISMAN

tle disjointed it's because I'm
writing LIVE {ie, without a script
— isn't this exciting, like The
Tubel) trying to look up and see
what this computer mavie is up
to. Right now the troll seems to
be doing rather well on his own
so [ think I'll choose him next
time, never know, SLUG may
have built in an inherent bias
towards the ugly, less appealing
figures.

So what do you actually see
on the screen? Well the design
of the screen is very pleasm%
and attractive, so much so,
think an automatic game with
four indEﬂendent characters
would bri% ten up the window
display of any thoroughfare
computer store. In the top half is
the movie screen where all the
objects, characters and action
oceur — and | mean action, as
the figures rush and lunge at
each other emanating the Arrrs
and Ugs of the cartcon strip
where they meet. The pictures
which make up the backdrops
are  particularly  attractive
{aithough not logical as there is
no attempt to link them into a
coherent geography). The mid-
dle section of the screen is
flanked down one side by a
graphic depicting the character
presently playing and an hour
glass graphically revealing the
time running out on that char-
acter's turn. Occasionally mes-
sages are relayed to the playerin
this area, telling of some great
evil or good fortune that has fall-
en upon the character, or offer-
ing a choice between, say, a
blacksmith's or enchantress’s
services, Also inthe middle area
comes the state of play of any
fights with either the craft values
or strength values of both the
player and his attacker dis-

played

'IJ;Ie computer, rather fiend-
ishly, chooses which attribute,
craft or strength, is to be used to
decide the outcome when an
independent character attacks
and it's infuriating to see a war-
rior do battle with craft rather
than his innate strength. Having
said this, it is not unusual for a
warrior to pick up eraft on his

.......

travels. When other players are
in the same frame you can
choose to do battle with the add-
ed impetus of being able to dec-
ide upon craft or strength. After
playing for sorne time you might
come across fights which are
drawn, leaving both characters
standing off each other,

To do battie or to Eick up an
object, you press ENTER, where
upen either an assailant
appears, more or less coming
straight for you, or the oppor-
tunity to pick an object or visit a
blacksmith, enchantress etc
appears. An object picked up is
displayed on the bottom of the
screen but you will have towork
out what the stranger designs
are for yourself from the list in
the jnstructions as there is no
link up between words and
graphics anywhere. If a monster
should come straight at you, a
little time exists for you to make
good your escape, an action
which must be taken if you
glance down to see your oppo-
nent's craft or strength to be any
greater than your own, as other-
wise it will certainly result in a
lost life.

There is one other screen
which can be called up, shewing
the status of the character curr-
ently playing. This has a sum-
mary of everything that con-
cerns that character with an
indication whether it is ‘good,
neutral or evil, which objects are
carried and which followers
have sworn their allegiance. The
followers are the wvarious
maidens, prince and princesses
needed to complete the quest;
for example, it is possible to get
lost lives healed at a castle when

accompanied by a prince or
princess. Both on the main
action screen and the status
screen are a set of letters which
build up as play progresses.
These are spells with the likes of
psionic blast, which concen-
trates your alpha waves into an
unstoppable energy beam, and
the time dilation, where all other
players miss a turn.

Playing the game & lot sugg-
ests ways of how best to pick up
craft and strength points with-
out forfeiting a life. Moving to
one side of the screen before
pressing ENTER is advisable so
you can see the attributes of
your opponent, should one
appear, before deciding
whether to do battle. If a fight is
inopportune you simply press
the cursor key to travel into the
next frame. Repeating this pro-
€ess can see you picking up
many credits while avoiding the
worst of the conflicts. Care must
be taken, however, in one or two
locations where you meet the
end of the world. You can be-
come trapped in the Southern
Crags where you cannot move
off the right hand side and
forced to do battle should an
assailant appear.

Talisman is a very complex
strategy game with superb
graphics and all the other trap-
Ein s of a well designed and

ighly xoﬁshed piece of soft-
ware. Where the game really
excels is in its offering entertain-
ment for up to four players
which is sufficiently complex to
keep all interested for the dur-
ation, As with all involved strat-
egy games it will take a while to
get into it, but | think the time
would be well spent as this
game has a lot going for it.

promsss gy

Difficulty: variable levels
Graphics: good backdrops with
herizontally moving animated
characters y
Presentation: very attractive
Response: fast

General rating: some stones left
unturned but well worth
checking out.

Atmosphere
Addictive qualities
Logic

Overall value
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SYSTEM
15000

Producer: AVS

Retail price: £

mqage: BASIC &
ine

In the 60s people used to talk
about beating the system. Then
in the 70s all estate agents and
hairdressers got together and
decided -escaping the systemn
wasn't such a good idea as they
were the system. Now people
don't want to escape the system,
they try and pretend the whole
charabanc never existed and the
concept was a Communist plot
designed  to usurp washing
powder sales (everyone knows
the Ruskies are at least 15
washes behindwhen it comesto

biologically active washing
ers). Personally, | have a
‘soft spot for the 60s — if that was

naivety, then | think we could do
with some of that just now.

The point is, here come the
microcomputers and the robots
and yet our society is one of the
most reactionary die-hard set of
misery guts. It looks increasing-
Iy like the wealth from the new

industries will be channelled
back up into the higher echelons
of society taking us, not into a
new age of egalitarian prosper-
ity, but to a state reminiscent of
the pre-industrial surge of the
early twentieth csntul;n. It in-
creasingly looks like the only
way to stake a claim to the new
wealth will be to go straight to
the computers and ask for it. So
pay attention in computer lect-
ures, especially when you hear
of networking and accessing
data banks. other way of
learning is to have a trial run
with this computer game from
AVS for your Spectrum.

Yes, follewing a controversial
book on computer hacking, this
is the game ofthe game that can
see lots of digital lolly trans-
ferred from some overloaded
multinational bank account into
Eﬂur very own diminutive piggy

ank. Or, if anarchy is your
g?cl:na, you could always order
few toilet rolls for the Civil
Service — a further major blow
to morale so soon after the cut-
backs forced rougher graded
toilet paper upon them.
sterm 150040 sets you firmly
in the middle of an international
conspiracy where you have to
use your computer to recover
£1.5M, The game is & real-time
investigation realistically capt-
uring the excitement of access-

ing computers by telephone and
breaking their codes to obtain
vital information.

Loading up you meet the
SYSTEM screen, and after very
little time it guides you, menu-
wise, to a series of company and
college telephone numbers
which include a very realistic
ringing tone on enteri?f% them.
To use the system effectively
you need contacts in several
agencies and companies. A
letter from a friend, Mike, relates
the problem to you and gives
you some idea how difficult
solving it might prove to be.

Richard's company, Comdata,
has been ripped off by Realco, a
company infiltrated by organis-
ed crime, to the tune of £1.5M.
The only way to put things right
is to transfer the money back to
Comdata's bank etting into
their computer with the aid of an
ingenious piece of software,

'STEM 15000. Your first refer-
ences are & Kingsdown Poly and
an LT Perry & Company.

_ Systemn 15000 is a highly orig-
inal attempt to bring the excite-
ment of computer hacking home
to the average computer games
player. It adds the intrigue of a
detective thriller to the method-
ical unravelling of the computer
buff with the nicety of finding
gﬁursalf playing the goodie.

ince the real thing is of course

illegal, and hemmin? more diff-

icult as computer fraud loop-

holes tighten, this may soon be
ur only chance to play at
ing a computer hack,

| comments 4

Difficulty: easier than the real
thing!
Presentation: very good
Sound: some excellent, like
ringing telephone

nse: very fast
General rating: good and
original

Atmosphere

Addictive qualities
Logic
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SERPENT
FROM
HELL

Producer: Scorpio
Gamesworld

Retail price: £1.99
Language: BASIC &
machine code

Authors: Richard Shirley
& Paul Johnson

Everyone in modern civilisation
is vulnerable to the consumerist
kick — a strong desire to buy
some!hir'i?l (anything} before
heading home convinced the
trip was worthwhile. In Aldous
Huxley's Brave New World it
was a crime not to consume and
indeed, despite media warnings
of the credit boom, modern soc-
iety would collapse were we all
to decide to stop consuming to-
morrow (that would give the
chancelior something to think
about next budget).

Some companies choose to
prey on our susceptibilities by
offering goods at knock dewn
(or knock about) prices, but the
truth is such purchases often

only delay the consumerist
craving. On the other hand, if
you are struggling to getto grips
with a more pricey complex
strategy game, you'd be far too
busy to make: it to the shops in
any case (even for food)! Don't
get me wrong, some cheap
ames are indeed good value
r money, but most, alas, prove
the notion behind the saying
‘you gets what you pays for’
(explaining the universal un-
popularity of poverty). This
game is one of the many, and
whét you ggt is worth approx-
imately £1.99. )
Enough of modern society
and back to noddy land (my fav-
ourite tourist destination).
rding to the ancient
books of the greatmanks, an evil
force shall devour the land,
‘before you the earth will open
and from within an evil power
shall errupt’. Now this prophesy
has been fulfilled and the land is
gradually wasting. As the last
remaining Knight of the Round
Table it is your duty to King and

ADVENTURE
TRAIL REVIEW

RATINGS

LOGIC: reflects the logic of thejproblems
ancounterad and whethar or not you are
likiedy 10 be killed without waming of
chance of escape.

OVERALL: general rating based on pnce
&l the athies ratings BUT NOT AN
AVERAGE OF THE OTHER RATINGS.
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country to escape from vyour
ambushed castle, find the leg-
endary Excalibur, and destroy
the source of all evil, Goroth the
Serpent of Hell.

As if one program for a pit-
tance wasn't enough, this game
has two parts, one on either sida
of the tape. On the cassette
cover six helpful hints (eg 're-
member your manners’ and

‘don't be greedy’!) follow a

short list of useful words.

You find yourself trap
within a banguet hall in the first
frame but it looks and feels far
more like a prison cell and it's
hard not to think of it as such.
The picture is very simple — a
locked door stands in front of
you. The colours are particularly
awful. Graphics, when as poor
and simple as they are here, are
responsible for the view that

raphics add nothing to adven-

ures and worse, actually ruin
what little atmosphere has been
built up by the text.

The vocabulary it uses is awk-
ward and unfriendly., made
worse by the dumb computer;
the program literally ignores all
commands except those it
chooses as necessary for your
progress. Andwe are back to old
nuts when a program only acc-
epts TAKE and not GET. Abbrev-
iations are too sophisticated for
this one — everything must be
spelled out with no | or even INV
options on INVENTORY.
EXAMINE KEY in the first frame
brings no reply, guite a surprise
after seeing the replies invoked
by examine in Emerald Isle.

henever you try something
the program does not accept,
the picture is redrawn, even if
it's just a case of picking up.an
object as objects are depicted in
the location picture. Text is
printed slowly across the screen
in a manner, and with a sound,
similar to the labouring sports-

news teleprinter, Just to prove
the pr%%ram‘s obstinacy, there
is no DROP. This all takes us
back through three years of ad-
venturing, but even that lo

ck many adventures h
much more sophistication than
this one.

Serpent from Hell follows
Ruby Runaround as another
very cheap adventure from
Scorpio. The response is reas-
onably fast and the input routine
solid with an accompanyin
bieep. The game offers minima
graphics and a confused scenar-
0. Where it really falls shortis in
the area of communicating with
the computer — you are often
teft wondering where the prog-
ram has gone.

| comments

Difficulty: difficult due to lack of
response and awful vocabulary
Graphics: yes, but lacking in
detail and colour

Presentation: printing of text is

slow

Input facility: verb/noun, | think!
The instructions do not concem
themselves with such trivia
Response: most of the time it
doesn't have one and simply

ignores you
(gnnnml rating: not

recommended, even at £1.89.

Atmosphere
Vocabulary

Logic
Dnguq in

Overall value

WoomM R




CIRr A NO

GHRGOVLE GANES

£9.95 48K ZX SPECTRUM

: : CBM G4
Tir Na Nog — the land of youth, the other world.

Tir Na Nog —the kingdom of the sidhe, the home of dagda’s cauldron. ALSO FROM GARGOYLE:

Tir Na Nog —a vast and complex adventure, in a2 magical celtic landscape. THE STUNNING SPACE GAME,

Tir Na Nog —a most stunning visual experience, with state-of-the-art film AD ASTRA - £5.95
animation. WINNER - CRASH READERS’

BEST SHOOT-EM~-UP AWARD
Tir Na Nog —a true computer movie.

GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777
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SPELL SUCCEEDS

CHAOS

Producer: Games
Workshop

Retail price: £7.95
Language: machine code
Author: SLUG

Chaos is a game of magical
combat between 2 to B wizards
with over 50 animated spells,
and creatures summoned 1o res-
olve the guestion of who will be-
come the Lord of Creation. Each
player takes his turn to select
and cast spells and move the
summoned creatures, The win-
ner is the last wizard left alive
after all the zapping is over, but
there is a limit on the number of
turns to achieve a victory, so a
contest can be drawn.

The options apen to enliven
ptag are commendably large. Up
to B wizards can be selected and
any or all can be controlled by
the computer. Further, the intel-
IiFence of the computer can be
gltered from a low one to its
most competent at 8, at which
level it plays a mean game.

Like Falisman, Chaos isacom-
lex strategy game but it can be
oiled down to choosing spells,

and part of the joy of the game is
to became familiar with how
each spell functions. If you are
not familiar with D&D this may
take a considerable length of
time, although you might see it
as one way of introducing your-
self to the genre. Spells, which
can summon up creatures or
elernents like fire, lightning etc,
are either Lawful, Chaotic or
Neutral, where casting Chaos
spells makes the universe more
chaotic and less favourable for
Law. Having chosen your spell,
there is no guarantee it will be
successfully cast — this is de-
termined by the type of spell

(10% for a Golden Draﬁgn.
100% for a Giant rat) where
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there is a lesser chance of cast-
ing a powerful spell. Husions,
however, are always cast but are
susceptible to the Disbelieve
spell.

Starting the game and consul-
ting the spell tables it soon be-
comes apparent that this is a
very attractively designed game
with a super clear and large re-
defined character set a million
mites from that of the Spectrum.
This neatness and presentabil-
ity, along with the efficient
beeps and buzzes, tell you this
game was designed with the

est intentions — to please the
purchaser. The spell list is not
only colourful, the shade of col-
our indicates how difficult each
spell is to cast. To see exactly
what you might be letting your-
self in for you can check out the
spell with the information files
which give some idea of the
range and power of the spell
along with the vulnerability of
the combatant and its opponent.

Spells include the Goo
Blab, which spreads and engul
enemy creatures but does not
affect your creatures; magic fire
which can S[F::read alarmingly,
trapping and killing the enemy;
to magic wings, a spell that tra-
nsfers the wizard into a flying
creature with a wide range of
action. The creatures a wizard
SUMMOons prove useful in many
different ways. Flying creatures
can hop over obstacles, wizards
on mounts move more freely
and with greater safety, and the
undead can only be attacked by
other undead. y

The screen starts off very sim-

ply and uncluttered {perhaps too
simply — a terrain of, =ay,
bushes and walls might have
added some atmosphere) but as
each wizard summions more and
more creatures it soon becomes
busy enough for one or two
sparks to fly. The graphics are
very pleasing with super sprites
of arrows and lightning bolts.
The many drar:?lcns, bears,-lions,
hydra etc each have their own
aasily recognisable forms and
maotions. It's true that | chiefly
review adventure games, but |
must say just how impressive
the sound here is — it has the
little Spectrum speaker straining
in a quite-a harmonious fashion.
The sounds are thick and throaty
and you really feel every bolt of
lightning as it hits you.

. Itis difficult to get everything
right in a very complicated game
but | did feel there could have
been a status report for your
wizard's strength, hit points and
magical resistance during the
game. The way things are, you
don't know how much damage
has been done. Perhaps a
greater number of missile
attacks like the Magic Missile of
Dungecons and Dragons may
have broadened interest further.
Also, a fireball spell would have
proved a useful area effect spell.
A constant problem during play
is the quick disappearance of
information concerning Huur
opponents’ spells which flash

up too quickly to read before
thecy are gone.

haos serves up something
that has long been needed inthe
computer games world, a game
which can be played by a great
number of players not in a token
sense, but in a fully competetive
framework whereby each player
is actively involved. Games
Workshop have brought their
knowledge of D&D and board-
games to the microcomputer in
a very professional manner and
have produced games of real
substance.

\comments 4

Difficulty: easy to play, once you
et into 1t
raphics: combat area is sparse
but character and special effects

ook s

ion: good, with large
colourful text

Response: very fast

General rating: very good
strategy game

Graphics
Playability
Getting started
Addictive gualities
Owverall
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TIME

FORA
QUICK

MARAUD!!

With Erik the Viking and
the dangers of the dawn

THE SAGA OF ERIK THE VIKING is an
adventure game based on the book by
TERRY JONES. In the game you play
the role of Erik, and have to go in
search of your wife and family who
have been carried off by evil Dog-
fighters.

Our Adventure reviewer, Derek
Brewster, felt moved to put on a thick
waoolly jumper and avoided combing
his hair for a few days before he played
Erik (doubt anyone would have
noticed the difference, Ahem!).

In conjunction with PAVILION
BOOKS, who publish the written
version of Erik’s adventures, and
MOZAIC the Viking Microchip experts,
we've devised this competition to get
you in the mood for a bit of marauding!

of history!

Three copies of the book will be won,
and Mogzaic are offering twenty copies
of the game which normally sells at
£9.95 and includes a booklet which
contains a couple of tales about Erik.

Here are a few questions about Vik-
ings — work out your answers and
write the solution out on the back of a
postcard addressed to VIKING
COMPETITION, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB to reach us
before 30th May:

Usual competition rules apply — first
three out of the hat win a book and a
copy of THE SAGA OF ERIK THE
VIKING, the next dozen receive the
game only. Byee. .

1) The Vikings are believed to have dis T
covered a continent before anyone |
else. Was it A) Australia, B) Africa, C)
South America, D) North America, E)
Oceana?

2) How do you spell the name of the
high sided valleys that Nopway's
famous for? A) f jiord, B) Fijord,

C) Fiord, D) Fjord, E) Fjoira?

3l One of the N rse gods is associated
with a hammer. Isit A} Odin, B) Stanley
C) Freya, D) Thor

e progay
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We'll start this month with a
letter from GOB Havenhand of
Sheffield who sends us tips on
Mizar's excellent arcade adven-
ture OUT OF THE SHADOWS.

CRASH's  very good
f the adventure Owut of
. noone appears {o
rward w-‘h hints or

markers 3:4 ,le
|”:-l'1 narth 1o south and &
all over the wild
ling my character, if
2rely goin one direct-
hed
low them back te base
15 Hems
& tinder-
nd clay potsin
S ”"II"- rigexl 5[[‘?{7 s
ground
15 your tarch,
d rhwnward A ba
must guickly u
Vartous rmonst
ive safety of a doorway,
ilts in @nky 1 or 2 mon-
acking you at & given
and results in your back

prer

sters r1|
.|.r!1‘._

being protected,
¥ Mo w;mr!ﬁ.—ring men-

g wm,f«. I"l"(.‘..’ll ITJ it
joining rooms to heal
et "L,ul"n-k in handy

ragons and Bai

i5 10 acquire yaur
t itern and return
home:. However, to

» task easi r'r an adven-
.Jld acquire as much
as :1-[15.S|h|!:, a full suit

i ivulnerable to
although Rusters
oy items of armour
3-4 rounds, so be careful,

he sword is of coursethe u Ilim
ate killing weapan L.dpauh‘ ofup
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The various magic items dre
useful, Rods can form water bar-
riers, Staffs form wall barriers

1 horns when blown cause
anslers Lo run away.

Sa for my adventurer — Gimli
the Dwarf has completed Quest

smber 4, The Arkenstone
amongst Dragons. His Exper-
ience is 2B53R, Strength 54, Dex-
terity 35, Hit Points 159, he s
fully armoured and has |oads of
weapans including 2 swords.

Howewvear, be careful, when |

er the room and killed the
iqons with the Arkenstone, |
d all the exits had beensgal-

ArmmeOur

but fortunately | escaped

using & Teleport spell

Many people appear to be hav-
ing problems obtaining this
game as, rather oddly, it
appears to have been overlook-
ed by many retailers, presum-
ably because Mizar haven't
bothered with the hype so com-
mon for the megaBASIC bores
they try to force upon us. (See
Roger Kean's Editorial at the
front of this issue). | live in hope
that one day the retail trade will
stock goods based purely on
quality and what the public
want, but there again I'm prob-
ably just an idealist! Anyway, if
you are having trouble finding
the game, it can of course be
obtained from the CRASH mail
arder department.

SIGNPOST normally only
looks at adventures from the
player's point of view, however
this month | have received a let-
ter from the other side of the
fence, from Alan Davis, author
of THE JOURNEY, giving the
programmer’s point of view.
Alan comments on Mike
Arnutov's letter published inthe
February issue and writes:

| suspect that a i
sSuggestons ae Svery much
onwhy agivenwriter iswriting a
game in the first place. Many
adventures are clearly potboil
ers and | don't prepose to dis-
cuss these, but on the whole one
distinguish
playing or

IE‘F.’II zzles
! :1[ ien of an imagin-
J'wwml

In genaral these are mixed in
varied proportions and by vary-
ing methods (I wveer wvery
strongly towards (B} myself, I'm
not terribly interested in puzz:
ling for puzzing’s sake). Be-
cause of these radically different
motives, | don’t really think it's
possible to set dawn such a rigid
set of rules as Mike proposes.
What you write into the program
i5 governed primar rI\,f by the
kind of program you're aiming
at,

My own method of working is
simply explained! | write the
kind of game ['d like to be able to
buy , bul can't because no one
writes them! | begrudge every
single byte of mu*u-r-, that
not "I".j ;Hlﬂl‘llll u"l"l,.' (8] the ri |]
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SOME Gams e ability to chain
comman s @ real boon, in
others it doesn’t matter a hoot.
OF course, if a program dossn’t
use all the available memory
and still suffers deficiencies in
the user-friendlingss ¢
ment, then something i5's
amiss

The trouble s that you can't

please all the ple all the time,
mueh as you'd hke to. And so
while the deba
o on and on (why not it's
unt), |  wery much doubt
whether -any sensible con
clusion will emerge as long as
different people write different
games, and different people
play them,

uantly
aifable

Alan informs me that the follow-
up to THE JOURNEY is now
complete and is light years
ahead of its predecessor. | look
forward to reviewing it in the
near future,

With regard to the letter pub-
lished in the March issue from
Graham Fulcher, | must strongly
disagree with his attitude
towards text-only adventures.
The saying that a picture paints
& thousand words may well
hold true in most circum-
stances, however where an ad-
venture is concemed, often with
fantasy based scenarios, |
believe that a picture can
destroy a thousand images.
Adventures as rich in text as
Level 9 ones are certainly not
word matching exercises, and
such adventures require the use
of logic and not a Thesaurus in
order to complete a given task.

Beyond’s two contributions,
Lards of Midnight and Doom
dark’s Revenge have shown the
direction that strategy games
must go now in order to make
their mark, and not adventure
games as Graham believes
When | completed [ords of Mid
rrght last November, | felt it was
due not to adventure tactics,
but strategy, eg how should |
divide my ammies between
attack and defence? Should |
rest my armies before my attack
on Ushgarek and risk Doom-
dark’s armies regrouping there
or move on? Ete.




| agree with the points raised
by Craig Lemon except for the
parts involving the graphies. |
think that companies supplying
adventures in the £9-£15 price
bracket should provide a small
booklet which gives an' intra-
duction to that adventure and
not a general adventure intro-
duction. They should provide
other scene setting items, such
as maps, a spell book and scraps
of paper with other relevant
details that are important to the
adventure; also a list of words
understood by the program.
American companies like Info-
eom do so — why haven't Brit
ish companies done the same?

Competitions on adventure
games do not get off the ground
as far as | am concerned, except
for the possible exception of
The Ket Trilogy, although even
then the title of Britain's Great-
est Adventurer? | doubt it some-
how. The lure of The Crown
Jewels or an infinite lives POKE
for the human race da little to
improve the desire to purchase
these programs. Have you seen
Harerarser? Wall? | think I've
proved the point, | don't like
Pitnanta and | don't have

Eurekal, so | can’t comment.on

the latter,

And now to the aid of our dis-
tressed adventurers, All the foll-
owing hints use the usual
coding system. To decode
simply raotate each letter
backwards through the alpha-
bet by one letter, so 5 becomes
R, R becomes Q etc.

Many explorers have found
the high gravity area in THE
HULK a rather weighty problem.
To progress ZPV NVTU CF UIF
IVML, CIUF M0,

I tend to agree about compet-

itions on adventure games;
most would certainly fall inta
Alan Davis’s Pothoiler category,
although there is no reason why
this should always be so.

This month I've had several
requests for help in opening the
Electronic Door in FANTASIA
DIAMOND. i | remember
correctly you POFO QBOFM [or
something like that), QVTI
CVUUPO,

G Hawvenhand from Sheffield
i$ having a slight problem in
RETURN TO EDEN — he keeps
getting fried! To avoid this .0,
HFL B%/IM, PVU, PVU, F, EJH, E,
EEE T XBIL.

Cerebus still blocks the path
for BA Armstrong from Ports-
mouth in INFERNO. To secare
him away UISPX TUPOF.

Paul Atkinson of Liverpoal is
having difficulty escaping from
the hotel in VALKYRIE 17.
EPMMFDL TIFFUT; POFEG

XJOEPX, HP POUP-MEEHF BOE
FOUFS BEKBDFOU SPPN LIFO
UJF TIFEUT, USETIFELT,

In KENTILLA, David Bradbury
from Stoke-on-Trent has had his
rogress dampened by his
ailure to dry the moss, UBLF JU
UP  UIF BSSB PG BSJE
EFWBTUBUIPD.

lan Buggan of Uxbridge asks
questions on each part of the
KET TRILOGY ] the
MOUNTAINS OF KET, how do |
pass the dragon? GJMM
CPUUMFE XJUIPIM, OPVS PIM
JO XBSN SPPN, PQFOEPPS.

TEMPLE OF VRAN, how do |
avoid being shot? HFU 1BJS,
XFBS IBJS.

FINAL MISSION, how do |
open the trapdoor? EXPD.

For all those still trying to
defeat the Greenslime, ZPV
DEG'U,

Many superheroes have been
having difficulty with the very
popular SPIDERMAN, here are
the solutions to some of the
more popular queries:

1. How do | defeat the Lizard-
man? NJY IZESPDIMPSJD BDJE
XJUl DBMDJVN DBSCPOBUF
JODIFN MBC ESPO CZ MJABSE

2. How is the web Huid made?
QVMM OBJOUJOH JO
QFOUIPYTFE, HFU DIFNJDBMT,
NBLF XFC JO DIFN MBC;

3. How do i enter the Pent-
house? FOUFS MJGU TIBGU
BOE HP VQ vOUJM TPNFUIJOH
TUPQT ZPF UIFO QVTIVO.

4. How can the fan he
stopped? DBTU XFC, BU GBO
VOUIM S0ON DIBOHFT UP 25
DETU XFC, BU CVUUFD.

All these solutions have been
kindly supplied by Alex Hughes
ufSoIihuﬁ.

Oh well, that's it for another
month, | seem to have run out of
space again! (Have you noticed
how Lloyd's letter page keeps
expanding)?

This month's letter prize goesto
GQB Havenhand who wifl
receive a copy of Knight Lore
{that'll teach im for requesting
Alien &)1
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The superbowl can be in your bed-

room. Imagine that! (No, not the wash-
ing-up bowl from Clark Kent's flat, the
baseball game. . . idiots).

OCEAN'S new IMAGINE label strikes
out with the CRASH Smashed WORLD
SERIES BASEBALL. Now baseball fans
needn’t wait for Channel 4's Sunday
coverage, and won't have to emigrate
;o America before they can join in the

Lun.

It's another comfy-chair-exercise
program, which allows you to have all
the thrills and spills of real live sporting
action without working up a sweat.
Once again we've put together a cun-
ning wordsquare for you to exercise
your brain on, in consultation with the

And continuy

feature writing team on [dleslob
Monthly; we guarantee you won't
start to perspire while solving the
puzzle.

Aristocrats of Idleness will no doubt
slowly thumb through Chris (if it rolis
easily, kick it soundly) Passey’s Sports-
Scene round up in this issue, and
decide which of their old favourites to
load up and run (nasty word, we know,
but it IS a command in BASIC).

But you, dear reader, could be
amongst those le to work out free
with WORLD SERIES BASEBALL . . . all
you've got to do is find the following
words hidden in the wordsquare, ring
them and send in your entry form to
reach us by 30th May.



=

ﬁ ‘ I

syour Get Fat campaign. ..

Usual competition rules apply, and judging will be
SEBALLABESABA undertaken (without too much phyair.jal gffogzt] by
GRABLVXAIGAMI Gumbo Fatgut, Editor of Idieslob Monthly. His decision
NNERBINPITCHE R | BASEBALL will be final, non sweaty and generally indolent. If his
IMAGINE heart can stand the strain of being woken up, that is.
IMLDMLOITSJR E | cHEERLEADER Entries marked WORLD SERIES COMPETITION
NEATLEOTRBASED EI'JEHEH to POBOX{C;ID; LUDLOl\‘H, SHHCE;SHIHE. 5;;’18 1DB f_o
: and don't et to write your address on the entry form.
NTUGDEGGATKCATAGGEBDW rg yo
IRPOOWI STHOAE BATTING N
MINNIMLFTNALL{-’;{E‘%S L e e A e e e P e T s e s
AR s R e e e S e e
AKCBHTTIINGWRSTR’KES :
ERPEO N A NN ORI e o o R e Gl L e AL R L
A S I P N E F I G 0 F I E MER’C‘N -----------------------------------
MU D AR TY P COB R s i e S e S N
ERBCAMERICANEDRS®Z
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Nineteen seventy nine saw Clive Sinclair and the NEB part company. Left, once again, to his

own devices the electronics mail order king turned his attention to the home computer. The

microcomputer had previously been the preserve of wealthy computer buffs and forward-

thinking businessmen, but Clive Sinclair was about to change all of that. . . . We continue our

series of articles on the man who brought us the Spectrum.

live Sinclair has
always been, and
robably always will
. in the business of
consurmer products,

In the mid-70s, the National
Enterprise Board injected capital
into his pocket TV project, fund-
ing it on a ﬁﬁy—ﬁfér basis. The
instrument side of Sinclair's act-
ivities thrived, dominating the
market— but soon after the NEB
joined forces with Clive Sinclair,
they lost faith in his consumer
electronics interests.

Admittedly, money was being
lost by Sinelair on a number of
fronts, and he had suffered a
heavy loss on his black watch
project. However, the whole
eonsumer electronics industry
was going through a bad patch,
with  cut-throat competition
making life difficult for everyone
in the field. The Japanese hadn't
entered the instrurment market
and Sinclair's digital metering

uipment led the field. The
NEB wanted to concentrate
effort on the range of meters.

Despite Clive Sinclair's argu-
mient that his company had the
winning technology and was
bound to be successful with
one-per-person electronic prod-
ucts, the NEB had no confidence
in the future of consumer elec-
tronics. Eventually, the partner-
ship was dissolved. In 1979 Clive
Sinclair left with a nucleus to
start a new company, leaving
the NEB to make meters.

History proved Clive Sinclair
to be right.

CHIPS WITH
EVERYTHING

The MK14 microcomputer
rapidly grew from a single board
machine into a multi-board,
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modular system which included
a casseftte interface card, and a
VDU module which permitted
characters or graphics to be dis-

layed on a domestic TV, and an

PROM programmer which
allowed the user to fransfer code
to a chip and use the MK14 as a
dedicated machine by replacing
the monitor with a custom pro-
grammed EPROM chip. )

The technology  behind
Science of Cambridge's first
computer was  undeniably
smart, but appealed mainly to

electronic buffs, and was never
really destined to be a major
seller.

Home computers were still
very much at the hobbyist level
in the late 70s — relatively exp-
ensive complete machines were
available, but tended to be the
preserve of the businessman
and the academic, rather than
the ordinary person. Those
computers that were to be found
in the home were generally built
from kits by dedicated wielders
of the soldering iron.

In 1980, however, with the
launch of the Sinclair ZX80, the
foundations of the home com-
puter market as we know it
tndar were laid. Selling for £80
in kit form, but available ready
built for £100, the ZX80 brought
real computers within the pur-
chasing power of most families
— and you no longer needed to
be technically inclined as well as
a keen machine code program-

mer to run and use a home
micro. Rk
In combination, the ZXB80

manual and the machine itself
provided an easy way for the
novice to begin programming in
BASIC. The Sinclair keyword
system of entering program
statements from multi-function
keys rather than antarin? them
character by character from a
standard typewriter keyboard
was a major innovation — as
was the built in syntax checking..
Both these features were carried
through into the ZX81 and Spec-
trum — not least because each
successive machine to leave the
Sinclair stable contained a
chunk of its predecessor’'s ROM.
The ZX80 had a 4K ROM con-
taining the operating system
and a BASIC interpreter. 1K of
on-board RAM was included,
which was soon supplemented
by a RAM pack which fitted into
& slot at the rear of the machine.
The ZXB0 was very limited in its
capabilities. Like its successor,
the ZX81, it wasn't a colour com-
puter and it couldn’t cope with
muich in the way of serious pro-
ramming. You could only use
integars (whole numbers) and
data for a program had to be
stored with the BASIC, in the
same file. The ZX80 couldn’t
handle cassette files.
There were problems with the
Sinclair pack, which tend-



The ﬂrsi accessible lo
computer — the ZX80
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w-cost home ~_

ed to be rocked when pressure
was put on the ZXB80 kerpad.
and quite a few machines failed
as the edge connectors at the
rear of the machine shorted out.
This problem gave rise to non-
Sinclair add-ons, and a couple of
well-known names currently
active in the Spectrum market-
place have their roots in these
days. Dk'Tronics, for instance,
started making RAM packs, and
Quicksilva turned out memory
boards

The ZX80, like the ZX81 and
ZX Spectrum, started life as a
mail order product, Straight-
away, Clive Sinclair went for the
person-on-the-street, not just
the hobbvyist, and he jumped
into the market without any
research: ‘It's an absolute waste
of time to take a personal com-
puter along to people who've
never seen one before and say
‘will you pay £100 for this plastic
object here. It looks like a
squashed telephone, and
people are bound to say ‘what
would | want to know about
computer for? Life is far too
complicated as it is"”.

But want to know, they did.
Especially when the ZX81 was
launched early in 1987 — half a
million were sold within a year.

The ZX81, amazingly, was a
better computer than the ZX80
but was sold by Sinclair for £30
less! Sinclair has a policy of
passing on savings made on
production cost over to the con-
sumer. The ZXB1 was designed
to use a total of four chips, rather
than the twenty one chips (plus
voltage regulator IC) used in the
ZXB0. It was cheaper to assem-
ble, and was priced accordingly.

The ZX81 could cope with
floating paint arithmetic which
was achieved by a sub-inter-
preter, crammed into the ROM,
and written very compactly in a
FORTH type language. Square
roots, for instance, were calcu-
lated using only seven bytes —
but the cade took an awful long
time to run! The Spectrum is so
slow on floating tgoint arithmetic
because it uses these very same
routines, that first appeared in
the ZX81 ROM.

50 how did Sinclair get rid of
seventeen or eighteen chips in
one go?

The ZX81 had a ROM chip, a
CPU chip, a 1Kx8 RAM chip (the
4118) and an Uncommited Logic
Array (ULA), which improved
upon the work of the eighteen
chips from the ZX80 which it re-
placed.

A ULA chip is basically a relat-
ively cheap way of praducing a
custom chip quickly — the U?_A
manufacturer puts & mask
designed to the customer's
specification over a standard
component, rather than design-
ing an entire chip from start to
finish. The resulting chip is not
as efficient as & custom chip,
built from seratch. The big snag
with ULA's js that you can't be
sure that your mask will actually
produce the chip that you want
until you've actually made it.

WARMING THINGS
UP IN COLOUR

Sinclair was fairly lucky with the
ZX81 ULA — it was pretty much
bug free, but the machine suff-
ered from overheating because
Mr Sinclair stretched the ULA to
its limits. According to Ferranti,
who made it for %inclair, you
were only suppesed to use 70%
of the logic gates on the ‘blank’
chip when you add the mask.
Sinclair used all the gates, so
things tended to get a bit warm!

Fortunately for Clive Sinciair,
the ZXB1 board had been des-
igé%d to take on 4118 chip (a
1 memory chip) or two 2114
{1Kx4 memory) chips. Fortun-
ately, because there was a chip
famine shortly after the ZX81 hit
the streets, which meant that
most ZX81's ended up with five

chips. Two 2114's replaced the
originally-specified 4118, This
famine also had s lot to do with
the final collapse of NASCOM,
whose computer used a lot of
the 4118 chips.

April 1982 saw the launch of
the ZX Spectrum, Clive Sin-
clair’s first colour computer,
which came in two versions,
with 16 and 48K RAMSs. (And we
won't bother to explain what a
Spectrum does in this column).

Once again, a ULA was used in
the Spectrum, and like the ZX81,
the Spectrum ROM barrowed
from its vounger brother.
(Machine code freaks can find a
tiny 24-byte subroutine hidden
away in their Speccy RAMs at
address 04AA. It checks for ZX81
ngram names).

Sinclair wasn't so lucky with
the ULA used in the Spectrum —
a fault was found at a very late
stage, which meant that the CPU
could misread the keyboard half
the time. On Issue | Spectrums
this fault was remedied with the
‘Dead Cockroach’ — a small
circuit board stuck next to the
Central Processing Unit, upside
down. Issue |l Spéctrums had a
different ULA to lIssue |s and
they had a different bug, which
caused the machine to select the
ULA when it shouldn't have
done. This was Kludged too,
with a transistor inserted over
the top of the Z80 chip, which
stopped the CPU and ULA from
interfaring with each other.

2 = & e e,
‘RAMpack wobble’ became a

household phrase after the

ZX81 sold half a million

The most successful
British home computer—
the ZX Spectrum

The Issue lll Spectrum had a
redesigned ULA, together with a
redesigned circuit board which
allowed extra memory to be
added more simply. It was
cheaper to make, because the
trimmers which fine tuned the
colour display on earlier vers-
ions no longer had to be set by
hand.

Incidentally, the lssue i
machine set three unused bits
on the eight bit keyboard port
differently, placing different
values to those generated on the
three redundant lines on the
Issue | and Issue |l Spectrum,
Some gumby programmers had
writlen code which read those
three unused lines for no good
reason, and relied on finding the
expected values (when they
shouldnt have). When they

found that their code behaved
erratically on the Issue Il Spec-
trum,

Sinclair!

they blamed live
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BUG
EYES

Producer: lcon

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

MNasty little bug-eyed monsters
have decided to destroy all intel-
ligent life in the universe. For
some inexplicable reason they
decided to start with Earth. You,
the player, have been recruited
to save us. The enemy space
ship is closing in and you must
secretly enter it, outwit the alien
beings within and destroy its
power source.

Bug Eyes is a fairly easy game
1o sum up, it's a platform game,
Each of the 10 screens has two
main types of hazard — objects
that go up and down threatening
to.crush the hero should his tim-
ing be anything less than per-
téct; or the second main hazard
which takes the form of bridges
that exist only just long enough
for them to be crossed. In the
unlikley event of your getting
past those problems you will
accasionally be called on to deal
with a few minor hazards such
as descending doors or ‘the big
nosed gliding ogre’. In the first
screen, called ‘stamping stomp-
ers’ the players has to avoid
being crushed by Romanesque
type pillars. Should he manage
that then the next screen's
crushers take the form of the
“blinking bouncers’ — in fact the
author of this program is some-
thing of an artist when it comes
to alliterations, the game is
drenched with such goodies as
‘dreaded dastardly descending
door’ or ‘the terrible twisting
thingies’. The game doesn't
require great speed from a
player but it does require impec-
cable timing and judgement.
The game is made even more
difficult because the time allow-
ed to complete each screen is
limited, as you make your way
through the screen you will
notice that the energy level
drops as time passes, fail to
reach the exit before zero energy
and you lose a life. The energy
counter, shown at the top of the
screen on a barchart, is renewed
with each new screen or life.
Points are awarded for each
obstacle that is cleared but sadly
there is no high score facility.
Some times you will escape
death by wvirtue of a feature
called ‘automatic alien repul-
sion device’, there is no means
whereby the player can invoke
this machine it simply means
that there will be times when the
player should have been got, but
wasn't. In fact the only controls
reguired to play the game are
left and right, na jumping or

blasting is required.
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BLINKING BOUNCERS

® 'This is really a very ordinary
game, except perhaps for the

graphics which are very attract-
Ive not to say smooth. The most
outstanding feature of Bug Eyes
is the characters portrayed with-
in, but | gave up drooling over
those after only ten minutes. |
will confess that | have had more
than a little difficulty penetrating
the starship but that's because
my sense of timing lands me in
trouble crossing the road. | think
this is one of those games that is
immensely challenging and
addictive until you've cracked it.
It does make a change to have a
platform game that doesn't re-
quire zapping and leaping, just
not a very good one. It would be
fair to say that this game would
suit people who enjoy playing
challenging computer games
but don’t require an extra pair of
hands and a double jointed hip
to play, from that point of view
it's an ideal beginner's game but
not up the the level of adept
arcaders,

® ‘Bug Eyes /s a very hard plat-
form game. It only has two keys,
Sg it seems quite simple at first,
but after a couple of screens,
timing your runs carrectly be-
comes Ihcreasingly difficult and
our four lives go very quickly.
ug Eyes fias nice big graphics
and fair sound with all the char-
acters being well animated. The
only r{rmﬂ that really gets up my
nose in this game is at the very
start — a message appears on
the screen and an urrer;y un-
tune-like noise is played. f quite
enjoyed playing this game and
on several occasions it had me
gar'ng for the jump button that
didn’t exist.”
@ 'Bug Eyes is a very simple
game to get into after all you
only need two keys to play the
game. The graphics are quite
good and the sound isn't bad
either. Colour is used well and
the whole game is quite good. |
found Bug Eyes moderately fun
to play at first but after a whila |
soon got bored of the whale
thing. Overall not bad for a while
but nothing to rave over and not
enough to hold the player's
attention for very long.’

TOR

Control keys: 6/7 left/right
Joystick: ves but type not

specified

Keyboard play: very responsive
Use of colour: very good indeed
Graphics: chunky but well

defined and attractive

Sound: not extensively used but

amusin
Skill levels: 1
Lives: 4

Screen: 10

General rating: not immensely
exciting to play but this is an

attractive game and very
challenging to master.

Use of computer
Graphics
Playability

Getting started65%

65%
65%
68%

Addictive qualities 58%

Value for money
Overall

ROOM

55%
62%
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HUNTER

Producer: US Gold
Memory required: 48K
Retail price: £7.95
Language: machine code
Author: Sega

This is US Gold's officially
licenced Spectrum version of
the American Bally Midway hit
with you playing the Spy Hunter.
Spy Hunter is a kind of road
racer-cum-river raider, an all
action shoot em up of the old
school. There are numerous sec-
tions to the game, but basically
Spy Hunter takes two forms. It
starts on a road as your
Weapons Van pulls up at the
side of the road to allow your
Spy Car to roll down the ramp
and onto the road. You're then
on your own, guiding the car
along the torturous roads, pur-
sued by various enemies, each
with their own characteristics.
These can be destroyed by ram-
ming them into the side of the
road or shooting them.

The second form occurs if you
take the correct side road down
to the boat house — driving into
it automatically converts the
Spy Car to an amphibious vehic-
le, and the chase continues on
the water.

While you are on the road
there is a chance to ‘dock’ with
the Weapons Van, whereupon

the Spy Car's weapons are ex-
changed or added to. The weap-
ons carried are displayed at the
battemn of the playing area, and
an element of strat&gn is involv-
ed in ensuring the rig

t weapon
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is on board for the particulartask
in hand. .

The enemies include the Road
Lord (bullet proof — must be
rammed off the road); Switch
Blade (buzz saw hubca{fs &
nasty); Barrel Dumper (drops
barrels in your path in the
water); The Enforcer (fires a
shotgun); The Copter (drops
bembs on your car/boat); and
Doctor Torpedo (fires torps at
the Spy Boat).

Guiding your vehicle is tricky,
since the roads/waterways twist
and turn, brenching off into
what may well be dead ends,
Occasionally a message on the
road may warn you that a road is
closed and you should take a

detour. Control of the Spy Car
allows left/right movement as
well as accelerating or braking.

comments_J

@ ‘It's nice to sea that US Gold
are continuing with their arcade
reproductions of Sega’s top hits
from the States. | must admit to
notseeing SW Hunter in the arc-
ades — yet. Whateverthe arcade
version is like, this Spectrum
version seems to be an extreme-
ly playable game. The scrolling
flraphics are some of the best

ve seen on the Spectrum and
work well — they are colourful
and very detailed. Progressing
through the game | found that
the enemy grew increasingly
mean, and it required more skill,
but this was & gradual progress-
ion as you are teased more and
more into the game. This is a
good feature of Spy Hunter. This
game has enormous playability
and | was totally captured in a
different land of action. It's the
sort of game I'd come back to
menths later.’

@ ‘An interesting poimt to all
these US Gold releases of older
American hits, is that they seem,
single handedly, ta be creating a
rebirth of simpler arcade shoot
em ups. Spy Hunter is definitely
a wvery simple idea, but the
speed, variely and ferocity of the
action makes it huge fun to play.
The large, well designed graph-
ics move very well, and [ partic-
ularly liked the way some of the
nasties spin off the road Spy
Hunter combines all the elem-

ents of 8 good road racer game

falthough there is no per-
spective, everything being seen

‘rom above) and a fast shoot em
up. [ think it's moderately addict-
ive because the increasing diffic-
ufty is well built in to the game
and the screens are variable
enough to add interest, but most
of all, it's a good zapping game.’

® ‘Spy Hunter is a fairly good
arcade to spectrum conversion.
The t;,_:‘aphics are fairly good
though the sound is used poorly
for such a great game. Of all the
Zap em up games ['ve ever
played Spy Hunter is a firm fav-
ourite amongst them. Playabil-
ity is high because thera is such
a ot going all the time. | don’t
think that this game will keep
anyone's interest for weeks and
weeks because it's a fairly
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VOYAGE

Producer: Quicksilva
Memory required: 48K
Retail price:£6.95
Language: machine code
Author: John Edmonds

This is the officially licenced
computer game version of the
20th Century Fox film of the
same name. In the film a group
of scientists are miniaturised
together with their submarine
and injected into the body of a
seriously ill patient in an attempt
to carry out vital surgery in situ
— micro surgery from within.
They have to wear scuba equip-
ment to survive in the blood-
stream and squishy organs of
the person and find that white
blood cells and viruses are more
lethal than sharks,

The game follows the film
idea guite closely, except that
now you are on your own and by
some stroke of misfortune your
submarine fails to respond so
well to miniaturisation and is
scaftered throughout the body
in eight pieces. Among the obj-
ectives of the game, one of the
most important is to recover the
eight pieces and assemble them
within the patient’'s brain to
escape.

The display shows a large
playing area of interlinked
screens. You start off inside the
mouth, just behind the firmly
clamped teeth. To the right of
the playing area is a graphic
representation of the human
body. A small dot shows your
relative position. Here also are
shown the infections which
from time to time infect the host
body. A red ilashj:j; square ind-
icates where and you must
move quickly to destroy the in-
fection with your laser before it

FANTASTIC

o000

1oHARY
Lo

raises the body's temperature
excessively and kills it {thus
ending the game). Above the
Elaying area is a temperature
ar, score lines, location name,
time taken, percentage scored
and the name of the location
where any infections have brok-
en out,

Growths within the body can
be destroyed by collecting a
white blood cell and getting it to
collide with the growth. Choles-

S‘PY H-U“N-T-E*R

simple game to get into and to

lay (this is also a point in its

vour because it can be played
by virtually anyone). | particular-
Iy liked the river scenes, they
seemed more varied than the
ones on the CBM 84 (I know I'm
not meant to mention that calcu-
lator but | couldn't resist it con-
sidering | prefer the Spectrum
version of Spy Hunter). If you
want a good shoat em up Spy
Hunter is well worth the money.
Overall 8 good game that should
keep you all amused for a while.’

Control keys: user definable,
four directions and fire required
Joystick: Kempston, Sinclair 2,
Cursor tr\,;l:a

Keyboard play: ideal with UDK,
VEry responsive
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Use of colour; very varied,
bright and sharp_

raphics: attractive, good size
‘and reasonably smooth vertical
scrolling

: spot effects, average

Skill levels: 2, novice and expert
Lives: §

Screens: continuous scrolling
General rating: it may not have
massive lasting appeal
{although itis a good hi-score

ame), and it certainly isn't a
thinking game, but loads of fun
to play.

Use of computer 90%
Graphics 82%
Playability 89%
Getting started 88%
Addictive qualities 80%
Value for money 81%
Overall 89%
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terol may block some passages
and can be removed by lasering
it (although the |aser only cper-
ates horizontally). Green viruses
are dangerous but may be destr-
oyed by your laser whereas
other hazards are immune and
lethal. Although this is set inside
the human bedy, itis very much
a mapping game and the player
will have to discover the various
routes around the body, collect-
ing the submarine parts as you
go.

\ criTicism

®'Yep, it's another game of the
film, folks. At this rate they're

oing to have to include a mime
or ‘game’ on Give us a Clue. In
this game you venture into the
realms of the human body. The
fairly simple graphics and gen-
eral movement are acceptable
but neither are exactly mega-
league class. A bug, well it could
just be an infection, in the pro-
gram tended to make the diver
go invisible for no apparent
reason. This happened in almost
every game, it was really annoy-
ing. Fantastic Voyage has not
really got enough content to
keep the serious plavar‘s atten-
tion for very long,

‘@' rather enjoyed Fantastic

Voyage for the first hour
because of its graphics of the
human body which are well

done, colourful and interesting,

'he micro-surgeon vou play is
not quite as well designed how-
ever. What you end up with is a
sort of platform game with inter-
linked screens and some arcade
action, but after a while of play-
ing, the action becomes repetit-
ive. I liked the way the cholest-
erol acts as a block, which be-
cause you can only fire sideways
at i, means that in some locat-
ions it /s like an impassable
maze wall, forcing you round
another way to get at it. Gener-
ally good looking, but lacking
lasting appeal.”

®'Come to think of it, I'm sur-
f:risad no one has done 8 game
ike this before, but then again,
the obvious is usually excluded.
The game is interesting, as you
pass around the body and at-
tempt to keep the poor failing
thing alive (and yourself at the
same time). | never before real-
ised how many nasties do actu-
ally float around in your blood.
You could say that this game has
actually taught me something.
Fantastic Voyage has very nice
graphics and there's plenty
going on ta keep you busy. Con-
siderable skill is needed if you're
to survive for more than a few
minutes. One feature that im-
pressed me is when you run out
of energy you disappear, but
you can still play the game as
though you were really still
there — only after the consump-
tion of red blood cells do you
reappear again. Overall an inter-
esting game, very different, with
a beautiful colour scheme, and |
enjoyed playing it.’

| COMMENTS __J

Control keys: preset as B/N left/
right, SPACE to Pick/drop, P to
swimand L to fire, but all these
are user-definable

Joystick: Kempston, Cursor

pe
yevbourd play: very positive
response, uses a gravity effect
which is overcome by
‘swimming'
Use of colour: very good
Graphics: well sized and

smooth, the intemal organs are |

convincing

Sound; very good effects, the
continuous tune may be toggled
on/off

Skill levels: 1

Lives: 5

Screens: more than 40 locations

with every major organ and

artery named

General rating: mixed opinions

from below average to very
ood, Flavable and reasonably
ifficult.

Use of computer 82%
Graphics 74%
Playability 73%
Getting started 82%
Addictive gualities 70%
Value for money 69%
Overall 78%
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System 3 Shoot em Up Storyboard Competition — Have you gota brill Arcade game locked -
inside you waiting to get out??? 2




Mark Cale, System 3 Supremo,
visited the CRASH offices
recently to talk to us about his
company — and we'll be
running a profile on System 3
wery soon.

While he was in the office
Mark couldn't resist the
temptation to load up Death Star
Interceptor and show off — he
claims to be the reigning
champion at the game and told
us his hi-score was 89,000. This
really has to be the ultimate in
sliming — getting in hours of
practice on an arcade game
befare it's even released!

He's net such a bad fellow,
you know — before he left Mark
gave us a few tips and hints to
PAss 0N 10 You, IN Case you want
to have a go at knocking him:off
his perch! So read these tips
closely, and if you get to beat
Mark's hi-score on Death Star
Interceptor take a screen shot
and send it in to us marked
'KNOCK CALE OFF HIS FERCH',
and we might make you
famous! (Use the PO BOX 10,
Ludiow address for your screen
shots, and write your name and
addressan the envelope and the
back of the picture).

So here's the hi-score tips for
Death Star Intercentor:

1) Don't play with the keys(!)

21 0n the first screen, you need
to pull the joystick back to
fauneh your ship:Once you're
off the ground it's easier 10
chntrol vour flight if yvou push
the joystick forwards, and then
more left and right.

2) On the second screen don'tgo
far paints — on the later levels if
vou attack the enemy ships

yvou'll get caught in the crassfire.
You need to learn to fly the ship

correctly, climbing and diving to
avoid the enemy and learning to
anticipate their movements. If
vou dodecide to go for pointsan
this screen, bearin mind that the
command ship scores mare.

41 When you're in the trench
remember that the most hazard-
ous objects are'the laser guns at
the side — if vou don't shoot
thiem, they fire a missile which
you need to anticipate — and
climbor dive to avoid it. You can
sometimes fly under the laser

barrniers but you have to shoot
some. Ifyeu re knocking outa
cannan or barrier, climb to the
top corner of the screen, fly to
the left or right and fire. 1f you
don’t knock putthe exhaust port,
you can carry on flying through
the trench picking up points,

5} On all sereens, rememiber that
if you fire diagonally — by flying
at an angie — you get a repeat
shot quicker.

Okay, so you're an arcade freak.

Now's the opportunity you've
been waiting for — the chance
to design the supreme shootem
up, the absolute tops in arcade
action.

Mark explained that Death
Star interceptor started life as a
storyboard with over twenty
different drawings for the
attacking ships alone!

Oliver Frey (Our Oli) has done
a few sketches to give you an
idea of how a storyboard fora
game might look— and what
you need to do is think up your
game idea and commit itto a
storyboard, with pictures of the
various screens you want to
use, and some details of the
movements of the objects on
the screens.

System 3 will use the best
storyboard entered for this
competition — if it's good
enough for a game — and the
commercial advantages of
designing a game (ie money!)
will be made available to the
designer of the game. The

winner and five runners-up will
win a lifetime’s supply of
System 3 software for the
Spectrum; and 25 people will

et a copy of their next release
gue out later this year.

The only condition which
applies ta this competition is
that you must not submit your
storyboard to anyone else until
after the judging, which will
take place at the end of July.

Send your entries to SYSTEM
3 STORYBOARD, CRASH
MAGAZINE, PO BOX 10,
LUDLOW, SHROPSHIRE
SY8 1DB to arrive before the
closing date — 28th July. if you
would like your entry returned
to you, remember to enciose
enough postage, and your name
and address — else we'll have
no tea in the office during
Autumn (that'd make me and
Lioyd dead crabby, and we'd
stop reading your letters and
dealing with competition
entries, and you wouldn't want
that, would you)?”
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AT A NEWSAGENT
NEAR YOUR

m 90 LET

MATES KNOW
THAT

cem 64
GHAMES FREAKS
NOW HAUVE

THEIR
OWN FAB

> o
The first issue of ZZAP! 64 is on sale

from April 11th. Like CRASH, ZZAP! 64 %~
will be packed with exciting features & :

including:

@ Highly detailed reviews of all the

latest 64 games
J er
W oo e
| e Hi-score pages with a bold challenge

to top-scoring readers

LZAP! 64’ & 'CRASH’ are both Newsfield Publications
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WINNERS

WINNERS WINNERS

GIFT FROM THE GODS
Compatition winners from
Issus 13, February 85

50 winnars ulmE‘
AE Atmed, HULL, LBDAH David

Brightman, BOB;
PC Brownlow, Newton, SK14 4JF;
PBurraws, No Mans I-lu:h SY14
8D5; Robert Fﬂkmnm

CTI136PG; Stanhen
Carlisia, CA3 b Mll‘k Gﬂughlh‘l
Eatnrh.m &HSE

rutchiey, r, Staffs;
James Davis, Bulkil cy12
aLyY; Dmm&l}mm:;m

Wu.llsteu:l E11; Mlﬂ-

Shanklin, PO37 7DU; Michael
Hnd,gkm Dk SH16 5HS;
ham, hurst, TN3
m Susan Jolley, Warmrington,
WAT3SX; Ba-z]ln Jonea. Londan
N8 BNR; lain Jones, Welshpool,
5Y¥21 7RJ; P Kerton, Wentworth

Park, N3 1YJ; John Lawrance,
Chatham, ME4 80R; R Leslie

; Michael Pratt, Hunstanton,
PE365JH; J Precedo, Stockwell,

Waoking, GUZ 1UZ; Alan Thomas,
Coleford, GL16 700; NW Tooley,
Cambri GB42UJ A de Vries,
DE PE 2, Holland; Paul Watts,
Iifracombe, EX34 BJS; David
Westmore, Tawkesbury, GL20
8BQ; Nick Windsor, Dal

Eu E'f SG Young, Garrawhill,

CRASH QUIZ WINNERS from
issue 13 Fabruary
Matthew Withi , Rugeley
W5 15 4DJ; Mike Eastgate,
Addlestone, KT15 2PL

Are the winners of £25 worth of
software. The following four are
the runners-up:

Alistair Taylor, Milngavie, G&2
TNB; David Jally, Chorle
Lancashirg; JP Ismom,gnuth
Croydon, CRZ JEJ; lan Phillips,
Tooting, SWIT 00N,

WINNERS OF THE BRUCE LEE
COMPETITION (issue 14}

Julign &llen, 5t Clement; Kings
Lynin; Neil Baker, Manchaster M12
BHS; Mark Barbour, Slough 5L3
II:I-'.]H Adam Barnaby, Durham BH7
OFW ;. JW Bragg, liford, Essex;
Steven E!urbacE Bognor Hegis
P22 BLL; Mark Capstick,
Addiscombe CRA BN J Collins,
Wells-next-the-Sea NR23 THN: C
Coloman, London SES3DA;
Micahel Cook, EnﬂeH:IENi 3AQ:
Mrs S Cook.sev Plymouth PLG
BHB: PW Dando, Frasoot L35 35H;

Meil Davis, Christchurch BH23
4N Keith Edwards, W\cllnnu DAE
1EX; Paul ‘:'ilmft London SETT
ZNN; James Ellson, Oxted RH
OHY: Lynette Goodman, Olnev
MK#B 8W; Leon Gerdon, Bath
11XE; Stephen Groves,
Glpnfe‘d LE3 BAF; Stephen Harris,
Sabe M3ZAGA Jonathon Hall,
Cheadle SK8 3ET; DJ Henley,
Wandsowrth, London; Stuart
Huliey, Wrexham LL128NP; lan
Huttan, Luton LUGSTH; Jason
WMeConmell, Landon W7 3RG:; B
Jenkinson, Altrincham, Cheshire;
Mark Kaye, Barnsley, 5 Yorks;
Sean Marrioit, Bably DN4 OTU;
Neil Merse, Swindon, Wilts; Craig
Moss: Bratton, Nr Chastar: Mark
Natsan, Birmingham B19 2HY, M
Newman, Clesthorpes DNB&?RD'
S Medan, Walton L4 354; Tany
O'Keaffe, Laindan 5515 508; lan
Phillips, Steatford-an-Avon CY3T
TJIH, Mark Rayner, Wambley;
Daw'dﬂid%a, toke-on-Tram ST3
SMF; Paul Russell, Glasgow GE1
EPP; Mark Shaw, Huyton L38ANS
Mark Sibson, Ossett \WFB OPF;
Michael Sirmpson, Preston PRZ
asL; GT Stonnedl, Flitwick MK4S
1RX; Jonathon Starw likfgy LS29,

B5L; Craig Thornley, Nottingham
NG5 8AB; Lee Tudor, Jarrow
NE32 BJE; James Tulley, Narwich
WR4 6BS; Jamis Valenting, nr
Thiesk YO7 4EL: lan Welsh,
Barrow-in-Furness LA13

PGy ) ?

VOTING FOR
THE
ADVENTURE
CHART

The CRASH Adventure Chart
has picked up considerabl

since we firstintroduced it, wi

more and more votes coming
in every day! To make life
easier for sorting, we are now
providing a separate write-in

ADVENTURE CHART
COUPON

Send

| Send your coupon to; CRASH HOTLINE, PO BOX 10,

form, so please use it for the
Adventure Chart, and not the
one included at the bottom of
the Hotline details. If you are
ngbm.h both charts, you may
forms together in the

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,
so to clarify the situations,
here's how we do it. You may
vote for as many titles as you
wish {not just five as in the Hot-
line Chart) and you may award

your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB

I LUDLOW, SHROPSHIRE SY8 1DB
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any of them points out of ten.
So, for instance, you might
vote for seven fitles giving
each of them ten points if you
think they are waorth 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
g thirty adventure games are
en in descending order.
Phoned<in  votes  are
acoepted over the Hotline
{0584 3015) in the same way
(please state that you are vot-

i

ing for the Adventure Chart at
the beginning), and may also
be written in letter form without
the use of the coupon if you
prefer.

Adventure Chart Prize
Draw

And don't forget that, like the
Hetline Chart, you can win
prizes! Each month we draw a
winner from the wvoters, who
receives £40 worth of software
and a CRASH T-shirt, with four
runners-up each ing a
T-shirt and a mini-subscription
to CRASH for three months.

CRASH HOTLINE WRITE IN COUPON My topfwefavounte programsm descendmg order

Please use block capitals and write clearly!

__________________ =
|
|

TITLE PRODUCER|
I

:
|

2 |
|

2 1

4 i
I

5 I

__________ g



A CRASH ART SPECIAL

A G CRERTIVESPRRRE S
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ey fow!

- Leonarzt)o

| CALLING ALL ARTISTS!!

REINCARNATED!

CREATIVE SPARKS first got
in touch with us before
Christmas, and we fixedup a
mega-competition for all
¥ u artistic types out there.
he idea was to get youalito
do a bit of artwork, using
their drawing package for
the Spectrum - LEONARDO -
and there were some really
impressive prizes on offer.

You CRASH readers are a
resourceful lot.
LEONARDO's launch was
delayed for some months
while CREATIVE SPARKS
added more and more feat-
ures to their package of art
utilities, and it didn’t reach
the shops until after the
original competition dead-
line had passed. We still had
some entries, but of course
the entrants couldn’t use
LEONARDOQ, soooo0......here
we go again!

Well {as Robin Candy

lg. ht say), CREATIVE
SPARKS are going to reward
the people who entered the
Xmas Comp before the clos-
ing date, which was March
31st. A complimentary copy
of their program is on its way
to them, so they've got a
head start on the rest of you.

There are three categories
in LEONARDO, THE
COMPETITION, Mark 2:
Category Oneis for
artwork which makes
innovative and imaginative
use of LEONARDO's

facilities — there are no
restrictions for this category
astosubject matter, feel free
to express yourself!
Category Two is for
Posters — these can be to
advertise an event, a portrait
;}f a mediha megastar — in
act anythin like.
Category ﬁrm is for
technical drawings — and
once again, you can choose
your subject material as long
as you use LEONARDO to
produce the final piece.

Now, unless you are mega-
rich, very Iucky or both, you
probably won't have access
to a super whizzo printer to
actually produce your entry
in hard copy form. So we'll
be quite happy for it to arrive
on cassette but you must
write your name and
address on a sticky label
which is firmly stuck to the
cassette body, not the
library case. And even if you
can get a print out, we still
want the cassette file of the
artwork,

CREATIVE SPARKS aren't
messing around when it
comes to prizes. Category
One’s (Most Amazing Piece
of Artwork]) winner will pick
up a Devilbliss airbrush with
hoses, compressor and a
:ggglv of inks— worth some
— and a Datapen light

pen.

Category Two's (Best
Technical Drawing) winner
will have a Rotring
Isographic Drawing Pen Set,
a Datapen light pen and an
A2 drawing board on a
stand.

Last, but not least,
Category Three's (Best
Poster) outright winner will
scamper off with a
Touchmaster Drawing Pad.
Five runners up will inherit
the Letrajet Graphic tool, a
tidy £25 worth.

Let there be no confusion —
you can enter a poster, ora
drawing, or a stunning piece
of artwork, and you can
enter one, two or three
categories so long as you
send a separate entry for
each category. Only one
entry per category per
I:erson and each entry must

ave been put tcrgsther with
LEONAR

Get going... dosmg date

for the Leonardo
competition is 25th July.
Entries to LEONARDO Il, PO
BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB

(=Bl b BEEESE e eSS s e S BTETR  E eee |
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AIR
DEFENCE

Producer: CCS
Memory required: 48K
Retail price: £6.95
Author: by Almart

What sort of name is Almart
anywa}.r? Whao are these people?
Air Defence is yet another game
published by CCS — if that
sounds admem‘shing it isn't; it's
actually praise. | can't see myself
quite how CCS manage to make
any money, producing (as they
dol solely minority interest
Emducts; but they obviously do,

ecause the games are improv-
ing all the time — see the Mato
Alert review.,

Air Defence is another non-
nuclear wargame (well, |
assume it's non-nuclear be-
cause targets suffering bomb
damage recover after a set num-
ber of turns — and it doasn't say
anywhere that each turn is
twenty five yearsiong).

What happens in the game is
that you are charged with de-
fending ten targets — six air-
fields, one radar station, one
naval installation, a factory and

our HQ. Your aircraft operate
rom the airfields, and all the
other targets are important too
— radar for spotting incoming
raids, the factory for re-arming
your aircraft, and the navy be-
cause they have missiles they
can use to assist you. Lose your
HQ and you lose the game.

The enemy sends twenty
bomber raids over to destroy
sﬁeciﬁu targets, and you have to
shoot them down with your ten
fighter squadrons, assisted by

two airborne tankers and two
AWACs (early warning radar)
aircraft, Sound simple? it isn't.
Even with your two AWACS in
forward depioyment, your radar
cover still doesn’t cover the
map, 80 you can't see all the
raids coming in, until some-
times they're right on top of you.
The bomber raids have fighter
escorts as well, and you need
numerical superiority to defeat
themn and destroy the raid. Your
fighters only have limited sup-

ies of fuel, and using reheat (to
ty faster) uses itup much faster;
you can refuel in flight, or you
may have to return to base.
Weapons. are also finite, and
when they have run low (after
three or four engagements) the
squadron must return to base 1o
re-arm — which takes four
games turns (on the ground —
and usually another two orthree
to get there). Any raids not
destroyed will return fater in the
ame with a new load of bombs.
ach fighter squadron starts

with twelve planes, which tend
to get depleted in engagements
and can't be replaced. This
means that retuming raids could
well have more fighters than any
of your squadrons, so knocking
them down would be a problem.
_ The fairly complicated decis-
ion making in the game is great-
ly heightened by the real-time
element — you have to make
your choices from a menu,
which is only displayed for
around five seconds. You can
pause the game and have a
pender, but each release takes
up about half a second, so you
really only make about eight to
ten moves in every turn, and
using one of those moves on a
‘pause’ may be very inconven-
ient at some points in the game.
Once you have selected a course
of action from the menu, for
example, ‘Allocate’, the clock
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stops. while you select which
sguadron, which raid it is to be
I ocated to, and whether or not
ou want to reheat. As your air-
ields get daraged, so you have
to switch the squadrons’ bases
about, and so on. Once sent off
to shoot down a particular raid, a
squadron will earry on until they
either succeed, or fail or you
change their orders (obvious
really).

This is a subtle game, and
excellent as an exercise in tac-
tics; the lightning-fast decision-
making required to make the
most of each ‘go’ (you alternate
with the computer) compen-
sates for the relatively small
number of units you haveto play
with.

One gripe (as always) pleass,
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please, g‘lease CCS can you get
rid of those horrible map co-
ordinates for position selecting.
Why can't we have a cursor? |
can't see that it would be much
more expensive in terms of
memc-rr. especially not since
this is largely a machine code
game.

Overall rating: not as good as
Nato Alert, but'a good start at a
genuine real-time wargame.

PS Those of you who've been
waiting with baited breath to see
whether my roof will fall in or
not, will have to wait until next
maonth. I'm afraid I'm going on
holiday. Yippee! So | haven't got
time to write any more now.

v 1o ﬁi‘ptura it

yourself?
Each country is aflnmd

fact- | the Empire’s centres, as inApoc-

sely

7 thls
arnesare
nock: 4

.m that ygu can Mld with' it

maximum of five factories and

S_De::t.rum 48K

verned with er

peofwarfare.amimmm
ics of lengthy campaigns. In this
respect itisvery it it lacks
.| realism in some important asp-
| |ects: no account s taken of

chance events, such as the

e | weather (which has defeated all

revious atlempts to defeat
us*sla, for instance) and geo-
al distances are render-
. -ed mnmﬁa s by the fact that
Eou m cap‘rtal tacapital.
| Some of the game's responses
alsovery, very slow, such as
you are moving the sursor

: to where you wish to attack,

n only | which seems to take about ten

square,
 Anditwould have been nice to
have had more flexibility ‘over

mﬁ(ﬁsa ‘Perhap ttiameraieafaaoflan
scenario tape would solve
Ian'i it'sa bl! thearat-

challenging. CCS's,

nma%y improving.
| Overall verdict: it's ?mtt to
have a non-nuclear

a .“mm—mﬂihhiﬁaw
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YOU MARVELLED AT BEACH-HEAD..
NOWACCESS PRESENT THEIR LATEST MASTERPIECE:

SPECTRUM 48K

Themostb
3-D graphics yet seenon
the mmodore 64'

U.S. Gold is stocked by all Iaading

computer stores incl
BOOTS WH SMITH JOHN MENZIES
WILDINGS WOOLWORTH

{

Dealers! For information on how to become a U.S. Gold Stockist write to: CentraSoft. Unit 10,
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 3020. Telex: 337268.







COLOSSAL ADVENTURE - Level 9
Buiysiigng su0sioy| - DIDVIA NVILAADI TVIILOVHd

ON THE COVER

Our last two ON THE COVER artists have largely
worked with space and violent action for their cassette
covers. GODFREY DOWSON, the man behind Level 9's
posters and covers, is different in style and tempera-
ment. Like Steinar Lund, he has also done a commiss-
ion for the old Imagine, but unlike Steinar Godfrey was
a little less lucky. . . .

Photo: Nicholas Sack

Oh Dear!

Another innocent party who
suffered from the demise of
Imagine comes into our offite.
Will it never end?

Dowson started his
software illustrating career with
a painting called ega Vault',
which was commissioned by
Imagine, never used and never
paid for.

A self-taught artist, who used
to be an engineer working with

as turbines in Lincoln of all
things, Godfrey moved to Wales
in 1976 and spent a few years in
a cottage averlooking a lake,
completing his portfolio. Then
he launched himself into the
world as a freelance illustrator
and followed his interest in fant-
asy and knowledge of magic by
completely redesigning a deck
of Tarot cards, Work for the
Aquarian press followed, and
then Granada books commiss-
ioned some of his work.

Fortunately, he wasn't put off
working for the software indus-
try by his experience with Imag-
ine, and began work for Pete
Austin of Level 9, starting with
artwork for Red Moon. Godfrey
has now completed around ten
titles for Level 9 and has almost
become their in-house free-
lance.

Working in inks and gouache,
using an airbrush and then over-
painting with a brush, Godfrey
spends three or four weeks
working on a painting after pro-
ducing a rough in a couple of
days from his client’s original
brief. He takes pleasure in re-
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searchin%his pictures — visiting
an aircraft museum to sketch a
B52 for instance, which then
apﬁeared on the seabed in one
of his illustrations!

Godfrey’s first love is fantasy
and his career began with
science fiction and magic illus-
trations. He enjoys placing obj-
ects in unusual settings — a
grandfather clock appears in a

rimeval swamp in his artwork
for Level 9's Lords of Time for
instance.

This year three specialist com-
puter books have Eeen publish-
ed with intricate geometrical
pieces painted by Godfrey on
the covers: —3Filing Systams
and Databases for the Amstrad;
Microcomputer Puzzles; and
Working with MSX Basic, His
work has also included some
‘Romantic’ illustrations for a
Swedish publishing house, and
work for a book published in

ermany which is used as atext-
book for teaching English.

Godfrey lives in an Eliza-
bethan manor house on the
Welsh border with his wife and a
bevy of cats, making occasional
excursions to London to see art
directars, agents and other
people essential to the freelance
illustrator, and generally catch-
ing up on developments in the
illustrating world. He is grateful
to be able to return to the peace
and quiet of his home to work
after these forays however.

“The high point of my career
so far’, Godfrey told us, ‘came
when one of my illustrations
was selected by the judges of
the Benson and Hedges Gold
Awards. My picture, on the
theme of time, was one of the
fifty illustrations chosen from
some six hundred submissions

and is now part of a touring

exhibition’. Not suprisingly,
Godfrey smokes BRIH|

‘I don't like too much of the
same kind of work’, he says, ‘I
like to be able to chop and
change a bit'. Godfrey had bet-
ter kee? on his work for Level 9,
or he'll be in trouble with the
team behind ZZAP! 64, our other
organ. When Chris Anderson,

Pl Supremo, learnt that we

were interviewing Level 9's
artist, he was quite jealous.
Ap‘::arentiy the ZZAP| office
walls are covered with God-
frey's posters ., . . and they
simply can't afford to commiss-
ion a Godfrey Davis original —
ZZAP! hasn'teven got a tea
kitty (Tea Hee!).

Cojlins/Granarda
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THE FUZION OF MIND AND MACHINE

* SPECTRUM * SPECTRUM * SPECTRUM * SPECTRUM = SPECTRUM #
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Price £6.95 Trade and Credit Card orders: Telephone (0734) 591678

INCENTIVE, 54 London Street, Reading RG1 4SQ




Yeh, it's me, your favourite Superstar, in my first-supa-game! l'll
need all your help to find my furry friends in the nasty Rodent World where all kinds of monster meanies
live. Hurry now, and 1'll see you on your screen, from your cuddly, adorable me, Roland Rat, Superstar.
SPECTRUM 48k - COMMODORE 64 ,t‘;&
-
JLS

Ocoan Heise + 6 Central Street Maschester - M2 NS Telephone 061 832 6633 Telex 565977
rare & bl fronm wkeeted brardhes oF IWOOLIWORTH, W HSMITH . V5 7SI LASKYS Rumbelows. COMET
e il
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