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A i the speed and excitement of

championship squash is now available at your
fingertips ina game so realistic — you'll need a
shower afterwards!

Written with the help of Jonah Barrington, former World
Squash Champion, the game keeps to the International
Squash Racquet Federation rules as far as is possible, You
serve ina 3D glass-backed court to play against your
computer, or, using the game's two player option you can
challenge a friend.

There are 4 levels of difficulty, and depending how fit you
are you can play I, 3 or 5 game matches! 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 this is due to a programming
breakthrough that enables your computer to accurately

repraduce the human voice without any hardware

FOR ; add-ons!

The game also incorporates a User Defined
: . Joystick/Keys option which means that you can
Commodore 64 WE ALY T sctyour keyboard to suit you, or play with
and all & 7 B just about any rmkcfof joystick.
= So get in training for this high- powered
48K SPECU‘UTHS 'y k i . ﬂit?()liﬂﬁll'l(: riw s
£7.95 ; i W It's )’l[JLJI' service next!

New Generation products are
sold according to their terms

i trade and conditi of sale,
FREEPOST, Bath BA2 4TD. Tel: 0225 316924 e il
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28 A GREMLIN IN THE WORKS

Roger Kean visits Sheffield to see the latest offerings from
Gremlin Graphics including MONTY ON THE RUN

68 THE SINCLAIR STORY
Part 4 looks at tha Televisionary

74 THE WALLY CLUB
We look at the results and draw some conclusions

108 GETTING IT TAPED
Magnetic Magazines for your computer

128 ON THE COVER :
This month looks at the work of BOB WAKELIN, the man
behind many Ocean covers

o

54 CLUMSY COLIN COMP
A colour TV plus loads of KP Skips to be won in this
Mastertronic competition with a difference

70 WIN A SINCLAIR FLAT
TELEVISION!

Three lucky winners of this Sinclair research comp will
win a tiny pocket TV!!

76 CRASH Quiz

86 THE FIRST ICON DRIVEN
COMPETITION

They said it couldn’t be dons, but CRASH and BEYOND
have! A chance 1o get some SHADOWFIRE T-shirts

7118 FRANK BRUNO'S BOXING
Elite are offering a trophy plus 3 VTX5000 Modems!

123 WIN A PAC MAN ARCADE
MACHINE

by playing the DESIGN DESIGN word comp, plus games
to win

7 EDITORIAL
plus indexes to Advertisers and programs reviewed

8 MERELY MANGRAM
Latest games news and a quick look at NODES OF YESOD

45 CRASHBACK
Looks into some games from issue B

56 CRASH FORUM
The BUG BOX is beginning to waork, ..

71 NEWS INPUT
A brief roundup for the month

77 PLAYING TIPS
Rob looks at the most popular games causing problems,
plus the Atrium Map from GYRON

82 CRASH HOTLINE AND
ADVENTURE CHART

89 LLOYD MANGRAM'S HALL OF
SLIME

More hi-scores from the man wheo hangs cheats from
trees

88 ADVENTURE OF JETMAN

The little cult continues, loonier and loonier

92 TECH NICHE
Looks 4t LEONARDO (pt 2), Dk Tranics seund synth,
modems and other hard bits

99 ADVENTURE TRAIL
mrboxin hand, Derek takes tha helm of a sub and gets

705 SIGNPOST
Adventure help, tips and letters

110 CRASH COURSE
Educational fun from Rosetta McCleod

124 FRONTLINE
The column they're coming to call 'Deadline’

The next issue of CRASH will be on sale
from 25 JULY. Don’t miss it or you'll
make us cry.
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ST EVER MULTI-ROLE ARCADE ADVENTURE

Includes Hit Single on reverse “Everyone’s A Wally” performed by Mike Berry

MIKRUZGEN

44 The Broadway, Bracknell, Berks. 0344 427317

Spectrum 48K £9.95
Commodore 64 £9.95
Amstrad CPC 464 £9.95




THIS TORMENTED
BUSINESS

| was struck by reading a phrase
in an edition of a software trade

aper, itwas, ... this tormented

iness of ours.’ It rather neatly

surnmed up the first six months
of this year in which the pre-
Christmas gloom merchants
appear to have been vindicated.

o the vanished or quietly
disappearing software houses,
we can now add Bug-Byte,

: and Micromania, the
latter two certainly helped on
their way by the collapse of soft-

ware distributor'l'l*w.
. Bug-Byte looked like it was ail-
ing for some time despite, or in
spite, of rumoured tie-up deals
with Argus. A shame really, be-
cause it severs any final link with
the original flowering of Liver-
ool programming talent that
%&hwith Bug-Byte and flowed
into Imagine, Software Projects
and many of the programming
houses that now exist. Micro-
mania had too much stock of
their latest game in Tiger to
withstand the loss of revenue,
Theironyis that, by all accounts,
Future Project sold very waell,
mostly through Menzies with
whom Tiger largely dealt, but
because Tiger ended u ow:;?
Menzies money in the form
credit for returned, unsold
tapes, companies like Micro-
mania who should have
ived payment did not — for
Menzies dealt with Tiger and not
Micromania.
The way in which companies

go bust is often telling. There
are, of course, very strict legal
rules covering the matter, but
they are often easy to get
around. Bug-Byte's receivers in-
formed all ereditors (including
CRASH) of the situation. Micro-
mania’s Dominic Wood wrote a
letter to the effect that he was
bankrupt — at least you know
where you stand. Fantasrs
demise was less ethical. For
several weeks managing
director Paul Dyer was
unavailable because he was
‘moving house’, according to
the female voice answering the
phone. Then the voice was.
unavailable — then the phone
was disconnected. Paul Dyer
and Fantasy had vanished,
leaving huge unpaid debts
behind. According to one
ﬁro rammer who Is still owed
is last salary, it was a real
moonlight fiit. Like many others,
he has no idea where Paul Dyer
has gone to ground. There are
rumours that a new 'Fantasy’
aimsto rise from the ashes,
probably with the near
completed Super Pyramid

game. Iy,
I hope nat, Paul, | really hope
not: ..

FROM BACK
ROOMS TO
BOARDROOMS

There is a prevalent feeling
amaong many figures in this
tormented business that more
software houses will bite the

dust this summer, but what is
tending to happen is a swallow-
ing of smaller individual
companies into larger conglom-
erates. Britons like to think of
themselves as individuals, so
we frown on this, feeling {rightly
so at times) that we will get less
value for money from the giants,
and that genius and talent will
be strangled in favour of con-
formist marketing policies,
There is nothing new in this; it
seems jnevitable that all ‘new’
industries must start in back
bedrooms and move to the
conglomerate boardroom. If an
industry is worth it, big money
will move in. Competition
increases, tougher marketing
emerges, and the under-capital-
ised pionger suffers. The
benefits of programmers
marketing their games through
the larger software houses
shouldn’t be overlooked
though. The programmer is free
to concentrate on what he does
best while being linked to
sufficient finance to market the
game well, and atthe same time
12 freed from the real headache
of all companies — financial
controls (a8 euphemism for
I’&ming e sods to pay’ —the
afia have one of the most
effective systems, they break
people’s knees).
.| said that there's nothing new
in this— it happened in the
music business (and has
happened in publishing too)
with independent labels bein
swallowed by the likes of CBS,
EMI and Decca. Eventually talent
and/or originality is stiffled and
the general public suffer until
rebellious elements in the street
put together an alternative
music. It happened after the
Beatles in the 60s and it
happened again with Punk Rock
in the 70s. It seems to be a cyclic
event, and no doubt it will
happen with the entertainment
software business. Thereare too

many talented games designers
around for this industry to
torment itself to death. All that's
occurring at the moment is a
change of colours. It's down to
us as reviewers and players of
games to ensure that the
conglomerate software houses
don’t gcltet complacent with their

product.
Roger Kean

ON THE COVER
GREMLIN

I'm afraid that once again it is

CRASH apology time! The
artwork gremlins have been at it
again on the last issue, resulting
in‘a shameful oddity in our On
The Cover {Screen) feature
about screen designer David
Thorpe. We included a screen
based on CRASH issue 1's cover
that had nothing to do with
David Thorpe. The man who
designed the CRASH cover
screen is actually Graham
Lucas, who came second in the
CRASH/Gremlin Graphics
screen design competition
some issues back. What's even
Worse, is that during the repro
stage, the separations were
reversed so the picture came out
all the wrong colours. Oh dear.
The mistake arose because
Messrs Lucas and Thorpe's
screen shots were all on the
same roll of eolour film and
someone in the art dept got
carried away with patrietic zeal.
So, apologies to David Thorpe.
Graham Lucas’ picture was to be
used on its own.
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MERELY MANGRA

ELCOME to
the comp-
uter games
column that
futures on
just about
everything.
In fact I'm so
| fed up of writing the words

'ch:ve‘:‘ulh.nI We'll Be Reviewing
Next Month' that I've decided to
abbreviate it down to
HWBRNM, so if you see these
letters — and you will — it isn't
me trying to clear my throat of
Ludlow's damp air {as | write,
the rain is pouring down, an-
other lovely summer).

Talking of the weather, chaos
rains about me. My already
cramped desk is yet again
threatened by the sudden arr-
ival of ZZAP! 64's editorial team,
who have moved up from their
base in Yeovil where the hell is
Yeovil anyway?) and are busily
grabbing all the spare power
packs and 1922 Hermes type-
writers going (and there aren’t
that man qning. or is that
‘working 'ﬁ It's quite offputting,
| can tell you, to be raving about
some great new game, only to
have some smart 888@® going.
| ‘Oh that one. Basically, we've
already done that it on the 64,
and it's not so amaaazing. ..."

Yeah, well. . ..

Anyway, enough of the local
| colour — honour satisfied, once
again I've managed to out-intro
Robin Candy. (seen the Playing
Tf:,ﬂ;';‘f yet? -RC) Onto the real
sturt.

I guess the biggest sadness due
to schedules an’ that, is our not
being able to review MNodes of
Yesod by Odin. Odin aren't all
that new, despite appearances,
since they are a relaunched vers-
ion of Thor (Jack and the Bean-
stalk et al). Previous Thor games
were characterised by their extr-
emely colourful graphics, and
the same is true of Nodes,
except that it also boasts some
great graphics and neat hum-
ourous touches, as well as a vast
Elaying area. Snap judgement
ere at CRASH Towers {some
five reviewers fighting to get at
the joystick] is that it could well
be a rave CRASH Smash this
issue — if it had arrived in time
to getit all done properly.
ou play {wait for this) the
Right Hon Charlemagne. 'Char-
lie’ Fotheringham-Grunes {we'll
stick to Right Charlie} and it
takes place on the Moon — okay,
forget the scenario, there's no
room. A series of linked screens
represent the Moon's surface
(you know it's the Moon be-
cause of the excellent graphic of
the Earth hanging in the twink-
ling starred skyl and Charlie
runs leaps, bounds and somer-
saults (yes — somersaults)
along, over the craters and hill-
ocks. Jumping into a crater
drops you below the surface,
into caves with platform blocks
suspended in space above the
floor, which may be several
screens down.
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There are loads of very large,
very . varied and beautifully
gnimated nasties. One
Charlie’s prime objectives is to
find and hopefully befriend a
Moon Mole, a creature which it
is suspected, sats the very subs-
tance of the Moon itself. This
creature can be guided around,
and thus makes a convenient
sort of self-tunneling tube train
for getting about the caverns.

e'll see what everyone has
to say next month, but from my
fairly guick glance, I'd say the
character graphics are among
the best I've seen— certainly the
most detailed. Charlig, himseif is
a sheer delight with his deter-
mined walk, panicked falls,
slumped resignation and term-
inally deflated end. Marvellous.

I've had reason in in the past (LM
looks back— Christrnas Special)
to refer to what | call the 'self
copy’ trend, a syndrome where-
by software houses all have the
same sort of idea at the same
time. The ‘Track & Field" arcade
game is @ good example of this,
resulting last year in a flood of
athletic simulations. This year's
themes seem to be a trifle more
violent and related, ie boxing
and karate (or martial arts}).

Inspired br the arcade original
‘Punch Out!!’, we're about to
see a battle in the ring between
Elite and Gremlin Graphics. Elite
are majoring on Frank Bruno’s
Boxing (see last issue Merely
Mangram) which HWBRNM.
Gremilin Graphics have just lic-
enced Rocky from Spanish soft-
ware house Dinamic.The name
may be subject to & change if
there should prove to be a clash
of interests between the game
and the famous film of the same
name. Rocky has a neat cantrol
which when used via a joystick
makes it feel quite realistic. Bath
games, as you can see, rely on
very large graphics in black and
white which allow far quite
sophisticated  animation —
rather essential for a game like
this.

On the oriental front we
should soon be seeing a Spec-
trumn version of Way of the Exp-
loding Fist from Melbourne
House. This karate simulation
offers a wide range of tactics
with eight types of kick such as
the Jump Kick {ah so}, High and
Mid Kicks (ah so so}, Short Jabs,
Sweeps forwards and
backwards {ah so so so) and the
famous Roundhouse, which has
little or nething to do with Chalk
Farm in London but does
simulate a kind of high speed
engine turntable effect for which
the Chalk Farm Roundhouse
was once famous. Good timing
5 essential with all of these
tactics, something for which
British Rail is not so famous.
There are also three types of

unch and two somersaults.

ay of the Exploding Fist is a
two-player game or one player
against the computer, is expec-
ted to be available about now
and eosts £8.95.

ANGRAM '

The Spanish contender, ROCKY, offers somewhat larger
characters. Here you are delivering a scorching right paw jab

to the sweating oponent

The second contender is
System 3 . Software who
brought us Death Star Inter-
ceptar, whose game Inter
national Karate should also be
ready any day. Not many details
yat on this one as | haven’t seen
a preview copy, but the large
characters are animated against
a black background and Mark
Cale says there will be synth-
esised speech on the game, sim-
ilar to that used on 0OS/
International Karate: will cost

somewhat less than the other ah
so offerings at £6.99.

We should also expect to see
semething from Imagine along
similar lines before Ionﬁ. a lic-
enced version of the Kunami
game Kung Fu, and (ah so} a
version of Karateka from US
Gold. Imagine look like releasing
quite a few sporty type games in
the near future, especially after
the licence deal with Kunami.
Among them, I'll put my money
on Tennis, Golf, Rallying (Hyper

Rally), and of course there's Ping
Pong.

Just before going to press |
heard about a new game from
Vortex. Luke Andrews phoned
up to !_?ive a few details. It's
called Highway Encounter, writ-
ten of course by Costa Panayi,
and it features a high angle 3D
view. There's been some time in
between this release and the
last, Cyclane, during which time
ta has been busily develop-
ing his style of 3D even further.
Earth has been invaded by creat-
ures from Outer Space and your
task is to confront them at the
end of the long highway where
they are hiding. The highway is
heavily patrolied by the aliens’
guardians who have set all kinds
of traps to prevent you gretti to
¥0ur destination. The player has
ive characters to control, but at
the outset you are in control of
one particular character. Should
the one you control be killed,
then you autornatically take over
control of one of the other four,
but it is essential to protect the
others because they can be
killed — so they aren't acting as
spare ‘lives’ in the usual sense,
Luke's eFecting to release
Highway Encounter on 15 July
and my incompetent informant
{no names, but he’s usually to be
seen in company with a 1942
Morgan) forgot to check on the
ﬁr'roe before Luke rang off.
WBRNM! (that was me clear-
ing my throat in sheer disgust—
I'can't stand incompetents).

PSS have caused quite a stir
with their anti-wargame Theatre
Europe on the 64. I've no news
yet as to its release on the Spec-
trum. However, Paul Hutchin-
son's follow up to Xaviour, The
Covenant is due any day {See
Forumi for some graphics on the
characters). describe, the
game as an _arcade adventure
containing State of the Art
graphics, in which you take the
role of a futuristic Noah endeav-
ouring to repopulate his devas-
tated planet by collecting the
last remaining members of ind-
ividual species — a sort of ecol-
c% game. It costs £6.95 and
HWERNM.

2 screens showing the lively animation in FRANK BRUNQ'S BOXING from Elite
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ERELY MANGI

In their bid to take over the
entire world, US Gold have
announced the signing of a deal
with Walt Disney Productions to
create computer games based
on forthcoming Walt Disney
films, as well as a licence for

firstis called Saimazoom, which
stars the intrepid Professor
Indiana Smith who travels the
exotic parts of the world dig-
ging, grubbing, discovering and
enerally gettin% into archaeo-
ogical trouble. Part two, Baba

exislih% American software. | Liba will follow when the
Certainly the first two games | Spanish/English  translations
should Ee adaptions from Dis- | are completed. Saimazoom
ney's two major releases this | costs £6.95 and Baba Liba will be

year, Return to Oz, follow up to | £7.95.
the famous musical which star-
red Judy Garland, and Black
Cauldron, an adventure movie
due later in the year. These twa,
plus a game based on the char-
acters in the Jungle Book, are

being developed jointly by US

Firebird are busy getting new
material together for their Gold
range — | don’t know how much
of this we'll see, but they tell us
some 30 programs are in devel-
opment and they're always
Gold and Ocean, On top of that, | interested in more, so if there
there is the host of famous char- | are any programmers out there
acters like Mickey Mouse, Don- | with some solid gold ideas
ald Duck and that very British | (don't worry, the jokes get
bear, Winnie the Pooh; the | worse) get in touch with Firebird
games resulting are: Mickey's | immediately. John Cain, who

pace Adventure, Winnie the | wrote the CRASH-smashed
Fooh in Hundred Acre Wood and | Bootyis atwork ona game in the
Danald Duck’s Playground. The | Isle of Man due for release in

ames, which are marketed by | September and which sounds

ierra-On-Line in the States, will | like it's based on problems inthe
be available on the 64 and | await | Isle of Man. Firebird weren't
news about the Spectrum con- | intending to release any more
Versions, Silver range games until later in

But this is not all, oh no, if | theyear, but have come up with
you're aiming to take over the | something called Cylu, which
world, how could you possibl they thought was so mega-fab it
do it without Kermit and Gonzo? | was worth putting out straight
US Gold have also signed deals | away. A copy is dataposting its
with Muppet Productions to | way to me at this very minute —
produce two Muppet programs, | maore next month,

Kermit's Electronic Story Maker

— a graphics kit for very young

kids, and The Great Ganzo — a

word builder program for 8

Kfars and up. Watch out Rosetta
cCleod!

Backiracking slightly to Grem-
lin Graphics (well covered in this
menth's feature profile), |
should just mention that along
with Rocky, the company has
also licenced & second game
from Dinamic called Frofan-
ation, which features a lively
character exploring the tombs of
Abu Simbel (Egypt you know,
ref Lloyd Mangram's World
Atlas and General travelling
Companion Guide). It has a
graphical similarity to Quick-
silva’s Fred, butisin fact an extr-
emely tough platform-cum-
maze game that relies on the

layer's timing skilis to avoid

ing ripped or dripped to
death. WDBRNM (We'll Definite-
ly Be Reviewing Next Maonth|

Software Projects promised us
a preview of Jet Set Willy /I, but it
hasn't turned up yet. However
the Amstrad version is suppos-
ed to be identical. It's set in
exactly the same mangion as the
tast one, but by some magic
method an extra 40 odd rooms
have been added in and around
the previous 64. There don't
appear to be any big surprisesin
it except for the incorporation of
all those hoaxes and jokses that
JSW attracted to itself. The 64
version allows you to play inany
room you wish to, but won't
allow you to leave that room —
an attempt to stop all the pokes
from getting out ‘of hand.
Whether this is true on the Spec-
trum version | don't know yet.
Jet Set Wilty Il has not been writ-
ten by Matthew Smith.
I'm sure | must already have run
out of space and if | take up too
much RC starts complaining
{and dash ed has already cut his
saction down slightly this month
as a punishment for making a
thingummy last month by leav-
ing out a DATA line in a poke —
tee hee), so |'d better get geing
on the old bike, back hame. But
one last interesting point I've
just noticed; if vou use Derek
rewster's  adventure  tips
coding system and apply it to
HWERNM, you get IVAQMN.
Fab, hey?

Silversoft have been rather
quiet of late, but the London-
based software house is getting
ready to make some noise
again. Like Gremlin Graphics,
they have been interested in
some of the games coming out
of Spain's Dinamic. They are
kicking off with the release of
two related games, which incid-
entally precede Profanation, The

2
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HELI-
CHOPPER

Producer: Firebird
Memory required: 48K
Retail price: £2.50
Lanﬁuage: machine code
Author: Tony Beckwith

Apart from the flying ducks, the
rising lethal bubbles, the murd-
erous disks and the bombs there
is little difference between your
role in this game and that under-
taken by those brave chaps of
the Air-sea-rescue service. Your
mission is simply to chunter
around the screen in your little
helichopper and rescue the
clones stuck on the other side of
the swamp. In the meantime the
creatures in the swamp below
are attacking you with a wide
variety of weapenry, and while
your chopper is armed, it can
only destroy objects that are
immediately below it.

The rescue of clones is effec-
ted by flying to one side of the
swamp and waiting while he/
she/it climbs on board, and then
you deposit your passenger
safely on the other side. A sortof
IF clone to be picked up THEN da
S0 operation.

ile flying you must brave
| the objects buzzing around all of
which are bent on your destruct-
ion. Subsequent screens offer
the same terrain but with even
more nasties to counter. Some
of the screens have an aerial
maze for you to negotiate,
touching any of its component
parts (the third screen’s maze is
made up of what appear to be
bricks with eyes) will result in
the destruction of your flying
machine,
| Points are awarded for shoot-
ing the aerial greeblies, the
number of points will, oddly
enough, depend on their colour.
Points are not awarded for trans-
porting the clones but you will
have to move them all before
you are allowed to go to the next
SCreen.

| CRITICISM _J

@ 'When | first played Hel-
chopper | thought it was Firebird
flop but now, about two hours
later, | just can’t put it down. The
graphics are small neat and well
animated, they remind me of
some of Ultimate's early games.
There is hardly any sound but
what little there is, is adequate. |
think the time limit was a little
too long on some screens be-
cause t%ey where a little too
gasy to complete. One feature
that really annoyed me was the
key define option, if you weren't
guick enough then you could
end up with all of the controls on
one side. While Helichopperwas
a very playable game it wasn't
as addictive as L had hoped.”

® ‘Helichopper” part of Fire-
bird’s Silver Range, is pretly
good value at £2.99, The graph-
ics are smooth, and the game is
at first fun to play, but it become
less exc.‘rfn? themore you play it
because of s limitations and
repetitive nature. ‘Cheap and
cheerful’, better than average
and for the money not a bad
deal.’

@ 'Apart from a fatal misunder-
standing when | first started
playing the
me parking the helicopter on top
of the electric fence {which
meant that the Ilittle clones
wouldn't come out to play and |
couldn't do anything), | soon got
to grips with Helichopperwhich
is really quite jolly. Your heli-
copter whizzes round quite
merrily, bouncing off the top of
the sky, and the various nasties
which include homing killer
ducks make it guite a-challenge
to play. Once I'd stopped boune-
ing the helicopter in frustration
on the head of unco-operative
clones, and worked out that you
had to land by the electric fence

and wait for it to disappear I

rive

@ Transfers all programs
to microdrive.

transferred.

Tratle A fistributoe Soguire

LUK ancd oaerseds.

ey e
§ Oraer of Cred

ame, which led to |

@ Consists of hardware and software
[seftware onmicrodrive cartridge).

@ Very, very, easy to use. [if Clive can
do it we're sure you can.]

@ All programs relLOAD and RUN once

well away. Hours of fun. ...

Control keys: definable

Joystick: any

Keyboard play: good

Use of colour: simple but clear
Graphics: average

Sound: fair

Skill levels: 5

UNBELIEVABLE!

MAKE THE MOST OF YOUR MICRODRIVE

WITH

INTERFALCE III

THE IMPOSSIBLE HAS BEEN DONE

Yes it's true this fantastic new peripheral will transfer every program available on o micradive, Yes
every one Yet, befieve it ar not it 15 50 easy to use that we are Iraming our pet cat [Clive | to wse i Ay
one capable of Joading and saving 2 BASIC program can transfer reatly awkward programs 1o rmicrod-

Just ook at these features. . .

avallable on

IF YOU HAVE A MICRODRIVE YOU MUST HAVE INTERFACE I

ONLY £39.95 inc. P&P

5 Thut ol sl Can De sapptied on
EASSETLE FOF AT 50T S

] MICRO CENTRE

BRIDGE STREET. EVESHAM,
WORCESTERSHIRE
Tel: 0386 49041

|\ CoMMENTS _J

@ Makes a“snapshot” of any stage of a
program. [Saved as a screen.)

@ Transfer can be actuated at any stage
allowing “customised’ versions.

@ Will also save to tape. [Normal speed
load once saved. |

® Programs will reLOAD independently
of the “interface”.

T e

Walking to the helicopter in HELICHOPPER, while aboves,
circlas an avil duck

before collecting a clone, | was

Lives: 4

Screens: 23
| General rating; pretty average
game

CLrS T chss ol L5 Cnan

e by CRATSCET

MICRO CENTRE
1156 PERSHORE ADAD.
COTTERIDGE, BIRRINGHAM.
Tel: 021458 4554
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Use of computer 65%
Graphics 71%
Playability 75%
| Getting started 70%
| Addictive qualities 78%
Value for money  80%
Overall 67%

1




THE
ROCKY
HORROR
SHOW

Producer: CRL

Memory required: 48K
Retail price: £8.95
Language: machine code

‘The Rocky Horror Show' was a
cult stage play and an even
bigger cult film in the States,
where night after night for years,
the same audience would sit in
the theatre raﬁeating the lines in
unison with the actors, dressed
in the same type of clothin
crazy. ltwas a crazy film; and the
game actually does go a long
way in recreating the atmos-
phere and sense of madness,
which is to its credit.

f you are one of the last
people left on earth who knows
nothing of the ‘Rocky Horror
Show', film or stage play, then
Eou might be forgiven for not

nowing what is going on.
Good, middle class American
youngsters, Janet and Brad,
through some mechanical
defect in their car, end up in this
weird house for the night and
one of them gets turned to stone
— well, it'll do for a start.

It's entirely up to you whether
it's Brad or Janet who gets
stoned by the wicked Dr
Frank'n'Furter and his dreaded
Medusa machine, but clearly the
least solid of the pair must do
the rescuing. The task ahead is
simple; guide  the rescuer
around the house and find the

ieces of the De-Medusa and put
it back together, then you can
wipe that rather stoney smile
from your partner's face and run
like blazes. Of course finding the
pieces isn't a piece of rock cake,
you need to look for them and
that means opening doors and
that means finding keys — the
right keys. And while you are
lurching around this rather attr-
active period dwelling you are
oing to be chased by quite a
ew people who would rathar
you didn't, and they have some
pretty mean ways of expressing
their preferences, like killing
you, If you are lucky something
might just walk up to you and
say somethnr:!g silly like 'l didn't
like my Ted or ‘it's just a
jump to the left. . . . ' These rem-
arks seem move Brad and Janet
into a state of total confusion
(know how they feel) and aftera
few more from the right sort of
person that confusion meves up
glfade to total death.
he De-Medusa is made up of
fifteen separate bits which must
be collected piece by piece and
deposited in the chamber next
to your stiff friend. At the start of
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each game you find that the
characters and the vital pieces
have all been left in random loc-
ations around the house. While
there are fewer than fifteen
rooms within the house, some
rooms have more than 3 mere
lock to get past, the worst being
a strange electric beam. The
beam removes your one and
only life if you get too close — it
can be turned off but it's a bit
tricky. Your other problems
move around on their own, they
are the characters of the play
and each one of them will have a
lasting effect on you. The Butler
(Riff Raff), for example, is nuts,
he wanders round all day long
complaining that nobody loves
hirm while at the same time he is
trying to zap you. One of the
girls, Columbia, simply strips
Kou naked when you bump into

er. Eddie is a chap/thing whois
particularly unpleasant. He was
one of Frank's failed exper-
iments. Fortunately he spends
maost of his time in the freezer,
unfortunately the freezer
doesn't work that well, the
tharmometer at the base of the
screen lets you know when he is
thawing out,

Oh one last point, the whole
house is a space ship, yes it is
difficult to believe but there you
are. From your arrival you have
99 time periods (that’s not as
long as it sounds) to rescue your
mate and a run for it otharwise
by then, you see, Frank will have
grown tired of your feeble
efforts and left for home. Appar-
ently Frank is this guy from ouiter
space and he wears the wrong
clothes, well that seems to ex-
plain itall,

\ crimicism_4

® ‘On the whole this EIS a vsI:y
ap| lin ame to play, the
bagfgrmjg oPthe house is great,
the animation is superb, | partic-
ularly admired the manner in
which the characters moved
around of their own free will,
and around objects. The way the
screen changes from one room
to the next is very smart. But
something has come out of all of
this cleverness, bugs, I'm sure of
it, On two occasions when | died
and sent Janet back she appear-
ed at the starting position, the
hall, but in the hall was the lift
from the other end of the house
and one of the électric beams
from the floor above. Well being
the adventurous sort | got in the
lift, guess what? it went DOWN
to the floor on which | gotin it.
Other annoying things tended to
happen. The motoreyclist could
be sean momentarily as part of
the front door, he would appear
again, just for a flash, in the din-
ing room. This business about
the clothes | thought one of the
characters was meant to steal
them yet you can be quite happ-
ily wandering across a room and
woomph — you're stark staring
naked. The electric beams are
tricky yes, but more often than

¥
E.

L (N ANAAAN?

FREEZER | TEMP

it isn't sasy having & good time

in the gym with Frank

Eddie {played by Meat Loaf in the m P
through the hall on his bike, searching for Teddy

not you can get killed when they
are not on and that makes it a lot
more than just tricky. Very nice
game shame about the bugs.”

® ‘Unfortunately due to my not
being able to receive channel 4/
missed the ‘Rocky Horror
Show'. | assume that the game
follows the same theme but in
any case it’s a good game. CRL
have used some nice graphics. |
found the collecting of bits a
little repetitive after a while. The
hero sprites went into some
weird dance routines on occas-
jons. | regret not being able to
understand the point of the
whacky conversations but even
50 a playable game but not that
addictive.’

@ 'lIt's about time CRL produced
some decent soﬂwara, espec-
LaH now the one public,

| maybe ocky Horror
Show isa new Ieaf. The idea of
the game (getting the De-
Medusa machine parts and put-
ting them all together) is quite
simple really, although a little
long-winded. Some puzzles are
a little tricky to solve at first but
become apparent enough as
Jir_hu progress through the game.

graphics are of high quality,
detan[ed and there are no attrib-
ute clashes between the moving
characters and the back-
grounds. It looks as though lots
of people are starting to copy
Gargoyle's Tir Ma Nog style.

After playing the first few
games, | noticed that there is no
score — a little bit off-putting
because you don't know how far
Eou have got through the game.

verall quite a playable game
and definitely the best CRL have

roduced, and hopefully not the
ast. | don’t think it will take too
long to solve once you've got
going.’

| commenTs

Control keys: A/Z up/down, N/
M left/right, Space to fire
Joystick: Kempston, Sinclair
and Protek

Keyboard play: fine

Use of colour: a bit one tone but
avoids clashes

Graphics: very effective, despite
some oddities

Sound: pleasant effects

Skill levels: 1

Lives: 1

Screens: about 14

General rating: an exciting and
different game with adventure
elements.

Use of computer 77%

Graphics 85%
Playability 78%
Getting started  78%
Addictive qualities 70%
Value for money 70%
Overall 79%
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TALES OF
THE
ARABIAN
NIGHTS

Producer: Interceptor
Software

Memory required: 48K
Retail price: £5.50
Language: machine code
Author: | Gray and others

This game first appeared some- | when | started wow was | bored!
time before Christmas on the | One of the first things | realised
Commodore B4 and generally | on the ship scene was that once
| received favourable reviews. at the top of a mast you could
Don’t be deceived into think- | not go down, the instructions
ing that Sultan Saladin is some | gave no indication of this. The
form of cold and healthy crinkly | graphics are reasonable and
reen meal served with dried | after you have passed the first
ruit. He is in fact a very unsav- | screen the game develops a
oury character from the Tales of | little. The sound could have
the Arabian Nights who practis- | been a great deal better, a few
ed the same nasty habits as the | measly bleeps as you collect a
black widow spider only with the | jug but at least one is given the
roles reversed — asa result, the | option to switch the sound off.
Sultan’s brides last a shorttime! | This appears to present the
Prince Imrahil's sister has been | game as good value for £6.50
seized by the Sultan and is taken | but!'m not so sure.’
to Bagdad. It's up to you to help
him rescue the girl. ® ‘Not the world's most challen-
The journey to Bagdad begins | ging arcade game this, in fact if
aboard one of the Sultan's ships | you you can spell Arabien you
where you mustcollect, inorder, | shou/d have notrouble resciing
the golden jugs each bearing | Anitra and then she can sori out
one of the letters in the word A- | the wretehed jugs.’

R-A-B-I-A-N. As you scamper T 5 ¥
about the rigging a multitude of | ® "Arabian Nights has to be one ﬁ'}g‘,}'}%f”ﬂs Fouir (0 be a poranninf tack in ARABIAN
nasty monsters from above and | of the most bug-ridden games |

balow the water attack you, have ever played. It has a demo

From the ship it's up river by | mode that doesn't go away, | | Screens: 8 i
raft to a great cavern where you | had to break into it to actually | General rating: slightly better Playability 46%
encounter Al-Khemized and his | play the game, and once you do | than average. Getting started 65%
dreadful genies. While you're in | get into it you really have to try Addictive qualities 43%

the cavern perhaps you could | hard to aveid the bugs. | only ;
just have & quick J%g :ound and | saw the first screen because | Yse Of_ computer: 51% Value for money 56%
put the jugs in order then you | avoiding one of the nasties Graphics 55% QOwverall 55%
can move on; to the desert. The | means you have to walk off the
desert scene, like the river, isto | edge of the ship and then you
be noted for its lack of jugs, it's | fall into the sea and disappear
just you against the nasties. | under the waves only to re-
Jext stop, the ecity gates, but | appear at the top of the screen
mind out for the arrows and | falling back into the sea. This
boulders as you sort out those | continues to loop infinitely until
jugs. Among the platforms of | you pullthe q;:ﬂu% as there isn'ta
the next scene, the garden, you | abort option. This %ame has
find sorne moregolden jugs and | hardly any sound and fairly jerky
this time the arrows are small fry | graphics that are painful on the
compared to the nastie genies. | Eyas.

At last the Palace; more golden

jugs but don't forget to duck and
weave as you sort them out.
After the Palace you pick up

Anitra and with her in tow you're | Control keys: /A up/down,
only a magic carpet's flight from | N/M left/right, 55 to jurnp
home, just mind out for the arr- | Joystick: Kempston or Protek
ows and those nasty birds. Keyboard play: narrow
{s:ﬁéaction of keys but otherwise
W Use of colour: pretty good
Graphics: above average
@ ‘'After admiring the rather | Sound: great when you turn it
‘flash’ cassette case | was really

o
lgoking forward to taking on The | Skill levels: 1
| Tales of The Arabian Nights. but | Lives: 5
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Games
Memory required: 48K
Retail price: £9.95
Language: machine code
Authors: Greg Follis and
Roy Carter

The hero is back! We ware first
introduced to the 7-characters
high Cuchulainn the great in Tir
Na Nog, now he returns in this

epic game, Dun Darach. This
timethereisa subtle differ-
ence between Cuchulainn as

seen in Tir Mg Nog and Cuchu-
Jainn in Dun Darach, he s alive!
No he hasn’t been reincarnated
for reuniting the Seal Of Calurn,
this advanture is set in the early

i & bl o it

nga and paint-
less battle against the Conachta.
In which the Amhair, a prince of
the Conachta, had been killed.
Cuchulainn the Great was retur-
ning home with his faithiul
charioteer, Loeg.

Lo el
on y they sf at & way-
side inn, leaving the chariot
beside a strange horse drawn
carrlag_f'. While they waited for
food they were approached |
Skar, a strikingly beautiful girl.
She told them that she was the
owner of the strange chariot and
that she required assistance to
mend a b;yn n axl:;. Loeg, ﬁn—
surpris /, leapt to assist her
an?!sﬁ%& inn with Skar.

After a8 while Cuchulainn ven-
tured outside, but to his aston-
ishment there was no sign of
eithar Loeg or Skar. Instead one
of the proud horses that pullad
the chariot lay slain. Of the Oak
carriage, there was only a cloud
of disappearing dust and on the
wind & hint of ghostly girlish
laughter.

ar was, it segmed, a Sorcer-
ess and ally of the Connacht-
men, and she had seized Loeg in
retribution for the Princeling’s
death, and had taken him, body
and soul, to the secret city of
Dun Darach. ...
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__ Sothe scene is set and you as
Cuchulainn must seek out the
whereabouts and rescue Loeg
from Skar. On the way to achiev-
ing this you must complete sev-
eral sub quests sueh as finding a
particular gift for someone in
return for another object which
will prove useful in your quest.
The city of Dun Darach is split
into several parts which all have
their own characteristics, the
leasure area has gambling
uses and the finance area has
banks. Within each srea the

‘streets all have their own names.

and all the doors are numbered,
which makes mapping and nav-
igation sasiar. Doors can be ent-
ered by standing in front of them
and pressing enter, the scene
then cuts to the interjor of the
room. The reverse is true should
you wish to exit a room.

The main difference between

e

Tir Na Nog and Dun Darach is
interaction. In Tir Ma Neg you
rarely needed to intersct with
the ather characters, but inter-
action plays an important partin
Dun Darach. There are two basic
forms of interaction — trading
with shopkeepers and brokers,
and trying to prize bits of inform-
ation out of the main characters.

Trading with shopkespers is
very simple. On entering a shop
a message is displayed at the
top of the screen which tells you

at goods the shopkeeper
sells or buys and atwhat price. If
you are buying something then
you pick up the object and offer
the shopkeeper maney. I you
have enough mo then the
shopkeepar says ‘thank /

and the goods are yours, If, on

the other hand, you don't have
enough money you can always
try stealing the goods. This is

done by picking up the obj
and wal iIE m?t%f ashopu\r}mﬂ\
it. Some of the more expensive
goods, like the thieves’ licence.
cannot be stolen and if you try te
steal them the door locks until
you have either paid for the
goods or put them back.
Sometimes you are in the pas-
ition where you have some
gods which another shop-
eper wishes to purchase. Just
offer the shopkeepar the goods
and he will give you money in
return. Of course instead of buy-
ing and selling at a profit you
could always steal some goods
and sell them to another shop-
keeper for h profit. Shotld
Ryde, a sort of local bobby, catch
you in possession of some
stolen goods then all your
maoney, uniess you have banked
some of it, and all the possess-
ions you are carrying will be
takan. . :
Communicating with the char-
acters that roam the streets is
slnght?r harder. First of all you
must find out what each charac-
ter wants, which sends you ona




sub-quest to find the object,
Once found you(‘mu can offer
the object to a racter who
may give you something in
return. While walking the streets
you must beware of the local
gckpockm who will gladly

ke your money and many of
E;mr goods should you happen

bump into them, unléss you
are a member of the Thieves
Guild of course. All togsther
there are ten main characters to
interact with and you mustgetto
know each one's personal likes
and dislikes,

As well as the shops and the
brokers there are several other
different types of room. There
are the bankers, deposit rooms,
portals, gambling houses,
mailc:_ rooms and galleries. The
bank is a good honest way of
making money at a steady rate.
The minimum deposit is 1000
iridi (the local currency) and the
interest rate is 1% per day. The
days are calculated by the
torches that appear on the walls,
night when they are on and day
when off. This only applies
when outside a building, inside
the torches are permanently on.

While r money is in the bank
it is:sate from all the other char-
‘acters.

Deposit rooms are, as the
name suggests, rooms where
you can deposit goods, for a fee
of course. You just enter the
room and drop the object on the
table and a fee is deducted as

you leave,
In Tir Na Nog there were a set
of rooms which would transport

u to other parts of the land.
The same principle has been
implemented in Dun Darsch
eumﬁt on most of the portals
you have to pay a fee. This is a
quick and easy way to travel
about the city should you be in
hurry.

jomain

Gambling houses are a quick
and easy way of making money
or losing it! On one of the walls
is a set of two dice. These spin
around and after a while stop to
s!i'l-aw m n?mm:s.bme gamﬁ; is
playe placing a on either
the A or 8 tablg? Each table has
its own numbers and odds and if
the sum of the dice adds upto a
number on one of the tables you
have either won or lost. This in
itself provides an enjoyable alt-
ernative to all the.walking about
and trading.

Magic rooms tend to give you
messages which are clussifyou
buy spells from thers. Also scat-
tered throughout the city are
rooms which are called Hail- fol-
lowed by another name. If you
take a shield with the same
name and place it on the table in
the room then a picture in the
room changes to another
‘symbol which gives you aclue,

The galleries contain pictures
of objects or just pictures of
things connected with objects. If
you have got one of the objects
connected with a picture then
drop it on the nearby table and a
tick will ap%aar on the picture.
Here the arggy‘: sense of
humour is best |sglave_d, as it
was in Tir Na Nog — remembar
the N and egg (the connection
being N's lay eggs), this makes
warking out some of the clues
very hard, but if all else fails you
could always try trial and error.
On completing 2 galléry you are
given a new object or a clue
about how to dosomething else.

screen is a bit smaller
than that used in Tir Ma Mog but

none of the detail has bean last,
the upper and lower parts bsiﬁ

used to dispgy messages a
objects carried etc. The same
‘camera view’ technigue that
was used in T/rNa Nog has besn
used' in Dun Darach which
means it is possible to ge: views
of both sides of a street, this can
also help you avoid other char-
acters such as the pick-pockets.
Cuchulainn is positioned in the
centre of the screen and the
streets soroll smoothly as he
walks. The other main char-
acters as represented one
basic male and female charac-
ter. When & character besides
Cuchulainn is on screéen (except
shopkeepers and brokers) then
their name is displayed at the
bottom of the screen and a col-
oured square follows them with
their initial in it, This means
characters <can easily be
identified especially when there
are several on screen.

As you can see Dun Darach
relies heavily on interaction with
other characters and finance.
Don't let this fool you into think-
ing that all the types of problems
experienced in 7ir Na Mog have
vanished, you still have ta work
out various puzzles. Dun Darach
should prove tricky to solve fora
couple of months because the
game is so complex, It comes
supplied in a lavish box com-
plete with a detailed booklet and
a rough map of the city.

| crmcisu

® 'Oh np! Please not again! I've
only just completed Tir Na No,
and | thought | deserved a well
earned rest. But alas | have been
forced to roam the streets of Dun
Darach and try towork out all the
nast-,;‘problems that Greg Follis
has thought up for us, which will
no doubt mean more sleepless
nights. | don’t think | can stend it
‘any longer| The graphics are as
good as these in Tir Na Nog, if
not better, and the animation
leaves nothing to be desired.
Fortunately there are no nasty
horrible Sidhe to contend with
ust characters the same size as-
uchulainn which, fortunately,
don't kill vou. | didn't think it was
I'.eal;}' possible to improve on Tir
Na Neg but somehow Gargoyle
have pulled it off. Colour is used
well with no attribute problems,
even when characters walk

-across each other. Overall a sup-

erb game that should keep you
glued to your TV sets through-
out the summer {and autumn,
winter and spring). Definitely a
strong contender for géme of
the yearl’

® 'Cuchulginn the Great is offon
his travels again in this epic
game from ar%awe Games, |
was amazed by the sheer guality

of the graphies which are

amongst the best | have ever
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K. AS with Tir Na Nog there are
no attribute problems which is

surprising because there are die
more than one colour is being taken in
used on screen at a
adventure element is a bit tough
to getinto but you can always go |
gambling or just stealing goods  vall ney
mdw"in?qg&“ﬁﬁ!fﬁhu e profit, hasalotofscopec with
3 bit risky but worth it. The save. brilliant scenario and graphics.
game facility is one of the best|  Truly amegagame.

ve ever used it'is very . A i
RS
goy cked so much into 4¢ . e :
mﬁnm.mﬂe-ismm Use of computer: 35%2
muich going on that it is unbel- Graphics 96
ievable, If you liked Tir Na Nog Playability 89%
{or even if you didn't) you will  Getting st 9%
love  Dun " Darech. Excelent  aqdictive qualities  97%
value for money and a must for 12~ S el
any  re: jle Spectum Value for money  94%
owner. Tt — just buy it!" Overall 97%

m?}:mm ﬂd‘al; !

1(-2) King Street-home of CRASH ?!
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TOAKILL

Producer: Domark
Memory required: 48K
Retail price: £10.99
Language: machine code
Author: Softstone Ltd.

Surprisingly, this is the first
Eame_ to be based on lan

leming’s superhero James
Bond. Taking the form of a three-
part arcade adventure, A View
to a Kill is based on the three
main action sequences of the
film of the same name which is
due for release any day now.

The basic plot of both the film
and game is guite straight
forward, involving Bond in a
battie with a superbaddy who
has delusions of grandeur and
seeks world domination. This
time, the evil one is called Max
Zorin and plans to blow up Silic-
on Valley with a thermonuclear
device so that he can corner the
silicon chip market and put
every other computer company
out of business. (Who needs
Max — Mark Butler, Chris Curry,
Paul Dyeret al.)

K.Hamsherg _Da“}a";sﬂ

You have to guide 007
through the three games, acqu-
iring a special code on success-
ful completion of each task
which you input to start the next
game in the trilogy. This code
contains information about your
performance in the game just
completed, and while you can
use the same code to jump to
any particular game, the best
way to improve your perform-
ance is to play each game until
Eﬂu have done really well,

efore moving on to the next
section. To complete the final
game, you must have done as
well as James himself would
have in the first two scenarios,
so unless you're really secret
agent material a little practice
will be in order!

The game is played in real
time but you are allowed to
pause, S0 you can sit back and
sip your Martini. A choice of
background music _is offered:
you can select the Bond theme
or the tune from the Duran
Duran single. More sound
effects are provided in the form
of speech output, phrases such
as 'mynameisJames Bond'and
‘Dammit’ make occasional
appearances.

ot quite icon driven, the adv-
enture elements of the games
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are controlled via a ‘duck shoot’
system which is displayed in a
window on the right of the
screen. The upper part of this
window shows the symbols for
the iterns that you have in your
Eossessiun, and bxeusing the

eys or joystick they can be
made to scroll past a pointer to
make a choice. Once an itemn has
been selected it can be used
according to the instructions
entered in the lower part of the
window. This lower area con-
tains phrases such as 'return’,
‘search’, ‘drop’, ‘use’ and ‘give’.
The command you select in the
lower section will act upon the
object you selected in the
saction above.

Part One of the game is set in
Paris. Bond has been briefed by
‘M’ and is having lunch with a
fellow agent, when suddenly his
colleague is killed by the ruth-
less assassin, May Day. Bond
chases her to the top of the Eiffel
Tower and watches in amaze-
ment as she leaps off the top,
parachuting down to safety.
Commandeering a taxi at the
foot of the tower, Bond atternpts
to guide it through the streets of
Paris to the spot where May Day
will land.

Using the controls, you have
to guide the taxi to May Day's
landing spot. The main screen
provides of 3D view of the road
ahead, while the lower part dis-
plays a map of the immediate
area. You have a radio tracker
which givesan indication of May
Day's ition. Driving round
the Paris streets you encounter
many hazards, and driving the
wrong way down one-way
streets will have the police on
your tail, setting up road blocks
or maybe taking a few pot shots,
And watch out for the manic
Parisian drivers - too many col-
lisions and your car will stop
waorking.

Miss May Day's landing, and
it's back to the start for you. . . .

San Francisco provides the
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sefting for Section Two, the City
Hall to be exact. Bond and his
g'lrl, Stacey, have found Max but

e has turned thetables on them
by trapping them in the lift and,
because he’s a nice sort of guy,
sattin? fire to it. Bond has esc-
aped from the lift but now you
must guide him. He must rescue
Stacey and escape from the
burning buiiding.

Not all of the objects found
inside city hall will have any
immediate use, the geiger
counter, for example, is needed
for the next game. As you move
from room to reom the fire is
taking hoid, and time is of the
essence, Your progress and that
of the fire is shown on a front
elevation of City Hall displayed
at the base of the screen. A ther-
mometer on the right of the
screen lets you know when
things are getiing too hot,

if you managed to get past the
first two games then you are

iven tha chance to save Silicon

alley and next year's Spectrum
production. To complete this
section of the trilogy Bond must
enlist May Day to help him getto
the nuclear device by conving-
ing her of the error of her ways.
The geiger counter shown at the
top right of the screen will help
you locate the bomb and while
there's a great deal of jumping
and rope climbing to do, you
must always be on the look out
for useful objects.

The mine is really a huge
maze, and you can examine the
area immediately around Bond,
so avoiding those spectacular
but annoying jumps into obliv-
ion. When you locate the bomb
you musi disable it. Then you
and May Day can make off into
the sunset, safe in the know-
ledge that Max has had his chips
and the world is once maore a
safe and happy place.

S —

® 'This is a huge game with
many interrelated elements that
make it extremely piayable.
Some of the graphics are a bit of
a let down — I'm sure they could
have been a lot better. The
sound? well a great deal has
been promised and if it is only
half as good as the CBM version
then they have done well. The
speech is OK but perhaps a little
feeble, the effect is very similar
to the speech on Deathstar Inter-
ceptor. The facility to play any of
the games in isolation is useful
but I feel that once the problems
have been leamt and tackled a
few times the game will lose a

reat deal of its attraction. On

e whole though | think it fair to
say that for any Bond fans this
game is a must — especially if
you intend to see the film
cause that should help it all
make sense, and provide you
with some valuable clues 1o
solving the game.’

® ‘if you've seen |mpaossible
Mission on the Commodore;
and hoped for an equally good
Spectrum secret agent game
you would be sadly disappoint-
ed by AView toaKill. The graph-
ics leave a general impression of
being crude, and the games
themselves weren't exactly grip-
ping. Perhaps if you see the film
first in Glorious Living Techni-
colour Cinemascope or what-
ever. your imagination will
make up for the shortcomings.
Between them, the three games
make up a reasonable entertain-
ment package, but somehow |
domn’t think I'd be totally gripped
for very long.’

@ 'This is the first arcade game
about lan Fleming's super
unkillable) character James

ond, Agent 007. hwas quite sur-
prised when | found out that this
was the only one en the market
as software houses seem to be

Kaith Hamshere

buying up heroes like hot cakes.
| loved the opening sequence —
it was a very good effect al-
though it did go en for ages. The
games themselves were play-
able and addictive, with fair to

good graphics. There is some
nice in there too, but
other than that the sound was a

bit uneventful. | like the way you
can select raur weapons, hard-
ware etc, although it can lead to
some problems in the mine
when jumping. lwish 007 would
show some sign of injury, his
resilience became a bit annoy-
ing after a while. For instance
when in the mine after falling the
equivalent of 100 feet and land-
ing on his head he would lie flat
on his back for half a second and
then get up and walk off as if he
had just trip up. Still, a fun
game overall, and not a bad tie-
mn

\ commEnTs |

Control keys: vary fromgameto
game, displayed on each titie
screen along with options
Joystick: Kempston

Keyboard play: good

Use of colour: average
Graphics: average, better inthe
mine

Sound: occasional bit of chat
Skill levels: 1

Lives: infinite

Screens: three linked games
General rating: certainly worth
having

Use of computer 73%
Graphics 67%
Playability 75%
Getting started 84%
Addictive qualities 69%
Value for money 65%
Overall 76%

Louder thanthe
game...




ARCHON

Producer: Ariolasoft
Memory required: 48K
Retail price: £10.95
Language: machine code
Author: Paul Reiche Il
and Anne Westfall

Archon is a strategy game
reguiring quite a high degree of
arcade skill. The main playing
area looks remarkably like a
chess board until you notice that
while some of the squares are
either black or white others are
in tones of grey, and changing.
As with chessrvu have two opp-
osing forces facing each other
but unlike chess the forces are
not matched. Each of the two
armies have different pieces,
each having individual
strengths and weaknesses

Before the game begins you
must decide between playing
for the good guys or for the
powers of evil — naturally a
sportsman would select the
former. The game can be played
either against the computer ar
against another player but in
any event to be successful you
must learn to appreciate the
individual powers of each of

our pieces. Each side has dif-
erent characters, or icons, but
overall they are matched. As
with chess some icons are able
to move ahead only two or three
squares while others may be
able pass owver other icons or
even, with the aid of a spell, tele-

ort to any location on the
oard.

To move you simply manipu-
late a cursor square over a piece,
préss fire, then move the square
to the position you desire. If the
move is over a distance greater
than is allowed, or is illegal for
some reason, perhaps because
it is blocked by other pieces or
has been impriscned by your
enemy, then the computer will
tell you. When playing the com-
puter it moves its pieces in
exactly the same way, so it's
easy to follow its moves.

The object of the game is ta
take and hold the five ‘power’
points but to do that you must
destroy the enemy forces and
this takes a great deal of shrewd
Eianning. Apart from having to

now the strengths and weak-
nesses of each of the pieces and
remembering how best to use
them, it's good to take advant-
age of situations unique to this
Eame. For example perhaps you

ave just lost a major piece and
in doing so have severely
wounded the opposing icon, are
you in a position to send in a
minor icon and finish the job be-
fore the enemy has a chance to
heal its wounds? When you are
ready to attack all that is requ-
ired is to move your icon over to
the occupied sguare then the
computer will ask if you want to
challenge the oceupant. A pos-
itive response causes the main

ARCHON

The powers of light and dark preépare for war

The Phoenix prepares for battle

display to change for the battle
screen.

The battle screen has a life
strength indicator for each of the
icons in combat, a first time
player may be horrified to notice
the life bar of his opponent's
icon is three times greater than
his own. At the start of battle the
two icons are positioned on
opposite sides. At various and
constantly changing locations
around the screen blocks are
located, these act as barriers for
gither side to cower behind. The
two icons raust fight it out to the
death and the winner will, of
course, win the sguare for which
they are fighting. Depending on
the nature of the icons involved,
the mode of attack will wary, for
some are able to fire bolts and
can cause damage at a distance
while others must make contact
to strike a blow. The meat of the
game, however, is making sure
that your icon is able to defeat
the enemy and this is where
strategy comes in. Try not to
take on an opponent that has
greater strength. While some
icons are able to move at great
speed they may only be able to
fire at close rangs, others move
very slowly but a direct hit from

one of these could kill you. Other
icons may possess speed and
strength but require long inter-
vals before they can fire again.
The minor icons enter the battle-
field with very little strength, but
with luck and nifty play perhaps
you may inflict a lethal blow.

To make the strategic element
of the game even more complic-
ated the program introduces
concepts such as ‘luminosity
cycles’ and ‘power points’. If
you decide to attack an icon on a
gower point then that icon will

e much stronger than normal
as well as being protected from
the effects of magic. The lumin-
osity cycle dictates that while
icons. on squares of their own
colour are stronger (dark on
black etc} some of the squares
will change in colour. The effects
of the magic applied by the
magicians make for greater
complexity, the spells can only
be used once and their use
weakens the icon. The revive
spell allows you to bring back
from the dead a useful icon
while the summon spell allows
you call an icon that did not
previously exist. While these
icons will only last for one battie,
they are very powerful and will

almost always win. Other spells
include teteport, heal, exchange
and imprison. Since the use ofa
spell at the appropriate time can
make significant changes to
YOUur progress, you must make
very sure that your magician is

rotected while at all times try-
ing to find ways of destroying
the enemies.

\ criticism 4

® 'Archon looks similar to chass
but don't turn the page yet, in
I;Iay this is nothing like chess. All
can really say is that this is
simply the most addictive strat-
egy game | have ever played! It
will appeal to strategy and arc-
ade players alike, in fact it is ess-
ential that you possess the
talents of both. My only comp-
laint is the price at almost £111
thinkit's a little bit steep.’

® ‘Archon has revitalised my
interest in board games, at the
best of times | had littie or no
talent for playing chess but { am
trying very hard to master this
because it is so much more fun. |
love all the subtleties the game
offers, not only the effect of the
luminasity eycle but also how
different pieces behave on the
battlescreen, Have you ewver
known & tirne in chess when a
Pawn takes a Queen and they
both lose ? Well it happens here,
because the piece | attacked had
been so weakened by earlier
attacks my icon just managed fo
administer the death blow be-
fare catching a fireball that was
already in flight. | most strongly
recommend . those of you who
enfoy strategy games to buy this
— JArchon reslly is.a game that
you will keep coming back to
play. Complaints? well only two,
the graphics could have been
better and for that matter so
could the sound. The second
complaint relates to the move-
ment of icons, once a piece has
been selected it must be moved
— not even chess is quite that
strict, but then chess was never
this good.’

\ comments 4

Control keys: Q/A up/down, Z/
X left/right, C 1o fire

Joystick: Kempston, Sinclair
Keyboard play: responsiye

Use of colour: limited
Graphics; average |
Sound: very little

Skill levels; 1

Lives: N/A

Screens: 2

General rating: an involved
game, very good, though pricey.

Use of computer 81%
Graphics 72%
Playability 85%
Getting started 83%
Addictive qualities 92%
Value for money 69%
Overall 83%
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QUACK
SHOT

Producer: Creative
Sparks

Memory required: 48K
Retail price: £2.50
Lanﬁuage: machine code
Author: C.S.Pryke

With games such as Toy Bizarre
and Chucky Egg 2 there really
does seem to be a spate of
industrial crisis games, after a
childhood spent playing of these
games I'm not surprised that
nobody wants 1o go into indus-
try — it's too dangerous.

In  Quackshot the player
assumes the role of a night-
watchman at the Acmme Ciock-
work Toy Factory, who, no
doubt had ho that his first
mighton the jobwould be a quiet
one, not a chance! He is going to
face ‘a a revolution. As he ex-

lores the factory complex he is
aced with numerous ftoys,
ducks, spiders and snakes lo
name a few. For some reason all
the toys have taken a strong dis-
like to watchmen and are out 1o
kill him. His only means of def-
ence are a stun gun and anti-
duck bombs. The gun only fires
left and right so the bombs are
needed to rid those toys not pre-
pared to come out and chance a
straight fight. In fact a bomb will
clear the whole screen of every
sort of nasty but as the bombs
are limited you can't use them
too liberally,

The game is played over a
series of 16 linear mazes. Each
maze is about 5 screens leng
and access to the next maze is
gained by finding the key which
unlocks the door. Each progrés-
sive maze has an increasing
number of locks within it, forc-
ing you to collect more keys to
work your way to the next door.
As you can only carry one key at
a fime this means exposing
yourself more frequently to the
nasties while you go back to get
the next key. The maze is full of
surprises, the least pleasant
being a helmetl shaped creature
that homes in on you at great
speed, Transport chambers
allow you to relocate yourself, a
useful means of escape. Points
are scored for mnving‘r from one
maze to another and for picking
up strange objects from within
the maze, apart from the keys
these objects have ne other pur-
pose. As you move the maze
scrolls sideways. A map of the
current maze is shown at the top
of the screen and a countdown is
provided to allow the player a
measure of progress in any par-
ticular maze.

\ CriTiCISM __|

® 'Quackshot is a very original
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Looking for the way out from maze one in QUACKSHOT

and very addictive maze-cum-
platform game. The scrolling
screens bear a strong resem-
blance to Skool Daze but the
game is wvery different. The
graphics themselves are a gem

eing perfectly smooth, no flick-
er at all. Creative Sparks must
have been proud of the graphics
because they actually print a
screen picture on the front of the
inlay card, My only criticism is
that the pattern of the maze
walls never changes but thisis a
minor point because the game is
so addictive. The sound is excel-
lent with a tune and additienal
gffects. The map atthe top is a

great help but beware of being

attacked while studying it. The
action is pretty quick {certainly
guick enough for me) so it's
%oing to take some mastering.
uackshot is a superb arcade
game, well worth a look at.”

® ‘Quackshot is one of the best
maze games ['ve seen aver the
past few months, It just seems to
have so much life in 1, it's really
wacky! With many stages, the
game builds up in difficulty from
reasonably challenging to dead
hard. Quackers proves that you
dan't need complex plots and
tasks to make a great game —
Just plenty of action!”

® 'I'm surg everyong’s got a
game like this — it's fun to play
and wery addictive, but you
never seem o play it because
you always play the brilliant
games instead. Quackshet has
great graphics that scroll well
and are nicely drawn, the sound
is quite good and thereis a lot of
it (which makes a change). One
thing that the instructions don'l
say 15 that you get a limitad
number of bombs and shots
with your stungun which makes

playing even harder! | love all
the different keys that are out to
getyou.'

| commenTs

Control keys: D/C up/down, N/

L\;! left/right, 55 for bomb, Sto
ire

Joystick: Kempston and Sinclair
Keyboard play: comfortable
Use of colour: very good

Graphics; very good

Sound: good

Skill levels: 1

EEEEEEEEEEEEEEEE

Lives: 4

Screens: about 80

General rating: a very good
game especially when you con-
sidar the price

Use of computer 78%
Graphics 83%
Playability 88%
Getting started 81% |
Addictive qualities 85% |
Value for money 85%
Overall 86%

DON’'T
PANIC

Producer: Firebird
Memory required: 16K
Retail price: £2.50
Language: machine code
Author: M Rogers and M
Craig

Now here’s a very simple little
task for you. You are in control of
a droid stranded in somae far and
distant alien carge hold which is
littered with Teddy bears, The
cuddlies are desperately needed
on Earth to satisfy the world
Teddy bear shartage.

The game is played over four
platforms, one above the other,
gach of which would be contin-
uous but for the gap that your
spaceship fits into. Elevators are
placed at regular intervals allow-
ing movement up or down be-
tween the platforms. The droid
moves the bears along the plat-

formi by firing his blaster at
them, so making them chunter
along until they fall over the
gdge into the spaceship's hold.
All pretty simpie so far . . . one
little problem is that the bears
are contaminated and must be

urified with a burst of blaster

efore the droid can touch them.
Easy if you remember to:admin-
ister a quick blast before passing
them. The droid can only man-
age to meve two bears at a time
otherwise forward progress will
be very slow indeed and speed
is important because of a little
green alien which bears more
than a passing resemblance to
Tyrannosaurus Rex (the prehis-
toric version, not the seventies

larm group). This chap seems 1o
Eave all the cards stacked in his
favour, well it is his planet after
all. You can't shoot or outrun
him, the only advantage being
that you can change platforms
by more than one level at a time
(it you're near the lift) and the
alien can only hop up or dewn
ane level at a time, but even 50
staying out of the manster's way
while trying to load the ship is
far from easy.




When a batch of Teddies have
been loaded into your space
craft it will rise up a level, The
craft will take oft for the next
screen after it has received a
load from each platform. The
following screens are progress-
wely harder with the introduct-
ion of more monsters but thesze
additional monsters can be dis-
posed of by knocking them off
the edge.

\ crmicism 4

® ‘Don’t Panic had me panick-
i ? it must be one of the most
nfuriating games that | have
layed this year. You get a nice
ong line of Teddy bears ready to
push into your space ship whan
out of no where a monster
appears and starts chasing you. |
feel that this game is fotally
unfairon the player, you are pro-
vided with a lazer that doesn't
work on the alien whao you can't
run away from because he runs
faster than you. Don't Panic has
nice bjggraphics which are well
animated and scroll well. The
sound is okay, being mainly spot
effects and a sort of ticking noise
from the droid. | enjoyed playing
this game until 1 reached the
int at which | could go no
rther after that it was just very
lrustratmg

® '‘Don’t Panic’ is asimple game
in both design and concept, and
it's pretty herd ta load up
encugh teddies to get your
rocket off the first screen. The
Green Monster is a real menace,
and I'm enly glad that his mates
don’t wander around the streets
of Ludlow! Overall good value
for the price, but | 'didn’t find it
terribly addictive.”

@ 'Just what have Firebird got
against Teddies then? Pushing
the cuddly little beasts around
and hurling them off platforms
into a rocket fuel making plant.
Rotters.

At first glance the game
seems overly simple, but ance |
started playing it | found | was
hooked. That green monster is
infuriating — itwould have been
nice to have been able to take
the odd shot at it and slow it

I
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Blast the teddies before the monster gets you
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down or something. As it is, the Screens:

Green Meanie tends to follow General rating: a better than

you round, and appear just average game. |

wgen vgu thought vﬁu‘d Gfracé— e T R

ed it and got a good herd of ted- ntrol keys: redefinable :

dies lined up for the push. Joystick: any Use of computer: 75%
A bit of strategy is needed to | Keyboard play: no problems Graphics 70%

get anywhere on this game, it's | Use of colour: limited Playability 71%

no good just aimlessly pushing | Graphiecs: better than average Getting started 689

bears in the right direction. 1 | Sound: limited but at least Hng iy -

think I'll be playing it for a while | average Addictive qualities 78%

yet. Don't Panic? | hardly | Skill levels: 1 Value for money 80%

stopped.” Lives: 5 Overall 705,
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KNOCK-
iOUT

| Producer: Alligata

| Memory required: 48K

| Retail price: £6.95
Language: machine code

| Author: Steve Cattell

| suppose a boxing game is a
natural progression from the
likes of Bruce Lee-and this Allig-
ata offering is the first of many.

I all you will fight three bouts
with each of two opponents, Ital-
jan Staflion and Slugger Sam,
and a gruesome looking pair
they are too. Your first oppoensnt
will come out fighting from the
the blue corner. Using either the
keyboard or the joystick you
control your man through some
simple boxing manoguvres 10
infiict as much damage on him
while trying to avoid his fear-
some punches. The game all-
ows you to throw head or body

unches or to defend yourself

y putting up aguard: A stamina
biar with eighteen graduations
suffers the loss of a graduation
per blow received. For every
blow you score against Slugger
a little arrow appears at the top
of the screen and when the line
of arrows extends across the
screen and reaches the KO’
marker then you have won the
round.

Slugger has an advantage be-
cause his punches not only
reduce your stamina bar but
reduce his damage by one
arrow. A skilful player can re-
duce this advantage by deliver-
ing body blows while Slugger's
guard is up — that scores two
arrows.

After winning three bouts with
Slugger you are given a secret
code to be entered before you
can load the next opponent from
the other side of the tape.
Defeating ltalian Stallion re-
quires a great deal more skill be-
cause he is an extremely un-
pleasant being.

\ criTicism___J

@ 'l didn't really like playing
Knockout, I'm not sure why be-
cause it's got great graphics and
even a bit of the tune from Rocky
1 atthe start. | just found ittotally
unplayable and not at all addict-
ive, | think it was something to
do with the speed of your man's
reactions which where both
stow and unrealistic.’

@ ‘Boxing is a very difficult
game to simulate on a computer
and it can only be done adequ-
ately by including a fot of detail
and skill requirements to make it
addictive. Knockout facks both
ingredients, after two rournds |
was bored. Neither a crowd ora
referee are represented and the
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player only has a choice of two
punches. The movements are
pretty real and fluent, al times
they lnok effective. The soundis
okay but does drive you mad
| after a2 while. I think more could
have been made of the game ifa
wider choice of competitors had
heen offered.

@ ‘if | hadn't played the arcade
boxing game | may have been a
little more impressed with the
game. The graphics are adequ-
ate but the whole game is let
down by the slowness of the act-
ion and what appears to be a
poor response the player's
man.’

A commENTS 4

Control keys: | to body punch, ]
to head punch, G te guard, anw
left/right

Joystick: Protek, Kempston
Keyboard play: lacks response
Use of colour: fair

Graphics: good

Sound: alright

Skiil levels: 2, not selectable
Lives: 1 for each bout

FRANK-
ENSTEIN

Producer: lcon

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

The theme of this game is very
similar to Fantastic Voyage in
that you control a sprite making
its way through the inner work-
ings of a human body. This time
the sprite is in the form of a little
space craft (as in the film “Fant-
astic Voyage'] and the body is
that of some humanoid mon-
ster. Your task, as Freddy Frank-
enstein descendant of Victor
Frankenstein, is to guide the
craft through the ten main reg-
ions of the body to find and act-
ivate the bionic implants within
it. But before he can be allowed
to get up and hobble about you
must also find and destroy the
nourons responsible for the
monster's wicked behaviour in
the past, otherwise he will getup
to his ald tricks of chasing young
maidens and killing off cobblers.

Your journey begins in the
Traches where you have 10
dodge left and right to get past
the ranks of oncoming frogs
[you may well wonder, buit
trachea means throat — geddit)!
When you collide with a frog, or
indesd with any other moving
object within the bady, the dam-
age bar shown at the base of the
screen increases. Another bar
shows the amount of oxygen
remaining and when it reaches
zero or the damage bar reaches

Screens: N/A
General rating: below average

Use of computer

60%
Graphics 60%

DRAMAGE
OXYGEN

The main body of the game in FRANKENSTEIN 2000

maximum then the game is
over,

Your next stop after the throat
is the right lung. Here you must

get past the bouncing cigarette
packets lo activate the implant
and then make your way out
again. Each part of the body is
explored in order, after the lungs
jou move on to the stomach, the
iver, kidneys, intesting, heart
and finally the brain. The
graphics for sach of the organs
vary widely but essentially the
task is the same — those areas
that do not contain a transplant
may simply require you to wiork
your way to the pthar side coll-
ecting bits and pieces as you go.
In the stomach, for example, you

Playability 45%
Getting started 62%
Addictive qualities 47%
Value for money 50%

Overall

must collect the six pieces of
bacon while avoiding the eggs. i
After every second organ you
find yourself in a blood vessel
where you can restore your oxy-
%en level by shooting the air

ubbles, but colliding with them
will increase your damage and
that can only be reduced by find-
ing, and  absorbing the odd
spanner left about the lace.

After each screen has been
completed you are returned to
the main screen which shows
those parts of the body that can
be reached and the next area
about to be negotiated, On this
sCreen you are given your curr
ent score and the highest score
achieved.
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DYNAMI

R 'J:# i ;'“
DAN
Producer: Mirrorsoft
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Rod Bowkett

Designing elegant graphics so
that loads of screens add up
some sort of building, has been
all the rage singe JSW, but this
new Mirrorsoft platform games
takes the idea about as far as
possible; and features one of the
most classically elegant build-
ings in any game. Dan's girl-
friend (our pre-production copy
lacks 8 scenario) appears to
have been locked in the vast safe
fucked in the 5 of a mass-
ive porticoed, pillared mansion
inhabited by a wvariety of un-
pleasant denizens. Dan arrives
on the roof (trendity in time for
the new Bond movie) in an air-
ship, descends from it, snd com-
mences a mission of rescue.
Should you enter the screen
containing the safe, you'll see
the girl pacing up and down in
frustration and, presurnably, in
an advancing state of asphixia-
tion,

The collectable objects in this

armne are sticks dynamite
eight needed to blow the safe),
8 weapen to defend yourself
with agsinst the rioting rotters,
and food to keep up the energy
level that distressed damsel res-
cuing demands, Food isa relat-
ively simple find — being a
wealthy houss, there's plenty
lying ‘around, but dynamite
tends to hide in very inaccess-
ible plaeces; worse still, it isn't in
the same place each gama,

The house ig divided up into
48 slightly overlapping screens,
six high, eight wide, but they
wrap around horlzontally, mak-
!ng the building effectively a tyl-
iry

ar. All afong the bottom runs.

a river. This can be negotiated
by waiting for & raft to float by,
jumping down onto it and keep-
ing up with it by walking at its
5 . Falling inta the river is
quite fatal, unless you have been
lucky enough to discover an
oxygen bottle. somewhere.
Above the river is a warren of
foliage-lined caves and groftos,
E(r}adually mingling with the
wels of the house, pump
rooms, boiler rooms, electricty-
enerator and store rooms.
bove these are the commod-
o livi nﬁ apartrments with libr-
aries, bathrooms, dining rooms,
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sitting rooms: and the like. The
building is topped off by the roof
with its chimnies and classicaily
domed towers.

Different = features include
trampolines and entire trampo-
ling rooms, tightropes, several
teleports and an all-floors [ift.
Dan himself is a large animated
character with a fair-sized jump,
which he needs to negatiate the
complexities of the house and
avoid the numerous nasties,
although if he falls too far he
loses a life.

And just 1o add g little extra
exciternent to solving the puzzle,
a nee lady at Mirrorsoft told us
that the first person to phone
them with tha name of the tune
played when the airship takes
off at the end of the game will
win a flight .in the Goodyear
blimp. 01 822 3547,

icism |

® ‘Mirrorsoft have  certainly
come up in the world ‘with this
game, | can remember Caesar
the Cat— that had nice graphics
and was a start, Obviously this
game Is goirg ta be comparad
with J. ut | don‘t think it's fair
to do so because the graphics
are so much better, more detail-
ad, more eolourful, more: lively
and there's much more of them
—&ach screen is action packed.
Also, this must be the first game
that has had continuaus tunies
{and many of them] as well as
normal sound effects — | don't
think it could he bettered. The:

seems to be more to the

well,

id, | Em

elgrnent in this than in Jﬁm e

Exploring the roomis Is great
fun, salving the different ways of
how to get at the dynamite to be
able to blow the safe is not an
easy task, but the game would
have no Iamq\}; appeal if it was
an-easy one, You cerainly nead
the ten lives they have given you
and even with infinite fives | still
haven't.solved the problem of
eallecting all the dynamite.

Is it addictive? Wall |'ve spent
a good six holrs so far review-
ing this-game, that speaks for
itself whan you get fo see
hundreds in a year. The nawly

treated  super-hers  Dan =

bound to become very popular.
(Part of a trilogy of games?) If
?fn.u had the tinigst intlination to
ike JSW then you'll absolutely
adore this game — it is mugh

e b

S e




-ad, Brilliant! | must now.go and
find the rest of the dynamite.”

® ‘'The graphics used in this
ame are'ﬂutsr_anqx}rg—a oy to
ook at. The detail of the build-
ings and especially the- grass
and caves is marvellous — it just
makes you want o play. The
way the screens are laid out is

pleasingly logical and there are

some nasty traps like the well
which goes aff the way
dogocowwwwn! The arrange-
ment s really & cylinder with' &
great chasm between the halves
of the house, but small plat
forms, often tiny triangles, do
stop you falling to your death in
the nver.

Orie thing I enjoyed is the way
yau have ta leap frorm sorme plat-
form high in the sky inte atrother
screen without knowing where
you will land — although aftera
few exploratory trips, you getito
know the layout. However, the
placement of objects /s altered
betweer ﬁame& o add to lasting

peal. Another favourite are
the trampelines, these wark by

sending you higher each fime
you land pressing fire. They
allow you to make gigantic leaps
ugi through screens and even
running Jumps across several
screens at a time— useful. The
animation of the nasties js excel-
fent. very varied, very colourful,
and this game has the fargest
assortment of tunes 've come
across. Dynamite Dan /s a JSW
clone, but it's defipitely a worthy

e

sucoessar, and a highly play-
able; fun and addictive game.’

@ ‘Mirrorsoft don't produce
many arcade-action games, but
certainly the ones they do re-
lease are of a pretty high stan-
dard, Dyrafnite Dan has to be
ane of the most tuneful games
I've' encountared, and. it is not
surprising  to learn. that its
author, is a musician in his day

job. While platform jumping
ames are regarded as out of
ashion in some <circles, the
overall combination of sound,
graphies and effects in this
game. cembine to make it ex-
tremely good valua entertain-
ment.. There's life in the old
genre yetl

Control keys: definable
Joystick: any

Keyboard play: good

Use of colour: excellent
Graphics: first class Sound:
meaa-brill

Skill levels; one

Lives: ten

Screens: nearly fifty
General rating: Superb, value
for money game

Use of computer: 95%
Graphics: 96%
Playability: 96%
Getting started: 94%

Addictive qualities: 96%
Value for money: 94%
Overall: 94%

CRASH July 1985 27




e e ——————————————————

[a——_

ROGER KEAN hurtles up the A68 to visit
GREMLIN GRAPHICS in Sheffield

uietly sitting at home one evening last
summer, watching the evening news and with
computer games from my mind, the peace
was shattered when this platform game sud-
denly appeared on the screen. Startled with
injured surprise that some upstart new comp-
any should dare to feature a new game on telly
ba:ore letting CRASH know, all | caught of the
item was that it had something to do with
Arthur Scargill, flying pickets and a mole. It
seemed trendrly tupicaib— another r:huml:h bunch
jumping on the games bandwaggon with a rip-
off idea timed to catch the rnlneot:' strike? The
company's name was Gremlin Graphics. In the
event H wasn't missed out. We got an
early Spectrum version, doctored so we would
could visit any room in case none of us were able to withstand the
flying pickets or the infamous crushers, and thus we were intro-
duced to the delights of Wanted: Monty Mole, and became acquain-
ted with Gremlin Graphics, the company that won the 1984 CRASH
Readers Award for the best platform game — far from a rip-off. That
was in July. Gremlin Graphics has now been going fora year and it
seemed time to visit Sheffield and find out how things were going.

HOWTO GET A GREMLIN GOING

Alpha House, Carver Street is a gaunt Victorian office biock that
might once have been fashionable but now lies virtually, though
tidily, empty. The Gremlins refer to it as ‘the prison’, an impression
reinforced by the long, narrow corridors painted in institution
maroon and cream. Gremlin Graphics has two rooms which for
some obscure reason are situated high up in the building and qguite
some way from the ancient lift which no-one seems to use. When |
spoke to lan Stewart, Sales and Marketing Director, about the visit,
he told me to stop outside a shop called Just Micro. This turned out
to be a thriving and very busy computer shop which is owned by lan
and his partner Kevin Norburn, the Financial Director of Gremlin
Graphics. A phone link between the shop and the office, soon
brought lan down to greet me and drag me away from the beeping,
squawking screens that lined three walls of the shop’s interior.

e corridors of Alpha House may have been prison-like, but once
through the door and into Gremlinland, a different atmosphera per-
vaded, Of the twe rooms, one is a general office, and the other,
larger, room is equipped with desks, computers and screens for the
in-house programming team. The programmers had E!athered Spec-
ially for my visit {[more to give a third-degrae on CRASH reviews than
in my honour | suspected — the usual reason programmers want to
talk to magazine people), and were busy falling over the ubiquitous
C5, which seems to have taken over from the Porsche as a software
't::ruse vehicle. | never did ask.what it was doing up there on the third

loor,

Before founding Gremlin Graphics lan Stewart had already ace-
umulated 12 years retailing experience culminating in a group
managership for Laskys, but the itch to work for himself proved too
strong and he joined forces with Kevin Norburn to open a computer
shop. ‘When Kevin and myself had opened Just Micro, we always
said as soon as the shop got rolling and we found the time and the
Eecessary programmer, that we would like to have our own software

ouse.’

The shop did get rolling and the first necessary programmers
transpired in the form of Peter Harrap and Tony Crowther, lan and
Kevin were well aware from the start that they would have to put
together a professional teamn to get safely off the ground. Tony
Crowther, already well knewn for his Commodore programs Loco,
Son of Blagger and Killenwatt, was made a company director and
went on to write Pafty Pigeon and Swuicide Express for Gremlfin
before differences on the board led to his leaving the company.
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@ Where Gremliin Graphics started, the JUST MICRO computar
II!‘mar.i‘mp in Carver Street, Sheffield. Gremlin’s offices are up
VE.

Looking around to ensure good distribution, lan reckoned Geoff
Brown of US Gold, who had just started Centresoft distributors
was going o be a power and invited him to become managing
directar. But it was with young Pete Harrap that Gremlin really got
gaoing.

GOLD COAL DIGGERS

‘Peter Harrap first came to us with a complaint,’ lan recalls, ‘which
was that his Currah Microspeech had blown his Spectrurm up.” At the
time Pete was at university. He was into hacking and programrming
to some degree and had written a program that allowed you to
redesign and rebuild the city in Quicksilva’s Ant Attack. He sentitto
them, but Quicksilva declined to use it, Over the protracted matter of
Currah getting the damaged Spectrum repaired, Pete visited Just
Micro a lot. Aslan says, We gotto know him quite well, and although
| think he got aggravated on a number of times, we made a friend
more than anything else. We said to him, "well you're into prog-
rammiEwhv don't you spend a bit more time on it and develop a
game? So we got talking and | came up with the idea of a mole, and
we decided it would be a platform game. Pete's father is a mine
training officer, s0 we decided to use that and put the game under-
round — & mole can go above or below ground, which adds variety.
s he was writing it the miners’ strike developed, so we introduced
different criteria into the program to tie in with the strike like the
flying pickets and the effigyé of Arthur Scargill.’
It was the caricature of Scargill that gave lan a hook upon which to
hang his launch. Eight radio stations, national newspapers and




national television news gave the game coverage. It was a useful
boost, but it was a lot of hard work, it didn't just happen — wheels
within wheels to see the pregram got the exposure it did. Really,
from that point we've grown to the stage we're at now.’

LOOKING BUOYANT

With so many software houses finding themselves in a dodgy con-
dition lately, | asked lan what he felt about Gremlin's position in the
market after one year.

‘| see it as being very healthy. As far as other software houses are
concerned, their approach must ba to be very careful about who they
deal with and make sure their advertising expenditure is reasonable
but not too low-key. They will alsa have to be careful about the
quantity of games released through the year, with the fear of damag-
ing the sales of one praduct up against another, | don't mind market-
ing'my product against someone else’s, but not against my own. lit's
awaste of advertising for one, and obviously the programmers don't
get the rewards they should de from the sales their programs
achieva.’

lan reckons the business has got much tougher over the past
twelve months and that it s no longer easy for people to set up a
software house and make a success of it. ‘fwe were starting this July
instead of last July, it would be a totally different story, We came in at
the right time with the right product and the right marketing and it
worked forus. Now you have to have a track record, and the way vou
go about presenting games to.a distributor has got to be profess-
tonal. The way you marketthe praduct has got to be sensible and you
must have your programs ready well in advance. | thinkwe're hitting
a8 happy situation at the moment where we're able to backlog soft-
ware so we can release it when we want, but we propose to keep
releasing right through the summer to keep the name in the fore-
front. | would like to think that Gremlin will be one of the top five
software houses by the end of the year.’

On the Spectrum there are several planned releases kicking off
with Beaver Bob (in Dam Trouble), followed by Grumpy Gump%rﬂy
— Supersieuth and Metabolis, and then onto Octaber and the pre-
Christmas release of Monty on the Run. In addition there are releases

planned for the Commodore 64, some conversions and some orig-
inals, as well asgames for the C16and Amstrad. All of which must be
keeping Gremlin Graphics very busy, and it seems that lan is thumb-
ing his nose at the traditional summer slump.

‘Obviousty the sales figures that you achieve over Christmas are
double those you achieve for the other times of the year, but | think
keeping the market buoyant for the rest of the year is very important.
| don't mind getting lower sales through the summer — it keeps the
Gremlin narme prominent; and it keeps the programmiers busy — it's
important for them to be able to work twelve months of the year
rather than six and it's important for us to have revenue coming in
for twelve months of the year rather than six! | would hatato think |
was holding product back just for Christmas.’

Looking at ‘the prison’ there is obviously plenty of room to
expand, should they wish to. At present Gremlin employs four full-
time in-house Z80 programmers all writing for the Spectrum, Pete
Harrap, Chris Kerry, Shaun Hollingworth and Christian Urquhart. A
company called Micro Projects consisting of three programmers
write Gremlin's Commodore games and conversions, and lan is
investigating other talent. 'l would like to see our in-house personnel
double this year, to a maximum of ten, so that we have at least one
programmer who is competent on one of the major machines, by
which | mean Spectrum, Commodore, Amstrad and Atari. That
means we are on the look out for mare programmers and more
product.’

UNSOCIAL HOURS

Although the in-house team are employed full time, few of them
waork consistently at the offices, preferring to spend some time there
but more at home working. ‘Programmers tend to work rather
unsocial hours and as the time required might mean therm working
all day and then into the small hours they find it easier to work in the
comfort of their own homes, But they do come inte the office at least
once a week,’

With this sort of working flexibility, | wondered whether there was
any sense of ‘team spirit’,

‘Oh yes,” lan replied instantly, ‘each programmer will discuss each

@ The Gremlins gathered: left to right, Shaun Hollingwaorth, Kevin Norburn, lan Stewart, Chris Kerry, Peter Harrap and Christian Urquhart,
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other’s work and they'll discuss various routines that they're using,
the gameplay elements within the game and various graphics —
Peter Harrap does a nurmber of the graphics for other people, he has

a bent towards designing graphics and he's very quick: The bulk of
the ideas for games come from the Gremlin office’, lan continued,
‘we have brain bashing sessions, sit down and discuss the types of
program we would like te put out — I'm the culprit as far as the
characters go. What tends to happen is that general ideas are thrown
abeut and then the programmer goes away and draws up a plan of
the way the program could work. Then we discuss that again before
the programming starts, so we end up with a sort of storyboard. It
works very welt.gbﬁcaus_s you can identify the areas that you could
make within the program or the improvements you can make before
it actually gets started. There’s nothing worse, and it has happened
to us, to be halfway through a program and find that it's not going to
work. If you had sat down and spent a little more time at the outset
you would have identified all the problems and saved a lot more
time. | refuse to continue with something that | may not be happy
with at the end.’

Before moving into the programming room to have a look at the
new games coming along, | asked lan, thinking of Monty on the Run,
whet%ler he thought platform games were a played out genre. 'Oh
no, definitely not. Hopefully with Monty on the Run you'll see a
different element enter platform gameplay. We have introduced
some further exciting elements which | think the public will like. We
see it as a great improvement on Wanted: Monty Mole and | think it
will eta,b1ggerfa[lcwinﬁ.'

Is he irritated when other companies try to jump on the success
bandwaggen of Manty Mole, or, as Software Projects has suggest-
ed, that platform games like Mon%’Mor‘e are jumping on the success
bandwaggon of Jet Set Willy and Manic Miner?

‘Artic’s Mutant Monty was a direct hype of a number of games. We
didnt feel inclined to do anything about the fact that they had used
‘Monty' and were obviously hyping off the success of Monty Mole.
As to Manic Miner and Jet Set Willy, Miner 204%er was the first, and
as towhether the people that opriginated that program feel the same
as Software Projects, | don't know: | see no reason to diminish our
own glory when they've had such a nice success with both pro-

rams, and they are both very good programs. Perhaps it's a case of
eing a little bit jealous, | don’t know, maybe Monty Mole's better,’

One thing for certain is that Monty on the Aun is very much better
than Wanted: Monty Mole. The mean elements of the first game
have been made even meaner inthe second. As lan comments, ‘That
is Pete Harrap's sheer bloody-mindedness. If people thaught the first
Monty was bloody-minded, they'd better look at the next one! He's
done some very funny things on it,
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| CHRIS KERRY }|—

Chris is the baby of the team at
18 119 in December), but of the
team he has the longest list of
credits to his name. He wrote his
first game at 16. It was called
Gremilins and no one wanted it.
Computers first cropped up on
the second year computer
course at school, but failed to
catch his interest. Then in the
third year he joined a computer
group. ‘We justused to mess
about, but | became interested in
how they actually worked. Then
the ZX81 came on the market
and | got me sister to buy me
one, and | learned te program
machine code on that. en the
Spectrum came out | got one
and spent a year trying to figure
out how to do the screen
because it's got a right weird
way of storing things. Inthe end,
| really learnt to program by
listening to other people and by
reading magazines.’

After writing a Galaxian type
game, Chris turned out Jack and
the Beanstalk which Thor
accepted and released. ‘It wasn't
very good, but you learn fram
your mistakes. The screen
pictures were good, but the
graphic moevernent was
terriblel’

Chris wrote two more follow-
ups to JATES, Giant's Revenge
and The House that Jack Built.
All these games featured heavily
and brightly coloured
backgrounds which
distinguished them from almost
every other program on the
market. It was a trademark he
kept when he moved over to
-Gremlin Graphics and produced
the second Monty game, Monty
Maole is Innocent.

Chris is now finishing off
Metabolis, whichis a departure
graphically for him. The way the
character is used in the game is
quite comical, and there are
what fan Stewart calls 'some
nice, silly little touches to it.' You

lay one of the last human

eings free of the evil influence
ofaliens that have taken over the
planet and are turning people
into monsters. You haven't
entirely escape the effects of
their plans, however, being a
bird with a still-human brain. Itis
a giant, colourful maze, full of
hazards of course, through
which you just guide your
birdman until discovering the
ﬁctlon that retumsyouto a

uman form. Having once again
become human, you still




{ METABOLIS |

possess the abilities of a bird, s0
you can fly as well as walk. One
of the nice little touches is the
reference to infamous Gremlin
crushers, but these do not kill

you outright — they just flatten
you for a while. Metabolis looks
like being the most unusual
program Chris Kerry has
written.

—— SHAUN HO

.3

T

At 28, Shaun is the oldest of the
bunch, His intreduction to
computers came through his
previous job as a chief video
technician for a certain TV rental

LINGWORTH |————

company. | had to know a lot
about digital logic cireuitry,’
says this softly spoken native of
Sheffield, 'sowewere taught
about microprocessers long

before computers took off. |
knew all about ANDing and
ORing, so it didn't come terribly
difficult.”

Shaun came to Gremlin
Graphics through Just Micro as
well, buying games for his
Spectrum, but a friend who
warks in the shop had also
waorked with lan Stewart at
Laskys, so they got to know each
ather, The first job was Potty
Pigeon on the Spectrum. ‘It
wasn't really a conversion,
everyone saysitwasa
conversion, but itwasn't. We
theught we couldn't really do
the scrolling screen on the
Spectrum like we did on the
Commodore, so we thought we
would extend the story a little
bit, It was the first full length
games program I'd ever done,
and of course, | had a lot of
things to learn, and | think if I'd
done it now | could have made a
far better job of it.*

Shaun's technical background
stands him in good stead when
it comes to some of the leam’s
programming problems, and he
is responsible for the dise
system they use with the
Spectrums. ‘We had to convert
all the programs which meant
breaking down the code used by
the assembilers to get the disc
system to run — we had that
much trouble with microdrives it
were unbelievable.

Since he is more inclined to
the technical side of program-
ming, | asked whether he
considered the programming or
the games design more
impartant. ‘The game,
definitely. | wake up in the
morning thinking, how am |

oing to do this next bit, but not

rom a program point of view —
from the final effect, to getthe
game to a standard whereby
people will really enjoy it when
they play it."

For his project, Grumpy
Gumphrey— Supersieuth,
Shaun has developed a masking
technigue for the moving
characters so thatthay appear to
pass behind objects. This type of
thin%ta kes a lot of testing to get
it right. ‘When you write a
routine for a certain part of a
program you must test it to the
full %BfOI'E going on to the next
ane, because otherwise if a bug
Crops up you can be in right
trouble; What's more, one part

!

of a program can interact with
another partand you can endup
with suich amass you don't
know where you are.”

Some programmers use the
technigue of writing all the
algorithms for a pregram and
then slot in the graphics right at
the end, but Shaun prefers to
design and fit in graphics as he
goes along. ‘The sprites aren’t
as important but on the screens
you've got to knowwhere things
are. Like the lift buttons in
Supersleuth — if we wanted
them, say, in a square instead of
a line, we'd have to rewrite part
of the program to make that
happen because the program
has to know where the buttons
are for it to work.'

Shaun's next project isa 3D
version of a platform game, 'like
Monty Mole in 3D, but probably
not Monty Mole.' Meanwhile he
is busy finishing Supersleuth,
not the first ever program to be
set in a Department Store
(Herbert's Dummy Run), but
certainly one of the most
frenetic. Grumpy Gumphrey isa
store detective at (not surpris-
ingi\{)} Muole Brothers, an
establishment with many
departments on four floors. A
central feature is the lift which
may be directad to the desired
floor by pressing the
appropriate button. The liftis
actually a ‘room’ which stands
still while the floors whizz past.
Shop lifters are abroad and it is
Gumphrey's principal task to
apprehend them. If he makes a
wrong decision about who itis,
then a warning letter is issued
and after three it's the curtains
deﬁ:, for Gumphrey.

e frenzy sets in, however,
not because of thieves but
because of all the other jobs
Gumphrey has to do. These
include taking the manager his
10.30 cup of tea, recapturing
gorillas escaped from the pet
department, clearing ducks and
bugs out of the feod hall, finding
lost babies (Herbert perhaps?),
fixing the lift when it breaks
down, emptying the flooded
boiler room, Eu’tting out fires in
waste paper baskets and so on.
All these jobs need specifictools
which may be in obvious places
or not at all — or they may have
been stolen by shop lifters! Na
wonder Gumphrey is grumpy at
times.
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— [ PETER HARRAP ]

When asked his age, Peter
replied somewhat uncertainly,
'Ogh, er, 20°. The son of a mining

training officer, Peter studied at
Sheffield University and was
doing quite well until a Currah

Microspeech unit decided to
destroy his Spectrumand thus
plunged him into a life of games
designing. Like so many other
young programmets, Pete
started with ‘a little ZX81" and
then skipped a big ZX81 by
selling some camera equipment
to buy a Spectrum. He taught
himself machine code program-
ming on the 81 and ‘basically
transferred that to the
Spectrum’,

Until meeting lan Stewart and
Kevin Norburh in Just Micro,
Pete used to do some hacking
and design programs to aiter
existing games. His city
redesigner for Ant Attack was
sent back because Quicksilva
tald him they were already
developing something them-
selves; although this never
ai::peared. Zombie Zombie did
allow the player to rebuild and
change the city.

Peter Harrap hit the headlines
(literally) with his first game, the
CRASH Readers Award winner,
Wanted: Manty Mole. A wicked
sense of humour was apparent
in the game, and it is this angle
that is most noticable in the
follow up. Apart from program-
ming entire ?ames, Pate is
responsible for many of the
Spectrum graphics in other
Gremlin games, he has des-
igned the main character in

aaverBob, for instance. This
ledto seme ribald comments on
Bob's suggestive style of
walking — the irrepressible
Harrap humour sometimes
verges on the —well, naughty.

Maonty on the Run is the true
successor to Wanted: Monty
Moile. Like it's forerunner; itis a
platform game with many and
varied elements. Perhaps the
most significant is the fact that
Monty can nowsomersault
rather than just 'umcp. When
asked whether t ommodaore

ame Impossible Mission might

ave been a (forgive the pun)
springboard, Pete just smiled.

The story, as we know, so far:

Monty Mole, suffering from a
shortage of coal owing to the
miners’ strike, enters a mine to
steal some. After many mis-
adventures he meets Arthur
Scargill and is sentto prison for
theft. His friend, Sam Stoat, has
a go at rescuing him, but fails in
the attampt, so Monty is leftio
complete his sentence. With
time on his hands he takes to the
Erison gymnasium and

ecomes super fit, learning to
somersaultin the process, He
gets out of gaol and tries to flee
to Brazil, This iswhere the action
of Monty on the Run takes place,
as he boards a ship and tries to
escape to France. Money is of
the essence, and fortunately
there are gold sovereigns to be
collected, but in order for the
ship to sail, Monty has to
perform several tasks, all of
which require the right tool for
the job. On top of that there are
hosts of malcontents trying to

stglp him.

he ‘orrible ‘arrap has prog-
rammed in numerous devious
traps, some of which are so
mind-bogalingly cruel it's mind-
boggling. Thereare lifts with
nasty habits, teleport beams
which are only safe if they are a
certain colour and some of
which can deposityouina lathal
situation. Objects to be collected
are placed in almost impossible
positions, and often, after hours
oftrying to reach them, they turn
out to be useless or, worse still,
positively dangerous. This is not
a game for the squeamish!
Peter, who is quietly spoken,
tends to a calmness thatis
belied by the mischevious
delight he takes in setting the
hapless player up for a pratfall,
ButI've no doubtthat thousands
will be queueing up fora custard
pie in the face by October when
Monty en the Run is released.

———{CHRISTIAN URQUHART |

Christian now 19 moved to
Manchester to join Ocean, and
then onto Sheffield with
Gramlin Graphics. His first
?rug:am, Transversion was a
ast grid game which Ocean
marketed. Afterwards he
became an Ocean in-house
programmer and worked on
Hunchback, Cavelon and Daley
Thompson's Decathlon. Since
joining Gremlin, Christian has
een working on Beaver Bob in
Dam Troubfe; which was the
subject of a loading screen
competition run in CRASH,
CRASH readers who visited
o of ZX Microfairs last year,
will probably remember seaing
Christian on the CRASH stand,
holding court with gamesters
wanting to know how to win at
Hunchback, and having a
programmers’ battle with David

Shea (Quicksilva Frenzy and
Snowman, who now works at
Mikro-Gen).

Beaver Bob in Dam Trouble is
described by lan, as a game for
the slightly younger player,
which isn't to say that it's easy.
Above the surface of the river,
stands a wooden hut with
several floors. This platform
section of the game sees Beaver
Bab collecting dynamite. Below
the surface of the river are the
beaver's two dams, and a secret
hideaway where he keeps food
and is able to take a breath. The
river is infested with crocodiles
which not only eat beavers, but
alsosteal dam logs. The ebject is
to replace the stolen logs to keep
the level of the reservoir up,
whilst avoiding crocodiles,
schools of pirhana and hunting
scuba divers.
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Producer: Palace
Software
Memory required: 48K
Retail price: £7.99
Language: machine code
Author: The Ram Jam
Corp with Steve Brown

On a hill many miles away there
is a green door behind which
there is @ Golden Broomstick, a
thing so powerful that the itis
sought after by the best and
cleverest witches in the land, but
onlyyou are prepared ta face the
dangers that lie behind the door.
1t's not that you are being partic-
ularly brave but you have this
spelithat should deteat the
powers of the pumkins room
and leave you, 8s a prize, with
tha witchies golden broom.
Your spell needs six basic
ingredients. not normally found
on supermarket shelves, in fact
they can only be found behind
other coloured doors for Wwhich
ou will nead the coloured keys.
vour first task is to find the
keys by flying on your own tatty
broomstick round the locality.
The keys.can commonty be seen
propped up against trees all that
remains is for you to land and
pick them up. Asyeu paruse the
skies you are attacked by all
manner of things. Witch-eating
bats, cloak-scorching  fireballs,
murderous purmnkins and badly
bahaved seagulls are just a few
of the hazards facing "you. Of
course your magic defends you
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from their onslaught {witeh is to
say that your broomstick is act-
ually a 4.5mm quick-firing can-
non) but your fife force is deplet-
ed by as much as four or five
points. However by firing direct-
fy at the attackers will only cost
you one point per shot se since
each of your eight lives {or hags)
only have 99 points to start with
ou really can't afford to be
lippant.
ith the correct key you can
ghe‘l intc any of the caverns al-
ough you will have to discover
for yourself which caverns to
wisit first, Each cavern presents a
sort of platform game prablem
that requires great skill and dex-
teri%,negmia'ee.Whan yau have
reached whatever it is that you
are looking for you must return
home to add it to the pol. After
collecting the six main ingred-
ients you will be able to com-
lete the spell that will rid the
and of the pumkin and win that
newbroam.

As a bonus, on the B side of
the cassette is a Spectrum vers:
ion of the eartier Palace game,
The Evif Dead.

® ‘I find the graphics in this
%'?me very pl_easinF but | think
the movement could have been
improved. Rather than the
whole screen serolling from one
side ta anather as you fly, it
scrolls in pages, asyou reach the
far side of one e it rapidly
scrolls across so that you are
back on the other side of a differ-
ent screen. The ‘how do | gst
over there’ problems in the cav-
erns are very tricky and demand
great skill. The attacking nasties
are a real pain because there are
s0 many of them, even killing
them costs energy s you really
will need those lves if you want
to complete the game. Very attr-
active game, playable and | find
it fairly addictive’

® ['ve nothing but praise for this
\?'ame, graphic detail (s manel-
aus and colour s exceptionally
well used. Anfmation is great
tog. ft's'not an aaig game by any
means — {ying through the air
seems fun at first until feroclous
bats (vampires 2] try continually
ta drag you down. Finding the
well spread and  rangomly
placed keys fsn't easy either,
Usirtg ther is even worse — as
you: apen up one of the colour-
coded doors a new undenwuride
appears, offering you sereemns in
a platform- or should | say 'step-
ping stone - game, This is even
mare difficult than the serial
sequences, because for half of
the time you dor’t know where
you'll fand up wien you step
blindly off one screen into
anather. Eight hags might seerm
a lot of lives to you, But you
could have eighty and .t
wouldn't be enough. A delight-
ful game that /s bound to prave
popetar”

® 'Here's another game that has
been converted from the B4.
They've had seme trouble with
the continually scrolling screen,
but the Spectrum page scrolling,
though nowhere near as attract-
ive, is a reasonable comprom-
ise. The graphics look very good
though. Flying on your broom-
stick is a tricky business with the
ghosts, bats and deadly pumkin
pods’ all homing in on you —
dont han%_labout in one place
too lang! The caverns present a
totally ~different game with
different problems, so Cauldron
represents good value in game-
lay, and the good graphics,
ﬁard to get to rooms, size of the
game and difficulty level makes
it addictive to play, and with a
second free game on board,
ggt}d value too, although Evif
ad isn’t the most mega-fab
program.’

\ COMMENTS |

Control keys: Cap/Z left/right,
X/Cdown/up, and V to fire
Joystick: Kempston, Cursor,
Sinclair

Keyboard play: responsive
Use of colour: vae? good
Graphics: detailed, well maving
Sound: good

Skill levels: 1

Lives: 8

Screens: 64 below ground —a
lot above!

General rating: a large,
engaging and difficult game for

the arcade playetr

Use of computer  80%
Graphics 89%
Playability 830%
Getting started B6%
Addictive qualities 91%
Value for money 90%
Overall 91%
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GLASS

Producer: Quicksilva
Memory required: 48K
Retail price: £7.99
Language: machine code
Author: Peter Hargreaves

Glass, believe itornot, is a flight
simulator but one designed fora
very special task which is to train
you for a specific task. With the
aid of Glass you must acquire
the skills needed to be a star-
fighter pilot. The problem; you
see, is that the planet Hygon has
been taken over by a bunch of
clever but nasty aliens. They
have built three citadels which
act as bases for further military
expansion. The citadels are
heavily defended and only good
pilots stand a chance of destroy-
ing any one of them let alone all
three.

The simulator has been des-
igned to test your abilities to the
limit as you must destroy hun-
dreds of droids before you even
catch sight of a city. For most of
the time the action takes place
an the planes of Hygon which is
a pretty boring sort of place to
be, mostly because the surface
is reflective, flat and devoid of
just about anything except, of
course, the droids. You are
going to meet three main types
of droid, the first are sproingy
bouncy ones, you know the sort,
they never seem to sit still long
enough for you to kill them, but

ou must if you are to avoid

eing killed yourself. The sec-
ond class of droid appears to be
atrolling a boundary, in herds.
ey march, relentlessly, from
ane side of your view-screen to
the other happily lobbing tennis
balls at you, only these balls do
nasty things to shields. The last
breed of droid is bigger but less
bold, they cower over the hor-
izon and then pop up and fire at

you,

The simulator has two other
hazards for you to cope with.
Firstly you are given practice
shooting up enemy ships as
they sidle past your view-
screen. Secondly, you exper-
ience the thrill of ﬂ',rin? ACTOSS
the less boring parts of Hygon,
at low level and at high speed.
The simulation gives the
appearance of traveling, on a
high speed Fly-mo across a very
large graveyard complete with
hiihly coloured grave stones.
When you collide with one of the
“headstones’ your shield suffers
damage. Many alien deaths later
you reach the first citadel and a
nuclear warhead is launched
against it automatically, letting
you sit back, relax and waitch the
spectacular end of one of the
cities. But not for leng, one
down two more to go.

You're equipped with twin
rapid fire lazers, centred on the
screen so aiming is done by
moving the craft from side to
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side. Points are awarded for hit-
ting enemy targets and the first
20, are hard work, after
which the bonuses are generous
and top scores can well go into
the millions. A score such as that
would earn you the highest title
of ‘Game Lord’ but more often
than not early missions will attri-
bute less flattering ranks to you
like 'Galactic Dustman’ and
‘Commodore Owner’, There is
an infinite lives option but
scores from each mission are
not cumulative — you can't be-
come a Game Lord by cheating
you know!

\ criTicism__4

@ ‘| am very impressed with the
raphics, they are very attract-
ve, very smooth and delightful.
To be honest the game itself is
really nothing more than a shoot
em up but what's so bad about
that? The sound is almost up to
the standards of the graphics so
that helps to make it exciting, as
do the huti;e variety of alien be-
ings — seldom will you see the
same creature twice. In between
conflicts with the aliens your
craft passes through a maost
alluring transition, best descr-
ibed as a journey by a slice of
high speed cheese through the
middle of a sandwich made with
chequered bread. One scene
reminds me of 30 Deathchase
but much faster so it's quite thril-
ling. My enly reservation is the
price, | admit the graphics are
superb but it is a little steep.’

® 'This ﬁame is instantly appeal-
ing in the sense that everythin,

is graphically ‘fast’ and faifly
detailed, But there didn't seem
to be much of a game to it. Var-
jous sequences have some nice
effects and, in the main, the
game is built up of effects — the
warp effect is the best I've seen

on the Spectrum. Speeding
through the towers is difficult
because they come towards you
at such a rate and the key res-
ponses don't match that rate;
wihich adds a bit to the forward
thinking. Anoather nice touch is
that you can continue with your
game from fheedpo.ﬂ'nr at which
you were killed. As a game |
can't reafly recommend it al-
thaugh if you're into effects, it's
nice to see what can be dene and
it gets very fast.”

@ 'l enjoyed playing Glass as it
didn‘t get boring. The graphics
wera so varied that | only saw
each type of alien once. The
sound was well used and gave
the game a bit more depth, the
graphics apart from being very
varied were very well drawn and
perfectly animated and all the
3D effects worked very well. As a
shoot em up Glass is very addic-
tive and playable, in fact | only
have one main niggle and that is
that you don't have sights for
your laser so you can only guess
what you are going to hit. | play-

ed it all the way through, (ittook | Owverall

about four hours to complete)
and the final screen was well
worth it.”

| CommeNTs 4

Control keys: O/P left/right, Z-M
to fire

Joystick: Kempston and Sinclair
Keyboard play: very fast

Use of colour: excellent
Graphies: varied, large and fast,
very good

Sound: agreeable

Skill Ie\reg: 1

es:
Screens: 3 main types
General rating: graphically an
excellent and very pleasing
shoot em up.

Use of computer 75%
Graphics 92%
Playability 82%
Getting started 85%
Addictive qualities 80%
Value for money 69%

82%
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WENDER
BENDER

Producer: Ranks High
Memory required: 48K
Retail price: £7.50
Language: machine code

This game was reviewed way
back in issue 9 under the name
Block Busters A rather sad story
is associated with it. Wher: the
author originally applied for a
licence to use the name he rath-
ergot the impression that it was
not needed, but the owners of
the name must have changed
their minds because they grant-
ed rights in it to an associate of
the author who then was able to
claim that only he had the right
to use the title of the TV prog-
ramme. As a result, Ranks High
changed the name to Wender
Bender , which is substantially

FRANKENSTEIN

\ crimicism 4

@ ‘Frankenstein 2000 has rather
nice colourful and smooth
graphics. The program also has
a8 neat sense of humour with
frogs in the throat, cigs in the
lungs and fried eggs in the stom-
ach. This is a game to work out,
damage is easily accumulated
and not so quickly repaired,
oxygen is also a precious com-
modity. To do well you must
move quickly and accurately, so
expect the first few games to
end in death pretty quickly. lcon
have come up with a good game
here, | enjoyed it.'

® ‘What a strange game thisis, a
multi-platform -arcade adven-
ture {touch of] all taking place
with a human body. There are
fots of different ideas within the
game like dod%fng frogs in the
throat and shooting oxygen
bubbfes for more air. The sound
could have been improved but
it's alright. The graphics them-
selves are very smoath with alot
of detail. Keyboard play is very
responsive which is just as well,
This game is worth a look as it
represents pretty good value.”

® '| thought the route round the
body was a little strange, you
start in the throat down to the
lungs, stomach, intestines and
then you go back up the heart
and finish up in the brain, While
the graphics worked well | was a
little disappointed with the
sound simply because there was
so little of it, when you collide
with a nasty all you hear js.a min-
ute ticking noise which is easily
fost. Sound aside this game
does require skilfull play, mostly
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the same as the author's original
ame with a few differences,
irstly the blocks have been
changed from the flat honey-
comb shape to a more accept-
able ‘W' shape. Another
improvement incorporated into
this release is the availability of
additional question tapes — an
extra one is already included
with the program itself and
others are available for £2.50
Most people are probably
familiar with this sort of game.
The main display shows a block
of 25 Ws arranged 5 by 5. Each
node has a fetter in it and the
questions are based around that
letter. For example a player ask-
ing for the block with letter R
may get ‘What R is a contast of
SIEB “: answer ‘Race’. Not all of
the questions are as easy as that,
in fact the quiz is a good test not
only of general knowledge but
of spefling as well since the ans-
wers must be spelt correctly
when they are input,
At the start of the game you
can select a two-player game or
one playercan pit wits with the

because of the limits imposed
by the oxygen and damage
levels, also it has quite & lot of
variation from screen to screen.’

\ commEnTs 4

Control keys: Q/A up/down, O/
Pleft/right, space to fire
Joystick: Kempston

Keyboard play: good response
Use of colour: very good
Graphies: fast and smooth
Sound: pretty poor

Skill levels: 1

Lives: depends on damage and
oxygen level

Screens: 10

General rating: a better than
average game.

Use of computer 69%
Graphics 80%
Playability 80%
Getting started 78%
Addictive qualities 79%
Value far money 75%
Overall 76%

computer. The colour selected
by a player dictates whether he
or she tries to form a line of Ws
from top to bottom of the
screen, or from left to right. For
every correct answer you give
the associated node turns into
the colour of yaur side. Whoever
answered the last question corr-
ectly will get first call on the
next. Since the object of the
game is to try and form a bridge
of nodes between the two sides
ene would normally pick letters
that are adjacent to each other
but you could block your oppo-
nent instead. The computer
keeps a score for both players
and allows a game for as many
matches as you please.

 crimicisM 4

® 'The new layout of the main
screen ig in fact a great improve-
ment over the old. It's much
clearer and easier to read as well
as being a good deal brighter.
The addition of extra question
tapes makes a good deal of
sense since you could get bored
if you had to cope with the same
old ones doing the rounds time
and time again. In essence the
game is much the same to play
as Block Busters but it is much
more refined. Quiz games have
a strange sort of appeal and |
think that for those who enjoy

them Wender Bender is prob-
ably the best general knowledge
quiz game on the market, | am
mildly concerned that every
now and then when a two-line
question is printed the last few
characters tend to drop off until
the time up bell is heard. This
can make some guestions next
to impossible but as | say that's
pretty rare. All in all a well
thought out and nicely produced
game, well worth considering.’

| commenTs 4

Control keys: very simple
Jovstick:ﬁm

Use of colour: neat and bright
Graphics: much improved but
still with Spectrum text

Sound: lots of bleeps and a very
sweel tune

Skill levels: nine

Lives: N/A

Screens: N/A

General rating: interesting and
entertaining, well produced.

Use of computer 71%
Graphics 77%
Playability 75%
Getting started 7%
Addictive qualities 73%
Value for money 75%
Overall 78%
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SUPER-
GRAN

Producer: Tynesoft Ltd.
Memory required: 48K
Retail price: £9.95
Language: machine code

Not that CRASH readers get
much opportunity to watch tele-
vision but you may have noticed
a Television series called 'Super
Gran'. It is based on the unlikely
adventures of a turbo charged
Grandmother. The story began
when she was sitting in the
house feeding something when
she was accidently zapped by a
special ray fired from the up-
stairs room of a tenament block.
The raywas in the care of one Mr
Skunner Campbell, the bad guy
of the game. Skunner in his turn
had pinched it from Professor
Black, the ray's inventor.
Anyway enough of this, the fact
is that the otherwise quiet and
feeble Granny was instantly
converted into a megabeing
able to perform feats that make
Paley Thompsan lock like our
assistant editor. The game is
based on the dear old lady's
adventures, her attempts to put
right wrongs where no Gran has
righted wrongs before,

he game consists of five diff-
erent game-screens and you
must survive each part to move
onto the next. First off, Gran fiies
over Chisleton on her flycycle,
battling it out with an imposter
Gran on a similar machine.
Screen Two sees you equipped
with an anti-gravity belt which,
when activated, allows you to
drift up. Turn it offand down you
go again. You must stop cars
running over the cats while at
the same time dodging planes
and balloons. Gran can move
left or right, but anly when hov-
ering, the background scrolling
behind her.

The third game uses a scrol-
ling read. The Professor is trying
to get his new invention to the
science exhibition and your task
is to guide him there, avoiding
the pot holes and kerbs as you
speed along the winding way —
of course Skunner is making a
nuisance of himself. Onto the
fourth — here you must scale a
cliff to recover the invisibility
machine left at the top, Moving
from ledge to ledge, you find
yourself facing all sorts of perils
— weak ledges, nasty animals
and the like. Mr Skunner has
Eone to the massive expense of

iring a helicopter from which
he drops bombs on you. On top
of all this the tide's coming inso
don't dally. If you manage to get
hold of the machine then its
powers-may help to defeat the
mob on the next screens, all of
which follow simifar themes.
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Supemess isn 't looking too good for Gran. Trapped in an
unattractive blocky landscape, no wonder she needs an anti-

grav belt

| CRITICISM 4

@ 'And | thought the days of low
resolution graphics were dead!
This game has managed to
revive them for use in some of
the screens. Super Gran is foll-
owing the lines of the more
feable TV/film rip offs, it will be
the name: that sells this game.
Thank God the sound can be
turned off it nearly drove me
round the bend. The keyboard
response was less than brilliant
especially when trying to fire. |
had hoped to find Billy Connolly
on the B side but no, what a
shame, something like that is
desperately needed to put some
life into this expensive package.’

® ‘Well here we go with yet
another TV spin off. 'Super
Gran' is a programme that | am
unfamiliar with so perhaps [ am
unable to appreciate the game
fuily. While the various arcade
games are challenging and the
game is playable | found that it
was not addictive and | am not
sure that knowing the TV prog-
ramme would have helped.

the whole then a fairly ordinary
?amre and certainly nothing to
all overabout.”

® ‘| hate it. If you enjoy badly
drawn and frustrating games
then this is for you but | would
rather forget | had ever seen it.
What annoys me most of all is
the price, | mean £2.95] What on
earth do they think they are sell-
ing here, TV airtime? Itis not just
the price that makes the graph-
ics seern so bad: while there are
some acceptably well drawn

images that manage to move
smoothly, the backdrops are
ludicrous. |ve seen  better
graphics in Snowball. The open-
ing screen is typical, the fly-
cycles are good except they are
s0 huge there is wvirtually no
room for them to manoeuvre. |
have found a way of making
sure that you win the first
screen. Position yourself in the
centre of the screen and fire
rapidly left and right, that way
EOU are certain to hit the targets

efare they get onto the screen
fully. Good playing tip ya, well |
have a much better one: Don't
bother.”

\ commenTs 4

Contraol keys: O/P left/right, Q/A

FProsucer: Rl Ruchadsa

up/down, Space to fire, also
user definable

Joystick: any

Keyboard play: poor response
Use of colour: boring and flat
Graphics: in some cases very
poar

Sound: awful

Skill levels: 1

Lives: 4

Screens: 8

General rating: waste of money.

Use of computer 80%
Graphics 46%
Playability 48%
Getting started 67%
Addictive qualities 45%
Value for money 15%
Overall 43%
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BLACK HAWK
Creative Sparks

The time is in the future, the
place is a group of heavily
defended islands. You rw your
Black Hawk aircraft and your
mission is to seek and destroy
the enemy airfields and missile
launching sites. The task is
made all the harder by tanks,
anti-aircraft guns, helicopter

unships plus many other
things that only appear if you get
to a certain point in the game.
Your aircraft has a computer
attack system which features &
two screen display — ‘the
defence screen and the attack
screen. In the attack screen a
small yellow U at the bottom
indicates vertical position and a
white cross sightmay be moved
over targets. When this sight
goes red a missile is automatic-
ally fired towards it to detonate
the target. This can be used to
destroy ground installations,
tanks and flying targets. If a tank
or a flying target or an enemy
missile reach the base of the
screen the computer automatic-
ally switches to the defence
screen. On this screen can
actually see your Black Hawk
aircraft, which is at the base of
the screen, and you must
destroy the on-coming enemies
with your cannon hefore they
get you, Success at this returns

you to the attack screen. RC

MJEaRO OLYMPICS

Database

Micro Ofympics is an adaptation
of the well known arcade game,
‘Track and Field’. There are 11
events to choose from, 5 run-
ning events, which include 100,
200, 400, 800 and 1500 metres; 3
throwing events, javelin, discus
and hammer and 3 jumping
events, long jump, high jump
and pole vault.

The - running - events are
controlled in the usual manner,
by waggling the joystick left to
right. In each running event you
compete against the computer
and the elock. Most of the events
require three keys to be defined

ore starting. The computer
goes first on ali the field events
to show how it is done, you then
take part to see if you can beat
the computer and create a new
world record.

At the end of amission you are
iven an Optimum Target
rcentage Figure (OTPF), thisis
calculated by how many enemy
installations you have success-
fully destroyed. If this percent-
age is high encugh then you will
be given additional weaponry.
This can also be remaved if on
your next mission your percent-
age isn‘t high enough.

At the time Black Hawk was
released it was a very good
shoot em up but by today’s
standards it seems to be just
above average. The graphics
while they do their job aren’t
perfect but the sound is still
reasonable. Black Hawk is still
quite addictive and as with most
other shoot em ups itis instantly
playable but forme it just seems
a bit dated, If you really like
shoot em ups then it's worth
buying, otherwise Ecu might as
well stick to Moon Cresta.

ROBIN CANDY and LLOYD MANGRAM patch
up their grievances and work together to

bring you this month’s CRASHBACK on the

highlights of issue 8

GAMES REVIEWED
E‘ll::ckh Point ghl?gr: c»wms

Black Hawk is still oneof the best
shoot em ups around in my
opinion, Okay, the graphics
aren’t the best in the world but
the game is so addictive you
dont mind. The  biggest
advantage Black Hawk has over
many other games is that it is
instantly playable and what's
mare.-it doesn't wear off after a
while. The sound is guite good
especially the tune at the end of
a bhombing run. Overall still a
good shoot em up which makes
an enjoyable alternative to alf
those arcade adventures and
atform games.

Micro Olympics was the first
good ‘Track and Field" game on
the Spectrum, all the previous
gfforts seem to feature boring
little stick men as the main
characters. The graphics are

uite poor but they do serve
their purpose. Sound is also
poor but colour is used guite
well. The game has a few nice
features, try releasing the
hammer or discus at the wrong

{Rob) Most of the ratings should
go down by about 10 — 15%,
except perhaps the use of
computer and playability which
should go down by about 5%.
This game hasn't survived the
test of time at all well, | think that
its graphics let it down the most,
otherwise a reasonable shoot
em up.

(Lloyd) | disagree, only the

raphics rating should go down
gy about 10% the rest can stay
the same. It is still very enjoy-
able and definitely worth
buying.

moment. If you like ‘Track and
Field" games it is not really
worth getting Micre Olympics
a%w because itis very dated.

When Micro Olympics was first
released we hadn't been treated
to the wonders of the track-and-
fleld-destroy-your-keyboard

type games before and this was
quite novel, Forits time it was a
pre decent game the
graphics  were well above

average and the animation was
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quite goad. i Micro Olympics
was released now | fear it would
get a hostile reception from the
reviewers because it looks very
tacky when compared against
today's cream of the games,
althaugh the colour is quite well
used, This is certainly not
addictive because it doesn’t
have a proper scoring system
fike Daley's Decathlon so there
are no goals to aim for. The
playability isn't too bad but the

ame soon loses fts appeal.

verall & p rur-of-the-milf
f:‘me by today's standards.

(Rob) Most of the ratings should
go down by about 10% or more
except perha the Getting
Started and Use of Computer.
Overall Micro Olympics is quite
dated now but for its time it was
very good.

{Lloyd) I'm afraid | have to agree
with Rob for once {is this the end
of an era?) Micro Olympics is no
longer worth forking out for.

e —
MATCH POINT

Psion

Match Point is a 3D tennis
simulation that can be pla
with one or two players. The
view of the green court is from
the commentator’s box. At the
back of the court is the score-
board showing all the relevant
details about games,sets and
matches. On the right hand side
of the court is the umpire and on
either side of the net are the ball
5.
game closely follows the
rules of lawn tennis, a match
being played over three or five
sets and the winner winning two
or three sets respectively. You
must win at least 6 games and
have a two game lead to win a
set. If both players win six
games then a tie break comes
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into being automatically except
in the final set when play cont-
inugs until one player has at
least a two game lead. Scoring,

changing ends and service all
follow the accepted rules of
lawn tennis.

The game can be controlled
by either keys or joysticks, the
fire button being used to serve,
ta ehange racket swing and hit
the ball, The height of the ball
and its speed are determined by
how the ball is hit and with what
swing.

Match Point was incredibly
advanced for jts time, it still out-
shines many of today's sports
simulations. The graphics and
animation of the players and the
ball are superb, the only niggle
being on first playing the game
Eou tend to think there are two
alls because of the shadow.
There isn’t much sound but you
get so engrossed that you forget
all about it. Quite a bit of skill is
required to gain full control over
your character but as with all
games practice makes perfect. if
you like sports simulations then
g::is is certainly worth buying.

Match Point is THE tennis
simulation far the Spectrum.
Even by today's standards itis a
very good game. The graphics
are excellent and put many
recently released simulations to
shame. It takes a while to get
used'to the way you contrel vour
character but once you have
sussed it out it becomes guite
easy. Addictive qualities are
quite hard to judge on sports
simulations of this kind because
you can play two player games
which means that you ean
always have plenty of comp-
etition but if your opponent is
useless at the game then you

STAGE COACH

Creative Sparks

The driver of the San Pedro
stage coach has been shot! The
object of the game is to get the
stage coach under control,
collect the stranded passengers,
steer a safe route through the
treacherous Sierra Peligrosa
mountains while collecting the
gold, avoid the Comanche
indians and finally arrive at the
small mining town of San Pedro

The first stage, called the
jump, has you riding behind the

n Pedro stage coach and you
must ride up behind it and climb
on board. Once on the roof you
must crawl to the front and grab
the reins. With this done you
must steer through the desert
avoiding cacti and picking up the
waiting passengers. If you fail to
pick up a passenger they will
jump up and down angrily or

BVEn WOrse — you may run over
them!

Once enough passengers
have been picked up the game
moves on to the next stage, the
Sierra  Peligrosa  mountains.
Here you steer through the

can get bored of it. Of course you
can play against the comfpmer
but it is only a matter of time
before you can beat it on the
harder levels of play. Match
Point should go down as one of
the Spectrum classics, it is a pity
that Psion don't release more

mﬂ’? £5.

{Rob) Looking at the rating now |
am tempted to the Use of
Computer up about 5%
because you ean cater for most
Lovﬁtick_a with user definable
ays. | am also tempted to put
the Overall up by about 2%
because | think itisa great game
that is well worth buying,

(Lloyd) | wouldn't quarrel with
the ratings at all. Match Point is
simply a classicl

mountains without receiving
too much damage. You must
pick up the boxes of Gold or
ammunition while avoiding the
deadly rock slides, All these
details can be seen on the map
facility.
._The last section is all on the
indian plains, The indians go
into a formation that hems you
inwhile another indian attermnpts:
to climb onto the back of your
coach to either kidnap one of
our passengers or yourself,
our only defence is to climb
onto the stage coach’s roof and
try to shoot the indians.

Sra,ge Coach never actually
grabbed me when it was first
released, looking at it now I'm
not surprised. The graphics area
bit small for my liking though

there is quite a bit of detail. Both
colour and sound are used well
but for me the game isn’t addict-
ive enough.

ithin a couple of

ames it is possible, on the
lower levels, to get near to com-
pletion. Overall a pretty bad to
a\éeraga game today,

Hmmmim, this is a bit of a tricky
game to judge, the grzph.‘cs are
poor by today's standards but
strangely enough it is quite
playable and
fora while. As with many games
the idea may be good but the
implementation suffers. norm-
ally because the graphics aren’t
good enough. Of the three
srazges the firstand last are prob-
ably graphically the better and
the more playable of the three,
the mountain stage lets the
gfme down tremendously, |
und the %ame guite playable
fara while but | don't think | will
loase any sleep aver it. To sum
up; not exactly good but | have
seen a lot worse, let's just say
‘average’.
L

{Rob) Mast of the ratings except
the Use of Computer and
Getting Started should go down
by about 10% especially the
Addictive  Qualities, which
should go down by about 15%,

{Lloyd) | agree (this is getting to
be a habitl), Stage Coach does
become tedious after a while
and isn't really worth buying un-
less you've played it before and
know you like it.

¢t me amused |
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Selected Design Design titles are available from:-
WOOLWORTH
COMEYT WHSMITH

and all leading software stockists, or direct from:-

Design Design Software,
125 Smedley Road, Cheetham Hill, Manchester M8 7RS

Trade enquiries:— 061 205 6603
Priceincludesp &p
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MATCH
FISHING

Producer: Alligata
Memory required: 48K
Retail price: £6.95
Language: mostly BASIC
Author: Elliot Gay and
David Thorpe

This is a pretty unconventional
game by any standards, the
player does not play against the

| computer but against fellow

beings, the more the better,

The program simulates a day
out match fishing beside a very
attractive lake. (Drawn by David
Thorpe see issue 17). The game
caters for up to eight fisher-
persons all of whom must enter
their names at the start. The
computer will ask how for long
you want the match to last and
you can select any period bie-
tween 1 and 30 minutes. The
program next allocates each
player a peg number and descr-
ibes in detail the conditions of
the bank and surrounding
waters. For example, the player
who draws peg 7 is told that his
section has two large trees adj-
acent to him and the water,
which is only between seven
and twenty feetdeep, has a lot of
leaves and twigs on the surface.
To a fisherperson | suppose that
this would suggest the use of a
luminous hook and a torch but
whatever tackle you decide on
you must choose the most app-
ropriate from the tackle section.

ou are offered a choice of
rods,. floats, reels, lines, baits
and hooks. At this stage you
must specify the type of cast —
strong, medium or weak, When
all of the players have selected
what they assume to be the
most appropriate tackle we can
move onto the actual fishing.

A page of instructions expl-
ains that all of the contestants
must gather round the com-
puter. They will be shown a
picture of the lake with the eight
pegs around it. When a player's
peg flashes it means that a fish
has taken the bait and the player
whose peq it is must dash to the
computer and press the apprap-
riate number to strike. The pie-
ture changes to show a little
chap sitting on the bank with a
fish moving towards the line,
when it reaches it you press
SPACE and hope that the tackle
you selected is up ta the fish you
are trying to catch. At any stage
during the wait you can ask to
588 your peg description and
change tackle if required.

At the end of the time period
the results are displayed. Each

player's name is printed to the
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CHARLTONS

screen inan order dependent on
the total weight of fish caught,
D%splaying the total weight of
fish caught neatly avoids those
traditional, arms outstretched
arguments about the ones that
got away.

| criTiCISM

® 'Fishing has got to be one of
the most difficult sports to simu-
late ‘and | think this program
manages to capture the tactical
and. technical aspects rather
well. The view of the pool is sup-
erb and it's quite fun just to sitin
front of it and relax. The graph-
ics of the fisherman on the river
bank are (forgive me) another

kettle of fish — a little on the
simple side but they are colour-
ful and effective enaugh. The
blurb that came with the game
stressed the importance of a
group of players ratherthan just
one or two. On the whole an
intﬂrasting and well designed
program.

® ‘The game manages to be
guite realistic. You are told the
conditions of your pey including
details of water speed and light
and if there any weeds about.
While [ am interested in fishing |
do not consider myselfan expert
but the game certainly seemed
to pose the sort of problems that
any match fisherman would
have to face Interesting for
anglers.’

Lives: N/A

Screens: 2 effectively
General rating: an interesting
garmne with probably limited
appeal for those who prefer
making a lot of noise on the river
bank. Ratings from a fisher-
person’s viewpoint.

SILLY WARNING

Please don't take Your Spectrum
near the water's edge, it could
prove harmful and may be
dangerous.

\ commenTs 4

; Use of computer 66%
Control keys: 11to 8 and space ,
Joystick: N/A i Graphics 75%
Keyboard play: N/A Playability 60%
el e g Getting started 70%

ra IC5: 5U ro view of the e e o,

1aker,,others ifrgiﬂergm Addictive gualities 60%
Sound: very little Value for money  65%
Skill levels: 1 Overall 74%

HOW THE RATINGS WORK

'OVERALL PERCENTAGE is

PORTANT CHANGE!! now a separate and distinct
et e rating. ALL ratings are an
After ‘more than a year of i ool i
mamsining he” CRASH CPmone

e mportant altoratian. The  3140% — genaally poor but

rating i no longer  GEYGRP U e 1
B . 5188 m—e :@mbﬁ average i
e BNttty

& —a ) | .
words fail.... ' _
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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 direct from
Beyond Competifion House, Farndon Road, Market Harborough, Leicester LE16 2IMR.
Access/Barclaycard telephone: 0858 34567, Price £9.95 inc. P&P
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N ow YOU can fly wl-" _:'}'f' h
,_Red Arro ws -

Iﬁlﬂwmost exciting flight simulator ever engineers, mathematicians - and the Red Arrow
. en for a home computer - the product of pilots themselves,
mmthinidedlcatedworkbysomof Everyounwufmmminﬂllnﬂwmim,

and its enhanced sound and
cnpabl!ities. is

ritain’s top programmers, enthusiastically
m&m-ﬂn talents of aircraft designers,

Be a VIP visitor
with the Red Arrows!

Everyone who buys a Red Arrows computer
program will be invited fo enter an exciting

| competition. The winners will be given a VIP visit to
| the Red Arrows base at RAF Scampton, the wartime |
|| home of the Dambusters. Your visit will include two
nights’ accommodation at a luxury hotel. And while
vou are at Scampton you will be invited to sit at
the controls of a Hawk.

panel in front of you are all the
| need - plus a screen giving you
7 of the complete formati

Now'nnsaleat: eagle-eyed Red Leader will be on the radio
orderlng you back into pnsiﬁon.

Greens "4 m stk that wil Saan ghenie this comfidenes

to take.YOURplaoealangdde the ace pilotsof
vmsmm and other leading computer stores o .

| re
B ORDER FORM et |
| Tape  5}'Disc  3"Disc i : —

& 31" Dige

| (£8. (E£11.95 g . 7

| e 95/ o 3] (E} S.ss} .ﬁ!‘a;::.Jlr :5; I B i i ol the
RS ] 0 N/A N/A intricate manoetivres vou
BBEE ., i 0 m| /A will be able to carry out
Comm. 54 0 IN/A /A L 3
Electron .. /A MN/A 1]
Spectrum ... NFA 1.

| wish to-pay by:

0 Access/Mastercard/Eurocard No.
oy e S YR St O ey s R e

L L 1 | | R S ) 1 | BB | | 1 ] L | 1 l
[0 Cheque/PQ made payable toDatabase Publications Ltd.

Name
Address

I 0O Barclaycard/Visa Mo,

Signed

; Sand to: Database Software, FREEPOST, Eu Houss,
68 Chester Road, Hazel Grove, Stochport SK7 BNY,
I (Nostamp neaded If posted In UK} Please alfow 28 days fov delivery
1

YOU CAN ALSO 061-480 0173 | Don'r forgst to quarte your oredit

. |y ORDER BY PHONE: 124 hours) card nuimber and full address, j ‘ﬂ h i

‘. " _31-"‘
P |
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Since Zzap!64, our sister magazine TorCu-mmudur_e.owners. was launched with a
subscription offer of free games, Some people have written in sayingd hiow unfairitis
that CRASH readers have not had the same opportunity. Well now we've put the
matter right!

Here's the amazing CRASH SU%GRIPHGN OFFER. Twe fantastic games worth
£15.90 and {hat's more than the subscription costel) are yours absolutely free if you
take outa 12 month subscription for GRASH!!

There'sachoice of six games t0 pick from, threefrom US Gold and three from Ocean,
two of the leading software houses inthe UK today. All you have to doisfillin the form
below, pay the CRASH Subscription fee of £14.50 lwhich includes packing and
postage); make your choice of games and they'll pe winging their way through the post
to you as soon as we can get them off! AND you'll he receiving a copy of Britain's
brightest Spectrum rnagazine every month for a year,

‘our maths areprohahlvheﬂerthan ours, soitwon'ttake you asecond towork out
thatwiththe gnmes.custing more thanthe cubscription fee you can‘treally 90 wrong!
This offer is only open until 30 August 1985, sodon'thang around, filloutthe formand

off to:
SUBSCRIP‘“GNS. PO BOX 10, LUDLOW, SHFIDPSHIHE SY8 1DB




BLUE MAX (US Gold) World
War | German flying aces
were awarded the Blue Max
for skill and bravery. In this

flying game you must
take off and fly a mission
against enemy aircraft, tanks
and  anti-aircraft  guns,
straffing or bombing vital
targets, and return safely to
base for refuelling and an-
other mission. Aerial excite-
ment for everyone!

e Y (Ocean)
L st tion ot

amaz:‘ngly Slick prﬂgfa?r';wt

Subscribe to

_ CRASH
and you can choos®
L1 ] ZAX
e es the nfc?sff.;%sof; le'J rl:erha;:.s
e Of the great
ofthe g ¢ ?Igcade shoot em up games s
on this page W Yours on the Spectrum.

Featuring the original secs.

. deep s
a_m’i; the Zaxxon fce: E\?i?ﬁ
walls, laser barriers, missileg

and the rest rea I
ment at its best. de excite-
- G G = oS ED S B Y 1N 0 ok e

- -
.r CRASH special offer subscription form

Yes, | want to subscribe to CRASH for 12 issues and receive
two of the games shown on this page free.

Andifvnu‘realread"f Name
a subscriber . .. CL T A
T L R SO e o S T

The games | would like are (circle TWO):

Match Day Street Hawk  Roland’s Rat Race
Zaxxon Blue Max Flak

| enclose a cheque/postal order for £14.50 made payable to ;
gﬁASHnote that Roland's Rat Race and Street Hawk are not |
re?ea;seed at the time of writing, so if you chooﬁe gither of these
games there may be a short delay before delivery.

MAGAZINE, PO BOX 10,
cfl?nsfow SHROPSHIRE SY8 1DB




in an exclusive

CRASH competition

.
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MASTERTRONIC's new
release ACTION BIKER
features the star of KP’s
Skips bags, the man him-
self, Clumsy Colin in an
arcade adventure game
which has you driving
round town looking for a
friend to give him a lift to
the spaceport.

Along the route Colin
meets a whole series of
hazards, including oil
slicks, other road users
and police cars. To help
sustain him on his travels
from house to house in
the town, he can always
gobble up a few Skips. ...

56 S

- SKIP YOUR WAY TO
WITH KP AND
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| COLOUR VIEWING v
| MASTERTRONIC '

There are 150 houses in
town, fifty of which con-
tain items that will help
Colin in his quest to find
his chum . . . and he can’t
enter some of the houses
because there's no-one
in. The raceison. ...

MASTERTRONIC and
KP Skips have teamed up
with CRASH to offer a
super competition to
commemorate Colin’s
arrival on the smcgg

screen, and a lu
\ CRASH reader will win a
. 14 inch portable colour
| telly as a resuit. Ten |
whole cases of KP Skips ,
are also on offer to |
runners up.

To enter, you'll need to
invest in a copy of the
game, clip out the official
entry coupon from this
issue of CRASH and draw
a map of the game. Send
your cartographical
masterpiece off to
MASTERTRONIC at PARK i
LORNE, 111 PARK ROAD,
LONDON NW8 7JC to
arrive w 30th
September. No doubt the
winner will acquire fame
as well as a nifty colour
telly, ‘cos we might just
print his or her picture in
the news pages too!
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I:Jau're new to CRASH — hello. If you're not — hang on a mo. My
ditor (blessed be his name etc) tells me that CRASH's popularity is
rising enormously, up from approximately 48,000 buyers hefore
Christmas to almost 85,000 last month (which doesn‘t take account
of all pirate readers)! SO, just to fill you in, this is the CRASH
FORUM, compiled, edited and generally ruled by one LLOYD
| MANGRAM (that's me). | am traditionally underworked and
| overpai- no, no that's not right, it's the other way round. Anyway,
| th&pnhtismatmq 1| pick out one letter of unusual merit
| (that doesn’t mean it's the first off the pile either, it's the one that
| sticks out most after they've all been typed in on my ageing 1922
. Hermes typewriter), and this writer is awarded £12 worth of soft-
‘ ware of their choice, Got it?

The main ions this month fall into three broad categ-
ories, more replies (by the sackload) to Mark Roberts' silly letter
saying that Commodore 64s are r than Spectrums. Most are
| . unprintable, and anyway, the subject is rather boring; more argu-
& ments for and ﬁnhmtﬂmnahain'glihm ht Lore; and even more
[ on the sub Ghostbusters and its ness or lack of it.

The BOX' has done rather well, as you will soon see, and the

heading on these pages is an example — thank you Richard Edd

f {it's just this once though, Oli gets ann .H—m'madﬂ:hmz
with the pen, send your entries to BUG BOX at the address to be
{ found at the end of the Forum. | must tell you that pencil work does
| not reproduce as well as pen, so you are warned. ]

' Finally, before getting on with it, thank you Mark 'Scotty’ Scott of
i Mareham-le-Fen, Near Boston, Lincs for the Christmas card —
I mgs nothing like getting in early, is there — and yes, it is the first

season,
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RE
ELECTRO-BOP

Dear Lioyd,

| could onIY(gape with horroron
reading J. Kimmons' letter en-
titled 'Bop as you Zap', Despite
his apologies concerning the
extreme heavy metal content, |
felt compelied to write my own
'Funkers’ Version', ..,

1. WILD WEST HERO

Space Cowboy by the Jenzun

Crew

2.D.T. DECATHLON
Bnﬁﬂﬂreak by The S0S Band
3. ALIENB

Light Years Away by Warp 8
dE%REEZ'BE

Let's Break the Ice by Break
Machine

5. SKOOL DAZE

Kids' Rax by The Rapoligists
B, ATIC ATAC
Release Yourself by Aleem

7. TRASHMAN
Down on the Street by Shakatak
8 LDER H

B i of Rk by Run DM.C

1Ng o1 ROC un LLVEL.

9. KNIGHT LORE

Freaks Come out by Night by

Whodini

10. CYCLONE

Let it all Blow by The Dazz Band.
I think that ‘Pop as you Zap’

may be a more suitable title

i’ po?ping beats bopping any

a’?"hanks for a great mag. |
garticmarl like Jetman and the

okes, and you new column
Merely Mangram seems both
concise and informative — keep
up the good work.
Stephen Middlemiss, Purley,
Surrey

EVEN MORE
ELECTRO BOP

Dear CRASH

'Bop as you Zap’ . ..
LAZY JJNES

Relax by Frankie GTH

RAID MOSCOW

Two Tribes by FGTH
FARENHEIT 2000

The Heat Is On by Glen Frey (no
relation)

PACMAN

Hungry Like the Wolf by Duran
Duran

LUNAR JETMAN

Clouds Across the Moon by The
Rah Band

BOOTY

We Are SaiHnE b;' Rod Stewart
GHOSTBUS

Ghostbusters by Ray Parker
Junior (what else!)

The Lion Sleeps Tonight by
Tight Fit

DICTATOR

Everybody Wants to Rule the
World by Tears for Fears
JASPER

Rat Rapping by Roland Rat

The other point of my letter is
to ask for a pen-pal — notan
ordinary PAPER AND PEN PAL

but someone wha is preparedto
write their fetters on computer!

This way we could swap prog-
ramming ideas and perhaps
work on a game together. If
anyene is interested (male or
female) please write to:

Grahame Robertson, 56
Pierson Road, Dunfermline, Fife
KY114UU.

M{intarasts are: Blake's 7,
Frankie Goes to Hollywood,
Playing computer games. Try-
ing to write my own routines,
and of course reading CRASHL.
Thanks.

Grahame Robertson

Biake's 71! I think the Ghost-
busters one is a cop oul, and
shouldn’t Sabre Wulf have got
HI.;‘IHQW Like the Wolf??

AND EVEN MORE
ELECTRO BOP

PIROMANIA
Burn This Place to the Ground by
Venom
LUNAR JETMAN
Moonshi nel% Venom
POLE POSITION
Power Drive by Venom
8 bugTE'“ G

y by Robin George
KEIIGHT LORE
Howling at the Moon by
Ramones

PUNCHY
Punch and Judy by Marillion
ANDROID 2

The Body Electric by Rush
PYJAMARAMA

So Tired by Ozzy Osbourne
DTSDEC.bITHZI%N

Run Hunawam Slade
Culann (Wo McLaughlin
{13), Amagh, Co Tyrone

Culann also asks why we
haven't reviewed Poltergeist or
Swords & Sorcery by PSS. The
reason’s simple enough, they
haven't been released yet
because PSS ran into program-
ming trouble that has taken an
age fo sort out. Anyway, enough
bopping, popping and zapping
for the moment. The dreadful
author of this craze, a certain {or
is that cretin?) Jeremy Kimmons
Icg;.; written again. . ...

slightly scathing ans
ldast youican doisto)
letter to ammand ma
Thank

SOB STORY

Dear Lloyd,
I do not know why | keep on
getting your magazine because
my computer is broken. | think |
only get it because it is the best
magazine | have ever read. More
Jetman and more posters
please and thank you Firebird
and Ultimate for such brilliant

ames.

ristopher Mitchell, Ballyclare,

Antrim

Sorry to hear about the sick
Spectrum, Christopher, hope
m.n can get it fixed soon.

RUSSELL LOW's letter didn’t
make it into the Forum (he’s from
myx Middlesex), but | did like
the wheedling attempt to get

some software. . ..

[oR

TINDERS

OF AVALDN BND
MEEPERS

a\

-
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POSTMAN WITH MY

EXPLOSIVE NEW
COMPUTER MAG...

OF COURRE,
WHELD THEY Say
EAPLOSIVE THEY

REALLY MEAN BRIGHT,
COLOLRFOL JH‘TFEHC“

I'nn SENDWING
FOoR A CRASH
T-3RRT...

WEAL Olut
OCTOPUS WAL
GETTING OMNE
WTh R ARM-
HOLES. ..

S0 A b
W ONL
SHOULDN'T
Bp MOLH
OF A
PROBLEM

And here’sa
MUSGRA

IT'S CRASHED
AGAIN

Dear Llayd,
Hellg, it's me again! (You do
remember me, dnn'ijou}?
(Groan— whe could forget?)I'm
afraid 've got a bit of a gripe to
make, but only slightly at
CRASH, so chinup, what?
The subject of this complaint
is the game Wriggler by Randy
Robot, and your review of it. The
problem is that you neglected to
mention what a pig it is to Joad.
I've gone through two copies of
the tape, sat there for | don't
know how long, and got the
gametoloada fgr-an-hdmtal oftwo
times. Now before you start
going on about cleaning heads,
lah, blah, blah, white spirit
drone, drone, drone, once a
week waffle, waffle, let me say
thatthe tape deck | am using has
never given problems befors, it
loads every tapainthe collection
first time across a wide range of
volume settings. The problem
seems to be that some wally at
Amorous Android had the bright
idea of getting it to load back-
wards, as you can see when the
title page loads (or tries to). First
the attributes come up from
bottom right to top left, followed
by the pixel data, again from
bottom right to top left. If that
leaves you confused, then that
makes three of us — you, me
and my Spectrum. Whoever it
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charming little cartoon story from DAVID
VE, West Ewell, Surrey. . .

was had this brainwave really
oughtto be shot. So pleass, next
time a game is reviewed, please
make sure to mantion if you
have problems loading it.

By the way Lloyd, you really
should learnto add up. In your
Creply to the poem last month

- {18}, you said you couldn't give

Alien 8 and Finders Keepers
because you could only give
away £12 worth of software.
Well I think you'll find that £9.956
and £1.99 only come to £11.94,
Still, it's all right, Lioyd, we
understand.

When is termiinal Man coming
back? Do \;ou need any more
Et)a}yiawgrs Willl du; w:v isis

ver §0 good is
Angus Hr:zil so funny? H;{s he
been sued yet? How did Miles
Auckland do Bugaboo in 9
seconds? How come Tower of
despair and Twin Kingdom
Valley were both at No 9 last
month? Why does Robin Candy
look like Zola Bm :jhaf:xr:lg
name, orisita L]

All thi;s anld muréeméiﬂ bt?-.
completely ignored in the next
issugor = V C?HASH!!

Jeremy Kimmons, Croydon,
Surray

The versions we got of Wriggler
were not turbo loaders, so they
Inaded fine for us blah, blah,
drone, waffle, walfle. What do
you expect — poetry, talent and
maths all at the same time! The
answers to your more sefrious

points are: Dont know, no;
definitely not, he tries hard; he
tries too hard; no, but not for
want of trying hard; that's what
we're all asking ourselves;
haven 't vou heard of equal
placing?; they're one and the
same; IS your surname a
mysspelling?
LM

FISHY

an Nas 1, )
Redditch




MORE
GAMES
THAIN THE

OLY MPICS

N ABYSS - ADVENTURE QUEST - AGENT USA - AIR TRAFFIC CONTROL - AMERICAN FOOTBALL * ANT ATTACK AUTOMANIA - AVALON - AVIATOR: BATTLECARS BEA
E:'.[J BLAGGER - BLOCKBUSTERS - BLUE MAX + BOILER HOUSE BOULDER DASH - BRAINSTORM « BRAXX BLUFF - BRUCE LEE - BYTE - CAMELOT « CASTLE OF TERR
E}DE"I.'\ME MAT - DALEY THOMPSON'S DECATHLON - DETECTIVE : DIGGER DAN DOOMDARK'S REVENGE - DRAGON FIRE DRELBS - DUNGEON ADVENTURE - EDIME X
MPCHALLENGE ® ELITE - EUREKA - FIGHTER PILOT- FIREQUEST - FLAK : FOOTBALL MANAGER GHOSTBUSTERS - GIFT FROM THE GODS - GOLD RUSH - GRAND PRIX DR
;'..’E‘ILER' HIGH NOON : HOT DOT SPOTTER : HULK - IMPOSSIBLE MISSION + INTERDICTOR PILOT - JACK & THE BEANSTALK - JASPER - JET SET WILLY - JETPAL - JINN GE
GHTLORE - KOKOTONI WILE: LEGIONNAIRE - LEMMING SYNDROME - LORDS OF MIDNIGHT * MANIC MINER - MASTERMINIY - MATCH DAY - MATCH POINT - MOLAR M
DONPATROL - MR ROBOT - MS PAC MAN - MUGSY - MUSIC MACHINE - MUTANT MONTY - MYCHESS 11 : NATO COMMANDER ' NOMAD OF TIME - OLYMPICS R4 - ORI
i_fﬂti‘hr‘-’ PIPE LINE - PLOP POGO * POLE POSITION - POSITRON - PYJAMARAMA * QUANGO - QUIZMASTER - RAID OVER MOSCOW - RATTLER - REDUOATS © RETURN
}EN'E]\"I-ZR RAID: ROBBER - ROBOTRON 2084 ROLAND GOES DIGGING : SABRE WULF - SAGA OF ERIC THE VIKING ' SCRABBLE - SUUBBER DIVE - SHEER PAMNIC - SHERLC
0OF THE LINE + SHOOT THE RAPIDS « SKOOL DAZE  SKULL - SMUGGLER - SNOOKER ' SNOWBALL - SOFTWARE STAR SON OF BLAGGER - SPACE SHUTTLE + SPELLBEO)
.JII_'iEF-.'rEl_}' SPIDER-MAN  SPHUT OF THE STOMNES - SPITFIRE ACE - SPY HUNTER - STAFF OF KARNATH ' STAR TRADER - STAR TREK ADVENTURE - STAR WARRIOR - STELLA
EVEDAVIS SNOOKER - STOP THE EXPRESS » STRIP POKER CSUICIDE EXPRESS - SULTAN'S MAZE  SWAG - TALES OF THE ARABIAN NIGHTS - TECHNICIAN TEIY - TEST MAT
SCALACTIC PLAGUE - THE GREAT SPACE RACE © THE THINKER - TIR NA NOG - TRANSYLVANIAN TOWER + UGH! - VIZAWRITE 04 - WANTED MONTY MOLE - WEAT
BTER - WHITE LIGHTNING - WILD WORDS - WIZARD OF WOR + XAVIOR - ZAGA MISSION - ZARM - ZAXKON - ZEN|I - ZODIAC MASTER + ZOOM PASCAL - LORK 11 - ZO¥

‘ When you are looking for the best games in town look no

! further than Software City.

1 Even if you are just browsing we’ll be happy to show you
the selection of great games we have to offer.

| We stock software for Spectrum, Commodore 64, Atari,

' BBC Electron, Amstrad, MSX, Apple and IBM machines,

or we will order if you cannot find the program on the
shelf.

| THE UK’S NO.1 SOFTWARE DEALER LIMITED
| 382 Kings Road Chelsea SW3 01 352 9220

I 14 Thames Street Kingstonwon-Thames Surrey (01 541 4911
| 47 Cheap Street Newbury Berkshire 0635 31696
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REDUNDANT
COMPUTER

Dear Lloyd,

I thought you might be
interested in the enclosed advert
from the Portsmouth News. It
seems to sum up what a lot of
Spectrurn owners think about
the CEMB4!

Peter Chessman, Waterlooville,
Hants

Ireally shouldn't, Peter, but it did
make everyone in the office
laugh, so here’s the clipping . ...

ON THE AIR
Dear Lloyd,

It's been a long time since | last
wrote 1o you — you might
remember, in issue 2 | was
asking about keyboards and
TVs, and in issued about loading
screens, and also in that letter |
was the first person to suggest
CRASH Binders (why didn't i get
a free one because of this)?

Anyway, sincethen I've shot

to fame (well only in london).
You probably know about

London’s Independent Radio
Station, Capital Radio, Well on
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Capital, for the past 3 years
there's been a our)i? $30ple's
programme called XY2. readers
in Manchester might recognise
the presenter — Kelly Temple,
as he used to work for Radio
Halem. On XY¥2 | used to do the
computer part of the prog-
ramme where i revi the
latest games and compiled and

| read the computer news. Sadly

X¥2 isn't on the air any more,
but there will be a new
ramme very soon!

Since my last letter I've
bought a Currah Microspeech
unit which | have no complaints
about. When I'm using the unit
lines appear on the screen which
lcan';tget rid of. Please tell me if
it is possible to get rid of them,
and why is it that some games
will not work with the unit
connected?

Before | go, is there any
interface available that will
allow me to connect my Casio
Mt-40 Electronic organ to the
Spectrum?

Karl Flaschke, Wembly, Middx

Hallo Karl, indeed, | remember
you well. Those were the ‘good
old days’ when we werea??
crammed into one tiny office
and before the likes of
Candyman and Beana Kidd
arrived to steal my 1922 Hermas
typewriter. I'm also very Faigmi.-'far
with Capital fin fact CRAS
advertised for a short while on
Cap-it-al) and although Radio 1
is a suftable substitute, it isn't
quite the same — something
you miss after moving to the
wilds of Shropshire. Let me
know when the next series of
X¥2 starts!

The Currah Microspeech unit
does cause some picture inter-

rence when in use, although it
shouldn't be'too serious. It's
impertant that the TV be very
finely tuned to the Spectrum and
that you have then fine-tuned
the unit itself using the tuner
knob. if that doesn't cure the,
lines, | suggest you get in touch
with Welwyn Electronics, the
current manufacturers. As to
your electronic organ, I'm not
familiar with this particular
keyboard, but the Tech niche
people tell me that as long as it
has the standard Midi ports out,
you should be able to connect
? via Midi interface to your

pectrum., In fact Tech Niche wil!

be looking at music interfaces in
a forthcoming issue, probably

=

Most of these bugs are
CRA rnm, from SCOTT
of Grove, Wantage,

rading as members of the




I have to tell you that this
tation of my fair self is

heavy metal from a smoothing
iron— ures from PAUL

inaccurate— this
't look as though g‘oql'mm

A ON of Crosby, Liverpool

DISGUSTED &
INFURIATED

Dear CRASH (Lloyd),

lam DISGUSTED, INFURIATED
and generally very, very angry at
the amount of faulty softwarein
shops these days. Surely
software companies should
check their games for faults,
after all, we pay a lot of monay
for new games.

Matthew N

ewman,
Whittlesford, Cambridge

PS. | recently sent Robin Candy
instructions on how to finish
Brian Bloodaxe stage 1, and how
to get all 4 parts of the ‘Seal’ in
Tir Na Nog.

I was so angry when in the
May issue of yourfab magazine |
saw exactly the same info on
both of the games by different
people. Do those two people
really exist or are you making
the names up? The latter | think,
because you couldn't think of a
place to situate the imaginary
character of S. Coulthrust.

dear Matthew, calm down,
oryou'll bust a phone or
something. Believe me, none of
us has the time to invent
imaginary letter writers of any
sort! Robin receives an enor-
mous bag of mail every day, out
ofwhich you could probably
pick ten letters saying much the
same thing. Of course, if no one
wrote, we wouldn't get the
information, but it is impossible
to credit everyone with evepg-
thing you know. Coulthrust Esg.,
might have forgotten to put his
full address on {or Robin might
have lost it), it does happen.
Besides, to complete the
imaginary person would be very
pasy — you've only to think of a
town and g country and there
are thousands to pick from.

TELL ME THE
ISSUES

Simphe and fast
programming: Flug the six
function connectors into the
required Spactrum key
positions — Ready!

Supports joysticks with two
indepandent fire actions:
Photon Blasters and Neutron
Bomibs at the towch of your
fingertips.,
Extension port for combined
use of peripherals,

Dealer Enquiries
Welcome:
Ludlow (0584) 4894

\‘E:‘I COMCON TWIN
JOYSTICK INTERFACE
Two port version aliows connection of ha joysticks for
sequantial two player games using same key positions
Inon- independentt)

QUICKSHOT 2+2

JOYSTICK

madified ta Incorporate

2 independent fire achions
and no rapid fire option

FLIGHTLINK HOTSHOT
JOYSTICK

with twao indepandent fire actions

curraHuspeeciunt  £21.95
fits into COMCON extension siot incl VAT and P&P

Compatible with all Afari-type
joysticks including Quickshot
1 {without rapid fire action].

Interiace operates joysiick
paratiel to keyboard, Joystick
sction compatible with any
add-ona including

£1995 ...
Selact key functions anytime -

neh, VAT and P & P even when the game is

already loaded,

£22.95

inch VAT and PRFP

£13.95

incl.VAT and P&P

£10.50

incl, VAT and PERP

ALSO AVAILABLE FROM SELECTED RETAIL OUTLETS

Send to:

I FREL LTD.

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

Mir./Mrs./Miss:
Address:
Postocode:
aty Code e Price | Total £
01 Comcon Interface £19.95
02 Comeon Twin Intarface £22.95
03 | Quickshot 22 Joystick £13.95
04 Flightlink Hotshot Joystick___ £10.50
05 Currah uSpeach Unit £21.95
06 |Comscon with Ouickshot2-2 £31.90
Comcon with Hotshot £28.45
| enclose a chegue/postal order made payable to Frel Lud. for:| £
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TERRIBLE DANGER

Dear CRASH,

I am writing this letter to warn
you of the terrible danger you
are risking. Havinga look at my
May issue of CRASH | feel you
could be losing a lot of readers
just due to certain aspects of
your magazine. | would
therefore like to offer some
constructive criticism of your
magazine.

1. The disgusting picture on
the SIGNPOST pages. This is
just violence for the sake of
violence and does not add
anything to your excellent
magazine, | suggest a picture of
the many other aspects of
adventure that are not so
horrific. The governmentfries to
Frotect_chiidren from seeing

ilms that may deeply affect
them mentally and yet they can
pick up your magazine and look
at pictures of carnage and
gratuitous violence. STOP IT.

2.The price of CRASH has

risen from 75p to 95p in a very
short time. As CRASH is sold out
in every shop in my area 2 days
after it has been released, | will
g_robably be right in assuming a

ig profit is made as this is why
you print your mag. Why do you
not eut out some unnecessary
extras in your magguch as
Robin Candy and be the first
computer magazine to cut its
price?

3. More gore! Your HALL OF
SLIME with its heads in various
R?Ees of degradation is just not

nny, more embarassing.

| hope you can take heed of
these points and I'm sure your
brill mag will have a very
successiul life.

Jeremy Connor, Wallsend, Tyne
& Wear

Sorry, but this is going to be a bit
long! Answering the pointsas
they come; 1) a number of
things come to mind, one being
the cantinual arguments over
the violence of TV series like Dr
Who — all very inconclusive,
Another is that fremember, as a
child, !ook.t'ﬂ)q at numerous
comics and ‘Boys Papers' that
frequently contained “horrific’
drawings, and whiie they
frightened me, they also thrilled,
which is a lot of the point. [ don't
know what other aspects of
adventure games you are
referring to, but l can't see many
CRASH readers being thrilled by
seetng romantic pictures of
Prfn‘r:'e sses safely rescued,
besides which, most adventure
games themselves rely on the
thrill of sudden death —
avoiding It /s the exciternent.
2} You say the price has risen
ina very short time, yet looking
.-l&acx, issues 1 to 7 were at 75p,
issues 8o 15 were 85p
(excluding the Christmas
Spectal], so in effect CRASH has
gone up 20p in 16 months — .
afmuost a year and a half. If you
look at similar titles, you will see
thatthey have done just the
same if not more so. What you
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are failing to see in your
‘assumption’ is that the more
copies that self, the more we
haveld print, so the cost of print-
ing rises as well. In fact, as I'm
sure I've said before, no mag-
azine makes any profit
whatsoever from seliing
magazines since the money
returned from distributing them
only cavers the cost of printing
— there’s still the production
costs and salaries to pay as well
as office overheads, only with
the addition of advertisin
revenue is any profit made. As a
matter of fact, the directors and
ariginal founders of CRASH
barely received any real salaries
for the first year of its existence
— there is some truth behind the
Jokes after all. As forcutting
Robin Candy, well expect lots
of readers will have things to say
on that subject, and if you do
your maths, youwill realise that
the saving made on cutting him
would lessen the cost of a copy
of CRASH by about 0.000001%.
There's another point here (at
the risk of being boring),
magazines cost money to
distribute through the chain —
it's done by distributor,
wholesaler and retafler each
taking a percentage of the cover
price (we receive 42 75p of the
current 85p per copy sold in
fact); if a high volume mag like
CRASH was, say, only 60p
instead of 95p like most of its
competitors, then the
distribution chain would be
doing as much workon it for
their cut and receiving less
maney for it than they would on
& rmag with a higher price and
therefore a larger amount of
money. The result would be that
they would refuse to distribute
CRASH. Would you want that?
You might turn round now and
reply, ‘you're spouting these
figures but hiding the truth that
vou make vast profits anyway.”
Alllcan say to that, is that
CRASH abeve any other
magazine, has tried to invoive its
readership in things that are not
. .

normally mentioned in

azines fand don't have a lot
to do with computer games
either] like profit margins,
printing costs etc. {t's up to you
to believe me ornot.

3) Your last point relates ve
much to the first, The HALL O
SLIME is a fun’ element,
enjoyed by loads of readers as
the mail bag testifies. I don't
expect everyone o enjoy it, and

if anyone finds it degrading, a)
they won't send in photographs
of themselves to be mutx’fa!ed

and bj it is guite possible to skip

the page, just as you can turn off
the TV

However, it would be nice to
see whether CRASH readers
generally agree or disagree with
vour views, Jeremy, solet’s hear
from you.

LM

KEVIN DONNEGAN's ples for
m from Bray, Co Wicklow,




you enter the HYPER W@
SPORTS stadium to compete in six NEW/
exhausting events in this state of the art
2 Simulation —the officially
endorsed version of the
) No 1 arcade game

Contmumg the challenge
where Track and Field’ left off.

Imagine Software Is available from:WOOLWORTH, WHSMITH "IN (F55), LASKYS, Rumbelows, COMFET, Spectrum Shops and all good dealers,




The envelope that gave the post
office such an eyeache from
rammer PAUL
. It includes some

characters from the fﬂﬂﬁm’.ﬂf

THE COVENANT (Xavior li).
mcau “t do it in colour, then
vou too could suffer!

THE
PROGRAMMER
STRIKES BACK

Dear Lioyd,
| have just finished Xavior /f
which, in fact, will be called The
Covenant. | am unsure of the
release date, but a moenth or so
would be likely.

| hawve just started full time at
PSS, and I'm well chuffed with
my first job, having failed my
second year at University (BSC
Hons. Computer Enginsering).

My first task was to design a
suitable detailed loader for
Swords and Sorcery, Mike
Simpson decided a scroll would
be nice for the text window
(similar to Dragontore, but with
‘bright’ used to add depth). The
character set | designed for
Xavior if is also to be used in
Swords, as is the sound routine
(slightly modified). | have now
started on writing a 'monster
editor’ for Swords in order to
polish up the characters. Mike is
close to finishing, whether he
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does or not this month remains
to be seen.

Well{...ocops...Candyitis?}|
guess you've spotted the
decorative envelope. Eight of
the characters in Xavior -are
pictured (cartoon style) out of
the 64. | used to do similar
envelopes, as a sort of hobby,
and send them to a Pirate radio
DJ (several years ago) in order
to get a mentionon air. Anyway,
| hope they have brightened up
your mail bag.

What do youmean. ..
‘pretend to be real readers.’ lam,
honest! And I'm not writing for
free advertising. lam genuinely
being friendly and just writing
with that in mind. After ali,
CRASH has been pretty good to
me and | get ooc| service mail
order-wise. if you really think I'm
just trying to plug my game,
please don't print anything
about it that | reveal in a letter.

Anyway, all the best to
everyone at CRASH and keep up
the good woark.

Paul Hutchinson, Coventry,
Warwickshire

... and after that quick word
from our sponsor, it’s back to the
fetiers.. .

Sorry Paul, anly taking a pinch
of michael, really — honest! The
envelope certainly brightened
up the mail bag and gave the
local postoffice a headache. It

was really bright! It's nice to
know that Swoids and Sorcery
is still on the way, and good luck
with Xavior Il (that's the name of
the game, folks, don't miss ith
M

UPSET BY ZZAP!

Dear Lloyd (whataweird nama),
Lamwriting to vou on the
subiject of P164 which has
just hsz-_e”n released and was
onginally cooked u cartain
membecr\; UTCRA'SI-FR} ring ins
bitimere monay —'m surprised
you weren't ong of them.

I bought ZZAP164 for my.
frierd Angus who lives abroad
‘and | thought I'd lake @ guick
lock to seeif itwas as good as
CRASH. | was disgusted to read
in-the first few pages The
Worid's GreatestHome
Computar’ — apart from this not
being true, have you lostall Taith
inthe Specirurn, after all you're
meart 1o be onourside: Roger |l
want meore maney) Kean, Franee
and Oliver Frey were the other
.m @ffeg%im!rms o‘f,!.hfa bestis

BTV ali three ar yau.
__The more! read ZZAPI64, the
ore steamed up ['got. | felt real
anguish atsome of the remarks
mada about the Spectrum which.

wWas beir-_r%gha ff all
through the magazine, Wh

ou simply. in it for the money?
Bmonvfﬁn.unamsws %

Magazines are funny beasts
because the writing teams (fike
camputer pwhers) gat rather
wiorked up sbout their
machines. [he CBME4 s the
bigaest selling carmiputer
(warldwide), i perhiaps their (s
seme justification for the offend-
ing phrase—besides, if you saw
the same about the Spectrim in
CRASH would you be upset?
ZZAPIBA wasn't started to rake
mere money in (in face yeu
vould be horrified if you knew
it costs; vertainly
000 hedores single
omes hack in several

el [thatght the tone

vauwill find that it has hean
toned down. In CRASH we

B - : m, ._“n_ -
Sonetimes o %e%; :
favour, Sometimes not, butwe
have never slagaed it off gra
uitausly. My atthitude (for what,
'8 fumbly waorith ?fz’.-ii‘_hﬁ
ceniptiter awners shouldbe get-
tag fun ol machines
wihatever 1 AGE g
W




£6:95

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

Sand for your free full colour praduct brochure {enclose a stamp)




ANOTHER ODE

Rabin Candy tells me I'm not to

print another poem in the
Farum, because he hates them
(gesture of thumbing hose
olfows) . ..

In compasing this little poetic
ditty
I felt I'd have to make it witty
To satisfy the need for mail,
And to help you pay Lloyd
Mangram's bail
(He hired a computer: never
[ls_aidths rental,
he defence claimed Lloyd was
mental
But the judge showed no mercy
for this wicked crime,
And sentenced Lioyd to the Hall
of Slime)
And after all, it's you who say,
Send us letters! Don't delay!
So down | sat and began ta
wirite,
This poem for CRASH on this
dark night;
When witches fly and
werewolves howl
And Robin Candy goes on the
rowl
ooking for pokes and games to
hack
Without these things he'd get
the sack!

Now listen here young Roger
Kean

You're a wally and too mean!
Why not give some more space
To that Adventure guy with the
funny face,

With his adventure column, a
real booster

To a dull baring day, thanks Mr
Brewster,

More of that hippy Angus Ryall
His taste in clothes is really vile
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He should be in the loony bin,
All he does is drink neat gin.
And | want to know, who's Ben
Stone?

A secret agent; identity
unknowr,

A Russian spy with a deadly
crime,

Sack him now, while there's still
timel

To finish off I'd like to praise,
Your magazine {give Brewster a
raise)

It's the best magazine around,
I'd pay anything for CRASH,
even twelve pound! (hint)
Stephen Nolan, Walton,
Liverpool

{can't reply in rhyme,

ft takes too much of my time.
Otherwise I'd spend all day
Writing poetry and losing pay.
Perfaps Robin Candy was right

fshould ban all poems on sight.

Eat your heart out Coleridge
L

P_leas.:mi;eﬁat_ﬁ;ugﬁnamnuntﬂhth:m&naniuhﬂh Forum and Playing Tips, itls
simply not possi entor into personal al ate cormespondence. We ho

understand this, and would rather meke the po mmismvmnhm-wuppninpa:mdm
whaiting for replies that may never come. Thank you,




Battle your way to three enemy bases.
Do you have the courage, stamina

and skill to become a Game Lord? SPECTBUM 48K

From

¥ = J' /

The most powerful games in the Universe!

Available from all good software shops. _ j

In case of difficulty write to: o
QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1R 7DB tel: 01 439 D666 el




-Jod ing 1 8L Ay ueyj
aimaid iayag e sapioad 3
NQ — |[asa Ajgiaaa) Jou ‘Swa|
-qoid uoydasal a| 1o suos
[IE 21 Siay] auauysh ‘Ao|pnT
fWiopad A Usalag e}
G aluysaop Moy 'sje1sp
oiyosl 8yl jo ybRoug
.::n:h aul 1ou =18}
Y1 4o ¥oBg Byl 2 S1 USDIDS
pajees doydsoyd ayj puy
‘uoisia o suepd ayl o) soyfiue
i1 5 Uonsae  Buny

0} sey J se jayood Jngd ojul
1 01 Ynapip ag pinos, agng
AN apoyles
e Buisn | uaams-uil v
‘aU sy Buipe)s suolaq
UEDS [ora JO pUS aug 18 uai
- 1 B usop Buiaow _m; 120D
1oydsoyd uayl ssous
SUBDS WSS 8U) S8 UB9IE au]
g st abew ay) pu
| SRS 1 Tldeag uog
8y} A Buieoa
.mcza

saqni A Ael

SPOYIRY [BUDHUSALSD JO 18U
D] 8215 US2195 0] aARR|84 SLUn
-joA Byl jjey sey pue lamod
sasn  'auniowd

-jo8]

r_n_—,._rr_

a2qn)}

A

‘:. Hou
BpoyIen 0}

n_”_r_Ec._r.u usaq sAem|e sey
.&m..ag:u. euise|d
saymem jepBip

“Waaias s
z;:fu.::#:

UEal) L_:_. 1851 Giya s _L_. 1SEN

-UGD. pue  S5auy
-84 aJjuejeq sy b
PUE ploy asnid
n_.._f_:_

u_m} ap
aug e F.P_GJH __.n A2Ao
MO SaUBDS B
I,

«__r”_,f.. 1
1 uBnow

....,:_..:n._ !
ABDO] Wl 005
1nege) 5,
auiaxe
_#x 1] o1 sn!
8 1A B aABY
] 18200
aq pnoa
3_.._.5 ‘Al aeood, e
PaYaune| NepUIs LLBL U

18)) HEjIUIS By 001 F49pun uoioes) e J E 1015 [820] INOA WOl L.b
"BRUEM i kel apol :_,.u Byl ._c ; 2 = T

uuy ‘agqn) eyl Jo. yoeq WOER U 18 ,UND. B W01 paiy auo fin; 8/qe aq pjnoys 3_9.?@9{ q pai :E x:m: e uo Ll,_:._.;

ALl 12 2g 0] unb syl Mo SI SUONYR[E O Weaq & ,_.r— O - 55 P > =
BN BN B b B sBRnE KRG, e ) T b__a:;.a g/qejleae awieaaq A | __:.a._..,.qmﬁ Laa4ag ?GF:I g mEJ_
uaym ..:m_:.uh_ﬂE.:.E_:QQE.;_Q_C 1O YLIOM-LUOTIIL 2T .m.,m, S8 L Lailind

Q) sLed Aff mt.:;ru:f 8y | 'SeUINEs DI aY] :_{: Eﬁma Y] uo
1 OM t_a_‘.ﬁag%E.,_::m SAID "SHBS8M XIS IS8 Y] Ul SpIMUOIeU m..q_a 4ys
188.)8 ybiy wi ajgeeae ‘Alijeas e a WeIsq .E;mu,f Ajuo ::ﬂ%

Al uasias-

SIY NG ‘8peasp e I3A0 [|9M F04 1IBIOUIS BAI) YUM U 5 sey Jayood
B ojul

e ..___.\u m.wa....u.___.\u.h_ n.um..um

03 ybnoua jjews 185 UOJSINS[3] 3] geriod




Aoie
B

0 10] B Janpo.
AL UEBIIg

bun| 00}

S L EE
MARE

D.,:
RO B B0
‘Aejous Wil

:_.:
0 E E 1el}

o B2s ayl
15000 LCW UaED
e SR ..\_r:

sabed ,:H..,._J
Ul (Hlw]
peal E e

2 AN PINo:
aq o}

BioL B o1l
iy Br

BLUBLS O U0 B |
ndul jeise ue aaey LU
WAL 19%0ng 3ul oyue g
Lo e Bnd 1 ues nok "oy
Uoines 22ndas

ABpuDIOW :
jop  Asd
WO SLLIY
0] pabe
Y CjEm }.1; ?
‘uopuoT oy B
Mathal N0 Eaajo

1 Jabuo| B :_

._x: Al .: ag E
adAy oipel
ﬂ B SEY AL
umo S
YO B Ul




n thi

Three lucky CRASH readers will win a Flat Screen
Pocket TV in this competition, sponsored by Sinclair
Research.

Soon you could be the envy of your friends, able to
‘watch a little TV anywhere’ as they say. . ..

We've sorted out ten questions on the history of Sir
Clive, his companies and products — and the answers
can all be found by looking through Parts One, Two
and Three of The Sinclair Story which began life in the
April issue of CRASH.

Rack your brains, pore over the articles, answer the
questions and send in your entries to TELLY COMP,
POBOX 10, LUDLOW, SHROPSHIRE, SY8 1DB to arrive
not later than first post on 25th July. First three all
correct solutions out of the hat will win their very own
little television set. Get cracking. . ..
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SINCLAIR IN
TROUBLE?

Shock; horror, probe, drama,
crisis . ..

Inthe last few weeks the papers
have been full oftales of Sinclair
woe, How the company is in
trouble over a fifteen million
pound-overdraft, how the bot-
tam is falling out of the home
computer market and how the
ple making the C5 have gone

ack to assembling washing
machines.

The Sun has towin the spot
prize for grossestincompet-
ence, for deseribing the C5as an
‘open topped, battery-powered
fourwheeler’ under a banner
headline of ‘SINCLAIR TRIES TO
SELL OFF C5 TRIKE'. Weill done
lads, keep on taking the photos
of naked ladies. It's what you're
goodat. ...

The official line from Sinclair,
reported in the Financial Times,
was that the company was aim-
ing to raise £101t0£15 million "to
fund fong-term growth and re-
structuring plans’.

It’s clear that Sinclair
Research is experiencing some
financial difficulties. £30 million

unds worth of stocks are

eing held, and Thorn EMi and
Timex have extended credit to
Sinclairto aid cash flow prob-
lems, Two and half million

unds have been written off by

inclair Research as a resulft of
the price cuts made after
Christmas in combination with
returns, and a further million
pound loss was incurred by the
demise of Prism - which appar-
ently caused such major prob-
lems to the company, that Sin-
clair is still trying to work out
quite what wentwhere.

Ten percent of Sinclair
Research was sold to share-
holders acouple of years ago for
13.5 million, and even the most
mathematically untalented
could work out that the share
gale valued the whole company
atf135 million. Becently a report
in The Guardian placed a vaiue
of £20 million onthe whole
company.

Problems with the QL can't
have helped the predicament
thatthe @l?y now feels Sinclair is
in, It seems that components for
50,000 QL s were ordered before
prototyping, and somewhere in
the vauﬂs of Sinclair Research
there are presumably 50,000

Sir Clive Sinclair

little batteries that were once
intended to provide back-up to
the internal OL clock. And there
are probably quite a few 128K
chips going spare for similar
reasons, which may have
prompted recent speculation
about a 128K Spectrum.

Not so daft, really, given that
Sinclair Research may well have
a significant quantity of suitable
silicon lying around. 128K of
paged RAM wouldn't require a
vast investment in time or
money: the TMS2068 had
paging ROM and RAM can be
paged in the same way. And
remember, interface 1 pagesthe
ROM. ...

Admittedly, the Spectrum
BASIC interpreter uses 16 bit
pointers, which means the max-
imum amount of RAM that can
be addressed in BASIC is 64K,
but such problems could be
avoided in machine code,

Word has also reached us of
the LC-3, 'the ZXB4 that never
was', Apapa rently the LC-3was
an abandoned Sinclair proto-
type which ran on the Z80 proc-
essor, like the Spectrum, and
had a QDOS ROM, which meant
that QL software could be com-
piled down to run on it as all the
system calls were the same,
With-a built-in, double mapped
screen (which meantthat 1 byte,
rather than the Spectrum’s 8, is
needed to display a character),
and a microdrive the LC-3 could
have, and who knows, could
well still catch on.

And one shouldn't forget that

the Pocket TV is out and about—
over 1,000 independent dealers
have taken it on, and Dixons are
currently doing a whizzo deal,
gackaging a Pocket TV,

ectrum Plus and 6 games, and
ZX Printer. Yes ZX Printer. .. all
that lot for £199.00

Meanwhile the rumours are
still flying: is Sir Clive trying to
raise cash by selling Sinclair
Vehicles? Will he raise £15
million from the City, which is
ﬁcpulatﬂd by 'sheep’ as one

igh powered accountant
recently put it ‘who follow each
other blindly, even if it means
ushing someone over a cliff'?

gpecu!atian is, as usual, rife, but
the official Sinclair ling as we
write is that Sir Clive is not about
to step down, and is looking to
raize money for further develop-
ment wark.
All, no doubt will be revealed
shortly in the continuing saga of
manic panic in the micro-
computer industry. . . .

NOT SO MUCH A
SHORTAGE. ..
MORE A RACE?

A mole gets in touch, muttering
darkly about there only being
two machines in the whaole
world capable of making blank
microdrive cartridges. The conv-
ersation continues, and we are
told that when the order was
given by some financial wizard
to cut back on GL production at
Chateau Sinclair, the microdrive
cartridge manufacture was also
cut back, demonstrating a slight
lack of understanding, given
that the price had just been cut
drastically.

Was our mole accurate? We
rang Terry Blood Distribution,
announcing thatwe were from
CRASH and learn that no, there
isn't really a shortage. "We've

&

sold 518 d-packs today, and still
have 212 in stock, and we've
currently got 111 of the
100-packs for software houses
.+ . they do tend to come in and
go out very guickly, and some
people are being greedy. If we
receive a cheque with an order,
once the chegue’s cashed we
have an obligation to fill itas
uickly as possible; but no,
there's not a shortage. They just
come in and go out guickly”,
Thank you very much we say,
and have a little chat about life,
the universe and CRASH before
ending the conversation.

Being trained in the art of
investigative journalistic
grﬁactices, we then telephone

D again, this time asking for
‘Sales’ and enguiring about the
availability of microdrive
cartridges from the point of view
of a customer. The lady (this
time) explains that they have got
the cartridges in stock today, but
the chances are that the
remaining 4-packs will have
gone within 24 hours, 'They're
difficult to get hold of,’ she says,
‘Ifyou place an order, we'll put it
on hold and you might have to
wait up to two and a half weeks’.
Hmmm.

A similar ‘phone call to
Lightning elicits the information
that they only sell the single
cartridges, and that they do have
stocks at present. ‘If you want to
place an order 'd do it very
guickiv', the lady says, ‘people

o order hundreds at a time’.
Double Hmmm.

But then there has been a
heavy demand, occasioned
Eanlv by the price reduction and

v the need for microdrive
cartridges for the OL application

ackages produced in
anguages other than English for
the export market. Spanish, for
instance . .. and translations for
ten other languages-are well
under way. 5o, one supposes,
our mole was sertof right.

ZX Microdrive Cartridges

s

=
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SCREEN SHUFFLE

Qops time again. For reasons
which will no doubt remain a
mystery, unsolved for eons, Art
went and plonked a loading
screen drawn up by a chap
called Graham Eucas in the On
The Cover feature in issue 17.
Thiswouldn't in itself have
caused too much of a problemn,
except the feature was on David
Thaorpe.

For another unaccountable
reason, the overworked and
underpaid relatives of Lloyd
Mangram who have to do our
colour separations made a little

LICENCE
GAZUMPING

The battle for grabbing licences
to produce games is hotting up,
the latest round of deals with
Spanish software house
Dinamic having caused
considerable confusion
between Gremlin Graphics and
Silversoft/CRL. As Lioyd
Mangram repartsin ‘Merely
..., both companies are

lanning to release games

icenced from Dinamic, but what
hie doesn't say is that Silversoft
thought they had an agreement
with the Spaniards to release
notonly Saimazoom and Baba
Liba but alse Rocky and
Profanation. An agreement was
thought te have been reached
only a matter of days before lan
Stewart of Gremlin Graphics
announced that he had
effectively 'gazumped’
Silversoft n the latter two

ames. lan Ellery, Software

veloprient Manager for the

CRL Group whichis ‘affiliated’ to
Silversoft, said that he was
disappointed in the turnabout
and surprised, since they had
had a long association with
Dinamic;

With competition becoming
so ferocious, running a software
house begins to look maore like
an arcade game every day . ..

72 CRASH July 1985

boo-boo too, andgot the colours
onthat particular loading screen
picture out of kilter,

To put the record straight,
Graham Lucasisstartingupasa
loading screen designer on the
Spectrum and a jolly nice job he
does too, judging by his
rendition of the cover of CRASH
issue numero uno. Anyone who
wants to contact him to offar
work, encouragement or Rolis
Royeces may do so on Plymouth

Sorry Graham. Sorry David,

TRIO OF
SMASHERS!

rhotS

r the US

sion of

riunately, we
[}

wirand lan Robins

Software Editor JEREMY SPENCER is turned
from an adventure game novice into an

iconoclastic super spy by

CRASH is the first proper magazine to get a look at the completed
version of the new epic adventure The Fourth Protocol. For the
Burposes of this article | am not reviewing the game, that's down to

arek Brewster next month, All | want to do is explain the plot and

the use it makes of icons.

lcons are a far better form of
man-machine interface than is
generally found with role play-
ing games simply because the
gameplay becomes so much
easier and offers a wider appeal
than the more usual adventure
text input.

The game is based on Fred-
erick Forsythe's book of the
same name which details the
exploits of M5 agent John
Preston. Preston’s task is to foil
Russian a&ents from carrying
out Plan Aurora. The fiendish
Russkies have cooked up a
scheme that is in contravention
of one of the four secret proto-
cols appended to the Nuclear
Non-Proliferation  Treaty of
1968. The fourth of these proto-
cols was an agreement betivesn
the USSR, USA and UK that
none would introduce a nuclear
device by covert means into the
territory of any other nation.
Having behaved themselves for
nearly twenty years the Russ-
ians are now prepared to escal-
ate the current tepid war
because they feel plan Aurora
would bring about the fall of the
MNATO alliance.

The plan is simple; hoerribly so.
smuggle a nuclear device into
Britain close to a USAF base and
set it to go off a week or so prior
to a general elaction; then use
lawish  disinformation  tech-
niques to persuade the popul-
ation that the ensuing destruct-
ion was the fault of our
American allies and their reck-
less behaviour. The suffering
and shock caused by the devast-
ation would move the public to
such a degree that a left wing
anti-nuclear anti-American

overnment would be elected.

s a result, the NATO salliance
would collapse and the Russians
would be free to shop at Marks
and Spencersen masse.

The game is divided into three
parts; MNato Documents, The
Bomband The SAS Assault. Asa
code is demanded to start the
second and third stages, the
games must be played in correct
order. The first two games alfow
the player to input information
using icons. The main display
looks rather like those smart
office Macintoshes, each com-
mand being represented by a
sensible picture, simply select
the appropriate picture and that
command is invoked. For
example, the use of the phone
rcon; when the hand is moved to
the phone a sub menu appears
that in turn dispiays three more
icons. The first allows you to
pick up and answer it, the sec-
ond lets you make & call (type in
the phone number], and the

third returns you to the main
display. All the other icons work
in the same way.

The sub icons allows for great
flexibility and ease of use — all
told'it's a fot better and mare fun
than typing in instructions.

THE NATO DOCUMENTS
These papers are very secret
and it is clear they had been in
the possession of an unauth-
orised person. Preston-must find
out how these papers where
leaked and to whom, followed
by & guick ‘why?" The scene is
Preston’s office and the icons
deal with the input and sorting
of information. The Cencom
icon offers access to your files
{throughout the game you will
be storing information for coll-
ation at a later time and this is
where you da it).

The Assessment icon gives
you an idea of your progress, it
tells you how much of the first
stage you have solved and what
the MI5 bigwigs think of your
performance. If you make a bad
decision then your rating will
Elumme: but you may be ableto

acktrack and make good again.
Using Swrveillance you can
assign ‘watchers’ to targets,
these snoopers providing val-
uable information all of which
will be brought to your attention
via the itreps icon. The
Calendar icon lets you know
how much time has passed. The
Telephone icon is pretty neat —
answer it before the caller rings
off otherwise you will never
know what you have missed.
Utilities takes you to the game
save feature.

The information gleaned from
these different sources provides
you with the means to solve
your first problem and thus pro-
gress to the next stage.

THE BOMB

By now you are on the trail of the
bemb. You have an idea about
the plot and even who could be
responsible. The gameplay is
similar to the first except
Preston is mostly out of his
office which reguires additional
icons for movement orders and
a Manipulate icon for search,
examine and use objects, The
Communicate icon allows you
to talk to others, via the phone if
need be.

SAS ASSAULT

This is the final part. At this stage
ou have discovered the bomb’s
ocation. Using the information

gleaned from the two previous

game you must work out how to

use your SAS force to get rid of




FOURTH

Assessmant
nat besn fired
yer?

prinits

the KGB agents and defuse the
device. One of the most import-

ant elements here, apart from
disenabling the bomb, is act-
ually getting to it. You must
select the the best men for par-

ticular tasks and then arm them

Maninpulate  Communicate Move Talephona
Dok i up bt where? it rings and
o't Dfaf:ger 1o higwe?

cabbie!

with the appropriate weapons.
This isthe only part of the trilogy
that requirés word input but at
jeast all of the accepted comm-
ands can be wiewed when
required. .

he earlier games allow fair

Cencom files Utilities Assessment
Haolds players Save game from dropped any
files harg clangers yet?

e i Sitr
Surveillance .-'Epu:;ﬁ fresm

thinking time, unlike the third
part where you find the pressure
tough — spend too much time in
deep contemplation and failure
is inevitable. Throughout there
are sub-piots within the main

plot and these can |ead you

Memos .
a sourre of wital
cles

away from the solution but if
you keep an éye on your rating
you should be able to tell when
ou hava made & massive
lunder.
In the meantime, Derek, good
luck — we're counting on you!
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The Wlléy Fan Club competition
attracted a veritable crop of
entries — a massive cardboard
box full of your Wally Club
Starter Packs has been half-
ﬁllin% the tea room for the past
couple of weeks, and we've had
an awful job deciding who
should win the signed jigsaw
puzzle.

Aided and abetted by the fear-
less Artroom Aide, Gordon,
we've finally come up with a list
of thirty worthy winners, all of
whom will pick u’p acopy of
Everyone's a Wally,

Outright winner had to be
David Ball, who sent in a
package which included a
special hand-painted Wally

-shirt, Wally wrist bands,
membership card and wallet, a
copy of Faul Manning's book
How to be a Wally together with
issue one of the club newsletter
and a wally-goodie price-list.
David will soon be piecing
together the only Wally jigsaw in
the world!

Honourable mention goes to
Daniel Watkins, whose Wally
News was beautifully designed
and presented, and included a
Frightful Fashion column,
Wilma’s Cookery Corner which
had a recipe for aWally Cake
which contains 5 oz of Garlic,
and The Heavy Hippie Hotline. A
master of the telt pen, this man.

And Thomas Lennon's pack
also deserves special mention,
containing a Tom safetypin and
special Wally Appreciation Club
handkerchief, corners for the
knotting of and head for the
wearing on. .. .

The Lennon Wally Pack also
contained a newsletter and a
poster for a new Wally game
twonder if Mikro-Gen know
about it yet!) and was very
neatly put together indeed.

In a fit of untrammelled
generosity, Dash Ed has decided
to chuck a CRASH Sweatshirt to
these top three winners as well,
and no doubt they'll receive a
goodie or two from Mikro-Gen.

Also in the Spot Prize Wallybilia
stakes are Stephen Graham of
Carlisle for his ‘Keep Britain
Wally’ club logo, Billy Sloan for
his ‘Stronger than a Stagnant
pond’ Wally poster, | McAuliffe
ofHarpenden fora ‘Wally Needs
You' posterwhich owed a little
to the classic Kitchener "Your
Country Needs You' poster,
David Tyler for the idea of
having Wally dart flights —
totally original this one, as was
rt Corradi's Tom ‘ats, ina
tasteful blue with rainbow
mohican on the crown, Darren
Brooker's entry was rather like a
concept folder for an advertising
agency — very neatly executed,
aswas Alan McNamara's pack.
Mystery prizettes on their way to
ou soon chaps, courtesy of
ikro-Gen.
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TALENTED BUNCH OF

After Much Thought and deep judging, we
can now release the results of the Wally Week
Fan Club Competition

A full list of the winners of the
game appears on the results
page, so if you haven't read you
name here, don't despair yet! it
was a lot of fun judging the
competition, and we ware
amazed at the quality of the
entrias. But enough of the Blue
Peter drivel ... . see for
yourselves!

The only fully automatic and professional utility
for transferring Spectrum programs from:

CARTREDGE to CARTRIDGE TAPE to CARTRIDGE ; |
e e T o D TS 2 CATGE or o C |
(@ TAPE 1o TAPE (@) CARTRIDGE 10 TAPE - |

LU
[8 P :
COMPLETE MUSIC SYSTEM
FOR THE IX SPECTRUM _
"Wvery profssaional plece of pregramming, easy touss, coalient | |
saresn progentaion, error teapping and helpful pramgta” ¥ Camgetig
Exfremely usey frendy lets you ot started within mnutes” Crazh
“Thie netation has to be seen 10 be babieved
"Puls many expansive pofessional syntems to SBEEET Vour Spacirum
A novelty maze arcade game | Escoflent md i@ tacking the basies of mis” Which Micss? Gres fun” The Lisyeser
An extensive map, over 250 locations, full of featwres and | "I ¥ou are Interested it musss and own & computer then got it”
creatures unsaen as yet. New, funny, addictive, compelling. Arkone

Plus o bonus b-A WIHHEH: PCWeekly
on side B: A Star Game.' PCN

"An ingenigus piece of software;

sesse Foatyres | ***ee Parfyrmance

"A veluable utility for microdrive usars” Shaclait tsar
"HIGHLY RECOMMENDED" PEN

~ PCN

ratio,

Please send SAE for details.,

e e T S8 S o S ke e, S . | " - ——— - — i S s o e i e i i = e o o

I enciose a cheque/PO for€ . . ,,___15"';3'3&:? mﬁ:ﬁ:’gﬁﬁ Please send me (tick as applicable) WRIGGLER £5905 0

2 ] MUSIC TYPEWRITER £9.95 T MT Supplement £4.95 0]
or debit my IEN 00 No| | i TRANS-EXPRESS : part (3) only £5.500
ST SR e g ) TR all parts on tape £9.95 O orcartridge £14.95 0
Address......... X +@) on tape £7.50 [I or Rotronics wafer £12.95 O
it e s pdates of TRANS-EXPRESS or MUSIC TYPEWRITER £3.50 0
IO 2o ottt e it icaichoadinis TRANS-EXPRESS upgrades from tape to cartridge £6.95 [

BOMARTI€ BOBIT 77 Dyne Road London NW6 7DR S 2ahrs ENES orders 01-625 9463 T8¢  [H]
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AT LAST! BACKBY
POPULAR
ACCLAIM! THE
MONTHLY CRASH

A Day in the Life
of A Newsagent

Fopping into the local paper
shop for a packet of Granny
Grunge's famous Ludlow
Riverwater Pastilles, we
were shocked to find that the
staff were having a tough
time,

Being a newsagentand a
CRASH Competitions Editor
are remarkably similar —
expected to get up at five in
the morning to start work,
long hours for little pay,
notning but rudeness all day.
... | had to sympathise with
the staff selling copies of
CRASH and ZZAP! They
were being trampled under-
foot by you lot!

A suitable subject for a
Spot the Difference CRASH
Quiz, [ thought as | stumped
back to the office choking
overaGranny Grunge....so
here you are:

Spot the differences, and
pop your entry into an
envelope marked CRASH
QUIZ to PO BOX 10,
LUDLOW, SHROPSHIRE,
SY8 1DB to arrive by 25th
July, First three correct
entries out of the bag win
Spectrum software of their
choice up to the value of £25
and a CRASH T-shirt (Mega
Brill and totally unhairy,
unlike a certainLlama Loving
Lummock -ME). Three
runners up will be sent a
CRASH T-Shirtof their
choice.
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TIPS
y 1 ira\
from ROBIN CANDY

it is a pity that some of the better games released this month
couldn’t have been released earlier because it has been a pretty
boring month as far as the playing tips are concerned. Luckily some
bright sparks managed to get some tips in for Herbert’s Dummy Run
on time. You see our schedules are very tight which is why it may
seem to you that we don't always have up to date tips — by the time
I:-u read this | will be starting issue 19's playing tips section. Hope-

lly that will be a bit larger than this because this month | have been
aflocated a smaller space (must be something to do with Lioyd) but1
will try to scrounge more next month.

The response to the pokes competition has been far better than |
ex ut alas you will have to wait until next month to read the
results. Hopeiully, if the standard of entrants is high enough (and it
looks as if it is) then there will be a pokes corner as a result, like the
one published in the Christmas Special. There were a few wallies
(no offence to Mikro-Gen) that sent in tips instead of pokes, and
there were a few complete idiots who sent in JSW pokes even
though it specifically said no JSW pokes.

Starting next month I'm inaugurating (Lioyd's Long Word Dict-
ionary — no idea what it means) a new section to the tips pages
called the MiNI TIPS DEPARTMENT. This is devoted to all those odd
tips sent in that don't get printed because they don't go into enough
detail. So if you have any of these odds and ends tips send them into
the usual address but state on the letter that they are for the Mini
Tips Dept.
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By now everyone must have noticed that there was a slight
hiccup in the Monty Mole pokes published last issue. | don’t know
where line 120 disappeared to (a piece of Mangram sabotage no
doubt) but here itis 120 DATA 62, 157, 50, 132, 210, 62, Justto
make matters worse there seems to be TWO versions of Monty
Mo/e and the pokes will only work on one version,

I think that’s enough intro blurb for one month, but just before |
start the tiEs Iwant to make a quick plea, no more DRAGONTORC or
EVERYONE'S A WALLY solutions please!

SHADOWFIRE

To capture general Zoff pasition
Manto outside his quarters and
drop the transporter beamer.
Pick the lock and send someone
into Zoff's quarters. Move a
character into the same location
as Zoff. Zoff will then try to
escape, As soon as he moves
onto the same location as
Manto, beam him aboard the
Enigma. A similar method can
be used to re the enemy
soldiers — this saves energy.
The other half of the destruct
code can be found on the Bridge
but it is unlikely that you will
need it because to complete the
game you must capture the Zoff
5, This can be done by capturing
ofr kiliing everyone on board. By
now you should have complet-

0 POKE 6 ed the game.
0 FOH 6 06
READ a: PO
0 RANDO 0
{) ATA 4 0
60 DATA . B §
0 LrA ¥ G . B
0DA 1
L
90 DATA O B 9 l
B
MDA : .
U LA i L -
0 I.- 95 , 50 5 y i’ﬂﬂ‘ﬂ
; This means that none of the |
0 DA 0 anemy craft everhitvou, The &
86 only draw back is thal it only W
DDA 0 worksoitlevel 1. ; ]
00 . sy Nl &
0 DA 66,9 Does anyone have any pokes? r
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DRAGONTORC

It seems that along the way I've
lost some of you in the Vaults Of
Locris. The problem seems to be
getting the letter . Go to the
room with the stool and fireball
in it and move the servant over
the stool; this willchange it into
a chest. Open all the other
chests in the vault and you
should have two keys. One of
these opens the chest by the
fireball. Open this chest and the
fireball should change into the
halfmoon and inside the chest is
the letter |. For those of you who
have got to Halgor's Sanctuary
find and take the energy herb.
Now find the skelebone and
search mdqet the diving rod.
With the diving rod search the
leaves and pools to receive the
BANE jewel and the Crystal of
Anti-thought. Use the Seal to
open the tombstone and go
down. Read the message and
leave everything except
Halgor's Seal and go through
the door. Touch the Seal on the
three spiders before they kill
you. Take the three spells. Use
the RETURN spell to get into
Halgor's tomb room. Search the
tomb for the doorkey to get out.
Leave with half moon early and

o to Witechwoaod to find

anctuary for the key to the
Locris vaults. That's your ration
of Dragontorc tips for this
month but if you are having
trouble with your energy level
then justt ese pokes as sent
in by K Wal r{er of Birmingham.
Type in the listing and save it to
auto run from line 10.

TECHNICIAN TED
The&e tips on the Oldl-.!‘ of the
and of

Y. andantly has
an nnermanaged to crack Tech
E o for infinita i

78 CRASH July 1985

"'|!~ --IIIIIII---_

/|
2 li'

lll.

|’l|’ PSY

|V IN

10 PRINT AT 9,1,“PLAY IN
DRAGONTORC MASTER
TAPE";AT 11,9;"FROM THE
START"

20 RESTORE

30FOR N = 23424 TO 23487:
READ A: POKE NLA: NEXT N

40 RANDOMIZE USR 23424

100 DATA 049, 122, 096, 006, 002

110DATA 197,221, 033, 000, 000

120DATA 017, 000, 000, 062, 255

130 DATA 055, 205, 086, 005, 193

140DATA 016, 239, 221,033,016

150 DATA 189, 017, 239, 066, 062

160 DATA 255, 055, 205, 086, 005

170DATA 062,201,050, 193, 189

180DATA 205,016, 189, 221, 033

190DATA 124,096,017, 212, 098

200 DATA 062, 255, 055, 205, 086

210 DATA 005, 062, 255, 050, 225

220 DATA 227, 195, 124, 096

Apr-l page I-"DI

_putlf
e !IIIIIIIIIIIllllll i

Please note that due tothe smount of letters that arrive for the Forum snd P'I.ylnngTrps, itis

simply no Jx:ssnhfew anter into parsonsl and
this, and would rather make the pai

understan,

i d
? vate cormespondence. W\,-_nopm.:‘:

nt thisway than have disappoi

waiting for mPIIaamatmw never come. Thank you.

HERBERT'S
DUMMY RUN

Here is quite a bit of the solution
to Herbert's Dumimy Run as sent
in by JWankling of Birmingham.

First of all get the box key and
get the honey pot. Now go to the
room that you start off in and
jump up on to the box. This will
Spring you up to where you can
exchange the honey pot far the
teddy. Get the rope. Now with
the rope and the teddy go to the

CHUCKIE EGG 2

These are general tips as sent in.

by Robert Williams of Warley.

Surprisingly there haven't been

that many tips for this game but

gu:te afew maps. Enou hoflh.e
mmng and on with Rob

brouncing balt from
i bounee off but if
| hrt it Froim the top then you
e, Yellow hatds kil yeu but

arcade room with the daleks in
it. The teddy wﬂngeo and open
the right hand side door; you
can now go through this, Jump
at the rope in the next room and
it should extendinto a room
with a rubber duck; collect this.
Load the pop gun (with the cork
and the pop gun} and go to the
castle. Exchange the pop gun for
the flag and with the rubber duck
go to the seaside screen, You
can now cellect the pebbles to
{oad the catapult. . . .

There was more to J's letter but
you will have to wait until next
month for that. Anyway you
probably know it all by now!

DUN DARACH

Now | don't want to give the
game away (I'll let you suffer for

another month) but to help you
off let me just say that thereisa
Goldbar Merchant in West Way
and an Aurums Buyer in Cross
Street — enough said.

-RE}

2540 all birds, mﬂles.iau
skates and icicles. Cas
If yau collect & basket 1
pan’t pinp. Thefacto
Enwc-r so look ford

ol need aight bot
mth ;ms !cocea

That seems to be it for this month but asi said at the start, hopefully
next month will see a bumper issue of pokes, tips and all the usual
assortment of things you have come to expect from me (/ike long-
winded intros -LM). Do remember the MINI TIPS DEPT and keep the
pokes coming in. Okay that's it from me. Bye until next month,

1
.

Do



DOMARK

presents

YOU

THE

YOU will become
James Bond
in his first arcade/adventure
AVAILABLE NOW on

| Spectrum 48K, Commodore 64,

Enterprlse
and watch out for
Amstrad MSX and others

roductions Ltd. Ghidroge Publications Lid. 1985
 Road, London SW20 8PN. Tel: 01-047 5624 Talex: 894475 G

|
|
[
|
I
|
|
g
|
!
l
|

COMPUTER GAME

ORDEH YOUR COPY NOW!
CALL 01-947 5624(5/8

OFFICE HOURS ONLY
NAME: (BLOCK LETTERS) et bRt N o0 S S

ADDRESS e e AU
BRI A e e i i PRSTCORE . liiis

Please send me ... wenveins . COPIES O “A View to a Kill -
at £10.99 (includes postage and packing).

| enclose acheque/P.O. for £ ..o
My computer is:

You may order by Access [1 visa [] American Expr
telephone (01-847 5624 /5 /6), OFFICE HOURS ONLY

Please debit my CREDIT CARD L] Signature:...

Account No: = | 24

eI T e AR Ty R e Fianiten cmi

To: Domark Lid., 204 Worple Road,
London SWEG 8PN

DOMAREK Telex: 894475 G

The Computer Game”

D by post or




‘The Stadium: =
There are two solutions to this—
find the easier one for yourself.
but drive this one for thrills/

Use a ball to give you cover
from the Tower marked 1 and to
Iet you get into a position from
which can Tower 2.
Drive to A and wait for the ball to
pass, then drive on to B before
the other ball blocks your way. |
Shoot Tower 3 and 8 way out |
through the southern end of the
Stadium is clear....

MIAKING LISE OF CONER
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- quickly! :
> " Drive through Tower 3's and
g ' i . spot, deactivate Towers 4 and 5

Tower 1 permits and exit via the double-blind
East-West crossing ! spot of Towers6 and 7.
i Tower 2; permits - o

North-South crossing Jil Thereisa second AcEonTa The

; act s ivating Tower 4. Can you find

Guillotine: 3

This is icki €&

Atrium to 3
The Gate to the east, which

blocks the exit will nnhr de-
activate when a sequence of six

gat fonnadbyanarsAand

ng Tower 5 will erect a

. Gahanverntehel‘l so time your
shots mrelutly to allow you 1o

) fuge in niche E before the

er comes rolling back




2 ( 3) KNIGHT LORE Ultimate
4( 1) EVERYONE'S A WALLY Mikro-Gen Sras AWl
8 (79) SKOOL DAZE Microsphere

10 (73) RAID OVER MOSCOW US Gold

12 ( 8/ DOOMDARK’'S REVENGE Beyond
14 (29) WORLD SERIES BASEBALL Imagine
16 (75) DT'S DECATHLON Ocean

18 (78) LORDS OF MIDNIGHT Beyond

20( 7)WIZARD'S LAIR Bubble Bus

22 (20) AVALON Hewson Consultants

24 (—) GRAND NATIONAL Elite

26 (27) MATCH POINT Psion

30 (—/) GYRON Firebird

The winner of this month's Hotline draw is Craig Bartiett from
Kempshott, Basingstoke; and the four runners-up are: Keith Gis-
combe of Droitwich, Worcs; NS Wilson from Shepperton,
Middlesex; David Cairns of Hillsborough, Co Down; and Henry
Shades from Glasgow




2 (12) OUT OF THE SHADOWS Mizar

4( 4) DOOMDARK'S REVENGE Beyond

6 ( 3) LORDS OF TIME Level 9 Computing

8 ( 8 RETURN TO EDEN Level 9 Computing

10 (73) SNOWBALL Level 9 Computing

12 (—) MOUNTAINS OF KET Incentive

R\ 14 (23) RUNES OF ZENDOS Dorcas

16 (24) URBAN UPSTART Richard Shepherd
18 (78) TWIN KINGDOM VALLEY Bug-Byte

20 (74) SHERLOCK Melbourne House

22 (29) VELNOR'S LAIR Quicksilva

24 (22) THE HULK Adventure International
26 (27) PLANET OF DOOM Artic

28 (28) ORACLE'S CAVE Dorcas

30 (27) ESPIONAGE ISLAND Artic

The winner of the Adventure Trail Chart for this month is Michael
Slater from Ramsbottom, Lancs, The four runners-up are: D
Schraibman of Shawclough, Rochdale; P Chessman from Water-
loeville, Hants; C Crowberry of Barbourne, Waorcester; and Chi-
Wah-Yau from London NW1 - ; f '
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-1 BACK NUMBERS

fill that CRASH Gap.....

Out of stock

‘Kong’ games Currah Microspeech Living Guide = Steve Turner

‘Missile Command’ games _Living Guide  Sinclair Talks Code Mame Mat

The Quill utility Graphics utilities  Micradrive ‘Fengo’ games  Living Guide
New Generation  JetSet Willy Map  'Panic’ games  Alphacom printer

3D ingames_ Atic AtacMap 1 Specgral  ‘Pacrman’ games

Atic Atac Map 2 Lo Profiie keyhoard

TirNaNog Downsway& Comconi'face  White Lightning graphics utility ‘Martin Whaeler
AnticMap Design Design  Lothlarien

Games Workshop Dk’ Tronics
Battlefield Joystick — comparisons  Deus Ex Machina

Music Typewriter Sureshotj'stick  Hisoft Ultrakit  Lords of Midnight Map Wanted:
Monty Mole Map  Pyjamarama Map

Mangram looks back  Super Mutt Map  Death ofImagine  Readers Awards Spectrum +

Inside CRASH  Timex Disc Drive !

Joy Sensor f'stick Mikro-Gen  PsytraxxMap  Mini Office.  Stave Jacksan

AirwolfMap TirNaNogMap Omnicale2 Mike Singleton Doomdark’s Revernige map
Artist: Steinar Lund

Lendon Underground Map [1) Designer’s Pencil Bachkpackers Map  Technician ted Map
SinclairStory 1 Chris Sievey  Scort Adams  Mizar Artist: David Howe ;

Sports simulations roundup  Sinclair Story 2 Firebird  Incentive Light Magic graphics
utility . _musicutilities  Underwurlde Map 1  Bruceles map. SabreWuliMap  Everyone'sA
Wally Map  Artist: Godirey Dowson :

Denton Designs . Frankie  Spectrum surgery  Sinclair Story 3 Knight Lore Map 1
Underwurlde Map2 Tape to Microdrive  Lesnardo graphies utility  Datal sound sampler
Artist: David Thorpe

CRASH July 1985




ST EY SAID IT COULDN'T
BE DONE Dept

The world’s very first ICON DRIVEN

Competition, brought to you by no less than
CRASH in association with BEYOND

WIN !

GOING — 'A\
L Picic LIST .
OF DE5T‘”‘W‘°N5:H

stri
philistines there W
abide TM will no doubt gleefully 9o

and boil their heads, shan't feel up t0
entering this competition, and won'
want to win any SHADOWFIRE T-

Shirts. . -«

Qur Hero, depicted here, finds him-
self in a S rt, negotiating his
way around the High Tech environ-
ment. Owing 1o the mu ood
word.found it in

Lg:g Wol
used by the beings that trave! through

the Spaceport, al
are icon driven.

nﬁﬂﬂa

use?

That, dear Competition Entrants, is
what you've 9 to decide. Oli the
Magnificent isn't so good on lcons —
he couldn’t make up i

jcon to put on which computer screen.
a cop-out on his part, but

it's a bit of

then you need an opportunity to exer-
cise your skill and judgement, don't
you?

Study the action in the cartoon strip,
examine the icons available and make
your decision. Match up the letter of
the icon Jou think fits best on each

numbered frame of the strip and whizz
HADOWFIRE com

Eortlxr entries to 5 P-
TION, H, PO pox 10,
LUDLOW, SHROPSHIRE, sYs 1DB to
arrive by 25th July andyou could be
yet another lucky winner.

e
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G, WD T GONNA EAT PO THE
FIRST TAME sy S MONTHE! T GONIA
CATEH THE LOONY IN MY MOLITHS

YEE TAMI HERE T B0, THEAL ..

THOSE OF v0i WHE HAVE FOLLOWED

THIS §TRIP WILL KNGW WHAT (§

GOING Do HERE ! THOJE OF
15 1 AN

* I MONSTER, AND HAVINS
MY PATHEUL STup

A ;}4
£ il .
o 3 FTE! THATY

& 2tk
L)
5/ O, TRy :
JUS DANDY. THAT 15 -
S P HE HOLDS THE WORLD "
b I HE HAADT AMD sy
USES (T 70 FEED o "
L THE B! REAL BB
e >

e
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B -0 Teme

ive o
INUE
haw With me: -
HRGE UEGETRELE STRAINER (worn)
ORTABLE UVACUUM CLEANER
‘M oreadd For your

ingtructions.

SUBSUNK Adventure with Graphics :
Trapped on the seabed ina scuppered submarine

SHORT'S FUSE Arcade/Strategy
Sam Short secret agent versus Boris and his bombs

o sy

DON'T PANIC Arcade/Strategy DON'T BUY THIS! Compilation
Amusing and challenging, a game with a difference  Five of the worst games you have ever seen

FIREBIRD SILVER CATALOGUE 016 BOOTY Arcade/Adventure

SPECTRUM 16K/48K Twenty holds full of pirate loot )
006 RUN BABY RUN Arcade 031 SUBSUNK Adventure with Graphics

Multi-car cop chase and shoot-out Trapped on the sea bed in a scuppered submarine
035 DON'T PANIC Arcade/Strategy 033 THEHELM Adventure

Amusing and challenging, a game with a difference An amusing, stylish text adventure

036 SHORT'S FUSE Arcade/Strategy

SPECTRUM 48K Sam Short secret agent versus Boris and his bombs €

008 VIKING RAIDERS War Game

037 HELICHOPPER Arcade

Fast and smooth multi-screen action
040 DONT BUY THIS Compilation

Five of the worst but funniest games you have ever seen
043 FAHRENHEIT 3000 Arcade/Strategy

Sixty four screens to melfdown

Atest of strategy against the computer or friends
012 THE WILD BUNCH Strategy/Adventure
Accused of murder, hunt the real killer
" 014 MR FREEZE Arcade/Strategy
Six compartments, each tougher to de-ice

MAIL ORDER

| Please state name of game (and machine) and
numbers required. Enclose crossed cheque/PO
made payable to FIREBIRD SOFTWARE. All offers
are subject to availability Orders are despatched
promptly. All prices inclusive of VAT and postage.
MAIL ORDER: *FREEPOST FIREBIRD,

| WELLINGTON HOUSE,

| UPPER ST. MARTIN'S LANE,

. LONDON WC2H 9BR

[ - e, = |
‘Ho st requred lt:::: |
Firebird and the Firebird logo are tradsemarks of British Telecommunications pc. [ ] |

1 i } FIREBIRD SOFTWARE, WELLINGTON HOUSE. UPPER ST M ARTIN'S LANE, LONDON WC2H 9DL. TEL:01-379 & 626 ‘
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QUICKSHOT Il AUTO RAPID-FIRE JOYSTICK

SPECTRUM INTERFACE .




ond the Spectrum.

~SPECTRUM UPGRADE KIT

Four great new add-ons from Ram, Number One in
everything for the Spectrum...
TURBO INTERFACE

Our unique 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—orinstantly from a ROM cartridge. It really makes
the most of the Quickshot II's rapid-fire action, and with a
unigue built-in power safety device, it's amazing value at
just £22.95.

QUICKSHOT Il AUTO RAPID-FIRE JOYSTICK

The famous Quickshot Il is the top games joystick, with a
sleek trigger fire button for quick reactions, an auto fire switch
for continuous shooting and a new, improved grip.
Revolutionary built-in stabilising suction cups mean a sure, firm
grip—asnip at £9.95.

SPECTRUM INTERFACE

Boost the power of your Spectrum, or Spectrum +.
This Kempston-compatible interface gets the most from your
games— electrify your enemies with real power and
lightning-fast reactions right under your fingertips.

Costs just £9.95.
SPECTRUM UPGRADEKIT

If you've a 16K Spectrum micro, this handy and
inexpensive add-in kit boosts the RAM memory to a powerful
48K, so 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 return the coupon below.

To: RAM Electronics {Fleet} Ltd (Dept CM ), 106 Fleet
Road, Fleet, Harpshire GU13 8PA.

Credit Card hot line: 02514 25252, {Access & Visa).

e

I_Piease send

I — Spectrum Turbo Interface(s) at £22.95.
Quickshot Il Joystick(s) at £9.95.

_ Spectrum Interface(s) at £9.95.

_ Spectrum Upgrade Kit{s) at £21.95.
{Please state issue 201 or300)

+£1 per order P+P{£3 Overseas) TOTAL £
O | enclose cheque/postal order [ charge my Access/Visa

Mame

B e e
24 Hour despatch for credit cards and postal orders (7 days for cheques)
Al products are fully compatible with the Spectrum, Spectrum +

and Sinclair Microdrives.

Rarn Electronics (Fleet} Ltd (Dept CM ), 106 Flest Road, Fleet, Hampahire GU 13 BPA.

——

Trade and export enquiries welcome
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MORE MODEM MANIA

In the last issue of Tech Niche
we promised you a review of
Spectrum modems. On the face
of it that was a little bold, not
only because there are so many
modems about but also because
the manufacturers of them are
either a) mean b) hard to find ¢)
don’t want to be found or d) they
never really had a modem in the
first place.

Anyway enough excuses. We
did manage to decide on the two
most important madems to re-
view in this issue and we'll pass
over the other forthe meantime.

The VTX 5000 and the Protek
1200 modems are both front
runners simply because they
provide an uncomplicated
means of communicating with
Prestel or, perhaps more import-
antly Micronet, st a reasonable
cost. These two modems are
limited because they do not pro-
vide the facilities that would
allow you to communicate
easily, with every sort of on line
computer there is — there are
madems that do, but generally
they cost a let more and are
more complicated to set up.
When we reach the stage of
examining hobbyist bulletin
boards and specialist databases
we shall also examine some of
the kit that is needed to make
those connections. But they will
have to wait for a future Niche.

To begin to explain why modem
camﬁatibi!iw is nearly as big a
laugh as computer software
compatability, it is necessary to
take a look at the workings of
modems. As stated in the last
issue Modem is simply a short-
ened form of MOdulator
DEModutatar. We all know that
computers hump information
around internally as represent-
ations of one's and zero’s. Comi-
puters really aren’t that smart:
to a computer life is vaery simple,
a situation is either black or
white, on or off, one or zero. All
this means is that if a computer
wants to tell somebody that it
knows The Answer 1t can't
simply shout out ‘forty two’,
well it can . . . but only because
the computer knows how to turn
its version of ‘forty two’, 101010,
into our versioh of "forty two' —
42

So if one computer wants to
chat to another computer it will
do so in a signal representing

binary numbers, and all that the
92 CRASH July 1985

modem does is to take the
binary message and turn itinto a
form that can be sent down a
standard telephone line. Fed
with data in serial rather than
parallel form, all a modem does
15 convert characters into
sequences of notes for trans-
mission, and decode incoming
signals which have been sent
down the telephone line, assem-
ble them into characters and
hand them over to its host
computer,

In the case of the basic Spec-
trum, which doesnt have a
RS232 port fitted as standard,
you gither need to get hold of 3
modem which connects directly
to the edge connector and sorts
out the interfacing problem for
itself, or use a suitable RS232
interface for your Spectrum
which should allow you to con-
nect it to any modem. The R5232
interface provided on interface 1
isn't up to the job, althou%re\
people are rumoured to
working on that problem.

Once you've got a modem
attached to a Spectrum and
working, the next problem is to
make sure that it is compatible
with the modem at the other end
of the the line. They must both
talk the same language in order
to hold a successful convers-
ation. A number of variables are
involved, the two most impart-
ant of which concern the speed
with which the signal is sentand
the pitch of the notes used.

In Europe we have two main
standards. CCITT V.21 which is
for 300/300 baud eommunic-
ations, and the V.23 for 1200/75.
The baud rate is a measure of
the speed at which data is trans-
mitted. Typically, 300 baud
represents a rate of about 30
characters a second, while 1200
baud is about the fastest speed
of transmission achievable on a
normal telephone line, and
works out at about three lines of
text on the Spectrum screen per
second.

The V.21 standard is used by
most hobbyist bulietin boards
and on-line services. If you want
a modem to talk to these chaps
then it must be able to adopt that
standard (neither the VTX or the
Protek can). The mast widely
used standard now being used
by ‘Spectrum owners, due
largely to Micronet, is the 1200/
75 baud V.23. This is the
standard adopted by Prestel

which sends frames at 1200
baud and receives instructions
at 75 baud. It was this standard
that the VTX and Protek
modems were designed to use.
Some bulletin boards cater for
1200/75 communications, how-
ever, and user-to-user commun-
ication is also possible with
these modems,

Ifyou have a burning desire to
go truly international and com-
municate with systems in the
USA or Canada, then you will
have to consider yet another
range of standards. The Amer-
ican Bell 103 is similar to our
V.21 and the Bell 202 is like our
Prestel (V.23] standard except
that Bell uses different pitchesto
CCITT systems. Modems are
around that can switch betwesn
all these different standards —
but at a price. We hope to bring
you news of one of these, the
new Miracle Modems Spectrum
version soon. There's no point
on lashing out on super whizzo
{and expensive} hardware if
zour main interestis in talking to

restel and Micronat, however,

Apart from the communic-
ations software needed to drive

the modem itself and sort out
such housekeeping problems as
word length and parity so that
the receiving moedem on a sys-
tem is sent what it expects to
receive, a further problem can
arise from lack of compatability
with software. Clearly the com-
puter thatyou wantto talktoand
your computer both need soft-
ware to organise a multitude of
functions be it simply transmit-
ting chunks of text to another
computer or sending a message
to a mailbox on a large system.

The problem is that each com-
puter has a different view af the
outside world. For example,
problems may be caused by
incompatibie character sets.
Prestel would never understand
what a Spectrum SYMBOL
SHIFT keypress was meant to
mean, but software converts it
to be senit as a star — that's fina
because the Prestel machine
knows that the star means an
instruction is on it's way. Saves
a lot of argument and down time
with grumpy computers does
the software.

Remember that no matter
how smart a modem is, without
the software it's just a pile of
chips and capacitors. The soft-
ware that comes with the VTX
and the Protek modems is able
to convert the Spectrum's
output into a form understood
by Prestel, and a few more
clever tasks besides.

The Prism VTX 5000
Supplier: Modem House.
Price: £49.95

This modem really seems to
have become the standard for
clever people (a recent survey
shows that most clever people
own Spectrums Source: SEQS
1985). The principal advantages
with the VTX are twao fold. Firstly
the software is held on ROM
{read only memory) which
means the machine is raring to
go on power up so time is saved
especially when, as often hap-
pens, your connection with the
mainframe is broken and you
have to re-set the Speccy. The
second advantage is that the
modém is hard wired, plugging
into the phone socket and then
the phone plugs into the back of
the modem. This greatly
reduces the chances of the
modem being interfered with by
outside noises! The software
has most of the functions that
you could need including auto-
matic log on and off. Micronet
frames can be saved to tape or
microdrive and printed out, you
are able to download the soft-
ware or compile messages off

line loaded to tape ready to be
sent when you are on line. The
VTX can be used as a user to
user modem to allow you to
communicate with other users
so long as the same V.23 stand-
ard is observed. Other software
is available for the machine
which allows you contact data-
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GETTING IT ON

MICRODRIVE

interface 3

Supplier: Evesham Micro
Centre

Retail price: £39.95

By now you will have seen a few
ads from the chaps at Evesham
Micro Centre claiming that they
can sell you a machine that
transfers any program to micro-
drive. Well we wouldn't blame
you if you took it with a bucket of
salt: We did. | mean to say trans-
fer any software, get past aff
protection? come on chaps.

Evesham Micro are not exagger-
ating, Interface 3 will load every
game from tape to microdrive,
with no exceptions. CRASH
technospert Franco Frey tellsme
that the actual electronics in the
box are pretty old hat, not to say
cheap, but the way the thing has
been worked out makes it a
masterpiece. To transfer (please
note fanatical avoidance of the
. | word copy!) a program follow
nine simple steps;

1. Attach Interface 3 to Spec-
truim

2. Load game

3. Find place in game where it
naturally pauses

fgg stops to display

score)

4. Push red button

5. [nsert biank tape and hit any

vietetete 8%t
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6. Watch file save

7. Take off interface and load
the transfer software

8. Follow prompts to load the
game file

8, Follow prompts to save file
with new header to microdrive.

That's it. The whole operation
can take less than fifteen min-
utes and what you get at the end
is a perfect microdrive version of
the game that starts from where
)i;nu stopped it. ¥

he device is tofally passive
until you press the button, so no

ame: can detect its presence.

one of those smart anti-
hacking methods will work be-
cause you don't have to load the
game from the start — so they
manas well not be thera.

The software supplied with
the interface. even checks
through the loading screens for
hidden machine code, if there
isn't any then why waste space
saving the pretty piccy? One
other useful little trick the box
can perform is to take & snap-
shot of whatever is on the
screen, When you press the but-
ton, that screen is then saved as

a SCREENA.

At nearly £40 Interface 3 is a
considerable investment but as
it seams to beat all other transfer
systems hands down it is a cert-
ain method of getting your fav-
ourite games onto microdrive
and thus onto your computer in
a much faster time. Since you
have paid out so much for those
anyway, and many software
houses seem to do little to help
you utilise them, it must be
considered a worthwhile invest-
ment.

bases and bulletin boards that
use the same speeds but trans-
mil text in an rolling form as
opposed to screen by screen.
Specnet by Stephen Adams
costs £5.95 and a similar pack-
age by Stephen Gold can be
downloaded frorm Micronet fora
small charge.

The Protek 1200 Supplier:
Protek and high street shops
Price: £39.95

The battery powered Protek
machine js £10 cheaper than the
VTX, but it presents the disadv-
antages of having to load the
software inte your machine
before you can go on line. Also,
the modem is acoustically
coupled, which can give you
some wvery undignified mom-
ents as you try to squidge your
handset into the two rubber
cups. if you have a trimfone or a
phone in a style other than the
traditional cne then forget it, but
being battery powered he
modem has certain portability
advantages (only really advant-
ageous when you get your Spec-
trum running off batteries tog,
though!) While the software is
as useful as that of the VTX it is
not as easy to use since some
functions require you to load in
the odd chunk. Ifyou want to use
the modem user to user you
have to agree which one of you
is to be the original sender and
who is to receive and then load
in the appropriate code. With the
VTX modem you only have ta
slide a switch.

Conclusion

In my opinion the extra £10 for
the VTX modem is more than
justified. It is easier to use and
simple to set up, itis moderately
idiot proof as well as being neat
and tidy when in operation. The
only advantage that the Protek

may have is that the acoustic
m:ﬁlﬂrcoufd, intheaory, be used
Wi iarf;? n%mn%latae; that ean
supply it wit| input -
vii!:i‘ﬂg you can write,Pbur:r
scrounge the appropriate soft-
ware to drive it.
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FRANCO FREY, now fast becoming a leading authority on how to draw things on a
computer screen, concludes his review of the Creative Sparks utility that aims to turn you

into an artisitc genius,

WINDOWING AND
PICTURE

ELEMENTS

Awindow may be defined in the
picture by setting the two
opposing corner points of the
frame. The lower left corner is
set in cursor mode by pressing
key 2 with the cursor in the
desired position, the top right
corner with key 3. To display the
edge of the window key 4 will
provide a black frame. Key G will
save the window element into
the computer memory as pic-
ture number 1. To recall at a later
staFe the stored picture, key 4
will reveal the window. Key N is
pressed and the desired picture

LEONARDO PARTZ2

Having got rid of the general drawing facilities of LEONARDO in the
last issue of CRASH, several of the more exotic routines such as
windowing and the programmed drawing facility can be examined.

Leonardo must be
m, offering a
prove useful to

e most comprehensive drawing utility for the
multitude of options which might or might not
user. Careful examination should avoid any

disappointment as to how useful all the various functions are and
should also provide some help in assessing the performance of the

competition.

number entered. The program
then prompts for the display
mode. This can be either print,
add, common or difference,
executing either replace, logic
or, logic and and exclusive or
operations with the existing
pixels within the window. The
different modes provide inter-
esting effects and these can be
used to advantage. For example
Iugric and {cormmon) can be used
to fill solid objects on the screen
with any pattern created and
saved as a window. The picture
element can be used as a brush
by setting the x and y steps to
the same width and height of the
picture element and after having
pressed L and toggled the
joystick butten or 0 t?‘»a pattern
can be painted by moving the
cursor over the screen.

MAGNIFYING
PARTS OTHER

UTILITIES
CANNOT REACH.

Magnifying makes use of the
windowing technique. Only a
small area of the screen can be
magnified. The program. will
warn the artist if the area select-
ed is too big. Placing the cursor
at the lower left corner and
pressing D, maving to the upper
right corner and pressing D
again will locate the area to be
magnified. The cursor is posit-
ioned in the receiver area and
shift D will initiate t‘oceedin?s.
Prompts for x an.'.zlp ¥ magnific-
-ation factors must be answered
and the program will copy the

CREATIVE SPAR
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designated window in magnif-
ied form. By magnifying onto
the original window area the
process can be repeated several
times.

UDGS AND
PRINTING

CHARACTERS

UDGs are created in pixel cursor
mode with the use of the plot-
ting or drawing techniques
deseribed in part one. Once the
graphics have been created, the
cursor is positioned at the top
left corner of the area to be
stored and the cursor step is set
to 8 wide by 8 deep. After press-
ing key T the program prompts
for the memory location of the
UDGs. This can be either in the
Spectrum’s usual UDG area A -
U, or into the main store which
can hold up to 774 characters
{select any of 1 - 774 start pos-
itions). X and Y block size is
asked for and the graphics are
copied into memory. To display
the UDGs character cursor
mode must be selected and
characters printed in graphics
mode. This can be done with key
P, which sets a line of text or
UDGs that is repeatedly printed
at the cursor position, or key L
which prints a block of UDGs in
various ways on the screen. The
function prompts for the UDG
memeory area (A-t) or 1-774) and
the block size. The block can be
inverted harizontally, vertically
or not at all by answerin
g&ompts and similarly rotated 0,

, 180 or 270 degrees clock-
wise. In fact by combined use of
Save UDG and Print Block any
area of the screen may be invert-
ed and or rotated.

r
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PROGRAMMED
DRAWING

Lecnardo provides a routine
drawing of figures and patterns.
This programmable feature
provides the facility for drawing
patterns and shapes, singly or
repetitive at lingar or non-linear
scale expansion, translation and
rotation. Key E displays the
Draw Table. The Table displays
all the parameters which can be
set and is also a menu of avail-
able options within Program-
med Draw. Each parameter can
be set in turn or skipped with
Enter. Scale sets the initial scale
factor for the first drawing oper-
ation with the beginning point
as origin. Scale increment is the
amount added to the X and Y
scale factors after each drawing
operation. Start gives the relat-
ive position to the beginning
point of the start of the next
drawing process. Link is the
oint relative to the start point
rom which successive drawing
operations take their beginnin
point. Displacement is the absol-
ute displacement for each suc-
cessive drawing operation. Rot-
ation is the initial rotation in
degrees of the first drawing
operation clockwise about the
beginning point. Rotation incre-
ment is the additional amount of
rotation to successive drawing
operations. Cycles is the
number of drawing operations
to occur automatically. Three
different brush modes may be
used. A (Picture] is used for pic-
ture mode and the picture
element together with the mode
of drawing (print, add, common
or difference) has to be entered.
(Coords} is used for figure
mode and the first and last
coordinate pairs to be used from
thie Figure Table for the creation
of the figure. The Figure Table
contains up to 10 coordinate
Eaairs, so that quite complex
se figures may be used. The
Figure Table may be called up
with |. € (Brush Mode) is the
mode in which a rectangular
brush is used if Brush is select-
ad. The brush size is determined
by the scale factors and the
mode can be set indeﬂendemly‘
This can be Plot, Unplot or
Invert. 4 drawing modes may be
selected. D (Line) will join each
cycle with a line. E (Figure) will
draw the defined figure at each
cycle of the programmed draw.
F (Picture} will deposit the
defined picture elernent at each
evcle of the function. G (Brush)
will draw the rectangular brush
at each cycle of the programmed
draw. Last there is a Reset opt-
ion {H) which will reset the first
aight parameters to their initial
values. Although complex, the
programmed draw option is
quite fun to use and easil
learned. The complexity will
ugrantee some rather fancy
m}k[ng graphics, especially if
enough time is spent playing
with the various parameters.

SCROLLING

Legnardo provides the facility of
serolling the entire picture or
anly the part within a window.
Scrolling in any direction may
be accomplished by scrolling in
several steps. Picture and
attributes are scrolled individ-
ually. Serolling the entire picture
may therefore be useful for settl-
ing attribute border problems.

Cover is a function which gener-
ates interesting texture. It uses a
scr‘cllin?g technigue. The picture
is scrolled a distance and in the
direction chosen, and copies
itself repeatedly filling to the
edge of the screen. The entire
screen or only the pixel window
is ‘covered’ upon selection and
after giving the direction of the
scroll movement the repetition
interval must be entered.

IN CONCLUSION

leonardo has a tremendous
amount of functions to offer and
anyone with the doodle bug will
get lost in the maze of options
gmvidad in this package. The
rogrammed Drawing Feature
alone can keep anyone awake
for several nights. As a serious
screen development tool for
rofessionals the Prcgrarn istoo
ancy. Here Melbourne Draw
with the excellent magnifying
option for detailed pixel work is
still unbeatable. But Leonardo
aims at a very different user, By
providing an immense amount
of special functions Leonardo
can be seen as a game in its own
right, where the user takes a
very active and creative role.
Leonardo is very user friendly
with its many menus and tables.
Loading, saving and creating
pictures, UDGs or non screen
raphics is straight forward and
there is a prompt round every
corner. leonardo uses a

HELITECHUNICHEOTECHONICHEOTEC

signalling system to inform the
user of the program’s condition.
Whenever  operating, the
program draws a colour coded
strip to indicate the state of
affairs. This is especially useful
for the programmed Draw
mode, leaving no doubt a5 to
whether something awful has
occurred or not. The 100 page
manual is written as a straight-
forward introduction to all the
operations and functions of
Leonardo with extensive exam-
ples on the Programmed Draw
mode, Now, what about all
these competition entries. . ..

P m: Leonardo
me: Creative Sparks

Memaory required: 48K
Retail price: £9.95

KEEPING UP WITH

THE SIDses

The DkTronics three channel
sound synthesiser is a fairly
nifty little gadget which, for £30-
odd, upgrades your standard
BEEPing%pectrum to a machine
with sound capabilities compar-
able to those on a BBC or
Amstrad. Based on the AY-3-
83912 programmable sound
generator chip, the unit comes
complete with a plug-in speaker
and cassette based software to

get you startad.

The chip itself has fourteen
registers, which may be access-
ed from the BASIC ‘OUT’ com-
mand, and sounds may be con-
trolled on the three channels
available. This direct approach
is probably not for the beginner,
and to avoid total despair on the
Ean of the new user Dk'Tronics

ave thoughtfully written some
software which allows you to

interact with the chip by driving
a cursor round the screen, Dis-
ple:zed options may be selected
with a single key press — or by
grassmg ‘fire’ if you've added a
inclair or Kempston joystick.
Adding a joystick is advisable,
as itmakes programming sound
effects from the screen menu
simplicity itself, as the software
is really very slick, taking the
pain out of experimentation and

The Dk Tronics Sound Generator interface,
whatappears tobe a converted car speak

..

hiding a three- channel sound chip aided and abetted by
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allowing the complete novice to
start making a respectable
racket very quickly!

Using the demo Music Des-
igner software, you are able to
program up to three tunes (or
sequences of sounds), using all
three voices simultaneously and
‘record” them into  memory.
Once you've set up a voice with
the associated parameters of
waveform (either tone or noise),
enveloping, attack and decay
and shape, notes may be enter-
ed into memory by moving the
cursor up and down a keyboard
displayed at the base of the
screen and pressing ‘fire’ to
enter a given note, As each note
is added to your growing comp-
osition, it is played back to you,
and a simple editing function
allows you to space back to the
last note added to the stream
and delete or change it.

TONE

your tune.

phanes. Connecting the output
to your stereo is also a viable
option, especially if you want to
hear the delicacies of the env-
elope shaper, but be careful. |t
would be fairly easy to damage
your speakers if yau don't watch
the volume level.

From the musical point of
view, the unit is definitely a lot of
fun, but it is not really capable of
generating the more complex
sounds that a musician might
expect. The attack and decay
isn't quite true to form, altering
the pitch of sounds rather than
the amplitude (volume), which
is a little naughty, and not the
way a true music synthesiser
waorks. Similarly, the manner in
which the wave forms are man-
ipulated by the envelope is inter-
esting, but not really conducive
to really first raté music
synthesis,

OFF SHRPE

Tha title sereen from the Sound Generator’s musical software.
Plug a joystick in and drive the cursor around to assembls

The instruction booklet that
comes with the unit is the tiniest
bit impenetrable, but all the inf-
ormation you might require to
program the unit directly is
there. A little time spent experi-
menting with the demonstration
software would certainly pay
dividends if you wished ta delve
inte programming the sound
chip directly. Most people would
probably be quite happy to stay
with the software supplied.

One minor niggle with the
program is the fact that you
cannot immediately hear the
effect of changes you make to
the wave formations — it's nec-
essary to keep scampering
down to the screen keyboard
with the cursor to play a note,
which can get a bit frustrating.

The unit itself, quite naturally,
fits onto the edge connsctor,
and sound is output via a mini-
jack socket on the top of the unit,
which has a little volume kneb
for you to twiddle. Don’t be sur-

ointed with the effect of twiddl-
ing this knob when the speaker
supplied is connected — the out-
put level is little short of wimnpy,
and is better suited to head-
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prised if you soon get disapp- |

Ta be{ferfsctlv fair, the unit is
sold and described as a sound
synthesiser, and for the purpose
of experimenting and gener-
ating interesting sounds (which
may be incorporated into your
own software), the package rep-
resents good value and is well
supported by the Music Design-
er software. If tuneful and more
complex sounds are your goal,
the Dk'Tronics package could
prove a bit of a let down.
However, if you are thorough-
ly bored with the possibilities of
EEP, and want to go a stage
further in computer sound
eneration, the facilities offered
y the sound Synthesiser will
allow you into the same league
as BBC and Amstrad owners. If
you really wanttobea comguter
musician, then there's probably
not much of an alternative to
lashing out ona Commodore 64,
which contains a very smart
custom sound chip by the name
of SID!

LOTECHONICHEOTECHONICHEOTECHO

INTERFACE
WARS!

The SLOMO Pacesetter: s!awnmriongamaphy, LED
14.

indicator and Kempston Protocol for

a5

onef

Datel’s Switchable joystick interface — 3 for the price of

Well, we were right! Nidd Valley
Micro Products were in touch
with us shortly after they read
the review of Dk'Tronics’ speed
controller in last Niche to let us
know about their two products,
the Pacesetter and Program-
mable Pacesetter,

They also asked us to point
out that SLOMO will crash some

rograms if freeze frame is held
or too long on some Spectrums
as the memory refresh cycle is
affected — but then so will the
Dk'Tronics unitwe are told. Nidd
valley also mentioned that they
have a Patent application pend-
ing on the device which could
mean that someone might just
end up infringing their Patent
rights. ...

Nidd Valley also pointed out
that their SLOMO and joystick
interfaces are Quickshot Il com-
patible, which it appears, the Dk
device isn't.

The basic Pacesetter has the

LED that Dk's could have done
with ta let you know when the
SLOMO was active, and res-
ponds to the Kempston proto-
col. All this for £14.95,

The Programmable version,
as its name suggests, allows you
to program the joystick move-
ment keys into its memory, and
has the same SLOMO controls
as its little brother — £29.95 for
that one,

Interested parties may contact
Nidd Valley Products Ltd on
0423 864488

®Not to be left out, Datel Elec-
tronics announce their switch-
able joystick interface, which
accepts Kempston, Cursor and
Sinclair Interface 2 protocols, as
well as the rapid fire feature of
Quickshot 2 type joysticks . . ,
£12.99 for that little black box of

podies. They live on the end of

782 273815

Ever felt spoilt for choice?
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A WALK IN THE PARK

FOR SOME TIME now one aspect of adventuring has become ever
more prominent in my mind as I've walked through a local park. This
park has a river flowing through it, buildings of some interest, both
genuine historical structures and more fanciful follies, alongside the
traditional embellishments of a city park— layers of flowers of every
hue lining sinuous pathways. What struck me on my stroll was the
realisation that every device needed to fill an adventure lay notin a
darkened room festooned with the latest bits of microcomputer
hardware, but out there in the sunshine and sudden summer rain.
Why not base an adventure on this very park? This got me thinking
about adventuring and microcomputing and where it was all going,
Why indeed had adventures come to be based upon myth, legend
and fantasy when they could concern themselves with the real world
and all its infinite variety and natural abundance,

| noticed a little while ago an artist featured in CRASH went to all
the trouble of obtaining a real specimen before attempting to draw
an ant. Fsightly, the artist judged no better fee| for the subject could
be infused into his work than that derived from the real thing. So itis
with novelists. Authors, even when they can't visit the real location
which provides the backdrop to their book rely upon the most auth-
entic second-hand accounts they can find, such as tourist guides,
street mapsahd other novels, and by so doing, enrich the final draft.

Adventures, until greater memory and perhaps finer resolution
can produce more meaningful graphics, are closely related to the
short novel and it is nothing short of amazing that no-one has
attempted to write an adventure which deals with a real life structure
or situation. Surely there is an area between frivolous amusament
and erudite education where microcomputing can play a part in
broadening our whole perception of where studying and work finish
and leisure and relaxation begin? It seems only fair that micro-
computers should cushion the bumps along the road of social up-
heaval which leads to the revelutionary world of computers and
robots (remember them? They were all the rage on Afternoon Plus
?dbm;t two years ago when discussing the future seemed like a good

a2a).

How about an adventure where the subject matter concerns itself
with a8 real Scottish castle and a story which gives an authentic
rendition of its history? Or perhaps it could traverse a real park (say
Hyde Park in London, Central Park in New York or your local
Jesrmond Dene| whereby at the end of the adventure the player has
not only enjoyed an entertaining game but has also picked up the
rudiments of sorne tourist spot.

Two games this month had me thinking even more about the
possibilities. Although | do not know for certain; | think an
Arendarvon Castle does not truly exist in NW Scotland, and when
considering the layout of the submarine in Sub Sunk | find it hard to
believe the author has consulted any reputable works on the subject
of submarines or their internal design. It is hard to imagine indeed
any author embarking on a novel concerning submarine warfare
without first consulting the facts so freely available to anyone with
the time and tenacity to unearth them. By and large, considering the
high standard of published novels, mest authors lock on research as
an essential prelude to writing itself. It is my hope that adventure
authars will consider carefully their subject matter and what relev-
ance it might have. .

BORED
OF THE
RINGS

Producer: Deita 4

Software

Retail price: £5.95
Language: Quill &
lustrator

Author: Fergus McNeil

When | was at tech college
taking one or two A levels
{makes them sound like long
cool drinks which in many ways
is what they were) | remember
some member of an adjacent
peer grouping going on about
some greal book he had just
read entitled something like
‘Bored of the Rings' which app-
arently was a send up of the
Tolkien classic. | was at that age
fand a good age, methinks)
when things like Tolkien and
Star Trek were such brilliant
stars against the dour backdrop
of everyday existence (activities
like hoovering corduroys and
searching for green biros: that
waork) to denigrate, such was the
esteemn in which they were held,
Of course the vyears have
brought their changes (I now
regard hoovering corduroys a
ge rfectly respectable recreation)

ut my increased background
eynicism only gently impinges
upon these great warks as | still
largely regard them as timeless
classics (Tolkien the incongruity
of believable fantasy, Star Treka
fresh, scientifically optimistic,
look at the future).

Now you're thinking, this can
hardly bé a kindly introduction
to a game which satirises Talk-
ien's greatest work. Well, des-
pite early reservations, | can say
this game is mostly amusing,
which you might expect, but fur-
ther, is true encugh to the orig-
inal to be an interesting version
in its ewn right. To summarize,
all the names have been
changed but the story's the
same. The booklet which
accompanies the program is
broader, ﬁarodying other such
guides which accompany other
such Fprograrns. The Foreword
and Prologue are disarmingly
hanest concerning the beginn-
ings of this work,

One or twao facets of this game

mark it out in-my find. One is
the submission of my review
game ona microdrive — the first
50 far— and with the cccasional
shove in the right direction it
performed just fﬁm {elaborating
on these shoves, howevar,
might weaken  microdrive
sales)! Another is a letter from
Fergus McNeil of Delta 4 to
Lioyd, the man who gets the
grams, which is about as friend-
ly as my bank manager's asking
me if I should like to 'service’ my
overdraft. All is sweetness and
roses when Lloyd gets a ment-
ion but | am made out to be the
uncaring oaf who delights in
stamping on any game that
doesn’t come up to the mark and
pressing it firmly into the sub-
stratum. The annoying thing is
it's all true!
. Despite the above, and the
mention of a rival magazine in
its HELP reply (not many rivals
left now) this game has got that
little sormething going for it. The
redesigned character set is
attractive, the pictures are gen-
erally passable and more impor-
tant, quite fast (though the first
is rermarkably similar to that of
The Hobbit — no — identical
were it not for the chest) and the
storyling is certainir a very full
computer version of the ariginal
Tolkien classic. By the way,
mentioning the Bored of the
Rings book is no less than in-
flammatory given the afare-
mentioned letter's  express
desire not to be associated with
the Harvard Lampoon book —
whatever that may be.

Working out how the Bored
names (and | exclude the myst-
erious Judith who seems to crop
up everywhere) relate to Tolk-
ien’s provides much humourous
diversion. Can you sort out
sorme of the following? — Fordo,
Bimbo, Spam, Pimply, Murky,
Tom Bumbadil. Place names get
the same treatment with a
Brandname Bridge, for exam-
EIE, looking remarkably like the
orth bridge. Other abbrevia-
tions include a Farmer Faggot's
Triffid Farm and a trendy boddy-
popping barrow wight.

tarting the game you are
guickly introduced to the hum-
our which pervades the whole, a
gentle lampaoning which keeps
to the character of the Habbit
world jtself. Bimbo disappears
with a large explosion kiiling
several of his boggit guests
while a little later Bimbo and
Gandalf discuss the small task of
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ridding themselves of the ring
: ‘and so we'll need to get
some dense lemming to take it
and dump it where old eyeball
can't getit. . . . They both looked
at Fordo’. An aspect of play
really strikes home early on —
the fact that copious amounts of
text can be produced simply by
pressing any key. This, | am
sure, is all part of the send up
and makes the game all the
mare humorous for it. Nothing
quite beats that faintly ridic-
ulous feeling you get on discov-
ering how the game allows you
onward no matter how clever (or
dismal) your attempts — | only
hope telling you about this
won't detract from your own
feelings of embarrassment.
Bored af the Rings is not as
boring as the title might suggest
and has obviously been con-
strued by a programmer who
enjoyed Tolkien's original. Its
humour is directed both at the
world of the hobbit {or boggit in
this case) and more broadily at
the whole adventure fraternity.
Being someone who has been

| known to laugh at himself, for

example, when munching mint
peas and contemplating a pile of
screw-in light bulbs, | welcome
the opportunity to laugh at the
whaole fantasy/adventure world

in @ way which remains true to
that weorld. As if checking the
internal temperature of a thick
pizza with a carefully inserted
index finger (why does this col-
umn always degenerate into
food)? | make a habit of prod-
ding my way into the uncharted
depths of an adventure. Thisane
has three parts. Probing parttwo
I found much to commend con-
firming what | had suspected —
this game has been dutifully
constructed and carefully
finished.

| commenTs

Difficulty: mostly quite easy
Graphics: a few but not
Eart]cu]arlv good
resentation: nice redefined
character set and colours
Input facility: basically
verb/noun
Response: instant, except
where pictures are drawn
General rating: quite good

Atmosphere 8
Vocabulary: 7
Logic: 7
Addictive quality: 8
Overall value 75

Producer: Gremlin
Graphics

Retail price: £4.95
Language: BASIC
Author: Colin C Chadburn

Tinderbox is a Softaid support-
ive product produced by Grem-
lin Graphics. All profits will be
donated to the Ethiopian Relief
Fund. The game comes com-
plete with a whole storybook on
tape and has options to select
the colours on screen and
whether or not to display the
pictures.

Tinderbox is a fairytale adwv-
enture very much aimed at a
young audience and is the story
of a common foot-soldier and
his rise to become the husband
of the beautiful rincess,
Rowella. On one side of the tape
the whole tale is laid out before
you so making the game itself
that much easier and tells of
how Tom, the wounded foot--
soldier, leaves hospital with
only a sword and five golden

guineds to his- name: Toying
with the idea of turning in his
sword at the pawnbrokers he |
begins to wish he'd listened to |
his mum and became a Civil |
Servant.

A fortune teller is much dis-
turbed by his presence  as |
legend has it that the princess, |
the kln%s pride and joy, will end |
up the bride of a common foot- |
soldier. Toem, naturally enough,
thinks this not such a bad turn of
events and decides to do his ut-
most to make the prephesy, and
his dearest wish, come true.
Crucial to his sucdess is the
witch's tinderbox which magic-
ally controls the ferocious
hounds. Winning first prize in
the local archery competition
impresses the Captain of the
Royal Guard and wins him a
magnificent lute with which he
serenades the princess, winning
her undying admiration. But
how to exile the king to an
island, and how to escape the

GILSOFT
30, Hawthorn Road P
0446 732765

R i
= e =

; l*mm C umpu«ter sh0p5 Nationwide
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jail ‘are problems which lie
gtween him and the glorious
wedding, All obstacles are over-
come in the end and Tom be-
comes the Prinee Regent, help-
ing the princess in matiers of
state and ending the king's des-
poticmule over the land,

\ commenTs 4

Difficulty: very easy, aimed at
the younger adventurer
Graphics: very srnall graphics
on some locations

Input facility: verb/noun
Response: reasonable
General rating: one of the very
few adventures catering for the
yvounger player,

Atmosphere
Vocabulary
L v
ictive quality
Overall vaﬂle

=0~

AREN-
DARVON
CASTLE

Producer: Addison-
Wesley Publishing
Company

Retail price: £5.95 (Book)
£5.70 (Casstte)
Language: machine code
Authors: Hal Renko,Sam
Edwards & Arend
Rensink

Playing adventure games can
become quite monotonous at
times when each has the same
mgredients and, in some cases,
the same problems. So it was
with a certain especial relish |
lvaded up this game which
promises something a little
different from the rest. The point
i5 this game is so different that
for £6.95 you don't load it up —
you type itin! Itis a book (or just
a book if you want to be derog-
atory about it). However, should
the thought of typing machine
code listings into your Spectrum
fill you with haorror, you can
additionally buy a cassette with
the programming already done
for you. Hence we have a Micro-
world Adventure for the ZX
Spectrum from the book pub-
lishers Addison-Wesley with an
International Standard Book

umber,

This ?ame is a noble attempt
‘o totally immerse the player in
the world of Arendarvon Castle
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supposedly situated in the far
NW of Scotland. You play the
role of a journalist who has dis-
appeared while investigating
the strange past of the castie. At
your disposal are the numerous
newspaper cuttings and mag-
azine articles: detailing its mys-
terious past along with'a guide
which includes detailed pictures
of both the inside and outside of
the fortress. Set against the des-
olate, barren but wildly beautiful
highlands the castle is at once
imposing, impregnable and
invincible.

The rather substantial and
crisply produced book contains
a great deal to keep the player
occupiad for some time. A brief
introduction leads you on into
the journalist's article itself
which tells of how the journalist,
speaking aloud a timeless
riddle, finds himself transported
ta the castle within — a world of
magic and wondrous happen-
ings. A tall man dressed in a
fantastic cloak and tall hat
speaks to the journalist with a
rich musical voice, It is Zazar the
Great, most powerful of the
ancient Order of Magicians. He
relates how by uttering the
riddle aloud the journalist has
committed himself to a quest
beyond his imagining. "Your
task is this,’ he goes on, 'to re-
trieve the all-powerful cube of
magic and the subtle spells
associated with it The balance
in. equilibrium  between. the
simple laws of Earth Science
and the higher laws of alchemy
can only be restored by regain-
ing the cube of magic.

A Guide to Arendarvon Castle
follows detailing its history
along with the pertinent facts
concerning The Library, The
Armoury, The Bedroom, The
Great Hall, The Chapel and The
Sitting-Room. Reading these
sections. is vital for your under-
standing of this game as within
is much that will help you distin-
guish those areas most helpful
to your guest. Awhole section is
devoted to James Douglas, a
most celebrated sorcerer and
instrumental - alchemist, who
once inhabited the castle and
created the magic sign and
alphabet where the letters them-
selves are a reservoir of The
Farce.

The second part of the book
goncerns itself with playing the
adventure and begins with a
super summary of the difficul-
ties crafting an adventure game
can present, the chief one being
communication. This project
has chosen a sensible solution
to the user-friendliness praob-
lem; it lists very precisely which
waords can be used and how and
when ther are most useful, A
definitive list of 8 spells (eg Rev-
eal. Charm, Disclose) is followed
by the commands listed under
subheadings ‘such as Door-
Handling Commands {Open,
Close, Lock, Unlock, Strike) and
Object-Handlin Commands
(Take, Drop, Give, Put, Strike,
Use). Each of these words is

given the full treatment in order
to dispell any remaining ambig-
uity. How about this description
for TAKE. Symtax; Object-class,
Effect: The object comes into
your possession, on condition it
is not oo heavy for you to carry,
it is a fluid, vou drink it; if the
object can be worn you put it on,
Examples: take sword, take the
caat. This detail is shown for
each and every word which can
be used in this adventure and
although it may seem at first
leng-winded proves in practice
to add considerably to its play-
ability.

_If you knew anything of my
views of adventuring you might
guess that | most welcome this
kind of detail. It releases the
players from hours of tedious
word-matching and gets them
straight into the miore enjoyable
aspects of exploring the fantasy
world before them. It is some
indication of the thought put
into this game when the authors
have tackled the absurdity of
being able to pick up objects of
varying weights with the same
ease. Here this problem is
tackled by insisting on a consid-
erable forfeit of strength when-
ever a heavy object is picked up.
On buying this book a far more
pressing probiem may surpass
all others. The task of typing in
the program is an onerous one
but is made more bearable by
splitting the workload up into 7
sections, one for each day of the
week, and an error-check which
is better then that for BASIC.

But of course, if you feal flush
enough to pay Addison-Wesley
the additional £5.70 for the tape,
you can enter the world of Aren-
darvon Castle immediately and
in the normal way. Incidentally,
although the book is sold en its
own, the cassette is not; this is,
after all, an attempt 1o involve
the adventurer in the process as
well as the game, But the radical
approach of this game and its
unrivalled documentation may
just make the program inputting
abours worthwhile as the game
has a special flavour and atmaos-
phere all of its own. Arendarvon
Castle is only available direct
from Addison-Wesley Publish-
ers Limited, Fimchampstead

Road, Wokingham, Berkshire
RG11 2NZ, telephone: 0734
784000,

\ commEnTs 4

Difficulty: moderate

Graphics: none

Input facility; verb/noun
Response: instant

Special features: program typed
in from book (opticnal)

General rating: guite good

Atmosphere 8
Vocabulary 6
Logic 9
Addictive quality 7
Overall value 7.5
s esaarargssanmrreng

SUB
SUNK

Producer: Firebird
Retail price: £2.50
Language: Quill
Authors: Peter Torrance
& Colin Liddle

Sub Sunk is one of two cheap
offerings from British Telecom's
Firebird labal reviewed this
menth. This is probably the bet-
ter of the two as it concerns itself
with just the one immensely en-
gaging activity — that of escap-
ing from a sub sunk to the bot-
tam of the sea by a surprise
enamy attack.

You are Ed Lines a reporter
from the Seafarers Gazette on
board the Sea Lion assigned to
write an in-depth insight into life
aboard a modern working sub.
An alarm bell rings and before
the sub ¢an submerge the crew
are overrun by the enemy who
fail to find our intrepid reporter
hiding under a bupk in the ward-
room. Your prime objective now
is to get to the telex room to
send the message that will bring
a rescue party. The message is:
sub-sunk.

Up and running, the program
has an attractive appearance on
a b'we TV, but bright white glares
too strongly on a colour set
Since this review is on the whale
favourable let’s just say | played
the remainder on a b/w set after
the glare of the coloured instruc-
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tions, and in monochrome, all
looked well. For an inexpensive
Quilled l;lj)ame the graphics are
presentable  and  sometimes
rather good (as in the sickbay
and the cold store). What's
more, in places like the control
room, with its sonar display (and
bleeps), and in the reactor com-
partment, the control panels
show some life like the flashing
control desks which lined every
spare inch aboard the sub in
oyage to the Bottom of the Sea
('Captain, a huge octopus has
grabbed the ship’ — "don't just
stand there, melt 10 1bs of oil and
serve with a little garlic’).
| must say, forthe asking price
I'thought this game wasn't at all
bad. The logic required to solve
one or two of the problems was
thin in some places and suspect
in others but anyone who has
played many adventures can
soon get that self-congratulat-
ory glow of satisfaction within a
reasonably short space of time
as problem after problem bites
the dust. The balance between
getting somewhere and solving
problems is about right and on
your travels you will find much
1o keep you interested and ent-
ertained. As you might guess
the DDDeep FFFreeze
CCCCompartment is  rather
cecold, so much so you are
%uiclctv returned back to the Cold
tore before you freeze to a
block. Most of the rest is freely
accessible right from the off and
almost all you care to examine,
pull or otherwise. fiddie about
with causes something to hap-
pen, or gives an opportunity for
the program to show off some
new witticism. In the torpedo
handling area PULL LEVER and
‘whoosh! A huge column of air
leaves the tube’. In the Control
Room EXAM SONAR to find
You're on the sea-bed matey!’.
In the Navigation Area you can
examine the map but the torn
bits left reveal little that's intel-
ligible. | can't remember a single
location where something new
wasn’'t discovered with only the
most cursory poking around,
Sub. Sunk. is a much fairer
attempt to bring adventuring to
the cost-conscious consumer
than, say, the offerings from

Scorpio reviewed earlier this
year. The graphics are by no
means minimal — in many loc-
ations they add to the atmos-
phere and make play more en-
gwable. Almaost everything can
e examined and every lever

pulled maintaining a high level
of invelverment throughout. Get-
ting out of this submarine is a
challenge and you could do alot
worse than devoting some of
your Summer hols pocket
money towards having a go.

\ COMMENTS |

Difficulty: moderate
Graphics: on some locations,
relatively simple
Presentation: poor, black text
on white background and
raphics scroll off with text
nput facility: verb/noun
Response: instantaneous
Special features: some sound
effects
General rating: quite good

Atmosphere
Vocabulary

Logic

Addictive quality
Overall Value 7.

R~~~

e o e e e e ST

TR,
Producer: Firebird ™.
Retail price: £2.50
Language: Quill
Author: Simon Jay

The Helm, a text-only Quilled
adventure, is another Firebird
$ame on offer at a budget price.

he game's chief characteristic
is a curiously verbose approach
to the business of communic-
ating with the player. These
witty distractions dominate and
dictate the character of the gama
and it is to the extent that you
can stomach such incessant
loquacity which will decide your
opinions on this game. It is a |it-
tle unfartunate the game com-
bines such a windy style with a
redefined character set which is
so difficult to read along with
curious colour combinations
{like the dreaded red on black) as
this slows the proceedings to a
snail's pace,

Whatever the criticism that
can be levelled at the long-
windedness of the dialogue it
must be said this game has a
distinctive flavour and it would

be wrong to assume everyone
will find it too much to take. As in
all comedy, some lines are really
funny while others leave yvou
non-plussed. To give you some
idea ofwhat you can expact here
is a fair representation of soma
of the lines youwill meet.

‘Upon further opticular con-
templation of the immediate
surrounding environment | find
the fallowing’,

What would you have me do
next your Brillianceness?’.

“Thy wish is my command
¥our most eminent eminence.

he task has been completely
completed Sire'.

‘Give me your next wondrous
cemmand oh all intelligent one”.

On cutting a rope loose you
are greeted with, 't drops to the
floor with the distinctive sound
that only a rope hitting the
ground can make. Hit me with
another gem!'. When attempt-
ing something foolish, like pick-
ing up an object you already
have you meet, ‘Far be it for me,
a mere servant to criticise such

| Addictive quality

an omnipotent one as you, but
I've gat that! or, ' Although your
last cormmand was intellectually
superior, lwas unable to comply
with it'.

You see what | mean — it
either drives you petty or you
secretly find it rather amuszing.

It's not just the replies which
get this treatment, how about
this location description? 'l am
standing on a wvast mountain
plateau with barely anything in
sight worth mentioning except
an old cigar butt (probably from
the same not-so-litter conscious
native as found elsewhere), and
ane tréee (probably not the same
one as mentioned in the Coven-
ant Chronicles)’,

A lesser, but no less unusual
feature of this game, is the
sound, where typing a letier
creates a neise not unlike that
emanating when a pacman
?obbles a pep-pill while ENTER

inishes it off with one reminis-
cent of a pacman catching and
munching a fleeing ghost. All
part of the humour.

There is a bit of the cheap
game syndrome about this one
which was not so apparent in
Sub Sunik which keeps itself 1o
the very precise task of escaping
from a sunk sub. The Helm has a
small steepy village adiacent to
a barren desert and all the envir-
ans accupy just the one location.
The overall impression is of an
old fashioned game. the sort
that was once playzd in order to
gain experience of adventuring
with the sure knowledge that
better was soon to follow.

\ CoMMENTS 4

Difficulty: quite difficult
Graphics: none

Input facility: verb/noun
Response: instant
General rating: amusing

Atmosphere

Vocabulary
Logic

- M Rer Nl o]

Overall value

ADVENTURE
TRAIL REVIEW

RATINGS

ATMOSPHERE: rellects quality of
tocation desenpiaon arsd graghics and |
hirw eredibly characiers behawve |

VOCABULARY; the compielaness of
e iiasabi diary and friendiin ]

worts [Objects eic in focation
destriphons shoukd beinchaded

LOGIC: raflecis the foges of the problems
encoantared and whelhes or not you an
nkelymneh.—'l»;}ﬂwnhry;, W 7 |
chance of escape |

DEBUGGING: indicatas tha sl of
crashproohing. A program enouia ndat bis
creshied sirmply by makesg a0 ncoract
eiry o by [ireesing an unforunate
carmbiniation of keys

OVERALL: general rabing hased on prce
and fve otharratings BUT NOT AN
AVERAGE OF THE OTHER RATINGS
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Producer: Mirrorsoft
Retail price: £5.95
Language: machine code
Author: Texgate
Computers

| suppose | could sink this review
on its launch by saying some-
thin%; silly like if you're bright
you'll get the Mirrorsoft but,
don't worry, | won't say any-
thing of the sort.

Ashkeron is notable for its
huge' size, its unigque walk-
through graphic system which

ives the teel of wandering
t rough a castle, and also, its
conspicuous lack of the kind of
puzzles which so engaged the
early adventurers weaned on
Artic games, However, this
game is no walkover and the
mare you play it the more invol-
ved you become as it builds con-
sistently upon the charming lit-
tle warld it creates.

Ashkeron is the nama of the
principality where a Princess
Zeraphina lies weeping on ace-
ount of her forthcoming marr-
iage being held up by the abs-
ence of five treasures begueath-
ed for the well being of the
peoples ef Ashkeran. The curse
of the wizard in the nearby castle
will be complete unless her
dowry can be wrested from his
grasp. What is needed is a pow-
erful and resourceful man, say a
blacksmith, to go and sort out
this evil magician and, if he
should return in one piece, who
knows, he might get to marry
the princess and start up his own
foundry (sorry folks, someone
left that journalese machine on
— it's off now and the rest will
make complete sense, | prom-
isel. At the crack of dawn on the
day of the Spring Equinox, the
E;:eople accompany Stephen

that's you, the blacksmith] to
the gates of the wizard's castle.
Suddenly, the sky darkens, light-
ning flas \es and a clap of thun-
der bursts overhead. The skies
clear and the panic subsides but
Stephen is now on his own.

ere are two options from
which to choose on loading; a
standard version or a random-
ised version. It is some measure
of just how interesting this game
is to say that the standard game
proved quite surprising enough
witheut having to resert to ran-
dom elements. That said, it's
good to be offered a second opt-
ion where the objects are scat-
tered randomly and the game
different every time. An added
interest is the cormpetition run
by Mirrorsoft to find an advent-
urer of the month who will be
the player to produce the high-
est score for each month until
Feb 86. £26 in cash sach month
awaits the player with sufficient
wit and diligence to achieve the
month's best.

The first frame, funnily
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ASHKERON!

enough, brings just the sort of
puzzle so rare in the remainder
of the adventure whereby either
it gets solved or you're left wan-
dering excluded from where it's
all happening. Here you might
guess your quest lies across the

rawbridge and through the
portcullis rather than in the for-
ests that surround the castle.
One little tip at this crucial point
for those who end up buying
screw-in light bulbs or bags of
minted peas, or who can be rel-
ied upon to put their feet in it —
don’t fool around switching the
sound off with QUIET half way
through this delicate problem
otherwise you'll be back on the
wrong side of the drawbridge
before you can say SOGATEZ.
Best to leave any fine adjust-
ment until safely ensconced
within the castle.

Moving east you notice the
perfectly adequate and some-
times rather good graphics
which only oceasionally stretch
the imagination too far toward
the abstract. A distasteful smell
naturally pervades the stables
and the stable boy ‘arns that the
haorse here is very frisky. Explor-
ing the castle further you will
come to realise cold, damp
towers mark the NE, SE, SW,
and NW corners of the building
and their heights afford access
to the upper and lower levels.
Exploring the second level
above might be better left till
later as it is guarded by sentinels
who pose little threat while you
are on the move but are only eff-
ectively, and finally, dealt with
once certain knowledge has
been gathered elsewhere (you
know, not being able to give
away clues causes this column
to make about as much sense as
instructions  for self-assembly
furpiture). Much more of an
immediate threat are the small
whispering winged creatures
which grasp and lift you high
into the air. These creatures |eft
me stumped time and time
again — even when they drop
you they grasp again as you
struggle in vain to make good
your escape, Were this not
enough, also wandering about
many levels is the green slimy
dwarf who slices at you with his
magnificent swordwhile he circ-
les you warily.

A very strong peint in favour
of this adventure is its making
full use of the examine com-
mand. EXAM POT in the kitchen
gbves ‘Bubbling inside is a horr-

reen liquid in which: the
one can be seen’ while
E}{AM BOOK in the library
brings forth ‘It is bound in

laather and is obviously very
old’. {tnc:dentallyfglckmg upthe
book makes it difficult to read,
and once you get into a position
to read it, much haste is recom-
mended!. Throughout, examin-
ing things will either take you
further into the intricacies of the
plot or add te your involvement,
or enjoyment, as for example,
when examining the pictures
that line the walls of the art
gallery.

It won't be too long into the
game before you meet ‘Sudd-
enly it grows cold. . . You see a
patch of green fog, which, writh-
ng andswirhn , transforms into
the wizard . his passage will
mark the beglnnlng of a period
of time when everything turns
topsy-turvy due to some nasty
piece of cunnjn%magic from the
wizard. North becomes south,
up is down, OPEN is CLOSED
and other inversions occur
which, if not fully understood,
will leave you baffled at your
lack of progress. Fortunately,
the wizard’s spell fades after a
time and is abruptly shortened
by changing levels.

Ashkeron! is a real-time
adventure which not only in-
volves the 'time passes’ every 20
seconds (and the occasional
g;aphrc. of the wizard asklng

ave you gone to sleep?’ to
which the inevitable reply is
YES) but also the real threat of
being waylaid by a patrolling
sentinel or marauding green
dwarf overpowering and event-

ually killln% you should you
i

delay. It is ghiy rafessional,
sophisticated are  with
many fine fﬁature_s (you can
even use a jOEEItIBH Its appeal
will be very broad due to its
open structure, which can be
quickly and easily explored even
by the most novice of adventur-
ers, and its endearing storyline
set within a most impressive
and believable castle ensure
that in its walls lies a challenge
everyone will find interesting
and rewarding.

| commenTs —4

Difficulty: easy to get into, not
50 easy to complete

Graphics: on every location,
quite good though a little
chunky

Presentatmn: not bad, the white
background is an unfortunate
choice

Input facility: basically verb/
noun though also allows speech
input

Response: very fast

Special features: game playsin
real time

General rating: good

Atmosphere
Vocabulary
Logic

Addictive quality
Qverall value
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MORE ZAPPING

Mike, Okehampton, Devan

lwas going to review
{ bt m cacle skills
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U'm sticking 1o tha more sedate
weorrld of text advantures! The
Fact that arcade adventures
resicle in the charts has little to
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il other Trail readers have
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e

I have 1o start the help section of
SIGNPOST this month with
correctionsfor dtouple of errors
in |1rr-v|nu 5 Issues regarding the
Ker Trilogy lanAndrew of
hllH"ll‘lVl‘ informs me

11 To open the trapdoor
Down’ won't work. The ways
todo it are

a) Use crowbar — but this
breaks it, not very good asitis
needed kter

b} Make the MAGIC BODOT
follow you, go to the trapdoor
and it will smash open

Z2) To defeat the GREEN SLIMI
{vital for completing the
adventure) you need Lo get into
the cubtbyhole and DROP SOAP
onto it, which cleans it up

Soarry about that! Anyway
this ledds us nicely onto the
many other help requests
:-'-: eived for other par
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1t any m
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many letters for Trustrated

atdventurers unable to pass the
Zambie at the end of this

To do soyou must (
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The 1940 tirme zone is proving
a difficulty for [ W who
keeps falling victim ta the black
shapes talling from the sky
[They ain't heard of smokeless
faell g MPPL GOS B TIEMLUES
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In ¢ |\|:r- 5 of the excellent Lo
Ty, Anol Fad 15 having
trouble buying some ale
without any money (I've the
same problem down the local!

You need the HPME OVHHFL
il APOFE LILSFT

A Lucket from London has
'\-['f*ﬂllﬂll1l)!‘|1h-|15._y||u]' ; {
ATag s but has been un: |E1|-l [c'n
get out of the valley into the
mines. (Perhaps they've heen
closed -|ilwll- 1 W ire i||1 mber
righily, 1
FEY MM
I Kesrendlia, N il is
having lruul\ln- wpening the
chest i Tylon's hedraom — ha
has the gold key but the lock is
-r.H ||||F\n.|||nntnu|| Py CYFFE
HIFO EF2 BN
- JOLIT Illul..;l
Further on, M Forror of Brierley
Hill, West Midlands s finding it
cilficult 1o cross the bridge
guarded by the Darg vool, Try
B LHT " In
the i '
Ml s unable to pass the Ward
of Msmtergration. To pass TH
A IPE, LICUXBSE X0

Une game |'m always
A mlr1lr'tt1||||' tions on ik j
| Mo matter which way |
solve a problem | get a posthag
full of better solutions, Anyway
taking the risk Ay Bl ies of
Doncaster is searching for a way
through the trapdoar in the
Elvenkings Dungean without
breaking s neck. | would XF G5
- f l y B FROIL)
XEALL In the
SAMe game Braee] BErwans hias
got past the bulbous eyes bul is
unable to cross the river M LI
SAWES LISPX SP0)
The hrlliant new game

1 Hires frovm Adventure
Inter ||,1:|e|||.1| has proved very
popular this month. Stepher
Coowre Trom Sunderland 1s
strugaghling with that Gremibin
whe throws the darts. You need

IF LOLGE. Onthe roads around
Thie tewvwn numwrons explorers
have Fallen victm to the
unstoppable snowplouagh, To
sabotage Hn\ plough you need
the LI sil BUE JHOJUES. With
thierm TOPX

Finally, can anyane help out i
Vickery who hos collected the
Holy Granl hut canmot get past
the White Rabbit (| wander
what the game could be ")
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Shertly after the first home
computer that could load from
and save to cassette tape came
inta being, you can be sure that
some bright spark had the idea
of producing a magazine or club
newsletier in saftware.

The Americans started thehall
rolling, with a couple of mag-
azines appearing on tape in the
late sewventies — and there's
never been a shortage of prog-
ram listings in conventional
computer mags for keenies to
type in for themselves. Seme
listings publishers offer their
readers the chance to buy a tape
of ready typed in listings too asa
supplement to the printed
publication. It wasn't until 1983,
however, with the launch of
Spectrum Computing and 76148
that Spectrum owners were
given the chance to leap on the
magnetic bandwaggon.

Argus Press led the field, put-
ting out the first issue of Spec-
trum Computing early in the
year, and they were followed by
an independent company, Mag-
| netic Magazines Ltd who began
publishing 76/48, and then sold
the magazine to Argus Press
after ten issues. Thus the two
main cassetle publications are
now produced indirectly by a
mainstream paper-and-ink publ-
isher, but three independent
tape magazines for the Spec-
trum  are alive and kicking.
MSWM  (MicroSoftWareMag-
azine) is produced in Moseley,
Birmingham, by Infinite Soft-
ware; Magnetic Mag lives
incommunicado  in  Romford,
Essex and a new title for young-
sters, Kiddisoft is being prod-
uced in Cornwall.

As 8 medium for publishing
news, views and gossip, cass-
ette tape isn't that wonderful —
yvou'd need an awiful lot of lapes
to store one issue of CRASH, and
it's not that easy to flip through a
cassette miag in the bath or on
the bus . .. no, we're not too
warried here in CRASH Towaers.

But they do have a definite
advantage in that programs con-
tained in a tape mag are loaded

straight into the computer — no
fonger do you have to spend
hours typing in a tedious mag-
azine listing only to find that the
gumby who wrote the game
managed to diddle £20 out of the
magazine publishers for a ratten
game not worth the wear and
tear your keyboard suffered dur-
ing the inputting. No, it's all
there, up front and loaded
straight into your machine —
and the commercially produced
titles are now filling a gap in the
software market, publishing
quite good games that might
otherwise never have seen the
inside of more than a couple of
Spectrum RAM chips.

o i

Ho ho lolo, the Santa of
SPECTRUM COMPUTING, makes
a point familiar to magazine
editors everywheare.,

_ 'Programmers. of intermed-
iate ability can't sell their work
very easily’, commented Roy
Gibson, big cheese on Spectrum
Computing, 'and we provide an
alternative outlet to magazine
listings. It’s the same idea as
printing the listings, but at least
all our readers get to see a pro-
gram we publish in the mag-
azine, Not everyone will go to
the bother of typing in a listing
pubhshed' by a conventional
magazine'.

In" many ways, tape mag-
azines tend to be more ‘clubby’
in natureg than their printed
counterparts, MSWM is publish-
ed by the Microsoftware Club in
Moseley and is meant to be a
means of communication be-
tween club members — ‘ene
thing that we all have in com-

MAGNETIC MEDIA BARONS
Argus Press Software Magnetic Mag
iberty House 39 Priest’s Avenug
222 Regent Street Romford
London WIR 7DB. Essex RM14RJ
Spectrum Computing — £3.99  Magnetic Mag— £2.50
16/48 — £3.25
i Kiddisoft
Infinite Software 5 Nanpusker Road
73 Alcester Road Hayle
Moseley Caornwall
Birmingham 13 TRZ7 5JR
—£2.99 Kiddisoft — £3.99
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Tape magazines aren’t small beer nowadays.

Argus Press Software publishes two titles
for the Spectrum, and also covers the Atari,
Commodore, Amstrad and MSX. i you
added up all the tapes duplicated by APS for

| all the issues of its magnetic magazines in a

year, the figure you'd end up would be very

mon is that we all own a Spec-
trum, an ideal means of com-
munication’ as they say them
selves in lssue 6. As with all
magazines, the tape ‘zines
encourage readers’ letters, and
there's quite a lively exchange of
tips and hints to befound in all of
them. MSWAS has a deliberate
policy of leaving all their prog-
rams in listable form, and of fill-
ing them with REMarks. Readers
are encouraged to break into the
software, examine it and learn
more about their machines as a
result.

The centent of the MSWA
magazines that we got to see
was generally interesting and
strongly  reflected the club
nature of the publication. Their

readers merrily swop hints and |
tips and send out appeals for |

help via the magazines ‘pages’;

| while the editorial team provide

features on programming and
getting the most out of yvour

pectrum. There’'s a positive
‘we're all in this together’ club
feel to MWSA, and it makes you
want to jeinin. ...

And that's perhaps the major
appeal of tape "zines — they are
an ideal medium for communic-
ating slightly more technical
infarmation, as a tutorial feature
can actually demonstrate the
theory as part of the present-
ation rather than relying on the
reader 1o type in acres of code,
debug it and then refer back to
the printed page. The straight
entertainment side, games pro-
grams, reviews and editorial

ieces themselves are not exact-
y rubbish, either. ...

<

&@Tﬁf e

it
Il
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The great tit. Need we say mare?
Should we sey more? From the
KIDDISOFT Nature trail.

Roger Swift, who started
16148 and now produces it for
Argus Press Software pays
betwean £20 and £100 for a pro-
gram published in his mag-
azine: We provide an outlet for
games which are not mega-
games; and are becoming a
market for people who can write
games which provide our read-
ers with an example of what
they could do on their comp-
uters, Nowadays I'm rejecting
material that I'd have been
delighted to receive a year ago
— the standard of submitted
work has improved enorm-
ously.’

And Roy Gibson of Spectrum
Computing takes a similar view:
'The amount of material gener-
ated for the Spectrum is mass-
ive, and we fill a nice little gap
between the Top Ten commerc-
ial aspirants and the type-it-in-
yaurself-from-a-magazine-list-
ing brigade.’

agrietic Mag remains firmly
anonymous — their ‘phone
number is ex-direciory, and two

SPECTRUM COMPUTING s long running animated cartoon strip.
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big indeed. Big enough to make them one of

the largest software houses around.

Three other fish swim in the Spectrum tape
magazine sea as well, so we take a look at no
less than five potential competitors on these
pages . . .fearless ain't we?

In caze you couldnt work it out,
the title screen from MSWM.

separate letters failed to elicit
any kind of response from them.
You might, therefore, be a little
reluctant to send off the £2.50
they ask for an issue! Enough of
them!

The lady behind Kiddisoft is,
however, quite happy to answer
the 'phone and explained that
her magazine is a new venture,
aimed at youngsters between
the ages of four and eight. Anne
Menneer has a degree in Psych-
Ologr* and is a trained teacher
oo, Her tape magazine is inten-
ded as a comic: ‘slightly educ-
ational, and fun', and should
come out monthly after the first
few issues,

‘Edu-tainment’ is one of those
horrible compound American
words used to describe enter-
taining educational programs.
And in a way that's what Kidd/-
s0ft sets out to provide in a mag-

-azine format. Overall, Issue 1isa

jolly package of games, which
could do with a bit of polishing

— while the graphics in some of
the games could do with a little
more thought (or programming
skill), the game content was
good. The simplified adventure,
which asks the player to choose
between options rather than
dream up and input commands,
was particularly attractive, with
pretty graphics and an appeal-
ing storyline, if a little repetitive
(you could wvisit and re-visit
corners of the program endless-
ly, doing the same thing every
tirne).

The first issue of the Kiddisoft
magazine is indeed a worthy

ilot. All the programs are in
3ASIC, and have been written
'in house”. Once the magazine

Save the KIDDISOFT Humpties:
get the sum right, and
Humpty won‘t fall!

Tha balloon game — a cheerful little challenge from KIDDISOFT.

builds up a readership and starts
receiving programs and letters
from outside contributors it
could easily make quite a comf-
ortable niche for itself in the
educational market. Meantime,
we're passing our copy over to
Rosetta Mcleod. . ..

16(48 is a monthly magazine,
and as its title suggests, is aimed
at both users of the 16 and 48K
machines. Roger Swift set it up
back in 1983 and published ten
issues of the magazine before
deciding to accept Argus’s offer
to buy out the title — largely
because the business side of the
operation  became too much
hassle.

16/48 is Hpm together every
month by Roger and two coll-
egagues — an adventure column-
ist and 'graphics whizz by the
mame of Yaz, and Barry, who
writes the serial adventure
Ludoids and the odd piece of
machine code. And of course;
there are the readers’ contrib-
utions.

16748 — a shot from the iatest
instalment of their serial
adventure, LUDOIDS.

The Ludoids adventure is a
particularly neatidea on the part
of 16/48 — a 48K text with
graphics adventure which start-
ed inissue 14. You can play each
month’s game on its own, but
can play through the serial as

ou are given a code on success-
ul completion of each month's
instalment which you can use to
kick off with on the next
‘chapter’. And of course the
magagzine is in a strong position
when it comes to offering help
on previous chapters of the con-
tinuing adventure. . . .

Despite the title, 18/48, like
the majority of Spectrum tape
magazines no lenger worries
too much about having to cater
for owners of the 16K machine
— there's not that many of you
left, it seems!

he June issue contained the
usual editorial and contents
pages, reviews, a crossword and
competition, and a continuation
of the magazine's machine code
course. A neat explosion routine
was also supplied, explained
and demonstrated, and offered
as a utility for inclusion in read-

ers' programs.

On the games front, a comp-
etently programmed machine
code platform game lived on
side One, which lost out on
playability a bit by being too
Fernicket\r, anda golf simulation
urked on side Two which could
have provided hours of enjoy-
ment for some people.. ..

The May/June issue of Spec-
trum Computing which is about
to: go manthly, was slightly
better equipped with games,
featuring a neat and carmpelling
maching code arcade game
called Piggy , a rather pretty but
fiendishly difficult maze garne
and a very tidy implementation
of Cribbage. Why anyone
should bother to program Solit-
aire as a computer game is a
little beyand this 'umble rev-
iewer, but someone did, and
Now you can own a copy by get-
ting hold of this issue 5.C.1.

Reviews, a chirpy editorial
and the regular animated
cartoon also appear on the tape
with a column by Wizard Prang
who i the resident machine
code expert/tutor.

Spectrum.  Computing  has
recently changed editor, and will
now be preduced from a bung-
alow in Merseyside by Roy
Gibson, having lived up till now
in_lolo Davidson's farmhouse,
Roy plans to change the mag-
azine's emphasis from a contrib-
utor-driven publication to one
that picks a subject each issus,
and involves centributors more
directly in the advance planning
of the' magazine. Roy makes a
point of always criticising sub-
missions constructively, some-
times writing a little machine
code routing to improve the
original pregram, or referring
the programmer to appropriate
reference books.

Both 16/48 and Spectrum
Computing feel that the core of
their readership lies with the
more serious Spectrum user
and less with the committed
arcade player. Consaquenthy in
coming months the emphasis is
likely to mowve towards supply-
ing more material on the macg—
ine code and utilities front, while
continuing to publish garmes
programs as ‘freebies’,

OFf course, there’s no real
reéason why tape magazings
shouldn't include taped inter-
views with people in the soft-
ware industry, or indeed com-
bine recorded sound with soft-
ware in the same devious way as
Softlee Systems have with their
educational software (see this
month's CRASH COURSE). The
possibilities are endless, and
they certainly serve a comple-
mentary function to the tradit-
ionally produced, hard copy
computer magazine.,

A subscription to one of the
tape magazines would provide a
regular fix of software and tech-
nical information, and shouldgo
down well with any serious
computer user. But the game
player has a lot to gain from tape
magazines too — for the price,
they're hardly a rip-off, each
containing at least a couple of
perfectly respectable budget
games, together with features
wesanted in a clubby manner,

orth checking out,
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by Rosetta Mcl eod

The rapidly expanding market in educational software is reflected
by the sheer variety of programs now being issued. While not all of
them strike me as as being of great educational value, it is never-
theless heartening to note that some publishers are now prepared
to experiment with new ideas in this area.

One of the most exciting concepts is the See Hear range of pro-
grams from Softlee Systems, which provide audio material for the
user to listen to through headphones while watching the screen,
Each See Hear package come complete with a connection lead for a
standard %4 inch stereo headphone socket, and other types of lead,
suitable for personal stereos for instance, are also availabie from
Softles.

Using a stereo cassette deck, the tape is loaded into the computer
in the usual manner, and the user will hear the instructions for the

| program through the headphones while the tape is actually loading.

This is achieved by recording the spoken word onte one of the twa
tracks on the stereo tape, and putting the program onto the other
track. Although the concept of audio-visual presentation in educ-

| atian is not new, Softlee are probably the first company to bring the

whole idea within the reach of the ordinary home-computer-user
From ateacher's viewpoint, the See Hear programs seem to me to
have an extremely useful role to play in our guickly-changing educ-

ational system. Over recent years, teachers of both prirnary and
secondary school children have become increasingly aware of the
importance of teaching listening and talking skills as well as those of
reading and writing. Indeed, future exams may actually test levels of
competence in all four of these skills

At present, there is a dearth of materials specifically desigried for
teaching and assessing listening skills, and it would be valuable if
the See Hear concept could be extended to cover a variety of subject
areas.. Tony Lee of Softlee Systems is very interested in developing
software with a strong educational content, and hopes to add lang-
uages other than French to his range of programs,

Ancthar novel program is Werldwise; Nuclear Weapons from the
Richardson Institute for Conflict and Peace Research at Lancaster
university. This program is not available in the shops, and can only
be obtained from Lancaster University. Although it is therefore un-
likely that the program will achieve any real commercial success, it is
nevertheless good to know that, at last, minaority interests are being
catered for inthe field of educational software.

It seems, however, that it is only the small publishers who are
beginning to wake up to the needs of the large number of people
involved in education. They are realising that educational software
should not be directed solely at children involved in the traditional
argas of learning, but at people of all ages whao have awide range of
different educational interests. Let's hope the larger publishers will
soon follow suit.

Producer: Softlee

on screen, If the child has made
Systems

a lot of errors, however, the

A DAY AT THE SEASIDE

gram tor me loved the story and
wias particularly amused by the

Memory required: 48K .
Retail price: £7.75
iincludin? connection
lead and flashcards)

Age range; probably from

| 4to around 8

| normal lower case speiling to
upper case (capital letters) if

| ADay at the Seasideis aspelling |
| story tape for young children

which should be used with a
steren system as mentioned
previously. Thedetailed instruc-
tions included in the pack clearly
axplain how to set up the equip-

computer may advise the user to
stop and do some preparation

before starting again. In this |

case, the computer will empty
its memory and refuse to con-
tinue, Another excelient feature

15 that the parent can alter the |

reguired.

This program has been very
well thought-out and is profess-
ionally presented. The sound is

excellent and the speaker's
voice is clear and pleasant to lis-
ten to. The music and sound

humorous touches in it — for
instance the family forgetting to
put the baby in their car when
they set off for their day at the
seaside,

My assistant was totally
motivated to spell the words
correctly so that the computer
would show him the picture of
the word, and allow him to con
tinue with hearing the story. His
final comment when we. had
completed the program was
‘When can we do some more
stories like that?’ Faced with
such an enthusiastic reaction, |

|\ COMMENTS

| Control keys: words to be typed
in by the child. No need to use
ENTER

| Keyboard play: responsive

Use of colour: simple, butbright
and attractive
Graphics: clear and effective
General rating: an excellent
program which young children
will leve. The adult (teacher ar

, parent} can decide on the bast

| way te usethe flashcards to

meet the needs of the child.

effects contribute to the child's
enjoyment of the whole. The
five-year old who tested the pro-

ment, using the connection lead
supplied. Sidf,‘ One of the tape |
eontains the instructions for the
story itself in software, and |
while the program is loading the

| user istreated to an explanatory |

| useful
| through the program before
| using it with the child.

| used, usin

commentary. This.is particularly |
for ‘@ parent running |

side Two contains the story
itself, 4 Day at the Seaside,
which is read very clearly by a
female voice. At specific points
in the narrative, the child is
asked to spell some words. The
words can be introduced to the
child before the program is
the flashcards pro-
vided in the package. Twenty
words, such as ‘beach’, ‘sea’,
‘crab’ and 'pier’ are clearly print-
ed on one side of the card, while
a writing tutor for the ward is on
the other. A parent or teacher |
can decided how to use these
flashcards to best advantage —
before, during or after the story. |

One very useful feature of the |
Emgram is that, after the child

as typed in the fifth word, there
is an assessment of progress. if
reasonable progress has been
made, a further assessment and
score is given after every other
subsequent picture displayed
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highly recommend 4 Day at the
Seaside for use both in the home
and in schools,




Producer:
The Richardson Institute
for Conflict and Peace
Research, University of
Lancaster, LA14YF
Memory required: 48K
Retail price; £6 (or £8.50
including the book, Guide
| to Nuclear Weapons)
available only from the
| University
Author: Paul Smoker
Age range: older
teenagers/adults

This is probably one of the most |
unusual programs | have seen. |

Worldwise is described as ‘a

microcomputer atlas thatcan be |
used to study a variety of world |

problermns’ — inthis case it is the
nuclear threat that is focussed
on, though it is hoped that future
nrograms. will deal with such
topics as literacy, food; health
and wealth.

The program comes complete |
with & twenty seven-page users |

manual which gwes = very
detarled instructions on using
both the Worldwise Atlas and
the Muclear Weapons sections

| of the program. The Atlas holds

| more than 130 countries, and
maps may be reduced or enlarg-
ed in the Atlas part of the
prograr.

|
Viile the User Manual sugg-

gsts that individual or team
games may be played to test
knowledge of the names and rel-
ative positions of countries, with
the best will in the world, |.can-
not sea that the games suggest-
ed would provide much fun or
enjoyment, though they would
| eertainly be of educational
| walue,
| When' it comes to using the
| Nuclear Weapons section, the
player is asked to select from the

frightening list of weapons |
owned by the USA, USSR, |

France and China. ltisthen poss-
ible to choose an area of the

| world and call up on the screen |
the various weapons deployed |

there.

In this respect, the program
succeeds in making one aware
of the reality of the nuclear
threat, and of the proliferation of
weapaons distributed around the
world. Again, this section in the
Users Manual is followed by
suggestions:  for simulation
games involying two negotiat-

| ing teams representing the West
[UsA, UK, France) and the East
(USSR, China). Thase games are
proposed for use in the class-

roem but would, | think, enly be |

| successful with the brightest of

| senior pupils, and only with a |

| wast amount of preparation and
guidance by the teacher
Paul Smoker, the author of

Worldwise has used the simul- |

ations wery successfully with

g
| wates, | doubt if it will enjoy

| raom simulations as a way' . of
| focussing discussion on  the

| the:program likely to have imm-

| Control keys: the variety of keys
| tobe'used in the different sec-

| tions of the program is

| explained very clearly in the

groups of students at the Rich-
ardson Institute who are follow-
ing Peace Studies courses, but,
while appreciating that the prog-
ram might appeal to-.undergrad- |

much success in schools.
Certainly the idea of class-

problems of the nuclear age s a
very worthwhile one, but | feel
that the rather dull presentation
of the program would not en-
dear it to school pupils. More
clearly-defined situations,
which took the players step-by-
step through the decision mak-
ng processes involved would
have made the game more
accessible. Nor, as it stands,iis

ediate appeal to teachers, be-
cause of the vast amount of dir
ection and help they would have
to give to their pupils

I'm sure though, that the
program will be very successful |
with the undergraduate audi
ence that it was devised for
perhaps too with ether groups,
like the Greenham Common
protesters, although | don't think
there s much call for home:
computers in their tents!

| commenTs |

Users Manual

Keyboard play: very fast
Use of colour: good
Graphics: mainly maps, but
clear representations |
General rating: minority appeal. |
Aimed at an academic audience. |
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Producer: Argus Press

Software (Clever Clogs
Series)

Memory required: 48K
Retail price: £7.95

Age range; 5to 11 and

over

The aim of the five games in this
package is to teach children
about the Bible in an entertain: |
ing way by giving them the task
of finding various Biblical treas
ures, such as Moses' basket, the |
Ten  Commandments  and |
Herod's Crown. A clue (a Bible
reference) is given for each |
treasure, The first game, Easy- |
peasia, involves only seven of |
the treasures and is intended to |
familiarise the player with the
controls. After this, the games
become progressively more dif- |
ficult, building up to the final |
challenge, Plunderthunder, |
where the player has to racethe |
evil Dr Plunderwerst to the treas- |
ures avoiding a variety of dang- |
Brs on theway. |
The player is referred to the |
Today's English Version of the |
Bible, although a short sum- |
mary of the Bible stories which |
eccur in the game is supplied |
with the cassette. |
A teacher of Religious Educ- |
ation, who looked at the pro- |
gram for me, had some resery- I
ations about its use. He felt that
the maps were a useful way of
reinforcing the geography of the
areas involved, though the incl-
usion of a warld map would
have been helpful for the child to
| see the positon of the biblical
| Tands n relation to "his won

country. He alse thought that the |
game encouraged children to |
interpret  the  Bible literally,
instead of increasing the aware- |
ness that it contains not only his-
tory but alse myth, legend and
parable. Nor does itconsider the
fact that the real function of
Bible study is to help people
learn more about themselves
and the modem world they live
in, The Good News Bible would
probably have been a more suit- |
able source of reference that the
Taday's English version,

| Controlkeys: move by using the
| arrow keys; L tosee list of

treasures, C forclues, D to find

| outif you have landed cn a

treasure
Keyboard play: responsive

| Use of colour: good

Graphics: mainly maps, but
quite good

eneral rating: with a fair
amount of adult direction, this
program could be useful,
though | doubt if it is the kind of
game & child would choose far
him or herself.

FRENCH LISTENING
COMPREHENSION 1

Producer: Softlee |

| Systems
Memory required: 48K
Retail price: £6.50
| {including connection
lead)
Age range: Secondary
| school pupils to adult,
with a basic knowledge
of French

In the first section, short snip-

| pets: of conversations can be

heard, and the task is to answer
questions on who i5 speaking,
where the speaker is, and what
he is deing. Each time, the
screen shows a choice of four
possible answers, and the user
must position the red band over
the answer of his or her choice.
One might, forinstance, hear the
contents of a shopping list, and |
have todecide ifthe speakerisin |

| acafe, a grocer’s shop, a chem-

This listening comprehension is
one of the See Hear programs
already described. The program
contains three differeint
sections, each with ten gues
tions and of increasing levels of
difficulty: The user will hear the
instructions for use in French
while the program is loading,
although they are printed on the
package in English too.
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ists’'s or a bakery. At the bottom

| ‘of the screen, a green strip dim- |

inishes in length to show the |

| amount of time remaining.

Section Two contains short
descriptions of warious situa-
tions, followed by part of a con-
versation. This time, the user
must select the correct reply
from the options on the screen.

| One conversation is between a

policeman and the witness to an |
accident, who is asked "Was the |
lorry travelling too fast?" The |
final and most difficult section
features a conversation and a |
story, each of which is heard
twice. This time; the guestions
are also displayed a second time
with the initial responses high-
lighted, so that the user can alter
the answer given if he or she
desires,

if the user scores 16 or more
out of a possible 30, the correct
answers can then be displaved,
with accompanying explan-
ations, for the questions incor-
rectly answered or the Lser may
choose to see just the number of
edach question he or she ans
wered incorrectly, together with
the answer chosen,

This pragram definitely |
scores over the other language
programs on the market be-

cause of the listening element.
All the' audio material is read
clearly and at a sensible pace by
two native French speakers, and
the sound quality is very good
indeed.

| comments |

Control keys: any key to move
red band downwards to chose
an answer, number keys to
miove it up

Keyboard play: very responsive
Use of colour: limited
Graphics: none,

General rating: Highly
recommended




Spectrum 48K £9.95
Commodore 64 £9.95

- Amstrad CPC 464 £9.95 44 The Broadway, Bracknell, Berks. 0344 427317
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| convoluted pipes that get dam-

SUPER |
PIPELINE |
2

Producer: Taskset
Memory required: 48K
Retail price; £7.95
Language: machine code

Super Pipeline became some-
thing of a cult game on the 64
and gave software house Task-
set a big following. The Spec-
trum version of Super Pipeline 2
15 the first ever game Taskset
have done on the Spectrum, and
is a conversion from the 64 vers-
ion of the same name.

In Super Pipeline 2 you are in
charge of a gang of busy work-
men who repair various long,

aged by the nasties that come
from all angles. Some of them
are harmless to the pipes but not
much good to yourself ar your
team, whereas others, like the
two types of drill, make heles in
the pipes. This is a Bad Thing
because water is flowing down
from a cistern at the top lefi,
through the pipe, to issue at the
end into a barrel. The objectisto
fill the barrel(s) before the sup-
ply in the cistern runs out. It
takes a while for the water to run
all the way through the pipe, so
nothing is being wasted if holes
are made before the water
reaches them, but after that
precious time and water is
awasting.

To repair a hole you must
guide one your workmen to the
hole, at which point he will start
harmmering away and repairing
it. It takes a few seconds to re-
pair, and in the meantime vou
must protect him from the pred-
ators. This is done by using your
blaster which, however, may
only be fired |eft and right which
puts you in a vulnerable position
while you are climbing up or
down a pipe. The workmen run
on to the screen and dash
around the pipe complex until
they are either snatched by a
nasty or come up against you, in
which case they huddle at your
back until led off to a repair job.

When a barrel is filled, a tune
plays and various inter-screen
animation sequences take place,
Each subsequent pipe is longer
and more complicated than the
last, later cnes require more
than one barrel to be filled, and
of course there are more and
nastier nasties. Lobsters can
only be shot up from behind and
thie tacks are completely invuln-
erable.

\ criTiCISM 4

@ 'This may sound like a betray-
al, but we ought to admit that
there are some games where the
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graphics work so well on the 64
and less well on the Spectrum —
the reverse is alse true of course.
Super Pipeline 2is such a game.
| do play games on the Commo-
dore, and this looks so much
better on that machine. Anyway,
having said that, | think Taskset
have done a good conversion of
this madly addictive piece of
frenzy. | always enjoyed the way
your workmen have a mindless
mind of their own, and true to
British style — there's never one
around when you need one!
Niggles are that the horizontal
pipes are hard to get onto, con-
trol is slightly tricky (and it is a
test of your joystick tool, and if
there are a couple of workmen
sheltering behind you, their
characters overlap, making it
hard to see the damned pipel.
Still, it is an addictive game, a
playable one although a bit
tough because of the things I've
just mentioned, one well worth
getting.’

® ‘This was one of my favourites
on the CBM. The Spectrum vers-
ion has not done too badiy
either, it has very good carfoon
like graphics wihich are well
drawn and animated. The sound
is very good for the Spectrum
but it leaves a little to be desired.
Playing the game is as manic, or
more so, than the CBM64 vers-
ior and | am very addicted to it
as it is so playable. It has little
seguences at the end Iike ‘Pac-
man’ which are very jolly. My
only niggle is that when you
want (o cross over to another
part of of the pipeline you have
to move your foreman exactly to
the right position or else he
won't move at all so if vou aren't
very good at playving or you have
two workmen following you (so
you can't see the pipel yvou tend

RYER:

EEN:

to lose lives as it takes time to
get it right,

® 'Super Pipeline 2 is a fast,
addictive and very difficult game
to play. Graphics are along the
usual pipeline style but plenty of
nice animation and colour, The
meanies are extremely vicious
and at first | thought the game
was too difficult to play — | still
do! | soon got very frustrated
with because as soen as | had
plugged one hole, another
appeared. The water pouring
out is realistic and nicely descr-
ibed. | found the up and down a
little hard to get the hang of — a
bit finicky. A nice game but a
little too difficult for my liking.
Frantic plugging!

A commenTs __J

Control keys: O/P left/right, E/D
up/down, Space to fire
Joystick: Kempston, Sinclair,
Cursor

Keyboard play: very positive
respanse, but finicky control
Use of mluur:generally fine,
each pipe in a different colour,
but some graphics clashes
Graphics: nicely sized
characters with good animation
Sound: good tunas between
screens, otherwise spot effects
Skill levels: progressive
difficuity

Iéivas; selectable between 1 and

Screens: 16

General rating: a conversion
which suffers in comparison,
but a tough and addictive game
nonetheless,

Use of computer

Graphics 80%
Playability 81%
Getting started 80%
Addictive qualities 86%
Value for money 79%
Overall 79%

77%
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SPECTRUM 48K

(R.RF)

AVAILABLE FROM GOOD COMPUTER STORES

£6°90 ALSO AVAILABLE DIRECT FROM A&F

J
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Our intrepid hero"Hen House Harry" of
“Chuckle Egg"” fame has been calied in to
help a “Chocolate Egg" manutacturer sort
out his sutomated factory, which has gone
hay wire, Harry, using all the skills he acquired
working In the Hen House must get the
wheels of industry moving.
Mot only does Harry have to coliect the
ingredients to mix the eggs, but he will
also have to collect the pars for the toys
that go inside the eggs.
As if all these problems were not
enough there are a number of
other tems that Harry will need to
find and use to be able to
complate the task. Things like
ladders, bits of girders, keys and
Many mora,
Chuckle Egg 2 contains 120 scresans, pianty
of surprises, and i is 8 true Arcade /Adventure
game - you don t just find things, you ectuaily
mowve them and use them.

Great games.Great ideas.

A&F Software, Unit 8, Canal Side industrial Estate,
Woodbine Street East, Rochdale, Lancs OL16 5LB.
Telephone: 0706 341111



DuUMMY
RUN

Producer: Micro-Gen
Memory required; 48K
Retail price: £9.95
Language: machine code
Author:The Micro-Gen
team

Now you should all remember
Herbert. He's the little chap from
the Week family whose ineptit:
ude became world renowned in
Everyone’s a Wally. In this game
Herbert has become separated
from his Mum and Dad during a
visit to the local department
store. Itis up toyou, the playerto
guide him back to his parents
wha are waiting for him in the
‘LOST AND UND' depart-
ment.

The game begins with Herbert
in the toy department at 1 pm:
the store closes at 5.30 and you
have four and a half hours to re-
unite Herbert with his parentals,
since the game is played in real
time. In both style and present-
ation Herberts Dummy Run is
similar to Everyone’s a Wally,
which is not surprising as it's the
third game in the Wally trilogy!
Dummy Run is a graphical adv-
enture game that calls for a high
degree of arcade skill as wellas a
degree of lateral thinking, The
opening screen is typical of the
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.
HERBERT’'S

game: Herbert finds himself
standing on a box in the toy dep-
artment; you notice at the top of
the screen a series of shelves
loaded with & wide variety of
toys. How can Herbert reach up
there? Well of course the box
he's standing on is a Jack-in-the-
box, and when the key has been
fetched the spring action will
propel him up onto the shelf.

As with the other Wally
games, many ofthe screens take
the form of well known arcade
games. One screen can only be
solved by dismantling a wall,
‘Breakout” style — if you man-
age this the resultant pat on the
head is well deserved.

The game would be too easy if
you could pick up and carry
every object that you came
across. Only being able to carry
two objects at a time forces you
to do a little forward thinking, At
the top of the screen you are
reminded of what objects are in
YOur possession — the one that
you have had for the longest is
automatically exchanged for
another 'collectable’ piece as
you walk past it. As you explore
the store looking for the ways
and means to solve the game
you are under constant pressure
from a wide variety of mobile
‘thingies’. You have three lives
and when you come into contact
with some of the nasties your
energy, shown by a large tear

H-E:R<B*E<R-T°-S

that fills up, will be reduced unitil
you escape the mearnies, or lose
that tife. A few mobiles kill imm-
ediately on contact so you will
have to learn to identify them

uickly. You are able to reverse
the drain on your energy by eat-
ing the sweets found scattered
around the store.

For his efforts, Herbert is re-
warded with his favourite jelly
babies, and the closer he he is to
finding his parents the more he
will get. All told the game ex-
tends for over twenty five
screens, but don't expect Herb-
ert 1o get fat on jelly babies too
soon!



@ ’'| have mixed feelings about
this ﬁ;ame. on the surface it is an
excellent program but | feel that
Micro-Gen may be repeating the
formula once to often. If you
don't mind that, then Herbert's
Dummy Run may be worth hav-
ing. The graphics are excellent,
even better than those in Every-
one’s a Wally, the sound is reas-
onable and the colour is used
well. The game is as infuriating
as it's predecessor and should
please the arcade/adventure
addicts. Those horrible colour
attribute problems are still with
us but they really can’t be help-
ed, after a while you tend to ig-
nore them. | think the asking
price of £9.95 is a little steep — 1
feel the game would be much
better value at £6.95. Overall it's
avery good pro'gram if youdon't
mind more of the same. | hope
Micro-Gen's next game is
graphically as good but with a
substantially different game
format.’

® ‘Herbert's Dummy Run con-
tains graphics which are well up

to Micro-Gen's high standsard.
They are both colourful, large
and detailed. The game is fun
and very addictive and contains
many mini games within it's
overall structure. While these
mini games are nothing than
fairly simple shoot-em-ups they
add to the overall peril of the
game. Herbert is destined to be
another Micro-Gen star. At this
rate [ don’t think the Wally trilogy
is ever going to stop, with all
those characters to choose
from. I'm glad they've only got
one character in this one — let's
face it, when you've got five five
characters all stealing the object
you need next, infuriating isn't
the word!"

@ 'Staying on the sama lines as
before — Herbert's life while he
grows up in a wildly strange
place — Herbert's Dummy Run
15 set in a large department
store. Graphically it seems to ba
far better, perhaps it's the use of
more colour, or even more de-
tailed characters. One room that
| liked particularly was the one
with a huge bed and lots of "Z’s
floating around. Plenty of arcade
sequences are included in the
%?ma, which follows on from
the general idea of the previous
Wally games and requires some
thought to enable you to prog-
ress with it. | only wish that
Mikro-Gen had included some
other characters that wander
about, as in some of their other
games, but sequels are based on
on the fact that the production is
better in some way than the last
game. Overall | think that this

ame is another winner for

ikro-Gen."

:\":'I

Control keys: O.ET,UOMWR,
Y|P left/right, Z-M to jump
Joystick: Sinclairand Kempston
Keyboard play: good

Use of colour: very good
Graphics: excellent

Sound: good, nice opening tune
Skill levels: 1

Lives: 3

Screens: over 25

Genaral rating: more of the
same excellent stuff.

4

ASAAE R
N

Use of computer 90%
Graphics 90%
Playability 89%
Getting started 83%
Addictive qualities 950%
Value for money 82%
Overall 90%
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in Tech Niche this issue) and
a copy of the game. Two
lucky runners-up will also
pick up a VTX5000 modem -
ideal for getting onto
Micronet, together with a
copy of the Frank Bruno
game, and a further twenty
two lucky entrants will

ELITE's latest offering for the
Spectrum is FRANK
BRUNO’'S BOXING, in which
you have to fight your way
to the top in the heavy-
weight ring.

We've obtained a sneak
preview of the portraits of
the eight boxers who punch

their way through the game. f&GEIVﬁ"l‘hEIr very own copy
The nice Mr Wilcox at Elite is of Elite’s aggressive arcade
offering some knockout action masterpiece.

prizes to CRASH readers Entries please to reach the

FRANK BRUNO
COMPETITION, CRASH,
PO BOX 10, LUDLOW,

. SHROPSHIRE SY8 1DB no
later than 25thJuly

let’s have a nice clean
drawing, and may the best
artist win in this, the Elite
Prize Fight.
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who come up with a
drawing of a ninth boxer.
Take a gander at the eight
lovelies pictured here and let
your imagination run riot —
the outright winner of the
comp will pick up a specially
commissioned trophy, a
VTX5000 modem (reviewed
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MOUNT

Producer: Aasvoguelle
Productions

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

| would like to think that this
game was inspired by the
hropshire hills that surround
its author’s home but the deadly

life found in this game are thank-
fully not to be found on the Long
Mynd, at least not in such
numbers,

Mount Challenge is an un-
usual game. The player guides
Professor Burk to the top of the
mountain. For the sake of scient-
ific research he must battle his
way to the top'while being under
constant threat from the nasties
that live on the mount. Even the
little birdies tucked up in their
nests are lethal. Burk must be
guided from one ledge to
another (in reality, platforms of
varying length and colour). The
length of a ledge can be
described in terms of blocks or
steps since this is how Burk
maoves, either one or two steps
across or by one or three jumps
up or down, So to play the game
you consider the ledge that Burk
is on and try to map out a route
in advance, If Burk 15 on a green
ledge then he cannot move at all
until the energy is turned on,
and then only one step at a time.
If a ledge is red then movemeant
is by one step at a time with the
energy off or by two steps with it
on. If you are one step from the
edge of a red ledge with the
energy on and you jump to the
side then you are going to jump
one step too far into who knows
what.

On some ledges monsters
await you, attacking as soon as
you move onto their level, at
which point escape at full speed
isthe only course and under that
kind of pressure sorting out
whether you should have the
energy on or off is very difficult.

The game is played over 160
sereens, the mountain being 20
screens high with the other
sgreens taking up its various
faces. Some faces have no
ledges— so any attempt to jump
onto them will be met with mild
disappointment. Getting to the
mountain's summit takes a
great deal of time because the
author has laid so many traps.
More often than not you think
you've found a way up to the
next level only to discover your-
self trapped because the colour
of the ledge you land on pre-
vents you jumping back.

While the game does not pro-
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creatures and unpleasant plant

CHALLENGE

vide a score as such this can
measured by noting how many
levels you have managed to
scale. 'Fhrea lives are allowed
and in the very likely event of
your losing one you find your-
self back on the screen on which
you died but back at the place of
entry. On the B side of the tape
there is a pretty standard
dominoes ﬁame — generous
chap our Bill. The game is only
available mail-order, and you
can contact Bill on 069 46 345

\ crimicism__J

® “When | first played Mount
Chalfenge | though ‘Oh no not
another half hearted platform
game’ but | was wrong. The
program is definitely more of a
puzzle than a game but | am sure
that's as intended. The graphics
are OK for the type of program
though a little on the boring
side. | found the game extremely
addictive and challenging. Most
of the time was spent experi-
menting with different routes. It
is a great game for the price and
with the dominoes game on the
B side it must have some
appeal.’

® ‘Mount Challenge really is an
oddball game because the
movement is dependent on the
colour ledge on which you are
standing. g’he game demands
really quick decisions. At the
edge of most screens one has to
decide whether to jump one or
two blocks but since you cannat
see it's really a gamble — most
of the time | was wrong and
aither ended up either stranded
or shark bait. While Mount Chall-
enge has very simple graphics
they are smooth and every now
and then you encounter minor
graphical niceties that implore
you to explore further., The

ame design is superb because
the idea behind it is so deviously
simple, it is frustraﬁng. challen-
ging and addictive. Playability
was marred until the controls
had been mastered. In defer-
ence to Mr Minter | will describe
the game as ‘brill 'n fab" so
there.’

® '‘When | was first shown this
game by Mr Percy | (in Minter-
ese) ‘got negative vibes man'
and my first impression was a

bad one. When | settled down to
play it | was impressed by the
puzzle that the game presented
and | would dearly love to get to
the top of that wretched mount-
ain. | am only sorry that more
effort was not made to produce
much more attractive graphics,
in themsalves they would have

made no difference to the play- |

ing of the game but | am not
happy that the existing graphics
do the game itself justice. One
oddity | found in the inlay was
the claim that the game had
been made ‘deliberately harder
when using a Kempston . .. as
the player could only change
energy when the stick was cent-
red. ...Hmph! sounds rather like
a bug being turned into feature.
Perhaps Mr Percy will combine
his cbvious talents with those of
a good designer for his next
game.’

\ COMMENTS 4

Control keys: Q/A up/down, I/P
left/right, W for energy on/off
Joystick: Kempston but the
ame is harder to play
eyboard play: responsive
Use of colour: generally very
simple
GraEhics: smooth and simple,
Burk is rather ungainiy
Sound: nice tune
Skill levels: 2 if you consider the

Kempston
Lives: 3

Screens: 160

General rating: a highly
unusual, addictive, difficult
game demanding a sense of
rhythm and fastreflexes, a bitlet
down by the standard looking
graphics

Use of computer  70%
Graphics 57%
Playability 65%
Getting started 65%
Addictive qualities 88%
Value for money 80%
Overall 76%




OK Chaps and chapesses, here
aua gt:’ wftli; an:gtﬂer Rasutas

oundup, brought to you by
your loyal Competition Editor,
whose only aim in life is to get
hold of luwverly prizes and let
you win them.

No contributions have been
forthcoming for the jumper fund
and despite the so-called start
of summer this ‘'umble minion
has been slaving away, working
his fingers to the bone with
hardly any time left to shiver,

I've done my very very best
this month, to keep you up to
date with who has won what,
but with Lloyd's incessant
demands to make him tea, serv-
ice his typewriter and kick
Candy, combined with Jeremy
‘El Corpulentio’ Spencer’s insist-
ence that | wash his Morgan
every Monday, I've not got as far
forward as | might have.

Winners of Bubble Bus's High
Score challenge, the Vulcan
Designer chstid: comp and
Incentive's Confuzion Sweat
Shirt puzzle will have te bear
with me 'till next ish. The Micro-
mega Slime Challenge Winners
will know who they are by now
— Micromega are writing to
them direct to make sure that
the secret play-off remains a
secret, so it's schtumm fram me
on that one. Meanwhile, here’s
the rest of the results to date. . ..

WINNER OF WALLY
FAN CLUB COMP

David Ball, Alice Street, NE33
5PH

HONOURABLE
MENTION

Daniel Watkins, Meadow Rise,
DY121JS

T Lennon, Kingstanding Road,
Birmingham

Spot Prize Winners

Alan McNamara, York Avenue,
OLB 4BY

Billy Sloan, Maybole Rd, KA19
7PQ

Robert Corradi, Brookmans Ave,
L9 7QG

David Lyler, Henley Crescent,
B91 2J

Stephen Graham, Green Lane,
Cumbria

| MeAuliffe, West Common
Growve, ALB 2LL

RUNNERS UP

Barren Brooker, Greenfield Rd, M29 aLW,
Mail Comming, Thurlestone Drive, SK7?
SRO. Graham Baker, Meadow View, NR34
8HF, J Singh, Manor Read, H»ad!eg, Scott
Green. Woadlands Grove, PO7 5HS, Nick
Lovibond, Pool Lane, WA13 98., Robin
Bilney, Cranmar Road, NG24 4ET, lan
Powick, The Nurseries, LL1300DP, Steven
Wadawonh, Waterion Road, Norfolk, Alan
Johnston, Lincoln Avenue, 313 3PZ,
Andrew Taylor, Woodland Drive, SB1 70V,
Chint Walker. St Margaret Gardens, LNG
BRG, Christophar rdir@. Edgewood
Brive, LLIZBER, Steven Rogers, Levister
Straet, BLA 8HS. Siephen Nolap,

Halmemarin Road, L4 354, Carl Simpson;
Berryfields Road, B768US, John Mash,
Elmdale Grove, 506 DAX, Jorathan
Brough, Churston Rise, Devon, Peter
Climie, Lincoln Avence, G133PY. Paul
Marcraft, Kennady Road, SEEHD, CM
Liewellyn Smith, Wellingion Piace, OX1
21D, Colin Reekie, Schoolhouse, KY 10 20H,
Garry McCormack; Sinclair Street, GE1
TAE, Neil Smith, Sandylorth Avanue, FYS
485, Stuart Wardale, Fisld Lane, L100AG,
Stuari Chadwick, Jerome Close, BNZA 70Y,
Claire Ritchie; Arthur View Crescent, EH22
NG, Dave Batley, Wake Green Road, B13
9PZ, Leo Deric, Sunnyside Parc, Carnwall,
Brian McCrum, Tulleyhinan Read, North-
ern Ireland, John Gambie, Thornlgight
Drive, BT28 205, Christopher Allen, Broad-
tandts Avenug, S156RL

WINNERS OF THE
AUTOMATA
COMPETITION. . . .

Deus Ex Machina, Greatest Hits
Vol One and Two

J Gregory, The Lawley, B63 1JB
Paul Smith, Rosebank, EX35
B6AR Jason Goddard, Dordon
Close, B30 1AH Philip Miggiton,
Ironside Road, $14 James
Parsons, Heron Way, RH13 6DP

Five winners of DEUS
Jonathan Blake, Janus, OX5
25H John Atkinson, Browfield,
CA1100A J Harvey, Sawle
Road, DE7 3EF Andrew Todd,
Croft Close, Y04 3JU Paul
g\r‘EeEjswurth. Lewis Court, DAT1

Ten winners of TENPACKS

K Bostock, Highfield Drive, CH7
7AL Mrs J V Pitchell, Midships,
BN24 6AL M Craig, Cfo
Mawdsiey, EHE 7NL Graham
Fulcher, Lowenva, IP25 7AX lan
Clark, Argyle Street, PE21N 8PH
Mark Drackford, Cressing Road,
CM7 6PN S G Mitchell, Mun-
nings Close, RG21 3EH J Tomk-
inson, Sundial Lane, B43 6PA
Chris Robinson, Tuart Street,
DH3 3EN Steve Livings, Hasle-
mere Road,CR4 7BF

winners of GO TO JAIL Malcolm
Collinge, Lostock Avenue, SK12
1DR E Hart, Polmuir Road,
SR31QF Mrs A Cutting, Cam-
bridge Road, MES 0JH A
Measures, Foxborough Road,
0OX14 3AE Derek Cooper, Gran-
ville Road, LA1 2PA Michael
Bowditch, Goldcroft, BA21 4DA
Damon Querry, Mount Road,
SR4 70D Clive Pilcher, Paddock
Mead, CM18 7RR Alistair May,
Institution Road, IV30 1QT John
Taylor, Melbourne Cottages,
NRZ2 25V

WINNERS OF THE
IMAGINE
BASEBALL
COMPETITION

N Atkinsan, Margaret Court, \WAS 7XZ Ron
Atkingon, Bayford Road, ME1D 35D
Anthony Allan, Bibshali Crascent, LUG 3NF
Jonathan Anstee, Jalna Heddington, SN 11
OFS Pater Elnrr:burx, Ripley Grove, POIEM
C R Bente, Ashoroft Road, L37 GBL Nick
Binns, Watmiley Road, BTG BPG Mr K Bly,
Alping Rise, CV'3 6NRA Kewin Borg, Bucking:
ham Cloga, W5 1TS Hilary Brawn, Vennar

Ave, PO31 BAF Paul Buckland, Haig Strast,
NE11 98BN James Clarke, Grace Way, Herts
Siman Crabb, Conway Drive, PO21 4XDS
Ementan, Park Gardens, BA20 10W Martin
Fishar, Leisure Courl, Tyne and Wear
Echvirard Freeman, Arc Court, CB3SLW
Garard Frith, Mayfair Ave. AME6UB Adrian
Gale, Warston Avanue, B33 35T M Gate,
Panarama Road, BH19207T Paul de Garss,
Taddyforde House, EX4 4AT Stephen

raham, Gireen Lane, CA2 708 Sosen
Gjessa, lukkensprove 2, Denmark Jonathan
Hart, DE2 5AH Nick Haynes, Pine View
Close, GUZT 10U Steven Holmas, Max
Road, Derby Janathan Hunter, Cumberiand
Avinue, DN32 OHT Culann MaLaughling
Centenary Park, BT785HL Jamaes

ullen, Woadview, Ireland Alex Marsh,

lan Road, CM12 0JX S Mitchell, Munnings
Close, RG21 3EH M Oswald, Adslaide
Street, PE9 ZEN Andrew Patterson, Willow
Close, CV'12 BBE Meil Prarson, Robins Dals,
GU21 200 David Reid, Midhalm Rosd,
.Sw_rewé:-' P Riggs, Herns Lane, ALY 2AH
Craig Sanders, Briarley Gardens, SK& 1PJ
Martin Scanian, Albeca, TR 7JT Simaon
Scott, Silver Springs, BH20 BBU Nathan
Spencer, Ledbury Road, LE11 2RD Alan
Stevens, Badger Road, 513 7TX Alan
Thamas, Woodgate Road, GL16 700 Drew
Turpin, The Rye, LLIE 2B0 Marta Valents,
Darenth Drive, LE4 OPJ Rajesh Varis, Maira
Street, LEA BLD Sarah Walmsley, Wikion
Closz, NN14 204 Jeremy Ward, Liskeard
Gardens, SE3 0PN C Warren, Great inni
SG14 3T0 Michao! White, Abernethy, DH2
TRX T1Wisbey, TimberOrchard, Herts Alan
Waooton, Castle Road, ST7 3PH

The charming little Brass Doohickey, suppiied by Ultimate

ERIK THE VIKING
COMP WINNERS

Three winners of Game and

Peter Miller, Cedar Close,
Hampshire Stephen Oliver, St
Davids Drive, EN10 7LS Graham
Pugh, Ascot Close, Cardiff

And the Seventeen runners up,
who win a copy of the game are:

Keith Alabaster, Broadoak
Avenue; ME156DH C R Beale,
Ashcroft Road, L37 6BLR
Hofman, Arubastraat 29 9715
RT, Netherlands Dagan Jones,
Rokesly Avenue, N8 8NR Scott
Jones, Grean How Park, LS29
7LZ Tony Marshall, Douglas
Square, TO9 0QU A Masters,
Church Hill, South Yorkshire
Andrew Moukwick, Riversdene,
T59 50D Simon Proudman,
West Town Lane, BS4 50X Mark
Roake, Whopshott Farm House,
GU21 450 Teny Russell,
Blandwalk, L6 9HD Michael
Slater, Wood Top, BLOSENS J
Smith, The MillHouse, CT140LH
Tony Smith, Salisbury Road,
EX8 1SN Jonathan Stweart, Clos
Des lises, Channel Islands J
Thompson, Edgerton Drive,
L524 901 Peter Waine, The

Haven, Shropshire

e

as the prize in the Alien 8 Map drawing competition. ‘Hug
me, squecze me, save from dat ole looney. .. .*

CRASH July 1985 121



STARION COMP
RESULTS

Canﬂratulations Crashlings —
the Universe has been saved as
a result of your efforts in the
Starion Competition! Here's the
output from the Select and Sort
Algorithm applied to your Post-
al communications. . . .

Aran, Oueens Terrace, NE2 2P Anather
Anon, Withendge Bungalow, Bucks
Staghen Alexander, Willizms Farm, CM3
BVL?MII'.I'IEEI Allisan, Remanhurst, BRZ 0RA
J W Barnett, Csborne Street, SRE 9RE
Andrew Barron, Rippon Crescent, 56 4RG
Baumann. Seamons Close, Bediordshira
Richard Baverstack, Beanett Road,
Midiands Matthew Beard, Apple Grove,
ENT D4 R Bilney, Cranmer Road, NC24
AET L J Bradley, Wyniter Clase, Aven Martin
Breaiay, Auflord Averus, NO4 4FS M 5
Bright, Lady Margarat's Avenus; Pater
borough Staphen Burn, Sandy Lane, WVE
9EB Warran Caine, Qusensway Drive,

WINNERS WINNERS

MWWAE &JF John Carpenter, Sshdale Close
PE17 55N Paul Carruthers, Eagle Crescent,
GE14HP Susan Carder, Maxwell Road,
DA16 2ER Nigel Challis, Swindon Road,
Wilts Stewart Cook, Constable Avenue,
Hull 3HW Matthew Caoks, Gld School
House, Somersst Alan Cowan, Fernaze
Avenue G786 TRU Paul Crocktord, Farry
View, WET1 5LP Martin Davis, Lanastone
Way SN TBU K Dowson, Woodorest, SY3
SEX Ben Devereau, Worley Road, ALZENS
Beverlejy Eaton, Windsor Foad, WV'7 3PN
Mark Elfis, Retreat Heights, Irstand Michas|
Fawkner, Pandara Road, CY2 2FUK O
Fentan, Ripon Drive, NG24 8UF Graham
Field, Haymeads Lane. CM23 5. Reymond
Francis, Montpeliar Gardens, RMVE 4E.J
Steven George, Halton Maor Avenue, LS9
DEZ Chiis Giles, Walnut Tree Road, TW17
05D Jonathan Grean_ Ben Madigan Park
South, BT38 7PX Mark Grasnhill,
Steventon New Road, Ludiow Paul Gregg,
Georgs Street, Notts Kevin Grubb, View:
forth Street, K1 30H K Grresik, Chestor-
field Road, S18 DRS. David Haire, Methgr-
stone Lane, WS 13886 Simon Harrisan,
Ascot Close, CV12 8TE Jason Hayward,
Chuirchili Grove, WE1B0BW Kri stiam Head,
Abreys, The Common, SS7 3LU M Heas-

man, Besulieu Road, BHA BHY Miss J Hirst,
Longfields Crascant, & Yorks A Hollings-
warth, Weilfield Road, SK2 BAT Peter
Hooger, Alfriston Plica, OX 16 7T P
Hopkiris, Norham Close, NE13 7HS Simon
Housa, Muswell Avenue, N10 David
Houstor, Southfieid Avenye, P4 BRY
Robert Hughes, Warwick Avenua, CV5 60
Euan Hunier, Cumberland Avenue, DN32
OBTCS Jatobs, Belhaven Hill, EHaz2 TN A
W Kanny, Lime Tree Auvenue, CW1 4HZM
Abid Ali Khan, Underhill Road, SAS 7RE lan
King, Foxyard Road, West Midlands Francis
Lea, West Drive, B20-35T Graham Lewis.
College Road. Kent Ross Lillywhite, Knox
Boad, POZ 8JL Marthew Lyon, Honeysisckis
Close, RG27 5RH Barry McKeown, Ander-
son Street, ML3 00N Neil Mockets,
Clavadale, BS16 250 C Moore, Hollybank
Clase, 812 2GN Sam Morgan, Gilston
Road, CF1 98 Hiro Makapishi, Minaton
Bead, CF4 B5Y Mark Micklin, Drump Reatd,
TH15 INA Toby Nightinaale, Kelso Place,
W8 G Narris, Nerissa Close, PO7ELP Justin
O'Brien, Cavendish Place, Sussex A Oliver,
Biixtat Road, SK11 7EU Eamonn O'Neill,
Neweastie Road, BT31 SDF Master Simon
Osborne, Hillside Gardens, RHI TEW J
Parmeniter, Laburnum Close, NR31 848

WINNERS

Rajesh Patel, Parkdale Close, B24 84U
Jarmie Phillips, Potteme Wick, SN10 50N A
'3 Prat, Holberry Gardena, 510 2FR Daniel
Raferty, Bodelwyddan Ave, LL29 GNP
Darren Rea, Sitwell Armis, 4HO Siman
Read, Dffchurch Lane, CV3 1TN Isin Rider,
Paplar Close, Motts Tam Hix, Abingar Way,
M NA Mark Rowley, Sunnyside Road,
Wikid DLB Gavin R Ie%ansionhnuseﬂmd,
EHE 20D Michael Buddy, St Brides Drive,
KA23 3BH Aobert Savage, Crowland Road,
EBIOLF Michael Slater, Wood Tap, BLO
9EN I Soransen, The Ridgewsy, NEJ4LN
Mark Stevenson, Honey Bourne, CM23 4EF
Andraw Stocker, Farm Closa, PRI 70BN
Tulett, MHollywood Lane, ME3 8AR Anthy
Turner, Falstaff Ave, RGE ZTQ Adam
Vaughan, Whitlebury Court, NN12 BXO
Sarah Walmaley, Wilton Close, NN14 20
Howard Walters, Cross Lane, NNT4 3EG
Andrew Watton, Upper Astrop Road, OX17
3PT Paul Waits, Pendield Road, DVE 4.8
Paul White, Rowlands Ave, PO7 7RUM
Westtherp, Ashby Crescent, DHEOLF T
Williams, Brittain Drive, NE31 8.7 Stephan
Winkiey, Kenrlworth Cloge, BE12 BSG

VOTING FOR
THE
ADVENTURE
CHART

The CRASH Adventure Chart
has picked up consid

form, so please use it for the
Adventure Chart, and not the
one included at the bottom of
the Hotline details. If you are
voting on both charts, you may
send both 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,

any of them points out of ten.
So, for instance, you might
vote for seven ftitles giving
each of them ten points if you
think they are worth it, or anly
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
resulting in an aggregate
figure. From these figures, the
toE;"hirty adventure games are

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
Hotline Chart, you can win

prizes! Each month we draw a
winner from the voters, who

since we firstintroduced it, with S0 to clarify the situations, taken in descending order, receives £40 worth of software
more and more votes coming here’s how we do it. You may Phened-in votes  are anda CRASH T-shirt, with four
in every day! To make life Vvotefor as many titles as Ig_tlt::u accepted over the Hotline runners-up each i a
easier for sorting, we are now wish (not just five as in the Hot- (0584 3015) in the same way  T-shirt and a mini-subscription
providing a separate write-in  line Chart) and you may award (please state that you are vot- 1o CRASH for three months.

S R R e i T i T T R A T e e — L i TR e N Sy S Tl e ™

I
| COUPON
I
|
I
I
I

I
|
I

Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 108 :

S T e T T RS e

D

I CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order

I Please use block capitals and write clearly!

I'Piatie. L s

| Send your coupon to: CRASH HOTLINE, PO BOX 10,

| LUDLOW, SHROPSHIRE SY8 1DB

A o e e e ey e e i e e e e b e
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Remember — points out of ten for as many titles as you wish.

|
are: {
TITLE PRODUCER|
|

:
I
2 |
|
. |
4 |
I
5 |
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The chaps at Design Design
(the fellows who brought
Bou amaongst other things,

ark Star and associated
lunacy) are about to release
another game onto the
world.

Called On The Run, the
game is played in a beautiful
maze, containing weird and
wonderful plant life and
there's a whole gamut of
maonsters to run . . . you will
have the choice of a variety
of weapons with which to
defend yourself, and the obj-
ect is to collect a number of
potions in order to save life
and the universe from the
endless onslaught of
greeblies.

It just so happens that
Graham and Stuart spent the
latter part of an afternoon in
the officer and were still
around when the pubs open-
ed — never ones to miss an
opportunity, we wheeled
them down to a local hostel-
ry, plied them with pints of
the killer ' Old Flatulence' bit-
ter and told them they were
going to have to stump up a
prize.

This they duly did — in the
form of a table-top Pac Man
machine, which will grace a
lucky CRASH reader's bed-
room or whatever {in due
course. Forty nine other
lucky winneroonies will have
their very own personal copy
of On The Run.

Of course there's no
chance your loyal Compet-
ition Editor will be allowed to
claim any expenses for all
the beer he bought to stitch
up the deal, but such is the
ingratitude of life. . ..

DOING A

E UNNER?

A chance to win a

Pac Man

arcade machine

v

S

N D

This is what you've got todo:
take the letters that make up
the words Design Design,
Dark Star and On The Run,
119%9 them around and
ake as many other words
out of them as you can. Each
word must be at least three
letters long, and your entry
should list the words in
alphabetical order (we've
%m to check them againstthe
RASH dictionary, you see).
No foreign words allowed,
and put your entry in its very
own envelope, writing the
number of words you've
assembled from the letters

R

S g

DESIGNDESIGNONTHE-
RUNDARKSTAR
on the back. All entries
should arrive at ON THE RUN
COMP, CRASH, PO BOX 10,
LUDLOW, SHROPSHIRE SY8
1DB by 25th July

longest list ofmrds verif-
ied with the office dictionary
wins the table top Pac Man
machine and a copy of Des-
ign Design’s latest offering,
and forty nine runners up (no
less) will collect their copy of
On The Run but no Pac Man
machine!

Get jumbling

G
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| am intrigued by a recent
development in comp-
uter games — that of
promoting the designer,
or design team, behind a
game rather than the
software company. kI
seemed that almost half
of last month’s mag was
devoted to Denton
Designs, one team
currently very much in
favour. The Dentons are
probably the prime
example of the new breed
of star programmers, but
they're not the only ones.

One of the games that I've
reviewed this month has been
published by one company,
while everything to do with the
game has been created by
another. In this case, what was
formerly a relatively successful
software publishing company
has now become just a design
house. This trend is going on all
around — the companies with
the marketing muscle become
publishers for a number of
design houses, themselves
often created from the remains
of smaller software publishers.

Now, this is not necessarily a
bad thing; it could mean that the
quality of product reaching the
consumer improves. But the
problem with ‘star’ program-
mers and teams could be that
they will only add to the corpor-
dte inertia that the new heavy-
weight software publishers are
already acquiring. The factthata

rogrammer has created one

stselling game does not mean
he is a good enough prog-
rammer ta do it again; the only
way he may be able to do it
again is to regurgitate the same
formula — hence anything that
comes remotely close to being a
hit these days immediately
spawns a sequel.

While it may be handy for the
writers of press releases to be
able to say ‘the new megagame
from the authors of ‘}}(%‘ and
XYZ |I', it may not be goad for
the industry as s whole, because
every 'safe’ sequel, ar new game
by the star team, may be block-
ing the way for new, original,
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material from fresh sources. If
design teams are really gaing to
create benefits by becoming
stars, they will have to move
away from doing commissioned
work, and try to establish firmer
identities on their own account
— not as puppets of the major
labels. Ironically, probably the
only way they cotild do this at
the moment is by setting up
their own companies!

A good example of what I'm
talking about is Jeff Minter's
company, Llamasoft. Jeff is a
‘star programmer who "as dev-
eloped a unique and instantly
recognisable style —- and bec-
ause he doesn't work to com-
mission is reguiarly producing
original {and bizarre) software.
Any major label taking him on
would have to give him a totally
free hand — much as record
companies do with their stars.
Perhaps the software market is
not yet developed enough, but
as the polarisation we are seeing
at the moment continues, and
the heavyweights mop up the
marketplace, design houses will
find that the onus of originality
rests with them — and they will
have to discipline themselves to
demand the right to be creative.

And on a completely different
subject, | was astounded to read
that Sinclair will not be produc-
ing a 12BK Spectrum in time for
Christmas. It seemed like an
eminently sensible idea to me,
probably Clive's best since, well,
the 48K Spectrum. Ifit's true that
they have millions of pounds
worth of speccies they can't shift
stashed away somewhere, th
should either 1) take them ail
down 1o Highway 61, or 2) con-
vert them to 128K at fairly
marginal extra cost.

For watchers of Angus and
Nicola’s house ({new series
coming soon folks) we have
(alas) done wvery little |ately
except acquire some plants and
a compact disc, which, while
doing wonders to the Mozart,
has singly failed to bring the
toilet any closer. Also, | now
have a new motorbike, which is
red with yellow spots on, to
replace the one which some
thieving hyena (probably one of
my fans) nicked a couple of
weeks ago. VROOOM!

(o)
0%09 N
RESPONDEWN

ANGUs RYAL“

THE
BULGE

Producer: Lothlorien
Memory required: 48K
Retail price: £9.99
Authors: By David Bolton
and Colin Gordon
Published by Argus Press
Software

One of the problems of being a
software reviewer is that one
tends to become very jaded
about the games that are avail-
able, -and the idea of actually

playing computer games for
recreation often s down the
plughole. Which Is why | find it
such a pleasant surprise to find
myself engrossed in a game,
and wanting to carry on playing
until | master it. The Bulge is
such adgam&,' it's highly addict-
ive, and that's a very rare thing
amongsl strategy games,
| recently reviewed a game by
Lothlorien called Overfords,
which | said at the time looked
likely to be their last independ-
ent release. The Bulge bears that
out, and is the first release feat-
uring Lothlorien in the role of
design house only. The differ-
ence is incredible! It looks as
thou?h. freed from the incessant
hassle of overdue bills, VAT
returns, sales pitches to distrib-
utors, printing foul-ups and all
the rest of it, Lothlorien have fin-
ally managed to concentrate
their energies into the game.
The Bulge is without question
the biggest {in terms of playing
area) strategy game |'ve seen,
it's also incredibly fast (respon-
SES, cursor movement, scrol-
ling} and works in simulated real
time — half an hour in the game
asses every 15 seconds or so.
€ game is very user-friendly
to play, and has the facility to
change the background and unit
colours — very useful if you're
laying on a black and white TV
see the review of Midway for

g
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more thoughts on thisl). It can
be played as a one player or two
player game, and for once
neither game loses out.

The scenario follows history

retty closely; the Germans, ina
ast ditch attempt to avert the
course of the war {in December
1944} launched a massive attack
at aweak point in the Allied front
line which was then lying
roughléalong the line of the cur-
rent German/French baorder,
The intention was to break
through the Ardennes — a fairly
maountainous forest area — and
push on towards Antwerp,

The game presents an accur-
ate reprasentation of the terrain,
and a major feature is the
weather — in the real Battle of
the Bulge, the heavy snow that
fell over Christmas was a major
factor in stopping the German
advance and in the game it can

lay an egually decisive role,

¢ playing area is (I think) B5 x
100 units, and you have a fully
scrolling map window of 24 x 24
units, You also have a 'strategic’
map window which shows you
about a quarter of the total play-
ing area at once, and you can
swap between the bwo. Using a
cursor, you move around the
map, giving each of your units
directional orders. They move
towards their allocated target
until told otherwise; combat is
determined by strength of num-
bers and a few other factors,
such as infantry in towns, gain-
ing extra defensive power from
the town.

Placing your cursor over a unit
will cause its strength to be dis-
played on screen, so it is poss-
ible to keep track of relative
strengths; but | have so far
found that the game moves so
fast {even with pausing at every
opportunity!) that | have been
forced to conduct a mad
scramble eastwards to try and
contain the advance of the
Germans (you can play the
German role if you want). At the
start of the game each side has
around thirty units, and reinfor-
cements arrive during the
game; the allies have only two
unit types, infantry and armour,
while the Germans have both
artillery and mobile artillery as
well. Unit defeats are shown on
a continual scrolling headline on

the screen, as are the weather
farecasts, and news of reinforce-
ments,

It can be difficult to keep up
with all the information being
pumped out at you, and play the
game at the same time, but it's
reassuring to note that the
enemy apparently makes mis-
takes too — not taking the
easiest routes, for example. The

raphics are clear and crisp, and
the colour-changing facility is a
boon, The overall presentation
has improved immeasurably
since  Lothliorien’s  earliest
outings, and the influence of
Argus on aspects such as pack
and booklet design is discrete
and totally beneficial. This isone
collaboration that | can ocnly
applaud — and if Argus’ involve-
ment means you will actually
see The Bulge in your High
Street, then it's even better.

If | wanted to find a couple of
points in the game to complain
about; | could — | mean, obv-
iously it's not perfect, but simply
the overwhelming scope and
power of the game would make
objections niggardly. Lothlorien
have come good at last.

Overall Verdict: A CRASH
Smash. An excellent Wargame.

Battle
Map

DPEC 18
18145
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BATTLE
FOR
MIDWAY

Producer: PSS
Memory required: 48K
Retail price: £9.95
Author: Alan Steele

PSS have recently scored a
remarkable success with a war-

ame on the C64 called Theatre

urope, so | had high hopes of
Midway, their first outing (as far
as | know) into wargames on the
Spectrum. t's always good to
welcome newcomers to the
market, especially when they
show every sign of moving in
permanently.

Midway breaks new groundin
packaging, and looks very im-
pressive; it comes in a large
ring-binder, with the cassette
held in a plastic sleeve inside.
This, | feel sure, will come in
handy for keeping note-cards
and file-cards in, if you're that
sort of persen, not to mention
corrgspondence with the barik,
etc. Perhaps next time, chaps, if
you could make it a little bit big-
gerlcuuldgﬁlallmy.ﬂco&ssbills
in it ... Well, you may have
guessed that what I'm trying to
say here is that | den’t know
what the price of this game is,
but the pack makes it look like a
ten quid job, while the game
definitely is not.

ft's not as bad as the 'Great
Space Waste' for example, but it
definitely does not live up to the
promise of the pack. There are a
couple of maps and a bit of blurb
on the pack which attempts to
elevate the mystigue of the
game still further; very nice
maps; mind SOU' of Admiral
Yamamoto's Operational Plan,
but bearing virtually no signific-
ance or relation to the game.
Furthermore, apparently Mid-
way was commended in the
strategy games section of the
‘Golden Joystick Awards’ which
are voted by the readers of
Computer & Video Games. I'll
leave the readers of CRASH to
vote on that one (as | value my
free lunches),

The "garne itself is fairly
straightforward — there are
three American groups (two
naval and one from the Midway
air base} and three Japanese {all
naval). Each American group
has aircraft (carrier-launched at
seal while the Japanese have
four carriers, but all in one
group. Your objective is to
destroy the four Jap carriers
{you play the Yankeaahno racial
bias here}.

You have two search aircraft
|based at Midway Island) which
you use to locate and track the
Jap forces. In the easy game, the
courses of the Japanese groups
are actually marked for you, so
finding them is a piece of cake;
but even in the hard game find-
ing them is not overly difficult,
as you c¢an only play on one
screen, and there is no scrolling.

Once you have located the
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launeh -air
Each
ﬁg‘oup has effectively three

ights of aircraft which can be

enemy  you must
attacks against them.

launched and the real-time
element of the game means that
yau have to walta minute or two
between aireraft launches. Once
airborne, the attack groups are
directed to the enemy by a
cursor — you select the target
position, and they move there in
their own time. Aircraft run out
of fuel after a while, so if you
dont remember to land them,
they will crash, And that is more
or less all the strategy there is in
the game: locate the enemy,
launch aireraft, blast enemy,
land aircraft.

It is certainly far less complex
than some other games of a sim-
ilar type, eg Air gefenoe by CCS
which | reviewed a couple of
issues back. Of course, what
Midway has that other strategy
games do not is ‘arcade’ sequ-
ences— which are referred to as
a 'Real Time Air Attacks' in the
booklet, These occur whenever
you attack the Japs or vice versa,
and what you see is the relevant
naval task force laid out before
you, and a horde of gnatlike air-
craft zooming around above
them. You man an anti-aircraft
gun and can shoot them. This
applies to your own planes as
well as the Japs', which | sup-
pase may appeal to some arc-
ade freaks, but which is totally
irrelevant to the rest of the
game, and irritating in the
extreme.

These suicide shoot em up
bits are reminiscent of Beasch-
Head, but not as well done; it
really does seem to me that, in
order to appeal to a wider
audience, a vast amount of war-
game has been jettisoned to
make way for an arcade section
which is petty and paointless.
There is no indication on the
cover of these 'Real Time Air
Attacks’ and no screen shots to
show what these sections are
like — this might create a little
disappointment with the punt-
ers, methinks.

And | have another gripe
about Midway — it's very diffic-
ult to play on a black and white
TV, as the status of the game is
indicated by the colour of the
cursor, which is difficult to deter-
mine. Now | knew that in these
affluent days of economic
growth, full employment etc,
evaryone except me has a col-
our TV for their computer, but |
still believe in designing for the
lowest common denominator.
So just as, for example, | eritic-
ised a game | reviewed last issue
because it needed two Spec-
trums with Interface 15 to be

D0 4 Jume, 1542
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fully playable, sol alsothink that
software designers should bear
in mind that their games might

be played in mono. Or perhaps
put a sticker on the front saying
COLOUR TV REQUIRED.

In other aspects the game is
up to current standards; the
cursor is easy to use, the real-
time element works well, infor-
mation can be accessed about
the various  fleets and
squadrons. But what it comes
down to is that there is not

enough of a game here — with
only two seabome groups, nine
air aftack units, and two air
sgarch units there are just not
enough units under your control
to allow for much in the way of
thoughtful campaigning.

Overall verdict: a reasonable
debut (though not very goad
value); PS5 need to target their
audience more directly, and
stop messing about with arcade
hybirids.
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IU5.21.15 hours on the evening of May 16th, 1043, & fight of spectally
Drepared Lancaster iombers io leaving BAF Seampton for Germany.
After months of planning No. 617 Squadron areat last embarking on an operation destined to changa the courss of World War I
“Tigl‘uf Objective is to destroy the Mohns, Bder and Sorpe dams, thus etippling Garmany's industrial heartiand,
is detailed and authentic simulation allows you bo play the part of PILOT, NAVIGATOR, FRONT GUNNER, REAR GUNNER,
BOMBAIMER and FLIGHT ENGINEER. ! =

Yioui fly at
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Gams Package Includes: Comprehansive flight instructions, maps and confidential dosuments inehuding authentic material by Barnes
Wallig and Wing Commander Guy Gibson. i
| Destgned and Devaiopad by 8ydnay Development Corporation. Licenged tn eonjunstion with Intérnational Computer Group. Manufastured in the
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When Bob Wakelin was a lad at school, all he
ever wanted to do was artwork for comic
books. This didn't please his art teacher, who
felt that such a talented lad shouldn’t chan-
nel his artistic energies into something
which wasn’t quite ‘art’. During his three

year stint at art college in Wales, his home-
land, Bob's lecturers also tried to put him off
the idea of working for comics — to little
avail.

Shortly after completing the
Graphics course, and once he'd
finished the obligatory spell an
the dole, Bob started work for a
Liverpool studio which
specialised in artwork for the
entertainment industry, and
executed a lot of commissions
from rock bands, producing
artwork for album covers.

Working his way up from
Whipping Boy, graduating to
Lackey and then achievin,
Studio Manager status, Bob
decided it was time to branch
out. Starting as a freelance in
1978, he atlast became invoived
in his first love—comic books—
working for Marvel Comics.
Sadly, the dollar exchange rate
in those days meant it didn’t pay
too handsomely, though.

In 1980 Bob joined & band,
playing synths. ‘It was a whim
really. I'd got bored with
drawing and some friends had a
band. | joined them for a while,
and we did reasonably well,
Then, as is so often the case, we

ad a row and split up’, And the
manager departed with funds,

Should the ex-manager of this
particular band tobea
CRASH reader, Bob would like to
state publicly that one day, he's
! go:hg to catch up with you.

Is 8 great thing’, Bob
told me, “it gives me a reason to
live,” There was a slightly evil
undercurrent to the jocular tone
in which that remark was

ivered. :
' Back in Liverpool, his adopted
| home town, and with the band's
split behind him, Bob started
.loak_mgrfw freelance work
again, Through the uncle of a
friend of a friend, of a friend etc,
he learnt that David Ward was
starting up a software house
down the road in Manchester
and was looking for an
illustrator.

Just as he did the first job for
Dave Ward's new company,
Ocean, all sorts of people started
to get in touch, offering work.
Mrs Wakelin wasn't too pleased
with some of the commissions
her husband accepted.
Something to do with girlie
calendars. .. but all that's
behind him now. Mr Wakelin
Oaaadm allthe infay iflustrations for

.




¥'m still doing occasional
cavers for CBYG and comic
books too— justso | don'tforget
how to draw superheroes’, Bob
explained, ‘but Ocean has
grown and expanded sa quickly
that I'm doing nearly half my
work forthe one client’.

It takes about four or five days
from startto finish to complete a
painting for Ocean. ‘[ spend a
day cing it and then
three or four days completing
the artwork, | start off by doing a
very tight draw.i'n%fn pencils, fill-
ing in all the detail and then air-
brush over so that some of the
pencil lines come through the
colour. | don't like the tubular,
plastic look of most airbrush
work and find that the pencil
technique avoids that. . . fgener-
ally finish the painting off, add-
ing tiny details in gouache orfelt

A

it would seem a fairly logical
move for an artist working on
cassette inlays for computer
software to transfer his attention
to the screen, designing charac-
ters or game screens: ' was
asked eighteen manths or so
ago, but I'm not interested in

esigning screens at the mom-
ent. I'm not a lover of computer
graphics . .. 'm not happy with
the medium. Sure [l have to get
into it eventually, but at the
moment | would get frustrated
about not being able to get the
detail | want into a picture on a
TV screen. Maybe when the
technology catches up, and the
price of high resolution equip-
ment comes down I'll getin voly-
ed. .. anyway, | haven't yet done
all I can with the traditional
media of paint, pencil and ink!"

So what plans does this thirty-
two year old “honorary Liver-
pudiian’ have for the future?
‘There are several things | really
want to do, not least get back
into comics, but I like not know-
ing what's going to happen
next.”

Firmiy a freelance, Mr Wakelin
explains that planning shead is
not his forte: “I've got such a
short attention span, that if |
made plans for the future I'd get
bored before | brought them into
action, and change everything
. .. there isn't really time for for-
ward planning anyway’, he
added, *f haven't had more than
a couple of days without work in
the last few years and haven't
taken a holiday. Icould only take
a holiday if | had a couple of
weeks without any work on—
but ifthat hap, Iwould be
pacing up and down the room,
biting my fingemails, worrying
what was going wrong, rather
than enjoying a holiday’,

The Wakelin fingernails are
fairly safe, methinks. . ..

ON THE COVER



_£6.95
_£8.95

o
(A T S S R R S S e
CRASH 6/85

GAME PRICE

Please add £1.04 for all orders oulside UK.

s w5 5 n b e iy SR e S o S S

Bear Brand Complex, Allerton Road, Woglton, Liverpool L25 TSF
L'reseptme: 051-428 9393 (4 Lines) Telex; 627520
T == e e (RS SPA) REEE R L e



® Eight fiery opponents, each WIﬂ'I :
own distinctive ﬁghting 3
® Smooth-scrolling camera actit
thebestviewoftheﬁghtatall
@ Furious three minute rounds w
knock-dawn and ‘knoacwt‘

° Hail Gf fame
®ENdc

e ———

Elite S\fstems Limited Anchor HDI.ISB Anchor Road Aldridge Walsall west Midiands TEIEDI’!DI"IE (0922) 55852 Telex 335622 SPETEL G




