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u’ll get some idea
of what this crack
mando core is all
Labout. You area
~ highly trained
ombat machine, you

fear no man. You
. must succeed
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mmeasurable odds
o infiltrate all four
enemy strategic.

efence installation
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VIrgin 0ames

Invite you to take advantage
of Exclusive Virgin Value:
SORCERY £2.99

STRANGELOOP £2.99
FALCON PATROL £2.99

THE GREAT FIRE OF LONDON
£2.99

Still available:
B THE BIZ
at £5.95

COMPETITION:

Buy any Virgin Game at any Virgin Games Centre and enter
our compelition to win one of 10 goodie bags containing

a Virgin LP, Tape, T-shirt, Book and Game

or 1 of 10 games of SHOGUN for 10 runners-up

Fresh games for tired minds at

themo.1choice
forgam_es

ABERDEEN 172 Uinion Stree! M BIRMINGHAM 98 Corporation Stregt
BRIGHTON 157161 Western Road 10 BRISTOL 18 Merchant Streel
BROMLEY 1401144 High Street (in Buron Menswear)

BLASGOW 28/32 Union Street 8 LEEDS 94/96 Briggaie
PLYMDUTH 105 Armada Way IR LONDON 100 Oxdord Street

TOP MAN Oxtord Circus
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Domark smashed, and hit

Shortly after the review of " Split-
ting Images' which appears on
Eaﬁe eighteen of this issue had

gen sent to the printers, Domark
problems on the
legal front. The company behind
Spitting the hit TV show,
apparently feels that Domark’s
original title for the jigsaw/biock
puzzle game, Splifting Images

ancounterad

2000AD fans
take note

MacMillan Software has
acquired the rights to Rogue
Trooper, the genetic infantryman
whofeatures inthe comic 2000AD.
Details on the likely release date of
the game are not yet available, but
any improvement upon Strontium
Daog, which had all the hallmarks
of a severe Thrillsucker attack, is
likely to be welcomed by comic
fans...

together with the artwork for the
infay and posters, breaches their
rights. Representations to the

iractors of Domark were madea by
a firm of solicitors acting on behalf
of Spitting Image Productions
with the outcome that the game is
currently being repackaged. it
should appear in the shops under
thie title Spiit Personalities,

More

pocketmoney
software

Elite have anncunced their in
tion to start a budget label feg

L
1

Sick as parrots?

Controversy rages around US
Gold's release of World Cup Soc-
cer, tied into the current World Cup
fever. Retailers. and distributors
have complained to the company
that the game is little more than a
repackaged version of Artic's
World Cup Soccer, released nearly
two years ago. Answering criti-
cisms in the trade paper, [ US
Gold's Tim Chaney commented:
" World Cup Carnivalis a modified,
improved, enhanced, localised
version of another piece of
software. [t has two A2 colour
posters, a cloth patch, the World

Cup competition — all in addition
to a better version of the game™.

The issue has been further com-
plicated by a company that
specialises In selling remaindered
software at cut prices — the origi-
nal Worfd Cup Soccer is now avail-
able to retailers for around a fifth of
the price of the enhanced Worid
Cup praduct. Re-order levels have
been good, according to US
Gold's Geoff Brown — only time
and final sales figures will reveal
how you, the customers, react to
the US Gold launch.
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FIVE DAYS THAT

SHOOK THE WORLD

Itall happened in five days, more or less, and left me so warped I'm still not fully

recovered. Five days that spanned a chip buttie in Ludlow, a Champagne
Breakfast and the sheer hell of a Microfair.

Chip cordon bleu au Ludlow first
though. it was all that the local hos-
telry could provide at five minutes
to closing time. And quite what |
was doing there anyway is beyond
me. Seven hours in a succession
of British Rail's draughtiest car-
riages is not my idea of fun, how-
ever good the sarnie at the end of

it r%' be.

cially, | was in Ludlow to
research a profile on the nefarious
ne'er do wells of Newsfield. ' Come
on up for the day,” said Graems,
‘Il make a nice change from The
Smoke.' | spent ten smoke free
minutes catching pneumonia in
the pouring rain, walking up and
down King Street, searching for a
likely locking doorway. | should
have known. CRASH Towers is
conveniently located above an off
licence!

Well, | got the story . . . butifyou
want to read it, keep an eye on THE
GuaRDIAN because that's where it
will appear — providing | ever gt
round to writing it. No. What | am
trying to get over here is that |
began this momentous week in a
state of total exhaustion — and it

worse,

Wednesday was a launch.
OCEAN inviting us all to The Basil
Hotel. Fawlty Towers images wera
banished by the plush interior —
though the food was fairly school
dinners. Give me a honest
chip buttie any day rather than a
slonlhy chicken in sauce concoc-
tion!

So why were the Manchester
marocrats inviting us round for

lunch? Mot Street Hawk? Not
Knight Rider? Not likely! Instead,
Laser Genius, their Assembler with
knobs on. A strangely unglamor-
ous product to fete like this, espe-
cially when Ocean are hardly
known for wining and dining us
hungry hacks. But am | the

to let such a show of hospitality
stave off tactless questions? Of
course not!

Avoiding the earnest young man
who wanted to explain how won-
derful the product was — some-
thm&whlchi'd have to take on trust
as Machine Code is as arcane to
me ‘as shark hunting is to most
programmers — | cornered an
OAsis representative. 'So what
about the last Ocean IQ product
— the so called ‘Compiler’ (ho,
hol) that CRASH blew the whistle
an white the other mags were rav-
ing ... 7" And | mean raving mad
for beinq taken in by a compiler
that didn't compiie!

‘Yes," said the spokesperson
(who shall remain nameless), ‘We
should really have called the Spec-
trum version a compactor but
because there were Amstrad and
Commodore versions as well we
couldn’t treat it separately, cowd
we?" | leave you to make up your
own young and innocent minds
about this "justification’.

Better lunch — much better —
on Thursday at acTavision. But by
now the nerves were beginning to
go. The bash was the christening
of the carpets — with ious
amounts of spilled beer — of
Activiz's new offices up in the airy

heights of arty Hampstead. Obvi-
ausly MELBOURNE HOUSE's adven-
ture game wasn't wasted on

averyone. . .

The most interesting product on
view will never ap on the
Spectrum, owing to its need for
disks. Alter Ego is, | am reliably
informed, the only game available
that lets you practise self abuse.
Apparently Commodore owners
like this sort of thing!

Aﬂler five m'mi.ltg: at a machine
my alter ego had hairs growing in
the palms of his hands and
couldn't see further than the end
of his . .. nose? Neither could |,
but that was purely due to my
intake of excessive amounts of
alcohol. Andy Wright, looking
debonaire as ever, took me in hand
and steered me to the balcony
where | amused myself by shout-
ing at the bourgeois peckerheads
below and trying to vomit on their
Volvos.

Just about recovered enough in
time for Friday and the Commo-
dore show. The Commodore
show? Well yes, because to tempt
every last cranked up freak out of
the woodwork and to the launch of
the Amiga {the £1,500 version of
the Leki) they were promising a
champagne breakfast. Mow it
must be said that the new Com-
modore croissant ain't bad but it
takes more than one glass of
Bucks Fizz at 9.30am to get the
hacks to dig into their pockets and
shedl out for an Amiga, amigo —
aven at the 50% off journo’s price!
A great machine though, notice-

Spot the Dandy.
Somewhaere in this
plot
ACTI
and E
DREA

S crew s

the Industry's i
sharpest dresser, H
but we won't let

on who you are,

Andy.

ably free of attribute problems.

It was at this point | ran into the
Eligible Baxter but'm not going to
mention him further this month, It
seems the kindest thing to do, now
that he's suffering stardom after
his previous appearances in this

P

t only left the Microfair on
Saturday, more crowded than
ever. By this stage | was a gibber-
ing wreck. Why was it all happen-
ing in just one week? | sought sol-
acein the bar only to meet a certain
software magnate who was busy
lamenting that he's not yet a mil-
lionaire. It hardly seemed an
oppeortune moment to blag a drink
so | crept away.

And was there anything interest-
ing at the fair? Somal salling
Memaotechs, at least two s for
sale and a repackaged QL geing
by the name of Thor; amuch more
fitting Morse god than Loki who
was an inveterate liar. There were
also lots of Sinclair owners —
though not the Sinclair owner,
Alan Sugar — but as you all failed
to. récognise me and apply
alcoholic sustenance, | crept even
furthar away.

So — yes — and here we are
once again, deadline looming, the
promised HEwson do postponed
and no corroborating evidence
that (Look;, I've told you wea can't
print his name — Graeme) is a
werewolf! So this month's crum-
pled fiver concerns last month's
bondage bird, Mandy Barry.
Apparently the photos that were
released were all from early in the
session. We'd love to see some of
the later ones!

To end with a profound thought.
Laurie Anderson says that
technology is a parasite, destroy-
ing its host. She aiso quoted Bill
Burroughs. Language is a virus.
Enough!

Alloha,

Hunter S Minson
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BIGGLES

Producer: Mirrorsoft
Retail Price: £9.95
Author: Dalali

iggles and his time twin, Jim

are in.a spot of bother. Big-

gles! Time Twinl What's this
it's 1917 — the kind of time you
would expect to find Boys Own
paper air ace Biggles, but Jim is
from today (as in "Now’). Well it's
the film of course, the game being
based on its commercial 58
that modern people don't watch
WWI air ace films any more without
a spot of weirdness. Back in 1917
the Germans have developed a
new type of super-weapon with
which they intend to win the war.
Up in the eighties, New Yorker Jim
discovers his time link to Biggles
when he gets warped back to the
Flanders battlefield. If you've seen
the film then you will know that Big-
gles and Jim must destroy the
awesome sound weapon so that
the natural course of history won't

be altered.

The game comes in two sec-
tions. There's the Timewarp on side
one of the cassette which should
be completed before continuing
on to side two which features a
helicopter simulation.

Timewarp is played in three con-
currently running sections which
must be completed in the comrect
order before this side of the tape
can be finished.

Airborne, Biggles finds himself
fiying over oceupled Francein 1917
searching for the secret weapon
testing site so that he can photo-
graph its position. Howewver, the
enemy are on to him and Biggles
must-avoid the flack and German
planes that attempt fo blast him
out of the skies. Our hero's plane is

the
enamy, so long as they get

him first.
Suddenely, les and Jim,
urled 89 years
into the future and onto the roof

12 CRASH July 1986

equipped with a sturdy machine
gun, adequate for dwﬁ?on :

tops of London. The twinned time
travelling twosome must get the
secret code which gains them
access tothe location of the secret
Sound Weapon in the second half
of the game. ‘Snipers and patrol
guards are positioned all over the
place as Biggles and Jim run the
gauntlet across the roof tops to
saftey. Contact with the policemen
results in death, although they
often ignore you if you keep still or
crouch down until they've gone
away. In leaping from roof to roof in
the quast for the secret code, care
must be taken any false moves
send our heroes plummeting to
their deaths on the London streets
bd‘r?aw ' third i
e third section in

sends Biggles wnwsamﬁm
to 1917 once more. This time,
aquipped with a revolver to kill any
German guards in his way, he has
to fight his way through battie
fields to discover the posiiton of
the dreaded testing ground. At the
beginning of this section Biggles
is g;v:n a limited number of gre-
nades but they can be replenished
along the way.

At the bottom of the screen three
symbols, a plane, an ammunitions

Irritating Erich von Strohelm over the Flanders fleids.

dump and a helicopter, indicate
damage sustained during the
three sections of Timewarp by
gadun}ly deteriorating.

de two of the cassetie contains
Sound Weapon. It is possible to
play this without having finished
Timewarp, but it is very difficult to
complete the entire mission with-
out the secret password given to
Biggles on completion of the first
section of the . Biggles is
now piloting a helicopter equipped
with the very latest in 20th century
technology, except that he's actu-
ally flying it over enemy lines in
1917. Using maps and all his skill as
a pilot, Biggles must rescue his
famed friends, Algy, Bertie and
Ginger, locate the testing ground
and destroy the Sound to
complete mission. Points are
scored for the right objects col-
lected and how many people Big-
gles has managed to rescue.

This section is sﬂtln%iin
the cockpit of tha witha
view of the ground below seen

Can Biggles lsap Into Fortress Wapping over the heads of the
NGA [(Naughty German Aggressors) to find the codewords?

through the windscreen. Screen
cantre is gunsiiggt. with compass
points around outside, show-
ing fying direction. All the controls
and instuments Hnu nead to suc-
cessfully fly the chopper are availa-
ble, but it's enough to crash
the machine. Biggles must fly to
the Allied camp first of all so that
he can find out the location of the
test site. This is only given in
axchary for the

[?_asswmdubtainsa on completing

imew

arp.

Biggles must battie onwards to
destroy the location of this Sound
Weapon, There isn't a moment to
lose, so it's chocks away and good
luck on your mission. The future
depends on you.

@ lused to be quite afan of the
WE Johns books, and looked

. Side

1, Timewarp, is quite good, and |
enj playing all three games,
but | hoped side 2, The Sound
Weapon would be better. Unfor-
tunately, it was a case for my
reviewers’ law; when |
something to be particularly
oad, it Inevitably fails to

mpress me. Timewarp contains

ous bits, but side two is a lot
worse; looking at it as a flight
simulator, it is neither realistic or

g

:

|

@ ' Wizard Prang! It's finally here
and what a di intment it is. |

concept of Biggles has always
seemed a little naff to me, but |
mufn‘::éeexpectsd#‘;m:emam
et ilayabil py
are about , the characters
are poorly detailed and animated
and the backgrounds are unin-

teresting. The sound consists
mainly of spot effects although
there is & tune when the
ands. | was bored very ly as
there was little going on to Keep
me interested for any length of
time, Not compeliing at all.

@ Itseems that Mirrorsoft, trying
to make 'the of the film’,
have divided up the various: com-
ponents of Biggles in the hope of
roﬂmﬁn? a movie story. All this
succeeds in doing is losing all con-
tinuity that the game could have
had. This is most apparant whilst
playing Timewarp. Being thrown
between three screens at unpre-
cedented moments doesn’t add
gimmick to the game but seems o
distract the player’s attention from
the fact that ali three screens have
minimal playability. The flight simu-
lation is one of the most unim-
aginative seen, with few in-cockpit
facilities and badly defined single-
colour ground objects. It seems
unfortunate that Mirmorsoft could
not have produced a better quality
pieca of software from potentially
interasting subject matter.

Gontrol keys: Z left, X right, P up,
L down, SPACE, B, M, N fire
Joystick: Kempton, Cursor, Inter-
face 2

Keyboard play: responsive
enough

Uss of colour: nothing special
Graphics: uninspired
Sound: title tune and spot effects

Skill levels: one
Screens: three games
General rating:
Graphics




CLIFF HANGER

Producer: New Generation
Retail Price; £7.95
Author: James Day

his game introduces a new

concept in disposing of your

enamies. No more em
ups;, forget a quick round of
fisticuffs or dose of martial artistry.
Cliff H .the hero in this game,
is & tough talking, gum chewing
cowboy who's vocation in life is to
g&mmmm::fgun—!oﬂng ban-
Cliff takes a slightly unconven-
tional approach to hiz job and

screens. The computer chooses a
different screen at random until
you have successiully completed
all the screens on the cumrent level.
After a while, the baddies have a
chance to get their own back.
Boulders roil back on you unless
don't watch out, and
render you senseless

unless they hit the bandit.
Cliff h;iais five llveaiajand loses one
me you misjudge a move
and fall off a cliff top or are crushed

o S et i

screen gra are all in yel-
low and black and ‘ctamny;ly
of scenes from the wild west por-

tends to resort to rather unusual
methods of killing his vietims.
Boomerangs, cannon, elaborate
time bombs and the faithful boul-
der all make up Mr Hanger's arse-
nal. These are shot, dropped and
thrown at the foe, usually resulting
in a nasty splat as the baddie is
Eﬁ)ﬁnted into the ground. Cliff is a
d hearted assassin and dances
a little celebratory jig as each
opponent is sent ta Boot Hill.
object of the game is to stop
the bandit from getting to the end
of the canyon in each screen, The
baddie-splatting technigues get
more complicated as the game
resses. Points are scored for

Gopencing on he diiouty of e
manoeuvre

Thﬂeareﬁ'ﬁaeﬁiavdammagm,
each consisting of three to five

““Three Chances”. When Cameron rolis that boulder off the
ciiff is whizzes round and round, down one cliff facs, along the
ground, up the other side of the canyon, through the air and
down the cfify ., . .

trayed in a cartoon style. At the
start of each new screen a gun-
shooting bandit either appears,
trotting over the horizon, or lurks
on the screen, hidden away some-
where. A series of objects are pre-
sented in each screen and you
must decide how to use them in
order to kill the bandit. Sometimes
the method of killing the Man in
Black may be obvious — such as
rolling a rock off a cliff top at pre-
cisely the right time so that it
crushes the baddie below. Other
more complicated screens involve
mini puzzies which include such
items as levers and railway trucks,
and ire a series of actions to
be out before the bad guy
is killed.

Each baddie must be killed ineach
screen for the game to progress.
Once you've worked out how to

use the equipment on a screen,
timing is essential if Cliff is to rid
the wild and woolly west of the gun

toting banditos.

® * New Gmgraﬁun have been

Trashman, and the game has a
f::lufme‘ri'ashmanmmhuas

¥
i3
1
§

Skill levels: one

.Screens: 50 1

General rating: Basically a good

game, but overpriced
Use of computer 6%
Graphics 67%
Playability 72%
Value formoney  56%

rall 63%

down is the appalling sound and
the mediocre graphics — a few

small and some very sim-

The game itself
pﬁ&)_'fsﬂhaaﬁoadﬁunnerammn.
so If you enjoy squashing people
you will probably enjoy this. This
isn't too bad' a game, but I think it is

?h” Thishis a nice game at m
e graphics are pretty,

rn:Jm':n'c:'EI hrome disptay ri?mgakes the
game less attractive than it could
have been. The game itself has
some really cruel bits in it, but that
makes it all the more fun! | had
expected it to be a cheapie, but at
eight quid, it does seem to be a
Food deal too eﬂ)ﬂf\sive. Though
t iz addictive, and | confess to hay-
ing spent a long while playing it,
the fun gleaned from it doesn't
seem to justify the expense. Sure,
there are lots of different screens,
and they get more nasty as you
progress but | still think it's too
expensive. New Generation had a
lot of potential in this game and it
would have been great as a budget
title — as it is, it's definitely too
expansive, "'

Control keys: redefinabie
Joystick: Kempston, cursor, Inter-

face 2

play: responsive
Use of colour: monochromatic
Graphies: cartoon style, simple
animations
Sound: minin:2! spot effects, no
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Producer: US Gold apractice match option soyou can

Retail Price: £9.95 have a dummy run before going on
to the real thing.
Author: AS Designs ﬂmocmpiatangmkaga includes all

‘he release of World Cup | such as a wall chart with stickers
Camival coincides very | to pl progress
nmwﬂhmwamn- thing this summer, and a sew-on
mm'mia 'i?';;llmﬂl:;";ﬁm is no sfr involved |
ing, me is o no n n
players cog;pxdagama mcmmmmd
or

o

each other, o© one player | cannot be allocated to ons

against the computer. The prog- | according to their particular skills

ram also allows up to nine — the computer sorts all that out, : 3 |

to selact teams a list of 24 | sothe oniy thing you have to worry i

World Cup candidates. about is controlling the players on | to the bog standard Spectrum | The players are a bit batter. Sound
The ins with the | thepitchandtryingtoscoregoals. | character set. | couldn't find is poar; if you're you might

players running onto the field. mumhmmmﬂ hear the odd whistle baing blawn.

About one third of the pitch is on there is an on/off option for | On the whole | wouldn't ba foo

screen at any one time, scroliing musicl All | can say about this | happy if | forked out twe quid for

sideways as the players run down game is there is a nice whistle | this one, lst alone a tenner The

towards the geal. You only have effect and the p: ing is | pack of World Cup bumph makes

control over the player nearestthe | @ “World Cup Carnival Is an amt'l‘hlnmh yavoid | up for it a little, but not enough for

atall costs me to recommend it to any one. "

bal, and he changes colour | appalling game and it's a dis-

Algeria play Scotiand on the scresn of WORLD CUP CARNIVAL.
Scolisnd sre doing rather better on scroon than they are for
roal...

SSu : : match, plus screens
sli when in possession of the | grace to see a big software | @ "Thisis the worst football simu- | General : Nice fresbies,
bmnknﬂsandgoalmm house like US Gold it m(mmmm.mm shame about the recycled two-
all automatically executed The layout of the footbail is is alittle too easy You | year oid game!

The scoreis displayed atthetop | as basic as you can get — no to have a colour TV or
of the screen with a fime no
limit. The game is over 90 for

minutes, but this isn't real time —
each game actually takes about
three minutes to complete with an
allowance for extra time at the end.
Apart from the main match there is
also a practice mode where you
can practice ball control, penalty
shooting and saving. There is also
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Please rush me, for my Spectrum
Computer THE GRAPHIC ADVENTURE
CREATOR

[ Cassette £22.95

| enclose Cheque/PO for £
or please debit my Credit Card

No.
Name




in the computer shop, carrying the battery and the gluwe.
Jack's abowt to blow up the compuiers and make the shop-
kesper vory angry indesd . . .

Producer: Gremlin Graphics S il A
Retail Price: £7.95 ¢ o R , i | 1 ! """-:I!"”Iil]l"
Author: Greg Holmes il - ' i

(with John Holmes)

(L
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J°A°C'K T*H*E N-I-P-P-E°R

mm&mmmlt‘m
greatest B4 on
in naughtiness: a
you could not wish to meet in
faﬁmﬁctlm You thinktha%%
ng BOO fo is n
Pah! Jackhlzhamla e
league — b&ammms
tions on naugthty day
Thﬁisa!eve!d&lﬂy maygt
ﬁswgmwmmmmbm
ieve, even in their wildest
this, Gremlin
dsddsdtnhasa&gwm around
than nipper in town.
AsJacksmwdlarthe idea is
mgatm,ﬂﬂhmmmw

inta
Job

romper-suited

W”:;?m";:ﬁ%m“""’m

ter umatsnaadad muckiy
it just happens to be

planadunasheﬂln Jankabed

Unluckily enough it has
been putana hlghshelf well above

nm'-riglﬂﬂ
the Noughtyom=™” b oig
wiffpctory With IV ont thous
sa patty at the
vt

“ How could this
possibly fail to bohrg it's

just so ap in both
el ot s
ity. ‘I'Ihelgraphicn are mas-
tulul a FIHHI-
ausly m monoc-
hrome cartoon that
w:kesdack look ui“ﬁ o h
's
B e

winner in Jack ﬁ’uis Nipper:
gameplaywise things are

falﬂy similar hﬂm

I'M!askshbe
mﬂquulhﬁmny'ﬂlﬂh
the puzzies are not
immediately obvious they
aren't overly hard either.
The graphic style perks up
the game no end. Overall an
excellent game that well
worth the price — run out
and have a look at it
today. "

s miniscule reach —

the nip
pr y hidden away by an oft-

Jack's sproing and cavort fac-
par.j_ﬂ?f_mm_af_aﬂ'
fusks and creamy baby food,

a!thatEWﬁhm.wﬂhamm

wiggle of the joystick or prod of
theapprnpnmkw&rl’a

propel this pint person
mdwiththawmwatofm

=1

%

i)

CRITICISM

A few well-timed jumps put Jack
‘where he wants to be and he has

two in his suit for carryi
Uﬂdﬁmeﬂt:ciﬂg items. i
Leaping

-around on the furniture.

smnbﬂnmmavegetable
hng‘tubavﬂlmt.laoks

, and when

you-mns ng as Jack one of the

main problems with day to day life’

‘¢ Jack the Nipper is a bril-
liantly presented game

with a good titie tune, a fun
attract mode and litde
comments that pop up now
and again and make it fun
to play. All of the characters
are drawn with expert pre-
cision and are animated

ngcknbsnnabarhmeatmm
arag, and one of the five live availa-
bh%hﬂﬁﬂaﬂmﬁaﬂamﬁm

CRASH

ge?

:;?n inging by its pE i "mhthe;
ng. a naugl'ity (o

E:_d'mg points can be ::]?-
lected ng objects and drop-

mtownmnalstﬁofsmﬁgg
logations porirayed in a semi

way, and all the characters have
been drawn in a cartoon style
remmiemﬁnrw{llyﬂaeh'idm

and in a"id nut of
the same way old

Sie |'. # it
is carrying are shown in a pocket
at the top oftnasmmsaraa.m
some careful juggling is some-
i Che i
ni

Lose all the lives and the game's
over and littie Nipper trolls onto the

screen with a sarcastic appraisal

of your attempts at menacing. Ah
well, never mind, fiving up to the
expactations of the naughtiest
nipper alive is not an easy task.
Closet vandals will have lots of fun
Mth.hdcmeﬂﬁnpar

Control keys: Z left, X right,
O up, K down, 0 fire, ENTER
ao throu%l: door Up and Fire
to jumb irection and Fire to
shoot, H toggles pause
1'n(:|dar Q quit

Joystick: Kempston, cursor,

In‘ran‘acs 2

play: responsive,
but slox?ng odd layout

our: monoc-
gﬂrmnapr;::. cartoon; tidy

: very apt — lovely

cartoon characters
Sound: jolly tune in attract
mode plus spot effects
Skill levels: one

General rating: A great

game for all you naughty
types..

Use of computer 91%
Graphics 93%
Playability 93%
Getting started 92%

Addictive qualities 93%
Value for money 92%
Overall 93%
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f R
well out of 38
ne to pleces. That's ke
Maggle seems 10 hﬂL'

sﬁlﬂ,:tir for the fros

-\ — v

L -_'!Il_l!i

Wy

4"
ﬁ&\%&m 1

;
w4
wll ol

o 1_!-‘.\!.”"'"'
L

A, T SR

Producer: Domark
Retail Price: £7.95
Author: Ernisoft

Ronnie has beon pleced back togother again, and =,
all his glory against the Stars and . Pity Hurmpty

in i
Dumpty diclt have s chancs to @et the bansitt of SPLITTING IR
RAGES
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oPeLefeTeTeIN-G I-M-A-G-E-S f%_‘;'
P S P s e e -4

liding block puzzies and jig-

saws are as old as the Ark,

but Demark and the Dutch
software house Ernisoft have
come up with a new, com-
puterised variant, Although the
name might suggest a tie-in with a
certain TV program — don't be
fooled, there's no wicked satire to
be found in this game, and rubber
puppets don’t appear. All you
have 1o do is work ﬂ;!aiI'ISI atime
limit and assemble carcatures of
the famous from little blocks,

All you have to do? Well not
quite. Starting with Ronald Regan,
ten cartoons of famous faces have
to be pieced together if the game
is to'be plaved thrnurjh ta the end
At the start of each level the main
playing area is empty — a zone
enclosed with blue buffers. A pul-
saling square cursor is under your
control and sits under a flashing
arrow at thie top left of the screen.
The image that has been split
appears in & small window in the
qlatlm area on the right, the bar

ay that monitors the time you
have rermaining is refreshed, and
play commences.

The cursor is used to shift the
blocks around in the playing area.
It can be moved in four directions,
and once the cursor has bean
placed over a piece to be moved,
pressing fire grabs the block.
Holding fire and then moving the
cursor whizzes the selected block
off in the chosen direction. A mov-
ing block continues to travel in a
straight line until another block or
thae blue buffer is hit, when it
comes to rest. Pieces are brought
on tothe playing area by zipping
the cursor under the flashing
arrow, prassing fire to seize the
hidden piece and moving right to
fetch it into view. While the cursor
is over a piece in the main play
area, one of the squares on the lit-
tle status panel picture: turns
white, revealing the correct loga-
tion for that segment of the puzzle.

Twenty pieces have to be shuf-
fled into the right orderto make up
each picture, and there are only
four spare block positions at the
top of the playzone — so-some
careful juggling is called for. Just
te add a little variaty 1o the game,
cracks appear in some of the buf-
fars. Blocks that are moved onto a
cracked section of buffer bounce
off, returning to their start point.
Some of the cracks remain in the
same part of the buffer throughout
a level, while others hop around
tha place during play. Little sliding
doors in the top, left and bottom
buffers open and close. While a
door 15 closed it acts as a8 normal
section of buffer, but if a plece is
shoved towards an open door it
disappears from the playing area
and jomns the gueue of pieces
behind the fiashing arrow.

Every so often,

“ While this game has
almost nothing in common
with the TV series it isn't
based on, | thought it was
great. The caricatures of
the characters are excel-
lent, and the game moves
at a very rapid pace, which
s to the fun. Things like
bombs and other bonus
contribute
t this too, making it
an e playable
game. graphics and
sound effects are nicely
executed, and the game is
highly addictive, that
‘one more little go' element
about it. | like it. It's nice to
see Domark getting their
act together after the awful
Friday the 13th.

objects

associated with the character
whose likeness is being assem-
bled are dragged into play. These
objects can lead to bonus scores if
you do the right thing with them —
shoving the American Flag against
the Russian flag for instance,
earns a bonus of 1,500 peints on
the Ronnie Regan screen. if one
object is thrown against another
object, they both dematerialise
and if the nght pairing has been

I CRITICISM |

“* This is definitely the best
Domark game sver! | know
that's not saying much, but
Splitting Images 1S a really
good game, and the most
surprising bit about it is
that the game is so simple
in construction. The pre-
sentation is well above the

Domark stuff and

Im

first time | picked up the
joystick. The graphics are
excellent with very smooth
scrofling and some nice
sound effects. Domark
seem to have got the right
balance of difficulty, with
the ‘Reagan’ screen heing
easy to get past and ‘Mag-
gie’ being a bit harder, and
each subsequent level pre-
senting that bit more of a
challenge. The game fea-
tures lots of nice bonuses,
which can improve your
score tremendously and
keep you addicted to the
game for ages.

different from the normal
game. "

achieved the bonus value flashes
up at the point of collizion before
being added to the scora.

Bombs are bad news — they
explode five seconds after they
are brought into play and have to
be shoved against a tap (bonus of
5,000 points) or whisked out of an
open doorway betore they deto-
nate. Failure to dispose of a bomb
results in an explosion and the
loss of a life. Other ohjects appear
at random and can be combined:
throwing a pistol against a bullet
doubles your bonus-score on that
level, ‘while matches and fuel
should be kept well apart!

The number of points awarded
for completing a level depends on

h

“ Well done Domark,
you've finally broken your
spell of releasing poor
games. | am well

ssed, This is a very original,
playable and compelling
game. The graphics are
colourful, detailed and
generally well ‘finished’;
the characters are all rec-
ognisable; the sound is
nice too — there is atune at
the beginning and some
very reasonable effects
during the game itsel.
Playing the game can be a
bit tricky until you get the
hang of the control, but
once you do, the action
gets fast and furious. Dis-
posing of the bombs is also
tricky, and going for bonus
scores means some extra
thinking is called for. |
enjoyed playing this one as
itis fun and fast moving. *

the amount of time remaining
when the final piece is slotted into
place. Running out of time results
in the loss of a life — but providing
all three lives haven't been lost,
the blocks stay in place when you
die. An extra life s awarded for
reaching 100,000 points and extra
time can be wan on later screens
by sliding a diamond into another
gem.

| COMMENTS |

Control keys: O left, P right,
Qup, A down, CAP SHi
SPACE fire, R and T abort, H
pause, J continue

Joystick: Kempston, Cur-
sor, Interface 2

Keyboard play: responsive,
but a bit tricky

Use of colour: neat —no
clashes

Graphics: fast moving; good
caricatures

Sound: start and end tunes
and spot effects

Skill levels: one

Screens: ten

General : A differant,
compelling and original
game.

Use of computer 85%
Graphics B88%
Playability B9%
Getting started 90%
Addictive qualities

Value for mone 87%
Overall % 90%,

CRASH July 1986 19




wr}&i’cwﬁ

SNODGITS

Producer: Sparklers
Retail Price: £1.99
Author: Martin Harris

nodgits, or Did The Butler Do

17 as it could be called, is a

classic Whodunnit from
Sparklers. Menace is afoot at Mys-
tery Mansions as objects go mis-
sing causing chaos in the Snodger
household. It's not that the objects
are particularly valuble but the
whole business is making life a

misery for Benson the trusty old

Butler. What is he to do when Lord
Snodger asks for his slippers and
they are no where to be found? Life
would be all the more simpler if
these odd occurances could be
blamed on the mischievous Snod-
gits, pets of the Snodger family as
they are always makmm
However, Benson, who has a nose
for these things, is doubtful. Such
is the problem that an impressive
array of prestigious Detectives and
Detective-esses have assembled
at Mystery mansions to try and dis-
cover who the culprit is. But are
they all as blameless as they would
like to suggest? While everyons
glse is running around in ever
decreasing circles trying to get to
the bottom of the matter, Benson
plods steadfastly onwards in his
own inimmitable fashion trying to
clear his own name as much as
armhg else.

son must trudge around
Mystery Mansions trying to locate
stray objects that are required by
the Snodgit family. Clues to what
these objects might be are given
to Benson by the loveable Snod-
gits. For example, one might

approach Benson and say

Daphne wants the candlestick and
Benson must try and find out
where it has bean mislaid. Mystery
Mansions is not small by State
Home standards with over 2
rooms. Benson's task is aided by a
map-at the bottom of the screen
with the butler represented by a
green square and the sought
object by a purple square. Maybe
the object is camied by someone
else? Or it might be on another
ficor — whatever, poor old Benson
must battle it up and down the
stairs in search of it,
Once the correct object has been
given to the comect person, Ben-
son gains access to the Clue Table.
Now he can begin the task of
finding out who is responsible for
the disappearing objects. The Clue
Table is two blocks of rows and col-
umns showing a list of objects and
suspects. Each row of suspects
relates directly to the objects
shown. A question is asked such
as, Who snodged the Teapot? and
Benson, using his Butler's intuition
must decide who the guilty party
might be. if he makes a wrong
guess then he must deliver
another object or find a Snodgit to
snodge with. However, if ha makes
the comsct link between object
and suspect then the guilty person

20 CRASHJuly 1986

is automatically put into the guilty
box at the bottom of the screen
and Benson can scurry offtofinda
detective. Three people in the
game are guilty and they must all
be identified before you can move
on to a higher level,

If you get fed up with the present
lay-out of Mystery Mansions you
can choose a new location by re-
starting the tape after the main
part of the game has loaded. Each
of the 5 Mansions have over 200
rooms and each level has a higher
number of floors which must be
examined.

The game carries on until Benson
runs out of lives. At the bottom of
the screen is a Sn eranda
Bodgometer. A life is lost on the
Snodgometer every time Benson
bumps into a Snodgit and & life is
lost on the Bodgeometer
imae Benson is clumsy and
b“gll"lps into bits of furniture or

Have you brains enough to assist
Benson discover who is the thief
of Mystery Mansions, or will it
remain forever a secret?

® " Snodgit seems to me 1o be
one of the most original games
around at the moment, and in a
budget range as well. The whole
look of the game is very pleasing

Daphne Snodgerwould ke the tea-pot, go on, there's only 200
rooms It could be hidden in.

with lots of large and excellently
animated characters in a smail,
but well coloured maze. it's a
pity that all the mazes couldn’t
be loaded in memory at once,
but it does remember the last
High-score atter loading. Once
the instructions had been fully
read | found the game a pleasure
to play and very addictive. The
sound isnot the best in the worild
but the playability more than
makes up for it. This is definitiey
one of the better budget games
around at the moment.

@ “ This one feels a lot like Popeye
as you control the same sort of
large character, the main differ-
ence being that you are playing in
a 3D area, Tha graphics are nof as
clear as they could have been and
as a lot of colour is used there are
many atinbute probfems. The
characters are well animated and
detailed, but the sound is poorly
used there are only a few sopt
effacts e now and then, this is
a shame as it would have added to

the atmosphere of the game. Gen-

erally Snodagits /s a very good deal
for two quid as it is compelling and
playable.

® ‘" What an instantly pretty
game, much prettier than the aver-
age budget release and | suppose
that is just what is supposed to
attract the end user into purchas-
ing it. Graphgically Snodgits is

really very good, espicially the

its themsleves, what a cutq,
butoft annoying, race they arel Ani-
mation is very well employed on
top of the big bright backgronds.
The game itself is slightly cludoes-
gue but a bit more original than
that, providing a good laugh for
any Spectrum gamester. Have a
quick look at this one as you may

well be surprised after the lower
quality of ive Sparks other
releases,

Control keys: 1 left/anti-
clockwise, 2 right/clockwise, 9 up/
walk, 8 down/walk

Joystick: Kempston, cursor, inter-
face 2
Keyboard play: good — two
modas, dira-:tlomi and rotational
control .

Use of colour: plain and simple
Graphics: large and attractive
Sound: tweets and burbles

Skill levels: one

Screens: five houses
skl
Playability 76%
Getting started 72%
A.ddic#wo qualities 7%
Value for money 78%
Overall 1%
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FL Y THE GHME

Back withaVengeance!

'PAPERS SAY...

“Once you start playing the game it
becomes increasingly clear that Ultimate
have produced yet another excellent
game. The playing area is huge and there
are sorme excellent graphical effects like
the starswhich are beautifully parallaxed.”
“Playability wise Cyberun is an excellent
game;’
“The inlay card doesn't give much away,
so it is a challenge just to find out what all
the various goodies are for.’
"This is a classic shoot ‘'em up which I'm
sure all fans of Lunar Jetrnan will enjoy!’
CRASH May 1986

PENTAGRAM and CYBERUN are
available for the Spectrum 48k and
Agnstrad from selected branches
of W H. Smith, Boots, John Menzied
Woolworths and all good software
stores. They are also availabie from
Uitimate Play the Game, The Green.
Ashby-de-la- Zouch, Leicestershire
LEE 5JU. (Postage and packing
included.)




Available for:

Amstrad (pisk and Cassette)
CBM 64 (Disk and Cassette)
Apple |l (pisk)
MSX anda Spectrum
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NINJA MASTER

Producer: Firebird
Retail Price: £1.99
Author: Tron Software

f)-uu 've ever wondered how Nln-
il b ol

is game m t a
answer you've been smrcﬁ:g
Apparently it's all sorted out in a
kind of Ninja Olympic Games. After
many months of preparation,
learning various skills from your
Hanshi, it is time to compete in the
great contest that decides
whether you deserve to hold the
titie Minja Master after all.

The game contains four levels,
and you are called upon to
demonstrate a different oriental
skillineach one. The first sectionis
set in front of snow capped moun-
tains. Deadly pointed arrows are
shot at from random direc-
tions and they have to be deflected
away from your body. Four move-
ments are involved: kicks and
punches to both the left and right.
Intercepting arrows wins points
and a score of over 1500 is needed
to progress on to the next level.
When an arrow lands on the Ninja's
bedy he utters a blood-curdling
yell, but a successiul deflection is
greeted with a war cry.

The second part of the contest
takes place in indoor arena where
a sturdy piece of wood has to be
karate chopped in two. You have
twenty seconds to build up your
strength by pounding away at the
keyboard, to move the
status amow as far along the
sirength chart as possible. After

m{ella seconds the Ninja automat-

ically fiy with his fist and tries
to cut the block in two. Three
attempts are allowed on this stage,
and at least one bit of wood has to
be broken to qualify for the third
round. A suc performance
is rewarded enthusiastic
applause from the Japanese audi-
Bnce.

The third level of the tournament
has a slightly cosmopolitan feel to
it — the action takes place on the
banks of the Nile, in the shadow of
the Great Pymm Equipped
with a pointy stick, the Ninja has to
fend off Shunken Stars. The stars

are fired randomly and at great
spaad and your Ninja must stop
hem from embedding themselves
In his body by blocking them with
his stick. Again, three attempts are
offered and a qualifying score of
1200 pints is needed before you
can continue.

Ninjadom is just around the
corner if you get to the last section.
Canisters thrown from the right of
the screen have to be shot down
with a blowpipe. The backdrop is
back to a more traditional
Japanese style with a hoﬁ
moon hanging in the rugh'l and
snow lying on the ground
the required score has been
achieved you graduate to a yellow

belt. From here onwards the game
cycles round again, except the
qualifying scores are much higher.

Bl ety
a new venture,
m%nswsmem’ﬂbeafgg%
ers. The graphics are very sim
to that of Sal Combat and the

useof aesﬂi" ‘aghh
effects. | wouldn't say there is any-
thing terribly original in it, but |
found the game very compelling
to play: Firebird have released it at
the right price, and it would give

you good value for money. if
yvau'vago!aﬁgmgsmamenfnrgef

A contemporary arena for Ninja Block Breaking — spot the
SINCLAIR advert on the hoarding!

@ ' Not ancther label relaunch
Firebird! Oh well, though it hasn't
?ot amazing ?lraphlcs Ninja Mas-

itself is quite fun. The sound, if
the frenzied cries of a pained Ninja
can be defined as sound, is quite
realistic as far as the limitations of
the Spectrum will allow. | didn't
play it for all H'lai!ong.butform 99,
it should provide a few hours enter-
tainment, | suppose, | wouldn't buy
it, but then there are those who like
this sort of lhlngJ and it might well

to them. *

Control keys: redefinable, muiti-
ple moves
2 N0

Knyhoard plar a bit tricky

Use of colour:

Graphics: qurbe well animated,
backdrops

Sound: nice title tune and

screaches

Skill levels: one

Screens: 4

General : A different kind of

sports simulation that's should

prove quite appealing

Use of computer 85%

Graphics. 63%

Getingstarted  68%

Value for monay 72%

Overall 64%
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ROCK’N WRESTLE

Producer: Melbourne House

Retail Price: £8.95

Author: Steven Taylor, Damian Watharow,

Frank Oldham

beat em up successes, Mel-

bourne House bring the
exciternent of the wrestling ring
to the Spectrum screen inagame
which can be played against
computerised opponents or
head-to-head with a friend.

In the one player game, you
control Gorgeous Gra% who is
going for the World Champion-
ship. Four opponents stand bet-
ween Greg and the champion's
belt, and he must defeat them all
twice on the route to the top. The
fighters. Greg faces in the ring
each have a unique personality
and temperament and their
fighting styles vary accordingly.
Lord Toff, for instance, takes the
scientific approach to wrestling
and knows all of the twenty three
moves available in the game. Vic-
ious Vivian is a mohicanned yob
who learnt to fight on the streets,
while the Missouri Breaker fights
mean and dirty. Redneck M
iz apparently an affable yokel, but
when he's in the ring he becomes
one mean opponent, yassiree.

Each bout on the way to the
championship lasts three
minutes and to win, Greg has to
pin his opponent to the canvas
for a count of three seconds. In
the two player mode the winner is
the first to get two pinfalls. The
two wrestlers sach have a status
bar displayed at the edge of the
screen, and as they take falls or
weakeners — forearm smashes,
knee jerks and Kicks — their
stamina levels fall. Before going
for the pinfall, it's wise to soften
your opponant ug.

The final bout, which can leave
Greg Champion of the World, has
no time limit — it's a fight to the
death almost. The only thing

F ollowing on from previous

that's missing from the game is
the overexcited granny who
rushes up the the ringside and
prods the bad guy with her
umbrelia!

@' Rock and Wrestle is
definitely not a worthy follow
up to the other Melbourne
House hits. The graphics are
very poor and the sound could
have been pinched from the
great Fist. Even if you're a bit of
a grappling fan, you are unlikely
to be impressed by the way
your opponent can bash you to
the fioor and then umjla on you

T all part of

ref, eh? I'm
House have finally put in a
decent background in the
Spactrum game, but the crowd
do seem very bored with the
whole affair. The graphics are
very podgy and a bit like Axil
from Heavy On The Magic which
poses a few problems in a com-
bat game. Seeing your man
when he's in a crucial clinch
can get difficult. | warn you, the
graphics may look nice but the

ame's very low on playability.

era's no ‘Rock’, either. "

@' OK Maibourns, where’s the
Rock, efi? Come to that, where's
the game? Fist is definitely one of
the all time fighting classics, so
why couldn't Melbourne come up
with a wrestling game that is ffus'!
as good? The sound is taken from
Fiat, but whera’s the 'complete
rock sound track' mentioned in
the adverts? Colour is lavishly

Whee! Gorgeous Greg flies through the air at the hands of
Redneck. Cameron reckons that wrestling is a mug's game,
but then he prefers wrestiing with mugs. Tea Mugs.

used, but the graphics are
chunky, badly defined, and gener-
ally messily done. The controls
are quite slow to respond, which
makes the game even more
difficult, to the point of mak!n.g it
frusﬂ'atingg'én unaddictive, - No,
though | 't like to slag off a
company which has produced
such classics in the past, | think
Rock ‘N Wrestle /s a complete
foul up. "'

@' | can say without fear of being
beaten up by my fellow reviewers
that this game is appalling: there
isn't a single thing about it that
stands out or is interesting. The

aphics are poor, 30 poor in fact
that at times it is very difficult to
follow the action on screen; the
characters are undetailed and
move around the screen very
badly. The sound is about the
best thing going for this ohe —
there isn't a tune but there are
some nice meaty spot effects
when you mince your opponent,
It looks like there were some
problems with this game that
weren't discovered until it was
toofate. .. "

Control keys: redefinable
Joystick: Kempston, Cursor,
Interface 2

Keyboard play: a bit tricky, slow
response

Use of colour: 'transparent’
wrestlers, pretty ring

Graphics: rather confusing at

times
Sound: no Rock! Spot effects
on
EHP{I levels; one
Screens: four wrestlers to beat
General rating: A disappointing
development from the Masters of
the Beat Em Up
Use of computer 60%
Graphics 54%
Playability 43%
started 55%
qualities  46%
Value for money 46%
48%

Producer: ANTARTIC
Retail Price: £1.99
Author: David McGee

he moral of this tale is a sim-
ple one. Never fall asleep in
the cinema after a hard day's
graft, especially if the film you are
watching happens to be about
fearsome fanged monsters and
long legged beasties. if you do you
may never wake up. . .
After a day's digging, there's
nothing Jasper the gravedi
enjoys more than a scary film. One
evening while, waiching The
Dream of a Thousand Vampires, he
drifts off into an uncomfortable
sleep and has a curious dream.
Somehow he has been trans-
ported into the film he was watch-
:g?aand has taken over the starring
. Now it is up to him to defeat
the Vampire Master.
Vampires are pretty indestructable
Sk of syt rekglous. and
in igious and
the sight of a Gmgs ia%nou to
gat them shaking in their ns.
asper must collect as many cros-
ses as he can if he'is to stand any
chance of defeating the Master of
evil. The Master is not the only
danger in the game. Each screen
is filled with an array of monsters,
from scuttling spiders to slithering
snakes. Jasper loses a life every
time he touches a monster — at
Ien%:;aha%nmﬂm inhis dream|
ocations are booby trapped
— ten ton weights drop from the
ceiling to squash Jasper, and false
fioors send him crashing to his
death on the ground below. Each
screen must be cleared of crosses
before Ja can move on the
next one. Careful timing is essen-
tial as some of the crosses turn

into blazing effigies of evil and it
Jasper tries to collect a firey cross
he looses a life.

Before the final confrontation,
Jasper has to work his way
through a range of strange loca-
tions — from his Club to Sink-
ing of the S5 Titantic. The Master
must be confronted five times
before he is destroyed, and takes
on & different character each time
round the game.

A statu?]di_area as th;e;op of the
screen indicates Jas| rogress,
and as the sun gradua}}ypsets and
the new moon rises you know that
time is running out for the little
Gravedigger. This'll be the last time
ha watches any late horror movies
for a long while. . . .

@ * This 1*:119 is absolutely
a i are very
bad and sl animated, and
game is nigh on impossible to
play. The instructions at the
beginning use a re-defined
character set which is very hard
to read even on the most well
tuned TV. and the music is very
dreary. The Master looks like a
very poor copy of Chiller which
was terrible anyway. |
really couldn't see any good
pohhtnme?m—sﬂﬁto
the TV. series. "

@ ‘'Nothing about this game appe-
als to me. It Is so infuriating that
after only one go I'd had enough.
Lack of speed and poor control are
the two things which really bring it
down. The graphics are not what
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Jasper — the skeletal figure at the top of the screen —
negotistes amother set of fiendish traps and tries to avoid the
nasties on the way to vanquish THE MASTER

id call good, but they are
adequate; the characters flicker
slightly and none of them are reall
detailed; the backgrounds are & iit-
tle over-coloured but there is very
little colour clash. The sound is
poor — if you listen carefuily you
may hear a spot effect during the
game and there is a tunette on the
title screen. iy [ wouldn't
recommend this one as it offers
aimost no playablity or addictive
qualities, "'

@ ' What can | say? Nothing even
ua%gomplimantary. that's for
Master is one of those
aw‘fut games that really annoy me,
because it's been so badly written.
The graphics are grotty, the colli-
sion detection inaccurate, and the
music on the title screen: arg hhl
The Master very definitely loo
ifit has been rushed, as a few mnﬁa
alterations could have Artic a
nicegame. Asitisthough. . . Ught

Control keys: X left, C right, top
row to ﬂre. 2nd row to jump,
ENTEH start

oystick: Kempston, AGF
Keyboard play: adequate
Use of colour: bright

Graphics: crude; poorly animated
Sound: dreary title tune and tiny
spot effects
Skill levels: one
Screens: 9
General The low price
doasn'tmake up for the poor game
Use of computer gﬁ%
Phﬁhlllt]’ 26%
i
monsy
Owaﬂ 30%

KIDNAP

Producer: Sparklers
Retail Price: £1.99
Author: Trik

h lawdy, lawdy! The eviland
villainous Krudd, a malig-
nant and nasty race of an
avil sort, have decided that the
latest thing in badness is to swipe
away large amounts of the Earth's
baby population! Oncea the infants
are swiped, the naughty aliens
transport them back to the planet
Krudd where the unsuspecting
cherubs are qu:ck frozen into sus-
pended animat
The Krudds pian to sell off the
babes as popsicles to the baby-
eating Viurgs From Behind The
Moon. Well, a hero is needed and
'{ouarematvaryhero & wobbling
at blob with a predeliction to walk-

i

ngl‘ranspmw into the alien's baby
halding warehouse, you must
waddie round, collecting babies
and saving them from the gory fate
lurking just around the corner
Babies are returned home by plac-
ing tharr érl\)tgc t:'la Magﬁ;ram a
mystica planet
Muvirkare that teleports any chil-
dren placed within it back home,
For every four babies collected
and tel , a burst of pleasure
surges through you, resulting in an

extra life — quite handy, consider-
ing the amount of lives that you'll
lose facing the Krudd babyguards.

The format of Kidnap Is
extremealy similar to a lot of other
games — in short it's an arcade
adventure in classic Jet Set Willy
style. You can go left, right and
jump and babies are collected by
travelling over them. Around the
gaff are a number of deadly nasties
all of which must be avoided: their
touch is deadly. As with most
games of this type, guiding the

fatty under your hypnotic control
off the screen causes another
screen io splash into view. To com-
plete the game, all of earth’s thirty
two frozen babies have to be
magic prammed back to their snug
little cots back home.

@ “ Aarghl Not another Manic
Miner cm a budget label
—andl ght Creative Sparks
had pulled their act together
with Snodgits — it seems not.
The game is an obvious copy of
hundreds of other platform
games— it even has Manic Miner
type music. The graphics are
small and boring, and the colour
is typical of the old arcade
adventures with lots of attribute

Youw are the large blob with arms and legs on the left of the
screen, while 2 poor little baby hangs, frozen stiff an the right.

Can you make it over there?

ing Kidnap for long: it's a
cmdecop?ufhoﬂargamesof
this type. *

® ''A platform game: gosh |
haven't seen one of these in ages,
aren't they rare! The game is based

Poorold cold baby. The Blob has just been killed and thersa's lit-

tie hope of rescue now. . .

GUADRANT 3
KIDHAP

GURDRANT 4

around a fairly novel idea, but alas

it feels justﬂka another Jet Set Wil-
lyrip off. are pretly
much run-of-the-mill for this type

cfgm fairly smooth animation,
a few nicely drawn charactars and
lots of garish cofours. The sound is
fa:r but nothing special; just a tune

and the odd spot effect here and
thers, Despite this game’s many
pﬂ'nwrwaaspacts Iquite enjoyed it

® ‘“What a pleasant little game,
saving frozen As a Jet Set
Willy clone goes, Kidnap isn't that
bad really: i't performs all its tasks
competently and smoothly and is
hard to flaw. Gameplaywise
though, the:F mﬂrkatl really sean
tmm ofthistype of game. lam

Br{gtlrad of finding that so
many of the budget games

received by CRASH are heavily
|nsprmd JSW That program
really has haunted budding prog-

SCORE
= 3

rammears the country over, sup-
Ensedly all of them wishing to be

w Smith The Second. | wish
they'd go away and do somethin
original and stop turning out stu
like this "

Control keys: A-G pause, Q-T
cantinue, P/O ﬂmigaaun-’oﬁ. ZV
left, B-SYM SHIFT right, CAP
SHIFT/SPACE jump

Joystick: Kempston, cursor, Inter-
face 2

CREATIGE
=11 g

Keyboard play: responsive

Use of colour: bright, little clash
Graphics: unoriginal approach,
fairly tidy

Sound: Manic Miner type ditty
Skill levels: one

Screens: 32

General rating: A dated format
with a new scenario; fairly well
dona

Use of computer 50%
Graphics 52%
Playability 48%
Getting started 60%
Addictive qualities  45%
Value for moneay 47%
Overall 49%
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SARLMOOR

Producer: Atlantis
Retail Price: £1.99
Author: Colin Jones

eternal struggle of good
against evil, the goodies vs
the baddies — this is
Sarimoor, another binary game of
binary morality. As ever, you play
the goodie, battling against the
nasty and evil Vard, a race that for
aeons has inbreed natural nasti-
ness. The Vard have man to
master a horrid form of bi ical
power that allows them to keep all
the creatures on a planet on the
brink of death. The Vard are using
their Biological Field Generator to
sap the energy of the beings on
planet Zom, a paacefui and benign
race, You are v Sarimoor, after \mt;
nessing sucl despica
behaviour you decide to sort the
Vard out and teach them a lesson

won't f ;

h‘stufaﬂyouoomaimo orbit,
and from a high vantage point
must clear a place to teleport
to. The first is completed by
zappin anu of nasties from
a ght. Controlling your
saucer, Iaﬁ.andn ynuha\-;eto
zap baddies as travel along
the ground below you

appear in the form of cosmic
shreddies that zoom down to the
planet but should they hit any of
shreddie absorbing clouds
don't reach the nd. Your
death-dealing shreddies mustn't
hit the pleasant little lizard crea-
tures either, as 're the fellers
you must defend. Blotting these
guys out with electrified breakfast
will result in one life less for
Sarimoor,

After this stage has been com-
pleted, the action moves to an
underground cavern full of nasuss
to be avoided. When {:uen
ing activities have com-
pleted, the Vards' Biological Field
Generator s within your range and
has to be destroyed. After that, all
that remains s for the Vards' cap—
tives to be freed and the game is
compiste.

@ " I've seen better games than
BASIC stuff, some of the
effects on the title screens are
quite nice. It's a bit playable, and
adﬁcﬂuforahwmh\m,

enough to
wlm&ﬂlmm

arcade games,
but there's nnﬂ'lirlq particularly
astounding about any of it. Sim-
ple, easy, and a bit boring seems
tosumitup. "

@ "' I'm not impressed: gameplay
s slow, unresponsive and unin-
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terasting. The instructions are a lit-
e i, h  they
suffice. Your man or ship isn't very
responsive to the controls and
some practice is needed before
Il|"o‘-ﬁﬂ'}‘m.':'ﬂngm'a‘.'! The graphics

have been about average
the year before last — the charac-
ters ara short on detail, but move
rather nea ﬂresaundeﬁscts:rm
poor: abeep every now
then. After a few goes the game
becama monolonous and tire-
some to play, so even with its
:;heapoprimtap:‘woum’tmaﬂy
recommend it.

@ “ | can't say |'ve got much time
for games like this. Just because
Atlantis are publishing cheapo
games, do they think they can get
away with bad games? if's not on
is a very boring shoot em
down which looks as if it was

based on some of the very first
Atari console games, yet it's a lot
worse. It contains a second part
wrﬁh!cauid have been taken out
of Halls of the Things, but again,
it's a lot worse. Accuracy of
character collision is appalling and
| found | could be a long way a
from the enemy and it would still

The cave sequence — SARLMOOR is the winged creature to
the right of the screen

kill me. | wouldn't recommend this
game to someone | hated — |
mean, I'm not that cruel. Please
avoid this kind of software and
don't encourageit... "

Control keys: A, Sleft, D, F G
right, Y-P up, H- L down, bottom
row fire, 1 pause/restart

Joystick: Kempston, Cursor, Inter-

face 2
Keyboard play: no problems
Use of colour: nothing special
gymﬂgﬂmlnleoanimatmn let down
designs

Sound: minimal
Skill levels: one
Screens: 4
General rating: Outdated —
might have been passable a
couple of years ago

Use of computer 48%




Packedwtliall the action and atmosphere of the
movie; Bigglesis a multipart game thatll keep youon

u TP Lk edgeciyour seatzight o the end ofyour mission,
. = F Spectrum- Commodore 64
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ACTION REFLEX

The brand-new, allaction, Medus
launchesout withareal
multlevel. Beat the cloc
wheredid yousee that red
chequered ball beio:

Spectrum EI.B%tape

STRIKE FORCE HARRIER

Fly by the seat of your pantsatihe controlsof the
Harrier oneofthe world's most exciling combat
aircraft, But beware of enemy ground and air attack as
vou battle your way to your ultimate farget

Spectrum - Amstrad CPC - BBC/Electron £9.95 tape
BBC disk £12.95 - Bmstrad disk £14.95
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/ G-H'O'S T-S A*N'D G+O-B+L*I'N°S

Producer: Elite Systems
Retail Price; £8.95
Author: Keith Burkhill

!bravekn?umhlgmmnto
! mhﬁnoutnfaﬁ

sky swoops a
demon. Eefomthauig:ught can so
much as re-buckle his armour, the
hmr?f'g bdnmnata;ﬂsmm the
oved sweeps her

off toits foul lair.

M!ullyﬂmmmmm
ade conversion is set

ggra uf old whan knights were
d, so the love-iorn hero sets out
on a quest, a quest to rescue his
damsel. Scampering across a
scrolling landscape, he must make

hls wtﬂgmn leﬁ mworz

:mtoutfnrhhn—thepathtotha
demon king’s abods is filled with
nasties who are all determined to
end the knight's mission of mercy
prematurety. To make things even
more: tricky, each section of the
game has to be completed within
a time limit.
The knight starts out, resplen-
dent in shiny armouras he souttles

CRITICISM

‘* Elite have come up with
another arcade winner
Ghosts and Gobling is a
genuine first rate copy of
the arcade game. The thing
that amazes me most
about this game Is the
beautifully smooth scrol-
ling — its strongest point
and one that makes it amaz-
ingly playable, The
graphics are very similar to
those of Green Berst, and
the problem of losing your
man when he's against a bit
of background in the same
cn!aur is i':c.rs- too. Gf

tiveness of
arra-:ie game and the
graphics are an almost per-
fect copy — bar colour of
course, The only bad bit

tion which s limited to a
very basic scoreboard and

This is due to memory
Despite this, Elite have

come up with another
arcade classic, "

about it was the presenta-

no sound to shout about.

restrictions so | was told,

towards the demon king’s lair and
a romantic reunion. Contact with

losing scmstm
vital, After first encounter wi
a nasty, he is so shocked that his
tin suit falis off and he is left scam-
Eerlng‘ around in his undies. Fol-
wing the second clashhe losesa
life and his skeleton crumples to
the ground. The knight is ed
with nine lives, and eachi time a life
is lost heis!eiumedtnﬂ’h'igﬂanaf
the current segment of the game.
knight batlies throngh & 5 Eim
ra
ﬁ#er?d with zombies {:mwg
the tombs, arms out- slrmmad to
mesat him. Unfortunately they're
not going to give our hero a sloppy
kiss on the cheek. Killing him is
more what they have in mind.
fram the =zombies patrolli
around the graveyard a number ¢
other nasty creatures hinder his
progress. Kamikazi owls swoop
down from heights, and car-
e Sl el o
ac uice alr-
0Ous crusader. l

Tmmtght!snntt_a;tallydalma-
less. At the start of the game he is
provided with a weapon. This can
either be a lance, a sword or a
magic fireball — all activated by a
press of the fire button. Some
weapans are more effective than
others: the fire bombs are lobbed

Lemping and cavorting from platform dHiform
advantage of the fifts, ourmpltl.ml h:::‘ ;oa o
lﬁmugh the blue .I'-nds-::upa of the lce Pslsce

g his best to get




into the air and careful timing is
neaded to dispose of ties,
while thsfire button sends out a

equipped with
anePantsareculIaﬁad
1ureachnwtykmod
ng's minions oam'
d when they are killed

the knlght changes

weapon i
automatically — care is needed If

you are to avoid bemq Iumbarad
wtthawaaponycudon
Once the knight has

knight has to cross a lethal lake by
using & raft. With or without his
armour, the knight sinks without a
trace into the murky

if he mlsgudges the leap. Swim-

m:ﬁn r!il:( not a skill

avuk:llng

mure nwls and witch crea-

time for a show down

mﬁ-sanugm affectionately called

S‘Imbyhlsﬂwnda When

the manages to blast hﬂm

into little puffs of oxygen and

ozona he s the key to the lce
Palace.

a new suit of ammour if
ha_happenstc be in his undies at

-l n-monG

o looks well ‘ard.
b-ld‘ﬂﬂ in and prog-

at
hblﬂ““‘ s ﬂ,gw that joyst

“ | saw the arcade game all
of a year ago and was pre-
dictably impressed. When |
read that Elite were to con-
vert the game it caused
much amusement, as we
dismissed the deal as
triumph of marketing over
the possible. Well, Ksith
Burkhill has proved my
intuition well and truly and
completely wrong and has
gone and produced an
excellent interpretation of
the arcade original equip-
ped with perfectly smooth
scrolling and all the gamey
bits that made the origin:

Gh s and Gobling so much
fun to chuck ten pee bits
into. Though a little bit hard
at first it shouldn't take long
to get yourself into the lce
Castie, battling off the fatal
advances of flying Kkiller
teddy bears. All in all a
really outstanding release
from Elite despite the rub-
bish advert (you know the
one drawn in crayon by a
juvenile) and represents

unusual value for money. "

tha time. This section of the gama
is played on a backdrop which
scrolls in four directions, and the
knight must Iaap from platform to
platform killing evil goblins that
iook rather winged teddy
bears. They are far from cuddly,
swooping down from theights
with murder on t minds.
Fireball-spitting  veggies = also
inhabit the Ice Palace, and bonus
oints can be collected by nab-
pricaless treasuras camed by
some of the evil creatures, Mistim-
ing a leap can be fatal — the lce
Palma i5 build above water, and
knights can't swim . . .

After the lce Palace comes a
ghiost town, populated with all
manner of weird and wonderful
monsters that swoop out of shut-
tered windows and chase the
questing knight, After the town the
hero has to negotiate a pla‘tf—am;s
and ladders section the
Monsters' Den populaled by by
large and demons that only
die after a handful of hits.

A double dose of guardian
demon has to be overcome at the
end of the Den before access is
gained to the final section of the
o Cavern em. TI"E
mission is nearly over. Mr Knight
beloved is within sight. Unfortu-
nataly, she is belng guarded by a
rather large Chinese dra

doesn'tlook friendty at all. Tha
ig rather tired after his long
perilous journey, if he makes

" Yippeel.. What a gamel
it"s so compelling | have to
fight through the Zzap

reviewers to get a game in!
Although the conversion

only contains. three levels
(the ariginal was massive)
there's more than enough
to keep you busy Graphi-
cally, Ghosts and Goblins is
certainly very good if not
excellent: your man leaps
around, runs and crouches
— all nicely animated and
vary smoothly at that. The
sound leaves a lot to be
desired. | was terribly dis-
| appointed that there wasn't
a larger vocabulary of
sound. This game is very
good, Rt Is compelling
beyond bellef and well
worth the money. My only
gripe is that it is let down a
littie by the boring front end
and unoriginal Spectrum
character set. Minor
moans, though ... "

one last supreme effort, then his
bride to be will be his for evermore
and he can carry her over the
threshaold in true romantic style as
befits a knight of the realm. Even if
he is anly wearing underpants.

Control keys: redefinable
Joystick: Kempston, Cursor,
Interfaca 2

Keyboard play: resp
Use .\)E c.aio:..r

Screens: scrolling pl

‘a. (e .\
General rating:

very. competen

playable and addictive

Use of computer
Graphics
Playability

Getting started
Addictive gualities ©
Value for money
Overall

'.'.t. ] I_J"':_l
895%
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THE PLANETS

Producer: Martech

Retail price: £9.95
Author; John Wilson, lan
M g:sun Au;nﬁn.
Smith

atural disasters have dev-
astated the planet Earth
and the human race is in
danger — but a missive from an
alien race may point the way to
salvation. A metal canister hurt-
les through the void of space
with a secret computer code
inside it. When the program tape
it contains is loaded into an
Earth computer, a complex
game is revealed — but there are
no instructions.
es clear that other
capsules have been deposited
on each of the nine planets inthe
Solar System, and your mission
is to pilot a solo craft, find these
capsules and unlock their sec-
rets. First your lander must be
sent to Earth to collect the can-
ister there and a long-range map
of the solar system so that your
mission can begin.
The main game is controlled
from the oog:pat

of a Type 224

Explorer craft. s from
Control scroll across the top of
main viewscreen, round
which icons are grouped. These
allow you to manipulate the
lander, explore the planets you
visit, travel through the depths
of space, and access computer-
i m?nﬁ and datasbase
systems. At the bottom of the
screen is a chart shmBg the
time and the star-date. Under-
neath this is a panel showing
what your next destination is
and how long it will take to get

A tractor beam controls the
lander automatically during
descent and ascent above a

ight of 10 kilometers from the
su . The lander is affected
bLthe gravitational pull of the

net which it is attempting to
and on or leave, and manual
manipulation of the boosters is
vital to ensure a safe journey. A
limited quantity of fuel is avail-
able, and if too much energy is
during the landing
you'll be stuck planetside for the
rest of your days.

During travel between plan-
ets, various hazards including
space debris in the form of
meteorites is encountered and
to avoid damage to the ship, an
arcade sequence involving
some nifty application of the on
board lasers has to be played

through.

Once the lander has arrived on
a planet’s surface safely it's time
m the alien qapsAule rom

to open it

explorer is available for short
range sorties, and once the cap-
sule has been located a lock
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has to be cracked before
it reveals another part of the
alien puzzie.
Each of the codes yielded by
the capsule help to solve the
ultimate puzzie set by the aliens
— and playing the strange alien
game is likely to assist in crack-
ing the E:gblem. Martech hint
that the Solar System itseif is a
clue — and promise a prize to
the first person to contact them
m_mﬂaﬁng the game. Get
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games which you can't just
Jump into aimlessly. It requires a
thorough read of the instruc-
tions, a;.ggaﬁm in introduc-

to the technigques of

the finger. Landin
very pi

the game. Planets is a very
involvin, me which

a goadp k at from arcade
players who like to dabble in the

m side of things now and

@ “This is a very large game
indeed. Not only do you “q;t a
separate little alien game, Weird,
but the Solar System has to be
loaded in in three chunks — ali

The delightful vista that grests you on the viewscreen when

erhas arrived back home on planet Earth

the data won't fit into 48K. (128
owners get the whole lot in one
long load.) There's plenty of
accurate information about the
Solar contained in the
game, ks to the advice and
assistance Heather Couper the
astronomer gave Martech, and
you're bound to come away with
something of an education
when you play The Planets.
Overall, it is a nice blend of
arcade and i;;uzzle seq-
uences and shou most
gnesters well and truly busy

r quite a while. Worth check-
ingout. ”

Countrol keys: Lander and
weapon controls: N left, Mright,
Aforwards, Z ards,
SPACE vertical; lock controls: N
select position, A turn

combination, SPACE to try
openi ule
Jo'rnﬂ: pston, interface 2
Keyboard play: without
roblems

se of colour: some very
b bt s

W
Sound: gm::Y' tune plus spot
effects
Skill levels: one
nguu: main console with
vammm_ : Alarge and
complex ga:ma-that takes some
playing through!
Use of computer 84%
Graphics 87%
84%

. &




Famed for their fighting prowess the Punkoids are sent
on the most important mission of their inhuman lives —
to assassinate the last deviant human being on this side
of the anti-matter curtain.

Tantalus is a full colour, hyper-graphic, super arcade style
adventure. You have the chance to affect the final out-
come — life or death for the Last Deviant in the Universe!

Spectrum 48/128 £8.95

BIEKSHAA

Liberty House, 222 Regent Street
London W1R 7DB
Telephone 01-439 0666




READER
INFORMATION
SERVICE
DIRECTORY

Where can Crash readers get their games hardware and peripherals?
As a retailer, you can tell then in a totally free entry in a retailers directory for software and
hardware shops throughout the country, with name, address and telephone number.
e R e e e s G R S e ................: EaCh entry WI" be ||sted
NAWE OF RETAILER. . cccnmsmeeeee - dlpNADEtICAIYY under area headings,
: split between software and hardware.
e+ TE Directory will be published
Doyouselt— Handwars, ax[] SotvarGamss[] BoC] : in the September Issue (on sale

Doyou provide for: —  Spectum[ ] Commodore[] AMSVRI[] OMET .....conrronro i August 28th).

TO GUARANTEE YOUR ENTRY IN THE DIRECTORY, : oimply fill in the coupon and send
THIS COUPON MUST BE RETURNED BY AUGUST 4th : itin for your free entry.

ERMIIEII o e bt s P e ot e S e AN R S i A Sk :
Return to: NICK WILD, NEWSFIELD PUBLICATIONS, 1-2 KING STREET, LUDLOW,
SHROPSHIRE, SY8 10B
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MOLECULE MAN

Producer: Mastertronic
Retail Price: £1.99
Author: Robin Thompson

a strange twist of fate you
Have suddenly become
Molecule Man —around ball
on I:ﬁs. trapped within a night-
marish maze contaminated by
radiation. All around you, abstract
shapes block your every move. A
time clock is counting down and
the radiation is %n_’gduaﬂy shorten-
ing your life, only way to
escape is via the teleporter. How-
aver, there’s a problem. You can
only use the telsporter when six-
tesn circuits have been found and
installed in it. These circuits are
scattered around the huge 3D
maze in Molecule Man and are the
key to escape — and survival.
Luck is not on your side. A maze
contaminated by radiation is not
the healthiest place to be stuck in.
The only way to stay alive under
these conditions is by taking anti-
radiation pills. At the start of the
game Molecule Man has a supply
of twenty of these tablets, but in
order to survive he must eat cne
every few seconds, so his stock of
pills deplenishes rather gquickly.
Dotted around the maze are anti-
radiation tablet vending machines
where new supplies of pills can be
obtained. Life isn't cheap though,
and tablets cost money. Molecule
Man came unprepared — his poc-
kets are completely devoid of
small change when he enters the
maze. Thankfully the inhabitants of
the maze are rather untidy fellows,

?'351 c?}inﬁ cgn be found on the
, and the dispen is happy
to exehange them forsgﬁl’a.
Apart from the money and the cir-
locied duting The. garme. Whet
uring the game. en
Molecule Man has found his
money he must decide whether to
spend the money on extra life-giv-
ing pilis or bombs. The bombs
come in handy for destroying sec-
tions of the maze walls, allowing
access to new, unexplored parts
of the maze. The status area
tabs on the number of bombs, tab-
lets, coins and pieces of transpor-
ter circuit MM is carrying.
The screen is made up of a variety
of strange shapes that mark out
the boundaries of the maze. These
vary from traffic cones to magic
toadstools — each screen is diffe-
rent. Once you come to the edge
of one screen, Molecule Man
automatically trundles to the next
one in his search for the way out.
The basic maze in the game
would put the designers of
Hampton Court maze to shame. If
you become bored with the layout,
an editor is provided so that you
can redesign the playing area,
altering objects that make up the
maze to fit your requirements. The
game can be made as easy or as
hard as you like, and customised
versions can be saved to tape for
Ia;!er sessions at the game of Survi-
val.

Stomping through & mushroomy zone, hunting for coins to
keep the bank nice and full

Tormn between & pill dispenser and a bomb dispenser, the
chubby Molecule Man can't make up his mind what to spend
iz money on. Pills would be a good Idea — life is running short

@ " Gosh, what nice graphics!
There are lots of good bits that
make it both visually attractive
and fun to play. | found Molecule
Man pretty addictive. The maze
designer knocks spots off, say,
the Caves of Doom editor, being
colourful, easy to use, quick and
efficient; creating new mazes is
almost as good as the game
itself, though not quite! The
price is one of the game's best
features: for £1.99, it's a steall
Just goes to show that when
Mastertronic aren’t churning
out rubbish like 1985, they can
produce quite a good low price
game. L

® “I'm always a litthe dubious
about the guality of Mastertronic
games — they tend to be either

, or downright awful. After

ding it up and having a go, | was
pleasantly surprised. graphics
are excellent: your character wob-

bles nicely about the place, and
the backgrounds are superb. The
sound is not guite up fo the same

standard as the graphics but it is
adequate. The game itself is made
a lot more playable by the easy-to-
use Editor: if you decide that the
maze supplied with the game is
too hard you can design your owr
layout without the usual grief
associated with screen Editors.
This game would be guite a good
deal for seven quid, so it is well
worth the Mastertronics two
pound price iag. What more can |
say other than "buy it'? **

® '* Mastertronic have yet again
come up with a beautifully
sented game with all the options
you could want, and more. The
actual game is a lot of fun to play
and & lot of thinking is needed to
plan out your strategy and decide
whether to buy extra life or a
bomb. The graphics are well up to
the usual 3D-ish type maze games
and everything is big and well dis-
tinguished. As you change
screens the next location is flicked
up Iimmediately which means
there's no slacking in your guest
for the circuits, or the pills. A very
nice addition is the screen
designer; this is very easy to use
and can give the whole game a
completely new look. It's a pity you
couldn't change the look of the
actual characters and can onl
affect their positioning. Molecu
Man shows that a cheap price
doesn't necessarily mean a cheap
looking game. "'

Control keys: redefinable
Joystick: Kempston, cursor, Inter-
face 2

Keyboard play: a little strange,
but okay

Use of colour: monochromatic
Graphics: large and detailed

Sound: adequate

Skill levels: one

Screens: 256

General rating: An excellent piece

of budget software
Use of computer 85%
Graphics 87%
Playability 83%
Getting started B1%
Addlcgvn qualities 85%
Value for money 91%
Overall 85%
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EQUINOX

Producer: Mikro-Gen
Retail Price: £9.95
Author: Raphael Cecco
with Chris Hinsley,
Dave

and Nick Jones

far fiung mining asteroid,

Sury Ani 7, becomes con-

taminated with radioactive
waste. The miners abandon it in
great haste for fear of radiation
poisoning, but the asteroid con-
tains valuable mineral resources
and the authorities are reluctant to
abandon the mining operations
with so much matenal yet to be
extracted. No living being can sur-
vive the high radiation levels in the
mines, the Powers That Be are
faced with a serious problem.
Eventually, a Dedicated Disposal
Droid is sent into the depths of the
asteroid to deal with the deadly
radioactive canisters that are the
root of the problem.
This would be a relatively simple
mission for a Disposal Droid but
for one thing: in their haste to flee
the contaminated asteroid, the
mining staff forgot to turn off the
security system. The abandoned
mining colony is now an almost
inpenetrable fortress guarded by
multi-coloured Security Droids
programmed to materialise next to
any intruder the system detects.
The Security Droids don't destroy
your droid instantly, but clashes
with Security Droids result in small
explosions as bits of Disposal
Droid are scattered around the
mining system. Three lives are pro-
vided at the start of the game, and
once these have been lost the mis-
sion is terminated unsuccessfully.
The Security Droids are not invingi-
bile. DDD is equipped with a power-
ful laser erlLi{I:hsﬁis ungaorgscthan
adequate a urity
Drgi?is into the h«gﬂar. Unfortu-
nately, Security Droids seem to
have trouble staying dead, and re-
gtate'iallsa shortly after they've

aen ;
Once the radioactive canisters
have been located they must be
disposed of. The only way to make
sure the glowing isotopes inside
the canisters don't re-contaminate
the asteroid is to sling them down
a disposal chute into a lead lined
safe room below. There are eight
levels on Sury Ani 7, and each one
must be cleared of the trouble-
some canisters before work can
begin on the next level. Atime limit
is involved — one canister on each
level is particularly unstable and
has to be dumped in the disposal
chute before it explodes taking
#.I;Rnd the asteroid with it.
Disposal Droid has a variety of

methods for moving around the
mine system. Apart the con-
ventional upwards, downwards
and side to side manoeuvres, it
has a retro-thrust — a sort of Tur-
bocharger that is very useful for
making a quick getaway from Sec-
urity Droids. The retro-thrust unit
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demands | amounts of fuel,
and if the Droid suffers fuel starva-
tion for too long, it explodes. Bat-
teries can be collected toreplenish

Y.

Movement between certain
locations is possible via telepor-
ters — there is a small charge for
using these. One droid life is
exch for a cyan teleport cre-
dit which can be obtained from the
credit dispensers. The trans-level
transporter ensures safe passage
between mining levels, but num-
bered level passes have to ba col-
lected before inter-level transpor-
tation is itted. Access is only
granted if the droid has a pass with
a number less than or equal to the
number of the level you want to
travel to.
A status area at the top of the
sCreen monitors progress. A win-
dow to the left acts as the inven-
tory; the next window shows how
many lives remain while a third win-
dow shows the score, based on
the number of canisters and Sec-
urity Droids eliminated. A row of
coloured squares shows how
much tima is left before the unsta-
ble canisters explode, while fuel
and laser energy supplies are indi-
cated on a bar display.

What sort of Droid Driver are
you?

 crimcism

@ ** After the mediocre Battle Of
The Planets, Mikro-Gen have
gone back to their old ‘lots of
colour’ policy and it seems to
have worked well. The graphics
are superb and it's obvious that

Super Droid has just kilied a Security Guard, and it explodes in
a shimmer of metallic bits, Cameron's a real action photo-
grapher, you know

a lot of time has gone into fitting
all the aliens and scenery into

and suits the play well. This is a
very playable game because all
the problems can be solved with
common sense, and the shoot
emup element is great as well. "

® " Gosh! | like this game. If |
hadn't been cheating, I'm sure it
would have been very difficult, but
as it was, [ thought it was great fun.
The graphics are colourful and well
animated, and the sound is
reasonable, but the title tune is
even better. Theinstructions within
the game are excellently done, and
overall, Mikro-Gen have come up
with another product that is simply
excellent, very playable, and
addictive. "

@ " At first sight Equinox looks
and 'feels’ similar to Starquake —
you are playing in the same sort of
area. The game itself isn't as play-
able as it could be because shoot-
ing up the nasties to clear a path
for yourself can be very testing as
your laser isn't very efiective. The
graphics are nicely animated and
detailed; the backgrounds are col-

The Disposal Drold has pass probiems in the transporter zone
— the right pass card is vital if travel between levels is to be

ourful, yet | couldn't spot any col-
our clash. The sound is very good,
with some spot effects during the
game and an excellent tunette on
the title screen. Equinox takes a
little getting used to, but once you
do it Is great fun, although I'm not
sure that I'd be all that pleased
about forking out ten quid for it. ™

Control 1 Ause, M fire, Q

thrust, O left, P right, 3 pause

Joystick: Kempston, Interface 2

Keyboard play: responsive

Use of colour: carefully and clev-

erly done

uﬁ_raphlm:varypmﬂy, neat anima-
on

Sound: good, but a little sparse
Skill levels: one

Screens: 128

General rating: A very well pro-
duced shoot em up adventure
Use of computer 88%
Graph 87%
Playabil 89%
Getti rted 85%
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Commodore
and
Spectrum

WIN THE WEST...THE WILD WAY

Jointhe now famous CLIFFHANGER in pursuit of that sharp-shootin’ varmint. This multi-screened
arcade game is available for the Commodore 64 and NOW for the Spectrum 48/128

100 T O L e P Ry S R T S e ML e ol N . LSRRI g | ey
Address ................

Spectrum 48/128 Cassettel] Commodore 64 Cassette(]

Both versions of Cliff Hanger cost £7.95. Please make cheques and postal orders to
Virgin Games Limited and post to the address below. Please do not post money.

Virgin Games Ltd, 2/4 Vernon Yard, 119 Portobello Road, London W11 2DX
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Getting through this FORUM has been a bit of a dash because of a
new project I'm involved with for the MNewsfiseld Powers That Be. For
the moment it will have to remain a secret, but | promise to share it

as §

n as I'm allowed! What with that, the runner bean

@ chain and reading your letters, it's been a full m . Forthe
tter of the month, and the valued and much priz
are, | chosa this one because it's informativeand a d

view of life, the universe and whatnot . ..

! VIEW FROM THE
' HIGH STREET

1 Much has been written about
§ home copying (or tape piracy/
1 theft), particu from the view-
] pomls of tha copier and of the
| mer. | have never seena
er put his point of view for-
ward, and since | work for one of
the larger national retail chains
{though | amin no way con-
nected with software retailing) |
feel it is only fair that this side of
e a gl Nigh sirout shop the
na street g
different of merchandise
are generally in fierce competi-
tion with each other for available

§ @ newspapers in WH Smith,
i cosmatics in Boots, etc.
3 b} Generate a good customer

3 flow, ieattract alot of customers

whomay well buy other products
¥ Guring their visit to the shop.
c] Stwwagnudnatpmﬁtmme

' Roomin the High Street is
bammmg mm:aamngi n&gvm

l msﬁy Nomm]iy the greater the
1 ckaf\mand1'c:»r3|:3r::bc;.luc=$l iathe
1§ more that are sold — then the
3 ors ksl that the produet wil
more i
:mnﬂnuatabesesnunmemalf

tivity,
! aiso is the theft of iniay cards ta
¥ use with copied tapes.
I So masauwd don't con-
# done anptellkaMarkFerr
B nihough in last month's Forum.
1 33 originals out of a total of 200

games may not be enough to
prevent a return to the days
when we had to search the back
streets of the nearest large city
ﬁornourso&wgrdam " -
nemore ana :Jtaﬂy
farent subject. Please tell John
Minson 14 Issue 28) that
putwt&upampndm
bugged form. | it
excitedly after of waiting
grﬂytﬂlﬁndi‘ttol‘allynﬂrrupmd
oday | received the ‘proper’
version back from Ocean and
hrtloadsandmnuﬂlam

which don*t warkasmuy id

withﬂcannfkmglrm Ping Pong
aiso contains a basic bug —
when deuce is reached, service
does not alternate but remains
with Player 1. Dmmm
ally try their games
arasantwtto aurhmi
saved [
Colin

1J8

i

g“’a

has never

\wammhpwhwd#lsw
the shop

£20 of software is on its way o
yauasaaanmAwﬂyAguiem
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oiling my

worth
ifferant

CHIPS.
TO GO

Dear Lloyd,
Though'l you might bainterostad
in this Ad from Newcastle Even-
ing Chronicle: Lady £6 Reslaw
Hat to match, £5. Cost £30. Tel.
2685508 ZX MICROWAVE,
brand new, unused, £20. Tel.
4825227 after 5 pm.
SANDSTONE, 2in, thick, suita-
ble fireplace, elc., approx. cne
sq metre, surplus to require-
ment, £3.50 Jarrow.

What next?: McCain oven
ready silicon chips?
T Walker, Newcastle-Upon-
Tyne

Fishy but true, huh?
LM

aTulilyly

HELP!

Dear Lioyd,

I'm writing to you for help, forl
need the address of a software
company called Generation 4,
can you.or anyone find this for
me. You aremy only hope for you
have the best FORUM around,
but h people would stop
com ing and start appreciat-
C often. I've heard

great computer games kee

you up after midnight but t
magazine certainly does.

E Bennett, Costa Del Silencio,
Arona, 5ur De Tenerife, Canary
Islands.

¢ r'mr'rs but

gell in Britain.
LM

| GETTING FLASHY
| WITH THE
co:.ouns

%1‘?.;%‘ s
Was rea Yy Wi

| through the May g‘g ecﬁﬂu?of
your fab mag, | saw aletter which
| criticised speccy programmers
for not producing a Hi-res colour
routine on the speccy. | feel |
should point out to the writer of
that letter, Peter Dann, that in
order to produce Hi-res colour
similar to that on the Beeb
(Sorry!), you would

chan?a conteritsiof i
bute file {The place in m
where the colour is stor

1,000,000 (Yes!

times per second, w{ﬂwm A

other hardmamﬂm' high
expense, would bg if

Okay, before ynlr {
start getting letters

one, [know Davld{GaﬁmaﬂtE} ,

Webb has already.produced a
Hi-res colour ruutmq,b].&.' Al
only works on a quarte i
screen width, That routin
befoundin his brilliant
vanced m Machine:

uage' which is published by

elbourne House. This is a very
Highty recommended book and
one which l'would hate to be
without.

However, | think that some
sort of Hi-res colour routine can,
be produced, and | am willing to

together with any other prog-
rammers who'Mould fika to try
and produce a routine of this
sort. Please ,me at my
address, whichis at the top of
this letter. Also, iﬁtmhlng to
use Forum as

company to work on projects as
a freelance programmer. Again,
plaase contact me. | will consider
any offers. Finally, to all at
CHASH, keep up the goad work,
and congrats for being the best-

|
|
|
|
|

'seilingm mnmﬂg;ﬂﬂtﬂm ll
Iﬁmunhlll Road, cuahlil Leics |
LES 3RH

Matthew, thank you fi
| tectnical, and

mmr |

I not stopping his plug in time! |
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| VIOLENCE

Deﬂruow
| fter buying CRASH issue 27 |
typed in some
pummr'mucaﬁw;:utﬂ
Iswavhﬂw

Wlm
lmmm
it So out it came and | had a

ROUCHER
| the best bit of r
'ﬁmhed%hﬁaid

Steven
l what I'm tall-:i'lgaboul] I think
Croucher should be given a

lﬂ‘ra ‘senseless %ag?wm

people buy.
Thanks for the interview -
this matter to light (and fort
%KES they dldwark*]a'ldl;:

mntotha wmw
o e

Danﬂa‘san fan, although
have ta admit that thare' smaf

violence depicted in the books.

arguably 'senseless’. Where do
vou draw the line? There hasn't
been ail that much debate onthe
subject of viokence in
althoughalotof*

ﬂ: "“"cmgff eade ;::a"’
Lt?dfshawsfawm views!

== == e ey
CAM THE CAMERA

Dear Lioyd,

| decided to put pen to Paper
when | read last month's

CRASH. | am writing about the
camera work of Cameron
Pound. 1 think his camera work is
very good except | wish that for
each review they would do at
least one full screen shot, even

Camaeran Harman (1
rington

P don, wellall Lcan say is that they
> aren’t all that hot on consistent

moughlllketmt:lmups. ’ !+ siny

It wouldn't be that yo

.A LOAD OF POINTS p

Dsarl..loyd

hmsrsmyﬁrsteverlmtartna
mmdwmmmlsis p buthaven't these p

analysis of
"zAEH and the c:omputer world P fordiscountshops?

as | see it at the moment.

1 SOFTWARE DELAYS

During the past 12 months it has
become the in thing to have
software ys, eg Frankie

thlnkorﬂyabwt:! ur 4 of

issues have come on the same
day of the month. A few months
ago it was stated that your sub-
scription deliveries were being
switched to a com in Lon=

monthly delivery mﬂﬂFﬂdﬁy
B beafore publmtnon M

Tuesday, Wednesday and even

Thursday inthe week of publica-

tion. What is with them?

3 ULTIMATE’S FALL

trumin 1064, hrat

| rushed out to buy wera
wirlde and Knigh“.ars. I'd saen
reviews which couldn’t praise
them enough. The Alien 8 con-
troversy came and went, but

then hade 4
Being a great fan of Ultimate's
software up till then, | bought
Nightsfade without even seeing
itreviewed, what an idiot | was! it
was pure, unadulterated crap.
Next Gunfright came, more of
the same, so | didn’t buy it. |
haven't sean aur‘: rﬂweiw %f
Cyberun yet opular Com-
utin Weakly have and said
Eﬁy 't know what was hap-
pening to Ultimate because it
was a game in the of Lunar
Jetman from 1983, onally,
P as aformer great fan of their pro-
ducts, | feel at what has
> happenad to them in the last
> menths, but they've brought it all
an thsmsetves.
4 FAST LOADERS/LENSLOK
What's all this trash slamming
fast loaders? |'ve never had a
i Ioading problem with one
i don‘t know what all the fuss
| in the past was about.
The most recent method of
protection tg come about is
apsiok, gh mnam'tgmngto
saftwale pirates, all they
|s hack into the main

de andﬂwa;fgntha
Siracorders on another

the first place.

ab:mtthahngh pnoemtndays
Vllent. 3nuﬂ1$hlelds Tyne

software and this | agree with,
any of the woekly&d

aminimum discd
and more occasionaliy)i
saved around £200] fay!
software from various d
shops. So get looki
[ g minnies and you'l N
cut your software billsa.

@Shiare great, bmwhydowa .-
&to put up with reviews ofthe’
wbrsthpectmmsnﬂware?My :
suggestion would be to give a
of all the dross
le in & month for
ers who are dumb

: e
anm.lgh to even consider buying

them. | know the authors of this
software might consider this
unfair, but they should be
ashamed at writing such trash in

E==21 === ] = === Ty
THE BEST BACK-UP INTERFACE

100% success!
SPEC-MATE £35.95
Autornatic one touch transfer 1o
I MWVEOWMIUHBHMSCA TAPE
“THE TRANSFER EOURE 1S SIMPL ﬂ??;i'f’l:srg%?? h: CRASH MAGAZINE l

1. MAKES INDEPENDENT BACK-UPS/TRANSFERS OF ANY

2 EXPANS*ON PORT INCLUDED (you ¢an keep SPEC—MATE
attached if you want, but don’t have to)
itll‘lﬂ ADD IEFI'%AL SOFTWARE REQUIRED. FAST, DIRECT

9" FREEZE PROGRAM AT ANY POINT (can be used ta save

e

FINISHED IN SPECTRUM-STYLE BLACK CASE.

6, ADD POKES WITH EASE

7. CONVERT ANY PROGRAM INTO A TWO MINUTE RELIABLE
FAST LOADER, l
8, ANY PROGRAM CAN BE MADE CHALLENGE SPRINT
COMPATIBLE.

NB. TRANSFER TO OPUS IS IN TWO SIMPLE STAGES (extra
g?g;'-'are required charged at £2. Please contact us for details)
AT &Y. EUMPUTFNG LTD, 35 VILLA ROAD, LONDON S5WS3 7NC
Information: T OL 733 8!?5 or sand 58,8,

Fully inc, price 53 5 {Opus £3

Overseas: Eur. plus £2 Others nlus- 4

EW SPECTRUM TAPE and DRIVE TRANSFER UTILITIES

TUB - ESSEN‘I’IAL for ALL Spectrism owners = our tape utility for backup and drive
conversion.
% Simple operation for fast Ioeders — accurata even if over 48k, {tone and baud rate
measurer
* ‘Integrated header reader, manages headerless blocks.
* Deals with clicky loaders — ::Dmer!s COMPLETELY to nomnal for tape load [plos
easuwetram}‘erwnh
TUHES AUNIOUE FRODUCU
GDSTmthntapeﬂﬂ 38 on mJ/drive cart

TRANSFER PACK 2 -FOR TAPE TO DRIVE TRANSFER

l’m o! programs INCLUDING TUB, other utilities, aliows drive transfer of many

program
¥ Detalls gmm on trangfer of 40 programs,

* Manages virusily all clicky |eaders, Bytes chopoerﬁsolmer headar reader, ate,
State name of drive system [ag m/drive, Opus disc, gtc)

ONLY £11.99 on tape OR £12,99 on m/drive cart, INFDRMAT!DN SHEETS £1 each {up
o No, 11 available} indludes many 1op 20 hits — SAE for ligt,

MICROTRANS — M/drive utility

rams = a must for all m/drive owners: Fast and EASY DRIVE 1o DRIVE
bsdl l.rfl APE TO DRIVE finc headérless) — does NOT CONVEAT PROGRAMS.
Multi Eml'ase pmgmm {ln: true cat, printer output) ete, ete.

98 on tape, £5

O‘J'ERSEJ«S add £1 Emum‘ £2 athers for each. UPDATE SERVICE — SAE for details.
PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not )
LERM, DEPT CR, 10 BRUNSWICK GDNS, CORBY, NORTHANTS NN 18 3ER
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GNOTHER GNU
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1
1
Lioyd, I
seeing the |
trailer, | knew |
task would be a bit difficult, |
t with a lot of determination |
my trusty assembler, The |
t Studio) anything is possible. |
ive hours later, there it was, the |
trailer, which everyone says
As | have

23
3

EE

-

n't exist.
B,

e e T Bl e otk s L
3

|
Yours is obviously the existen-
| tialst version of Lunar Jetman,
|guﬂon.\r’::uknawmwdudm I
about every time you say you
| don't believe in fairies ano {
one dies, well this Is the reverse |
—every time someonea says they
beliave the trailer exists, another |

|
|
|
| one . This Ultimate |
:neadnngwﬁteaa i |
|
|

, just pro-
videpﬁaymwfgascanadomd 1
let them get on with it! |
LM |

L]

S‘M-A*S°H
Dear CRASH, decessor. Why wasn't Match
I'm writing this letter in the mid- SMASHed? it was definitely
die of a boring maths lesson, the most exciting simula-
hence the fined A4 paper but tion of its time. | would like to
‘that's another matter. Anyway ~ know what you at CRASH think
this is about your wm’s makes up a CR /
alicy of C Anyway back to the Maths.
As the best compu-  Garrin s , Lon-
ter 5. zine on the mar-  don 3
ket {yes, better than ZZAP!) 1 feel ]
that the award of a CRASH I'don't know why you think the
SMASH should be given only to AASH shouid only go togames
mumm%wg e st oo
.I‘He Lorﬂsi' of; :mmm, R Wm ﬁ:r.";adsaf ' 'bsns.
i ords of M f argumen|
it Lars, Fourth Protocoland any area of endeavour be it
Avalon was valid. But giving films, books, plays or games,
SMASHes to Technician Ted, 4 thers are only so many ways of
of the Wally Week games and approaching the basic idea —
Alien 8 wasn't. it's the way the designer/author
it scenarios and the third liance,-and it's those factors we
which is undeniably of a high look for in reviewing any game:
is too similar to its pre-

RELEYANCE IS THE TOUCHSTONE
OF ADVERTISING
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IMAGE BASED ON
POLAROID SUPPLIED

Syl

o7
THE JSNOWQUEEN Y720

An unusually intriguing illustrated text adventure

Program by St Bride's

Arailable for Spectrum and Commodore @ Release ate: May 1956 @ Price: 9.5 (cassette pack)

Debotat e WES Dotibedons. St ko' House s St Lscoster L1 GE 0517451195, sl o fm el s, aa o o b s

STARTLING, OFFBEAT

SELF-ACTUALISATION
THROUGH PRODUCT

INVITATION TO

CONSUMPTION

- g Quitarsinthem must be the same

B Dear Lloyd,

B Tha main item that attracted my .
@ retina in the April issue of

('] glonous publication was the

B ‘Mel’ Croucher intetview. In it, he
@ states that he finds ‘violent'

g games’ and ‘in-
B adequate’ is U= o
rments to this effect are rather

B sh’anﬁe. His first point is imel
@ ant: all games are just pixels
M besaps — even his own beloved
Deus Ex Machina — and not
B every game is based on Friday
B 13th or Rambo or anything in @
¥ particular, -
B His second point is that
B are 'derivative'! Derivative of
¥ what, may |
B view that all

B games are the same then by
§ same reasoning, all records

g andall called Arthur must
§ 2'sobethe same. However, they
g ¥e notl | fail to see how
5 could claim that, say, Elite is
derivative of Eliza and other such
rams.
# * His third objection is that they
B are ‘socially destructive’, He
B claims that itis *
B ancourage young people to

i\

[0 THE ART L] WE ARE
OF

[ ] DERIVATNR

|



[VE, MEL!

thatmost

believe that winning Is to do with
killing'. All gomputer games are
necessarify rather abstract and |
cannot sée how anyone could
associate the di nce of
& sprite‘with the death of an
actual, living being. The point is
rCroucher's argu-
ts aré based on the premise
joung people are stupid and
85 and need protecting
! e men of violence' by
igif-styled 'Moral Guardians'
Sich as Mr Croucher. The proof
is is in a later paragraph
ore he describes 14-15 year
as 'liftle children' who ‘can
ly ba derivative — it is impos-
for them to come upwith an
original idea for even if they do
they h&ver}’t the vocabulary to
ex| s it’ !

it

YE TE

EHMLY S URGEDHS,
l"hh‘ﬂl ITH TS BiG FELLoW, THEN?
= | B —

= B

: raaddro that,
since ?‘ﬁ com-
pi&fa!y. 86D Up tf!’g;aodﬂafnk-

STERH ¥ 1Wing EAETH el
M NAGEIN, VSR VTT WY TRE TS - ]

OVERCHARGING A
MISTAKE

Dear Lloyd,
| thought as a regular CRASH
reader | would bring this point to
your attention

Aweek or so before Christmas
1985 my mum and | were out
doing seme Christmas shop-
ping. We went into a well known
shop called WH SMITH and
purchased some computer
games and other goodies.
Among the games we purchased
was Rambaofor £9.95. Atthetime
Ithought the price was a bit high
for Ocean games but | didn't
make any comment and gave the
man the money. After Christmas
| was reading CRASH and | came

WE WERE CALEDS i
T WELP WiTH BevE .Iaqm
OBy Fom R LBELT WS
g e T oREn Too)

| SEEEE. MMM, SEW Ry

WE'S M dyLow W
ERAE VETTUOE &R bWRE,
PO = BT R B YeD
By Y00 Cogig, sk

across an Ocean advert with
Rambo advertised for £7.95. |
thought to myseif that there was
something fishy going onso |
told my mum and we went back
to that branch of WH SMITH. We
went to the computer desk and
told them about the axtra money
thay had charged. The manon
the desk said he couldn't give us
our money back seeing as WH
SMITH nommally raises the price
of things at Christmas. When |
got back home | looked in the
December issue of GRASH and
found that Ocean were advertis-
ing Rambaofor £7.85, so0 my mum
phoned WH SMITH and told
them about this. In the end | got
my two pounds back. They said
it had been some kind of error.
Anyway two weeks ago | was
looking in a different WH SMITH

Comwall

P§if DomHandy hasseenallthe
pictul g5 in Sam FﬂlSﬁﬁJqu
why doesn't he send in some
photos of them to prove it.

Ha ha — you're not going to
You'll just have to try harder,

| shop not far fram the other one
| and | saw Vior £9.95, another
Ocean game. What is happen-
ing?
Somebody please tell before |
go totally mad with these high
prices WH SMITH are charging.
Sean Powrie, Wisbech, Cambs

It does sound like'a mistake,
probably genuine, even though
silfy. What doesn't sound like a
mistake is WH Smith charging
more for games at Christmas —
that sounds like a confused sales
assisiant covering up stupialy. If
you encounter that kind of thing
you MUST insist on seeing the
manager in charge of comput-
ers, or failing that, the shop’s
aver manager.

THE MEW 80E Fiam
ERIL
y for .

CompmoponE
= AEAGTRAD
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LOMPUTER

SPECTRUM REPAIRED FORONLY £19.95
rF.__ —

"INTERNATIONAL
REPAIR CENTRE

... WITHALL THE
LATEST TEST EQUIPMEN

When you send your computer to us
we don't only repair it, we check the
colour, sound, memory, keyboard,
feet, in fact fully overhaul your
computer for as little as £19.95. The
price includes all costs including
return post, packing and insurance, | —
plus VAT, three months no quibble
guarantee with each repair.

EEB NOW 5 FREE EXCITING\

Smw—RC Wiy oy o, B220| ] TOP GAMES WORTH OVER
= Sy, SO. FT. WopyeUR NE - m £33.00 (M.R.P]

= WAIT WEEKS FOR

YOUR QUOTE TO ARRIVE.

We repair all computers within 24 hou

A.|TEN % REPAIR SERVICE  [Biirmiyre i

from Manchester.

A

3

* While v?g wait servlircée inc!utdra;lng . * ;Irneo 5%?1 g%ﬁew&m sssm fgt:_ youto
computer spare parts over the counter. v every Spectrum repair.
* Allcomputersfully overhauledand fully  + WerepairCommodore 64's, Vic 20's, co M M o Do R Es
tested beforereturn, commaodore 16's and Pius 4's. * ¥
+ Fullyinsured for the return journey. * Lge n:ostggm dg;?ﬁﬁstteeq#mrgﬁnt NOW R E pAl RED
* Fixed low price of £19.95 including post, veloped by us v testand find all Commeodore 64, C16's, Vic 20,
packingand VAT, (Notabetween price faults within your computer. Same Day Service
of really up to £30.00 whichsome of cur ~ * Keyboardrepalrs, Spectrum rubber key - i
E?mpetlttsofrs areri:quc;tmgcll. : goard;?nw £B.95. Call us for details or purchas
* Discounts forschools andcolleges. * 3 month written guarantee on all renairs. : i
VIDEOVAULT HEALTH WARNING!!! the 1.C's from our D.1.Y. sectid

=Sending your computer to any other Repair Centre can seriously Damage its Health =,

= e -3
ARE YOU ANOTHER CUSTOMER - fed Up ./, | HOW TO SEND OFF
waiting weeks for your estimate? Come YOUR COMPUTER | r

Need your computer repaired fast? Then send it now to the Number e e B B
One Repair Company in the U.K., or call in and see us at our new fully e gl b a Do S s
equipped 2,500 square foot workshop, with all the latest test commadore 64 repair. Enclose your name
equipment available. You are more than welcome. : NN Ao toehone IUThorand oIy
We will repair your computer while you waitand help you with any of your Remember you can also charge the repais

technical problems. Commaodore computers repaired for only £35.00.
Please note we give you a 100% low fixed price of £19.95 which includes

return post and packing, VAT, not a between price like some other WHAT OUR CUSTOMERS THIN
upwards. We don't just repair the fault and send your computer back, R e Aalaeh o, s

10 your Access card,

Manchester, what 3 mess they made ofit. |am

OVERHAUL WITH EVERY REPAIR WE DO:- iy SIS T P aramanG Yo e
We correct Colour, Sound, Keyboard, Check the loading and saving T L S AR
chip, Put new feet on the base if required, Check for fullmemory, Check : :

Repair Companies offer. We don't shock you with repair bills £30.00
@ We give your computer a:- # Isentmycomputer toa competitor of yoursin

%

Ivisited your premises at Christmas. inaspaceof

all sockets including ear/mike and replace where needed. ofe hour | visited your workshop, saw my
All for an inclusive price of £19.95 including VAT, all parts, insurance e RrblE S W oy eer o T e
and post and packing. No hidden extras whatsoever. Wedon't haveto e e ek TSNS i

boast too much about our service as we have thousands of customers RN SRR RSB ok vl
from all over the world highly delighted with our service. A first class Within 4B hoiirs of sending ILtoyou, 1 coun't f
reputation for speed and accuracy. Don't forget, we are only twenty i {Mrs J, Walters, Scot
minutes from Manchester City Centre so why not call in, have a coffee #* | Woult ke £0 thank a1l your Seaf in the nelp they |
with us and see your computer being repaired. et D oSSy 80 TS G Spard e

BEST SERVICE — -3 J T (o T W} it vt




LOMPUTER SPARES

SPARES FROM OUR D.L.Y. SECTION

N : WHY NOT PURCHASE THE SPARES FOR YOUR COMPUTERS
PURCHASE OF FROM US. THE ONLY MAIL ORDER COMPANY SELLING SPARES.

RPL | Same day delivery service on receipt of orders. You canorder by
smyz:-acmceuys TOCK! Access card or call at our Reception to collect.

“EUpOrT OFder, we A —
now have svalablé a

A RT (e vy KEYBOARD
special price for the S A : i\ MEMBRANES
SpECTrUm Compler 11 = 1 - e
SRt T Hhe pUBHE ] ; E ) —— EEEEEE
rDu:l:'n&g uﬂJIml%E;dﬁDace wf- \Iajrl‘e ot able L ! j i sDectrum

W T % 3 : /) - Zal? NELm D u -
S nEsn e || Lo iiT keyboard mEAEEEEEED
tul | i yeur Spares foe 1 { T
Spectrum/Commodore ranan, We also ! 111 membranes -_—
\nave SIS SOAFES avaIRIe For ThE 2551 o . , | i £5.50 T __- - - ' ! - - S y

- i il

plusE150pap /
KEYBOARD  £5.50

£12.90 pluse1.50p&p TEMPLATES
281 megnbranes pPIUSELSDp &P

£5.00 plus£1.50p & p

SSV4SPECIAL OFFER!

G Gun Shot |l Rapid Fire Joystick and
interface complete outfit. Normal
recommended retall price £19.95. if I
purchased together. Special offer ——
of onlyE16.50inciuding p & p o e RUBBER MAT

Joystick avallable as separate item£10.9 £6.50

plus Interface available as separate item |\ Y ribbon cable to - Plus£1.50 p & p,

£9.00 plus 150 p & p, s extend your ports for .
i your peripherals

oy Rom " £10.95

€300 ,£16.30

plus E1.50 p & D

Spectrum replacement power
ULA { transformer suitable for all make
£1 G 50 1 P / of computer £8.95plus E1.50p & p

pius £1.50 p & p
4116 rams

Why not upgrade yvour ordinary Spectrum Into
1 replacement power the fantastic DK'Tronics typewriter keybaarad

' : ; transformer £29.00 for only £31.50 Including fitting, VAT and
plus E1.50 p & p : piUs £1.50 D& D return post and packing.

/ Normal recommended retail price
GRDER ‘-.\ £49.95. Replacement printed
\ _ :
NOWEA ) | W) eSS E70
PECTRUM SPARES Bt =, Faeg.

2808 CPU 200
4116 Rams 1.00 | §526-C.LA,
ITHES0 0.60 | 6510-Processor
0.60
5
16.

DK Tronics key

ZTH 213 6581 ~5id Chip
Power Supply Transformers 95 | 906114—House Keeper e
ULABCODT 6.50 | 901225-Graphic Room i Why not upgrade your 16K Spectrum to a 38K

Rom 1650 | 901226 Basic Rom foras litte as £17.95 Including VAT, post and packing,
Co R N E R Keyboard membrane 901227 ~#Kernal Rom i IF you would fike us to &t the kit for
. 6569 =-ViC 3

- Egtm!'cl']‘l : you_ just send us £79.95 which is
eyioard membrane 3 ¥ i 0y i

We regret we cannot 4164 Rams - Memory ! |

show 2l the components ?ﬁ%%ﬁpl}:&s Power Supply & : 81U inclsve price f cover
available. Just alve usa Keyboard .50  Transformers : 1] e g 2t COstsinchuding return
talland we can quote you | ZX81membrane 500 | Allourpricesinclude VAT, but please add i ) e 1] postage,
over the phane, delivery spectrum Service Manuals only £50.00 fﬁ:-‘mﬂ ::;"L:f‘gﬁf mc'-"t'l'\!r post, Fultfitting Instructicns
by 15t class post. Including Spectrum + modal a ndling charges. supplied with every kit

VIDEOVAULT HEALTH WARNING!!|
1SEnInG YoUT COMpUTEr 1o 3ny Other Repair Centre can seriously Damage fts Heaith 1s5ue 2 and 3 only.

@ Copyright Videovault Ltd. No. 140586




We are in trouble! | mean BIG
trouble! Now | know vour think-
weﬂm'latsha th-:!nabaut?'
plant d atcnm»om%hs
lctwa-af
hete and has affected some
paople’s brains! A perfect exam-
pie of this is a certain Anthony
Jacobson, who launched an
wtﬁch;?:tc hap;:'id!obe

S0 my
two favourite I Now, being
sister to | you must
?hﬁmrﬁvah?athEMHm
W was in Computer Trade
Weekly, week of April 21). On
oppnhg%ZZAMImwlnme
sditorial Pf— The Corrupt

One!
ZZAPI The Gampt One?l?

ZZAP! 64 has 37 pages of
reviews and 14pagmu1com-
petitions . . I
#gobsan Sc-u at?
t's GREAT! Keep it up.

Fuﬁhsron he added,

a%azirsas of the style of ZZAP!
and CRASH have brought the
general regard for the home
c.omptmngtomeelwatedlavei
of the hula

Hula hoop? \e cheek of the
riian! CRASH and ZZAP! are
devoted mainly to software,
which is just how me and
thousands of others like it. If he
mn't he can keep it to him-

Further on he said: ' . . . There
h always an audianca#ormmpia

WHA Il Nowhas

ing on, | read, ‘The nasty triviali-
sation that the CRASH — style
s oo
OHIpOR, IS, | regr inK, nNo
doubt goaod for the bank

balances of its publishers, but for I

the UK computerindustry it is
and dangerous’.
Corrupt and dangorws?

then are CRASH and ZZAP! the I| '

twnbestseﬂlrg nwinamah?l
. Poor Com-

whmcanhappeﬂtoany'one |

whentherotsetsin. . .

Inather words, ZzAP'!sbetter
than Commodaore User. Anyway,
whotsrﬂcaﬂlni; rot? In myview
everything,
thing about CRASH isgmataslt
is, 50 don'i take any noﬂceof
Anthony Jacobson (yukl), The

|Wﬁmﬁlﬂmbﬂw

Couldn't agree with you more,
David. And ifyou're alsoa ZZAP!

l reader as you seem to be, you'll
no doubt appreciate the coverof
issue 15, which is outas i write —
a fluffy lolipop special!

ILM
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1 PERVERTED AND
' HORRIFIC!'

by these kind ictures whan
thera is one ? On page
76 of the Christmas Special,
there is an advert featuri the
Wally family in Three

Paradisefrom Mikro-Gen. Atfrrst

glance it seemns rather fun.
On further inspection you will
notice that one of the natives has

his index fin ended, and is
pulling dawg@g Herbert's

trunks, toreveal his. . . Butwhat

isthe native going to do with that
finger? | will leave you to draw
vour own conclusions on this.

It just shows that Oliver Frey
isn't as perverse and horrific as

minds! you should look
atitthe other way, maybe Mikro-
Gen’s naughty native is actuaily
an ethnic Mary Whitehouse who
is actuatly in the process of pul-

1 ling Herbert's trunks UP. No?

B Wellitry. ..

LM

| THE PRICE OF
| ARCADES

| Dear Lioyd,

| People are always complaining

| about the price of software but

| this weekend | visited Blackpool

| and went into the arcades and it

| cost me a fortune and with the

I rncmeyl spent | could have

bought a couple of games.
When you buy games it takes

| Youa few attempts to get used
toit, in an arcade if you have

' neuerpla,:edthe game it will cost

| |youa lot to get used to it. So if
you count how many times you

| 4 play your game and add up how

I much it would have cost you to
| play the same game in the

| arcade the same number of

| times, you would realise the

| software is well worth the asking
| price.

) David Gorton, Blackburn,

| Lancs

l Certainly no one has ev
that 5 rum software isn't
cheaper than piaying the

| arcades seriously. The problem
Lis, I suppose, that lots of readers

| would say they never do go into
| areades, and therefore the argu-
| ment is a bit beside the point!

| LM

I

argued

l

i

]

]

]

i

1

B Dear Lloyd,
e R

)

Apgi-cmnnGHASH get
ywwutarplmlsmnmgnm

them — | am on about Gun
Fnﬂfﬁlbougmmegamsbafore
your reviews on it — wow what
INuwﬁmiyuumﬁ!wed
arun| stuck my hand out to
ny mum: ‘Can | have another
.95 {oragame?' Shestuck her

hand out and said in a quiet
vaice, 'What do | get for washing

» CUT PRICE ISN’T
» CHEAP

P Dear CRASH,
B | am writing to ye
Spectrum own gainst buy-
P ing cut-price software from [ittie
known software firms
In the March issue of CRASH,

y owners
to send through mail order for
thapcomputEI games. So, tak-

advice, | sent to one of
cut-price com-

s for & copy of Rain-
: Studio. Then | waited

P> and waited and waited and

. Finally after receiving
g in six weeks, my M

B
L |
|
LN . wiote a demandi

> UNITSOFT in Glasgow as I-an for

p sither Art Studio or my £17. 20p
in refund.

P Afteronly TWO DA
airived home from s

P there, stuck in the letter b

p2 package. After clo ;
ing the envelope | fou

'S dismay that it was the demand-

GUN FRIGHT
i t‘;* IN BED *'*

WW

gnn'nescnaunrmd\
wlafgirwﬂhamnannddsev-
up for Cyberun.
Garsth Jones, Allinthwaits,
Cumbria

I bet sha'll be sorry when you're

gone, passed away from the

sﬁaﬁgfsmlgfw%"
aw want of a game. She'
ﬁwmmmm.

ing letter that my mum had sent
which had been returned. As
ripped up the ietter | notic

small post office sticker whic h
read: UNITSOFT, FREEPOS
GLASGOW G14BBC UNDELI
VERED, GONE AWAY. My mis-

:B.Iah Paﬁter. Wokingham,
Berkshire

o -




DAMAGING OLI

Dear Lioyd,

Having read all the letters of
compiaint on Oliver

Frey's paintings | thought | would
add my comments on the sub-
ject. Firstly lots of people wrote
about the “horrific” effect on
impressionable youngsters.
MNow this may be true in some
cases but in most it's just rub-
bish. My brother is eleven and so
are many of his friends, they all
read CRASH regularly, suffering
no il effects | may add. In fact
most kids just look at the writing
and the photos — the drawings
are a nice decoration which
brighten up the text.

What worries me is that the
tant barrage of abuse
against Oli may be damaging his

work. Just look at the last few
month vers, none of them,
have been up to hig usual stan-
dard. For example the Max
Headroom cover was justa
photo with only a tiny Oli sketch
beneath it. Whatever happened
to the brilliant covers of the first
year of CRASH. Is Oliver Frey
ta on too much what with
Z and AMTIX! (wha's covers
aremuch better than CRASH's)?
Back to the effects of Frey art

!
F
A

DICEST,
P

L] -

-m‘ repair o

i o
.!

* Spectrums only

o i all U1 with ‘While-u-Wait repairst
g’ with INTERNATIONAL repair service|

o
I =% to charge LOW PRICES for the smatier
W 220151 (2.9, £ for keyboard faults) %8 FOR SPEED — “One firm at least can
@\. effect any NECESSATY repairs over the
I counter in 45 minutes. Based in
4 Manchester, MANCOMP can offer
wihat is arguably the FASTEST
turnarcund in the business to personal
caliers” CRASH Magazine JUNE 1985,

THIS IS WHY Spectrum users from

,"D FOR LOW PRICES — "My computer
Nk g’ DHEOW recently, [ took it to MANCOMP,
wiio fixed it in 8 minutest and for less
than B101 They are local, ‘clusd up’,
and biindingly efficient!” 4 HEATONS

FOR PRGFESSIMONM& [SM ~ "Of ali the
il nclar User’
soermed the I||[;!S?:rk‘E
when it came 1o advice
and a helpful actitude™ AL BS.

on young people. | find that thie
picture on the Sign Post pages is
more horrific (or exciting,
whichever way you see it) than
any of the covers.

ltusually portrays anice Craa-
ture/person on the first page and
when you turn over on the other
side is a large picture of lots of
these nice Creatures. People kil-
ling or torturing men.

This is very effective in a
frightening sense and Oli's draw-
ing skills carry it out perfactly.

Allin all CRASH is a brilliant
mag and its art beats all other
magazines into the ground
{whao's covers seem juvenile and
badly drawn compared to
CRASH.) Keep up the good wark
and ignore all the fuss,

Richard Townsend, Erdington,
Birmingham

It's nice to hear some sound
sense on this long-toothed sub-
ject. Quite often, the more attarn-
tion fs drawn to a contentious
ject, the more harm is per-
celved and therefore done fo the
very peopls the ‘protectors’
would save.
LM
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TO THE |

OLD WAYS [

Dear Lloyd,

| am writing to complain,
although your magazine is the I
best, over the last few months

B cannot find'amy of cur s ! certain pages have been annoy-

g which selis these games and ing me. The pages | mention are

where the CRASH Smashes are I
reviewed.

ZZ AP has the reviewers com- |
ments in balloons detted in bet-
ween the review. Now CRASH l
has copied this system for the
commaeant boxes in the Smash
reviews. Why? These boxes in
between the actual review are
most annoying, for me anyway. |
begin to read the review until |
encounter a brightly coloured I
comment box, solread the com- I

ow ifthisisa

B sive and if you have a grouse it
8 should be with Eléciric Dreams B
B or Activision for not stating the il
B fact on the ads you have seen (if B
B indeed they haven't, not having B

B an advertisement to hand to see B RGAIURUERE then | retum to

|gwk'mnm¥usgmz,..

J
T

SCOOOOOCOCCO

ok Code it G TR & L 4
GO BACK | on | o SHOCKSS , ¢

CONTRADICTION | ¢ SHOCKS

Dear Lioyd,

Here ne letter not complain-

i mmabetﬂamwm mt%‘ﬂ:twnhthe :
ex magazine: ;
hﬂm'mm“'m&%' in

this. .
The evidence that | will give will
prove you don't read what you

27th edition, (April, for those not
good with numberst). | am, of
course, referring to the 'Street :
3 computers, and | feel that |
justified in putting my 'O" lev

Mowlook at page 87 of the same results on the line because of t
issuein your ' Hall of Slime'. Note E‘Eﬂ;'ﬂﬂ lam 16.&1‘6‘% cer-
Mr Adam Liversage’ i inly no puritan i
getting 21,030 point: E:aég ¢ turbed at this serious fi
gams is not yet finished!!l your magazine's feature.

~ Will vou please read what you Bearwh‘hmewhe-nlsytha

t this sec . raading the re .'Sowhat’, | ; :
: ihl e : hear you murmur. By the time | I write, | mean, we have fol Ao 0f i it beio
have finished jumping (my eyes David Mager, Willesden
Epsesseemeee ool SR i e s Green, London
do the jumping) in and out of tf PS An ' W it
[ commentsand chunks of review swer that one if you dare! ot ekl

| 128K AGAIN | NSRSl | | o What | wrote was quite  Howard Hanson

i Dear Lioyd, i Please and my sufferin goback I :;_g! e so,;:fy ' m what For a start off, you of

- Irrmptggse ofwhetheryouexist = BXFISERS released a version of Street T

L GeTong s FORUM kesps run-  + [Bedtide et K Ml b been GRASH editr for a yoar

I ning e e my tuppence wort | [eseiasiclin et |mmmm,nmm now. Clearly he is much fess

* onihe new 128K Spectrum. One 'ﬁp romdesgbechigy o a complete version, buf one puritanical than Mr Kean! The

I major point which was not dis- B e S AP rowrion [mhad 1o fulfill a con- pictures you refer to were meant

" Gmhm‘almmﬂ'ﬁ inally, how Go LLAF! reagers ﬁsc’!h‘:rﬂyha [ | do read what | as amake-weight fora coverthat

! : of games for this machine | {occasionally, anyway), but mgatdoneof&mmm Fox

i g | Sasebimindicpleny | ClIsseontiowe, _
i X —

| FORUM). More memory means made by the worn outold record osh, we don't need that kind of

| fnore program. more program . + it soe ekl | 750 D s P ihing to help sell CRASH you

| means more design and more mag's cover! Disgusting. this will encourage Them in know. We're sending Olf out for

- and so more gzug:::gnolbaﬂson' Carmad- l PEW{'DMI'"B a naw ong — ’ amonth's spﬁ!on the Ludiow

| wagesand h ' -

' know, it is disgusting. But then,
il

stars
gusting. st say, | think the
new look Smashes are more
interesting, and the
of having separated

“ ¥
Sorry it confuses you thoug
LM

really nice drawings.

. 7 Parish Gazette to get the feel for

S0, enough for another month. All the team now take their leave,
guletly wandering off to dark corners for a well eamed rest and time
to lick their FORUM wounds inflicted by a cruel-hearted public! Ses
you next month —letters to LLOYD MANGRAM, CRASH FORUM, PO
BOX 10, LUDLOW, SHROPSHIRE 5Y8 1DB
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by Rosetta McLeod

A recent survey undertaken for the Independent Broadcasting
Authority shows that a third of all households in Britain with chil-
dren, now own a home computer. On the surface this seems
encouraging, but the question has to be asked, To what use are
these computers being put? The vast majority of home computer
users may do little more than play arcade and adventure games,
and it is a pity that the enjoyable educational software on offer does
not reach a bigger audience. The programs from AVP Com-
putingreviewed thismonth are good examples of software which
can be of use both in the home and in schools, because of their
relevance to the learning process.

AN P have long been known to teachers as publishers of excel-
lent audio-visual materials, and now they have turned their atten-
tion towards educational software. Over a hundred of their own

HAVING FUN WITH
EDUCATIONAL SOFTWARE

programs are described in their Primary and Secondary
catalogues, together with a wide selection of titles from other edu-
cational publishers of quality. Teachers will welcome the fact that, if
official requisition forms are used for ordering, titles may be
obtained on a fortnight's approval.

Certainly the catalogues are well worth obtaining, and the prog-
rams I've looked at provide a useful cross-section of the wares
ANP have to offer. The programs for Secondary schools cover
Science, Mathematics, languages, social subjects, Economics,
Computer Studies, Music, Art, careers guidance and administra-
tion, while those available for younger children represent all ages of
the Primary curriculum. For more information, get in touch with
AVP Computing, Hocker Hill House,
Chepstow, NP& 5ER.

WINNER TAKES A HOLIDAY

| Would that there were more educa-
| tional programs which provide as
much fun asthis onetAimed at tha
Geography classroom, this game | er capital with the letters dencted
teaches the user the capital cities | by dashes. Solving this problem
of various countries, together with | resuits in the player being given a
various facts about the countries. | holiday destination together with a
| Section One, with two levels of | secret code which is needed for
| difficulty. uses multiple choice | entering the second section of the
sting for matehing countries and | program.
pitais. The player has the option | found myself going to Greece,
of learning the work on the compu-
ter before starting the game (a vary
useful feature) and a one player or

day. When the thermometer on thae
screen is full, a problem is given in
the form of the name of & country

money has to be lost to stay within
the range! The guestions cover a
range of facts about the country,
from its national airling to its
approximate area. Failing to reach
the target amount reveals the
answars to-some of the questions,
and another attempt is: allowed.
Success in this section of the
game allows the player to embark
on a flight to the allocated holiday
spot, but towards the end of the
journey there is an emergency and
the the plane has to be landed!

| found this game to be quite
addictive. it is so enjoyable that the
player is bound to pick up a lot of

with ticket No 59 on Flight 16, and
with the secret code 143, In this
part of the game, the player is
given £100 to gambile. Ten gues-
fions based on the holiday destina-
fion are asked, one at a time, with
five answers to choose from
offered on screen against a variety
iof odds. Money has to be gambles
s0 that the amount held remains
within a given range. Sometimes

two  playerteam game may be
played

Each player has a safe in the
attic. To reach it, a ladder has to be
chmbed by answering the gques-
tions correctly. The & 5 dre
entered by pressingakey — 1106
— carresponding to the choice
from six alternatives displayed. If, |
for example, the playeris asked for
the capital city of Angola, Luanda,
Doha, Conakry, Salisbury, Roseau
or Caracas might De offered.
Cheosing Gption 1, Luanda,
answers the queston corectly
and ane rung on the ladder is
climbed. When an inGorrect ans
wer 15 selected in the two player
game, the other player moves up
the appropriate number of rungs
on his or her ladder; in a single-

e CAEITAL o

infermation without being aware
that an education is being given! If
used'in the classroom, the game
could aiso be useful in encourag- |
ing children to use reference
books to find the answers without, |
/ having to rely on guesswork. I'm |
iR afraid 1 haven't yet succeeded in
LIk landing the plane, butI'm definitely
geing to keep on trying! Winner
Takes A Hofiday costs £10 for the
cassette or £12 for the Microdrive
WEFSIOn. |

COMMENTS

Control Keys: mainly number
keys, but clear instructions appear
on the screen

Keyboard play: very responsive
Use of colour: excellent

|

player game and incorrect answer
moves the player down theladder.

Once the top of a ladder has
been reached, the player can open
the attic sate and release the
money that has been saved (from
£0 to £90) first to pay off the
mortgage, then to save for the heli-
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thinks he's on holiday afl the time!

Answer the questions right to climb the ladder to the attic safe
&nd you can pay off the mortgage. Then answer some more
questions to climb the ladder and grab some holiday money.
Cameron's not part of his rat race — he lives in a caravan and

Graphics: very good, but at times
the flashing screen can be distract-
Inc

ngsral rating: brilliant! This
game could b played by the fam-
ily at home, or the children at
school, Educational and tremend-
ous fun!




This Human Biclogy program,
groom and at home, offers a
choice of four topics: the heart; the
circulation system; arleries, veins
and capillaries; and blood flow, In
the first section, the user has to
label ‘eleven parts of the heart,
such as pulmonary arteries and
veins, valves and the aorta. The
correct labeliing can be viewed
before the test sequence, and the
computer marks the answers
given in the test on the screen.

Section Two — the circulation
system — involves the same sort
of labelling activily, again with the
gption of seeing the correct ver-
sipn first. The demonstration
showing the functions of arteries,
veins and capilaries Is very cClear
and informative, and then the user
is asked some questions on the
topic to show understanding of the
different functions performed.

In the final section, the compu-
ter demonstrates the route taken
by blood as it flows through the

AND CIRCULATION

designed for use both in the clas-

circulatory system, and the user
can select the starting point fram
the following list: liver, intestine,
kidney and lower body. The path
taken is plotted graphically on a
diagram of the circulatory system.
This is-a very useful program, and |
particularly liked the way the com-
puter marks the answers on the
screen. Students of GCE O level
and CSE will find it a heipful self-
test resource. itisavailable on cas-
sefte at £10 or on Microdrive at
E12:

COMMENTS

Control keys: single key com-
mands

Keyboard play: fast

Use of colour: limited tored, white
and black

Graphics: very good diagrams
General rating: used in conjunc-
tion with notes and textbooks, this

program is a helpful revision aid.

A e

R
ETFUBTUREﬂTEﬂ1ﬁ5=.: e e

pter Layer = EP

you. ..

A spot of Human Biology in which the stringy bits known as
Arteries are explained, That's HEART AND CIRCULATION for

'BUYING

This program is a shop simulation
which may be used to provide
dynamic illustrations of a wide
range of processes including price
setting, profit and loss, Stock
prganisation, custemer reaction

| and sa on. At the beginning, there
is @ choice between playing the
game and the study option. The
program displays all aspects of
trading in both tabulated and
graphic formats, and the ‘aim, of
Course, is to work towards a profit-

AND SELLING

making business over the number

of weeks — a period of up 1o
bwanty weeks may be selectad.

At the start of trading, the stock
in hand cansists of 25 Mars bars,
25Kit-Kats, 18 bottles of Pepsiand
15 of lemonade, together with £3
of cash. The player then has to set
prices for this initial stock to pro-
duce an income which will enable
replacement stock to be purch-
ased, cover overheads and lossas,
and alse generate some profit.

The accompanying booklet

TION

The Mammalian Heart in all its glory — or should that be ‘gory’.
Name the bits and get a high score in HEART AND CIRCULA-

advice sssential for succeeding in
the task, while the screen displays
show the trade details for each
week of business, which can be
sub-divided into weekly charts for
each of the food items. Up to two
assistants may be hired, a move
which has the advantage of impro-
ving service and thus generating
mere petential customers, but of
course staff cost money, and may

| proveto be dishongst!

The number of factors to be

| borne in mind while running the

busingss makes this game
interesting and absorbing. Prices
have to be set each week, staff
fired or hired, goods re-ordered,
overheads paid, and all the while
the graphic and tabulated informa-
tion must be read and understood.
The study option simulates a typi-
cal trading pattern with realistic

gives helpful  information  and

Our Cameron tries his hand at a bit of BUYTNG AND SELLING —
it looks like he's flogging off lots of lemonade to make ends
meet. it's be the CRASH Camera next!

fluctuations within an acceptable
range, but the game eliminates
random  factors and produces
gxact relationships. The cassette |
costs £10, and on Microdrive it
sells for £12,

COMMENTS

Control keys: kept simple and
clearly described on the screen
Keyboard play: very fast

Use of colour: black and white
anly

Graphics: very good

General rating: a useful and
enjoyable simulation program, The
absence of colour is unimpaortant
and makes the screen displays
much easier to read, Forencourag-
ing thinking and the weighing up of
information, this game is invalu-
abyle.

e TR
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This very enjoyable program aims
to improve a child's familiarity and
skill with multiplication tables. At
the beginning, the user can select
the time limit and set the highest
number table on which questions
will be asked during the session. A
scoring system is in operation, 50
that high marks are awarded for
choosing a short time limit and a
difficutt table. By holding down key
5, the child can get help from the
computer, but will lose five points.
The questions are clearly. dis-
played on the screen together with
a choice of four possible answers.
This makes the program access:-
ble even to less able children, and
the time element means that ofder
children and adults can also have
fun with it

During play, the computer gives
helpful remarks, offers sugges-
tions and words of encourage-
ment based on the user’s perfor-
mance, and at the end it is possible
to obtain a certificate via a printer,
or to request the computer {o draw
a pattern on the screen. My only
criticism of this excellent littla
program s that it is not possible to
turn off the sound which began to
drive me mad! The Tablespeedcas-
sette costs £9; or £12 for the Mic-
rodrive version,

COMMENTS

Control keys: choose the option
by pressing keys 1-4

Keyboard play: very responsive
Graphics: imited but attractive
Use of colour: very good
General rating: a very effective
and enjoyabile program for use
with anyone from the age of 7

PHYSICS

Al last, the program that Physics
teachers in Scotland have been
waiting for! A revision cassette
which covers the syllabus of the
Scottish Certificate of Education
‘0" Grade course. The program
begins by offering a choice of four
tests, with or without sound
effects, Test 1 covers the 1982 0"
Grade paper, and as the questions
are not on the program, the candi-
date needs to have a copy of the
question papar. All the questions
may be attempted, or a selectad
section may be concentrated
upen from Waves, Dynamics, Heat
and Gasses, Electricity and Mag-
netism, or Electronics and
Radicactivity.

The test begins by displaying a
multiple choiee grid on which the
user epters an answer. The option
to amend the answer is given, and
when the answer is contirmed the
computer immeadiately checks it. If
it is correct, the next gquestion
comes up, if wrang, a hint is given
and the user is.given a second try.
Ifthis is also incorrect, another hint
is given, but after the third incor-
réct attempt, the right answer is
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TABLESPEED

Not bad at mu

Itiplication tables, is Cameron. He's so good, he's

playing TABLESPEED at full speed: two seconds a go

displayed.

When all the questions have
been completed, the program
shows the guestions which were
correctly answered at the first try,
those which were correct with
help, and those not correct even
after three attempts, A score is
then given based on the following
System:

Correct first time 2 marks

Correct after one hint 1 mark
Correct after two hints half mark
The cassette aiso containg a test-
making program which enables
the user 1o set up test data. It is

Cameron gets it right. Mechanical energy does involve move-
ment. That must mean that Cam (despite his nickname) has no
mechanical enengy on Mondays

possible to enter up to ninety-ning
questions, spiit.into a number of
titled sections with two hints
allowed for each guestion. Again,
the guestions must be of the multi-
ple-choice type, with four or five
possible answers, The instructions
far entering the test questions and
answers are very clear and gasy to
follow. All in all, this a very useful
and flexible program, and I'm sorry
| didr’t review it in time for the SCE
examinations! The package costs
£8, and versions covering the 'Q’
level syllabus for the JMB and Lon-
don boards are also available.

COMMENTS

Control keys: for the tests, you
choose the option from Ato E
Keyboard play: fast

Graphics: nane

Use of colour: almiost entirely
black and white

General rating: an excellent and
serious revision aid for the ‘0"
Grade student. The 'test-making’
option makes this a flexible pac-
kage which is superb value for
mMoney.




An Action-Strategy game
for the fearless

Available from all good software retailers - If it's not there, pleas
order it — or in case of difficulty send your crossed cheque/
P.0. made out to Ariolasoft U.K. Ltd., including your own name ar
address, to Ariolasoft, P.0. Box 461, London NW1 2ND

Toadrunner Amstrad Disk £14.95
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2(—) BOMBJACK Elite
) M.O.V.LE. Imagine
6(—) GREEN BERET Imagine

ARQUAKE Bubble Bus

24 (12) SPY Vs SPY Beyond
26 (—) TAU CETI CRL
28 (23) TOMAHAWK Digital Integration

30 (—) QUAZATRON Hewsons

Lots of freebie fun is in store for Phil Martin of Devon who should be spending a lot of time in front of his
computer as he plays with all the new games he'll be choosing as this month’s £40 winner of the Hotline draw.
Four more ever-so-trendy readers will have sparkly new CRASH hats and T Shirts on the way to them: Matthew
Payne of Gloucestershire; Robert Graham from London; Michael Cooney who lives in Eire and Christopher
Prettejohn who's from Cornish Pastie land.
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2( 4)FAIRLIGHT The Edge
4(16) LORDS OF MIDNIGHT Beyond
6( 9 DUN DARACH Gargoyle Games

8(10) RED MOON Level 9

10 (15 DOOMDARK’S REVENGE Beyond

12 ( 7)ROBIN O’ THE WOOD Odin
14 (26) TIR NA NOG Gargoyle Games
16 (22) GREMLINS Adventure International

18 (11) FRANKIE Ocean

20 (28) SPIDERMAN Adventure International

22 (12) ADRIAN MOLE Level 9/Mozaic

24 (—) OUT OF THE SHADOWS Mizar

26 (—) MINDSHADOW Activision

28 (—) URBAN UPSTART Richard Shepherd

30 (25) AVALON Hewsons

: y Scotiand — Glasgow to be precise — will be receiving the attentions of Aunt Aggie along
with forty pounds worth of games software for being the first out of the hat in this month’s draw. CF hats
and T Shirts should be soon be basking in the sun, adoming the forms of: David Gorton of Blackburn; lan
Bowater of Warley; Adrian Youell, who's a regular hotline contributor hailing from Essex and lastly, but by no
means leastly, Duncan Hardy — a Norwich lad.
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~_GATHER UP THE POS|]
OWNING A MYSTICAL

Waich as your

collection of Poslers
grows every month

This month Guru Denise and Auntie Aggie have been working
overtime. They’ve been coming in early in the morning, perform-
ing strange dances and singing weird incantations to the dawn to
raise the power of the MYSTICAL SUBSCRIBER NUMBER so
that it may work its magic for those of you who are members of
the elite group whose names and addresses appear on Guru D’s

computer.
And their efforts have paid off handsomely. Along with the
OURNAL OF MYSTICAL AFFAIRS this month, owners of a

YSTICAL SUBSCRIBER NUMBER will be able to complete
a special HOLY TEAR OFF COUPON which allows them to save £2.00
on s latest game, [[IIE[ENIEY. A Biggles poster will
also be included with their copy of this issue of CRASH and if the
power of the MYSTICAL SUBSCRIBER NUMBER wins
through, they may well also get a poster from Mikro-Gen — a

iece of Oli Artwork in the form of an A3 . An A3
from Hewson's is on the ¢ , too,

And of course there’s a special competition in the JOURNAL
OF MYSTICAL AFFAIRS: the winner is to be treated to a day
out at CRASH TOWERS. T Shirts and jog suits are on offer as
prizes an’ all, Isn’t it about time you made sure you had the power
of a MYSTERY SUBSCRIBER NUMBER fighting for you?
There’s some attractive goodies on offer to tempt you. . . .

«Nya Boo' to softies

Bup ™




ITIVE BENEFITS OF

SUBSCRIBER NUMBER!

Guaranieed Biologically inactive!

This month, MELBOURNE

did weird

NOT YET A MEMBER OF THE
ELITE GROUP OF MYSTICAL

SUBSCRIBER NUMBER OWNERS? |

Put things right with a ue to Guru Denise and the
%e;;:ﬁts of tIEYSb';mAL c!‘ﬂ'quSCRIBER NUMBER nwnmh:m ip.
month, special arrangement with
m, people applying fora MYSTICAL Slm
(enclosing the appropriate bribe in the form of a
cheque made payable to NEWSFIELD LTD) can choose to
receive a FREE BINDER or a FREE COPY of the CRASH
SMASH compilation tape or TWO FREE GAMES chosen from
the selection on this page!

Not a bad deal, eh folks? Fill in the application form if you are
tempted, whizz off your cheque or postal order and sit back and
wait for the power of the MYSTICAL SUBSCRIBER NUMBER
to start working for you!

‘catch the Channel
mﬁhﬂhl“

the kaw, I he makes o
s gt e o e RGCo
muﬁr;;mdﬂ: m&mh””““‘
ppRar of na
&.lilnlmﬂﬁm ﬂhmum

to Gura
plete works for the SR and wonderful things,
subscription compu belongs to the owner &

MYSTICAL
SUBSCRIBER NUMBER
! APPLICATION FORM

| Gosharootie Guru D! I must
| &et on the bandwaggon — this
- MYSTICAL SUBSCRIBER
INUMBER wheeze could
ichange my life. Therefore I
- enclose my £15 seeing as 1 live
lin the UK (£22.00 if I am a
* European person), and I've
. ticked the boxes below to indi-
j cate the pressie I'd like to
* receive.

I Have a chat with that com-
iputer thingy you use to keep
« track of the personalised MYS-
| TICAL SUBSCRIBER NUM-
: BERS and convince it to give
. me one, starting with Issue
I Number: ....c.occooveneencanneanas

! I am commonly known as .....

| so please send my copies of
- CRASH, JOURNAL OF
| MYSTICAL AFFAIRS and
| freebies to me there.

SIMBEL/PROFANATION
TABOLIS
ONTY ON THE RUN
TTY PIGEON

0CCO
AM STOAT SAFEBREAKER
RUMPY GUMPHREY

SH SMASHES
H BINDER

GURU DENISE, HOME OF
THE MYSTICAL SUB-
SCRIBER NUMBER, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB
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STRANGER
ROADS
THAN THIS

The Frontline Forum has been dropped for thisissue —
there’s no shortage of letters, but there just isn’t the
space to do them justice. Keep writing in though. . .
I've been promised a Forum spotforthe Augustissue.
Meanwhile, there are three interesting games for you
to have a look at: Theatre Europe has been long in
arriving but the final version has made it worth the
wait; Iwo Jima, another title from rss, means the lion's

| On with the reviews. ..

NTLINE

share of this month’s FRONTLINE is given over to the
Coventry Crew, but the last game, anous press sorTwanre's
The Force is perhaps the most interesting.

Reading the review should give you a clear indica-
tion of my opinion of The Force, but however well this
game has been designed, it's a good sign generally
that new ideas are being explored in strategy games.
I’mnot advocating the end of historical simulations (or
conventional ones for that matter) but alittle more var- |
iety wouldn’t hurt.

In coventional games, companies have explored
many kinds of simulation. It would be interesting if a
software company licensed some of these titlesand |
converted them to the Spectrum. For instance, Dark |
Nebula, aow’s space explorationand combatgameisa |
little long in the tooth now, but it would make a great
computer game. Somebody wrote in this month and
Slg?astad the old Steve Jackson Games Ogre and
GEV as candidates for conversion. | agree entirely.
There is a massive list of possible game subjects for
the interested Managing Director. Now all we need is
an interested MD.. . .

And finally — after last month’s suggestion in the
Forum, I've included a new rating — OPPONENT. This
is a percentage rating of how good the computer
opponentis on the basis of a few (hard fought) games.

Producer: PSS
Retail Price: £9.95
Author: Alan Steel

Theatre Europe. The very mention
of the term conjures images of
CND  banners, argumentative
politicians and a barren, night-
marish wasteland where life as we
know it has ceased to be. This is
what this game is about: the grim
reality of a nuclear holocaust.
Before those of you with stron
feelings start to argue the points
mixing the horrific consequences
of war and computer games, the
cbject of Theatre Eurcpe is to
avoid any sort of nuclear confron-
tation — or at least to demonstrate
how such a conflict could never be
won.

The game offers options for a
single player to take on the com-
puter, a two payer head-to-head
or a demo version where the com-
puter plays itself. The latter option
is very interesting and quite
frightening. if you buy this game |
strongly recommend you sit down
and watch what happens!
Although this is essentially a war
game it uses a series of screens to
depict the action in a very atmos-
phericway. There is also anarcade
action sequence which may be
incorporated by shoot em up fans
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THEATRE EUROPE

or ignored by serious wargamers.
If the arcade option is chosen,
you are asked to select a battle
once combat is under way. Move
the cursor over the desired unit,
and a picture of a plain with a city
in the background is presented
with aeroplanes, helicopters and
tanks moving about. A target cur-
sor is placed under your control in
similar style to Missite Command
and this is used to d the
enemy. Al the bottom the
screen icons depict different kinds
of weaponry. It's a good feature to
have, as the process of co-
ordinating your defences
becomes more complex and logi-

cal.

Your performance in the arcade
seguence plays a major part in the
game, as itis taken into considera-
tion in arriving at a strength factor
that decides the fate of forces
elsewhere: doing badly in this
phase results in severe losses all
round.

Once you've decided whether or
not to take the action screens, the
forces you would like to command
need to be chosen, either the War-
saw Pact or NATO, Special units
are made available to the Warsaw
Pact: the 1st Airborne Army which
can be flown directly behind
enemy lines, and the 1st Amphibi-

ous Army which can move overthe

e

paascefully pre-occupied
performing parachute displays and such. The tension mvounis. |

sea to a tactical attack point.
Next, one of the three levels of play
must be chosen. Level One plays
a totally conventional war game
and, unless provoked, does not
use the nuclear or chemical
option, whilst Levels Two and
Three see the computer using nuc-
lear and chemical options to pre-
vent you winning the game. Level
three plays a highly intelligent and
unpredictable game, and nuclear
ascalation on this level is usually
Eenormous.

'gILE PHASE

#

With gmelsvel Sea?gt\i.?a';t det;iied i

u erm Rus-
g:p{includﬁe Moscow) is pre- |
sented showing mountain ranges, |
capital cities, country borders and
all the armed forces of both sides.
It is time to move your units. Place
the cursor over desired unit,
press fire and move the cursor to
the place where you want the unit
to end up. You can only move one
character space at a time and the
unit moves as Soon as you press
the fire button again.

H




Cnce all unit moves have been
decided, the attack phase follows.
This time, position the cursor over
the enemy unit you wish to attack.
Any amount of your units can
attack a single , but
once aunitis sentinto battle it can-
not be halted until the phase is

over.
When the attac moves have
been set up, the ENTER key starts
the fighting. If the action screen
option has been chosen the com-
puter asks the player to select a
battle, whereupon the on screen
action happens. If the action
screens aren't operational, the
battle is decided on merits of air
superiority, supplies and arma-
ment.
After the battle, units can be rebuilt
:ith somewhat sca?t supplies.
irst, & quantity o
supplies can be issued to the more
desperate forces using the cursor
to select units and the fire button
to indicate the quantity of supplies
to be allocated. Similarly, air sup-
%:2 supplies may be allocated.
mewﬁ:ﬁng scha:lmmula needs to
be car — once a
supply s sent it cahnot be
reclaimed.
After rebuilding youmove ontothe
air phase. This is to determine how
to use your air command during
the next turmn. Reserve air units can
be accessed, but they are very
limited and have to be used sensi-
bly. Several options for allocating
air reserves are available, some
essential and some tactical.
Essential options are air power
{the most important), counter air
strikes and reconnaissance. Other
options  include  interdiction,
assault breakers, deep strike and
iron snake.
Counter air strikes are attacks on
enemy airfields and bases; inter-
diction is where planes are sent
behind enamg,élnas ve?nan‘t attack
enemy supply mo net-
works. Care has to be taken when
using this option since it carries
the risk of setting off a retaliatory
nuclear strike. The other three are,
respectively, an attack on a single
unit, a strike into enamy territary,
and an attack on railways to dis-
able enemy reinforcements.
The most controversial part of the
program involves the use of chem-
ical and nuclear weapons. There is
an jon — Special Mission —
which allows the player to set off a
ic chemical or nuciear
launch. ﬂ‘g‘ Ichetﬁﬂcal launch is
automal argeted on an
anemy Suppr;r city. A special read-
out gives you the details and
expected results, and reports on
the outcome of the attack. This
mission carries the risk of an
enamy nuclear response.
A strategic nuclear attack involves
some pretty tense moments the
first few times it's used. When you
first switch to nuclear mode you
are given 30 seconds fo ring a
phone number and obtain a spe-
cial authorisation code. This is a
real number, contactable 24 hours

aday.

The code number are gives direct
control over all targeting and
warheads. There are three sepa-
rate settings: Standby, to which
the game reverts if you decide
against a launch;, Strategic
Launch, where a single nuclear
strike can be ed ; and finally
Fire-Plan, a full-scale strike.

Targeti a single nuclear or
dmﬁcg launch is alarmingly sim-
ple. You are given control of a cur-
sor to position over the desired
target. fire and the rest is
done automatically.

When under nuclear
attack, the launch is detected and
a target cursor follows the J)mg-
ress of the enemy missile. If your
Refiex system is operative, your
forces automatically launch a
strike of similar size. There is
nothing you can do but watch the
targets being destroyed in a sequ-
ence of graphic screens.

As the game is played, it becomes
i ngly obvious that the war
cannot be won with nuclear

This s a brilliant game which offers
more than the usual run-of-the-
mill war game via its tense action
screens and gripping atmosphera.
The arcade sequences mean that
arcade players could well become
interested, and the simplistic
playability means that novice war
gamers can getinto this with ease.
Wargame purists might become
rather bored by the superfi-

cial gameplay and the action
screens, but 'rl?s well worth buying
if you do have an interest in war-
gaming — and the future.

PRESENTATION 86%
Attractive and intelligent options,
neat screen layout

RULES 87% :
Good for players of any experi-
ence

PLAYABILITY 81% g
Easy to get into and highly addic-
tive

GRAPHICS 83%
Atmospheric and neat

AUTHENTICITY 89%
Lacks details but the general flow
is realistic

OPPONENT 88%
The computer takes advantage of
every weakness

VALUE FOR MONEY 85%
Well worth it

OVERALL 84%
A ht provoking picture of a
possible future

IWO JIMA

Producer: PSS
Retail Price: £7.95
Author: John Bethell

This reconstruction of one of the
bloodiest battles of World v;.‘sarlil;s
South Pacific campaign is the
hatastinﬂmwaﬁm‘amu
series pss began with Falklands
82. It uses a system similar to that

ip the one in
Informetion

of its predecessor with full
m at all times, five Imﬁ
, phased order sequ-
ences and a game design that fol-
lows the pss phlnﬁuph#:lf ‘play-
able’ games — games do not
take more than a couple of ses-
sions to complete.
As he did with Falklands, the
author has mllm%'y sacrificed
playabilfty i
a ; is logic
move. A detailed simulation of the
conflict would definitely have
strained the limits of a Microdrive-
based game, let alone one oncas-
sette. 'ﬁ?e game still tries to cover
the battle in reasonable depth,
however.
The pac is simple, consisting
of a small cassette case and a
booklet of instructions. Loading
takes no more than a couple of
minutes and cnce the ram is
inmemory, the first of the aesthetic
improvements to Bethell's &
gystem becomes obvious, Every-
thing is menu driven: the player
only ever needs to use three keys.
In a wargame, there's no reason
why this cannot always be the
case, as the increase in the speed
of interaction between pl and
pﬂmemempma:naf nfw%'iat -
irmpl ion of a strategy.
o “;}egd@fﬁauuyl e fmh&“o??ﬁ
ng eveltoc
a unit to order and the orders
themselves (Move, Attack, Land,
Pass) are simply selected from
information windows and con-
firmed. All refevant information on
the unit currently selected is also
displayed in an information win-
dow using an abstract points sys-

tem. Units have an aggression fac- -

tor, defence factor, movement
factor and a range factor, all of
which affect combat ability.

in WO JIMA is & definite Improvement

;I'w mﬂv;{ (s}ls thetreags no 1g.vku
ayer cption) mus ays take
the side of the American forces,
with the objective of eliminating all
the enemy units between tums 32
and 36 (depending on the difficu
level set). The amm;- f
positions, make suicide attacks
a unit is about to be wiped out and
launch air attacks against the car-
iimard mnging :'tainfarcmms
support to your units.
Asl as the offshore is well
defended, weather parmitting, you
may launch air strikes against the
ensmy.

Initially, the player must establish
a beach head with the first of his
units  (reinforcements  arrive
throughout the game} and there
Bra six which may act as
landing sites. Many of them are
in by minefields and s0 a
careful choice must be made asto
which units land where. There is
no restriction on the number of
beaches that may be used, solong
as units are not stacked in the
same area.
That really sums up the game. Get-
ting into fwo Jima is an extremely
simple process, no doubt because
it was designed with beginners in
mind. And this brings up the ques-
tion of why pss include arcade
sequences on their more "serious’
games and yet exclude them from
thesa introductory efforts. Not that
| am advocating their use at all —
but it does seem rather strange.
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There is some animation in the
game, however. Air strikes by
either side are rather
depicted by a simple ai
silhousttetmtpasssswerﬂm

target area

There are faults with the

Air strikes can only be cal ither
after an attack by ground forces or
by a unit that del tries to
attack whilst out of range. This
really could have been made nea-
ter. Tha limited intelligence used in
the seems to be affected
only and not by ter-
rain. designer has
decided to make the whole island
visible during play, the display size
of the units is very small indeed
and when several units are In close
proximity, this can lead to confu-
sion.

| can see this game appealing to
those who feel daurrmd by some
other companies’ more complex
offerings and wouild still like to
venture into the area of wargam-
ing. |muststmasﬂmthaappaalfor
m:iytobam limited .
very limited.
of the way the author has changed
historical details in the name of
playability, an looking for an
simulating the
battle is likely to be very disap-
nted with this game.
all that, the final result is play-
able and ess are not deman
that you break the bank to obtaina
wpy Someone Just looking for a
a couple of hours at
eygﬁd without wa:&ng
rmkamhgra}nen'lavgetsa I‘I‘IQ
g;om "wlgm' It Fgabiy tbe
@er ¢ prol won
worth it

PRESENTATION 72%
Well laid out Instructions but the
map looks slightly crowded

RULES 67%

Great for the nner but apart
fromthahistt:ﬁgémtasf\mm
could have been longer but are still
welcome), there is little for the
more demanding player

PLAYABILITY 68%

Easy t into and good; fast
|nm;mheﬁthagmadad
die to play.

GRAPHICS 57%

f lwo.Jimais let down
%m“h‘?t"“ 15 and terran

AUTHENTICITY 48%

Too much has been left out for
playability's sake for this to be
considerad authentic, but perhaps
beginners can overlook this

OPPONENT 41%
Doesn't put up much of a fight

VALUE FOR MONEY 59%

p
wou mastar the game before
leng.

OVERALL 60%

When | first saw this game on the

Commodore, | didn't like it at all.

However, its good points have
ehas

mhm with the beginner in
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THE FORCE

Producer: Argus Press Software

Retail Price: £9.95

Author: Designed by Ron Harris and Paul Clansey,
programmed by Concept Software

The Force represents an unusual

approach fo st gaming.
Instead of being a military com-
mandarlnmarga of winning a bat-
stanea identifiable foe
awna:tlng the

oppuslhon s , the player's
task is to run a town's constabul-

50C and the
e ﬂm‘%
town
Middietown has been created as
the backdrop for the strategy. It
has many of the features of a "typ-
ical' small city, complete with
urban, and residential
housing; centres of entertainment;
estates and the unfortu-
nate but realistic run-down, under-
developed areas. Middletown also
has its own airport.

Across the town are four police
stations. Each has its own particu-
lar equi and policing st:.da.
Your is to effecti
and co-ordinate these our atn-
tions with the aim of keeping down
crime whilst simultaneously creat-
ing a good community atmos-
phere.

the icon for the of unit you
mntﬂom,mmomandmurﬂ
mdposiﬁoningilovermema
that needs covering. The d
the week ahead needs

ing the 4
The statistics for the week may be
axamined to help a strategy for the
coming wesk to be devised so you
can try to meet the changing
requirements of each area of the
city. At the end of the week a mini-
arcade section puts the player in
control of the traffic computer. As
cars and trucks move along a
perimeter road and venture
e
ng o ept running
smoothly. The

priority on a set of

lights Btogglad moving a cur-

ﬁﬁ;ﬁum grmnm“h#m
n

flowing in the selected direction

until theyre changed by the

lcons abound in this

unfriendly locking distribution
Actually It’'s quite simpie once you get the hang of it

The individual tasks include visits
by VIPs who arrive at the airport,
meeti of all kinds, marches,
football matches (the town has an
aspiring team that is climbing up
ths ue, though there has been
e to date) and traffic con-
grcl. Such tasks are incorporated
into the daily routine of making
sure there is eno manpower
available for the day's three shifts
and, of course, throughout the
waek.
Gameplay is fairly straightforward,
as the whole simulation is icon dri-
ven. An overall view of the town
may be split intn:lnta of four more
localised views, with a police sta-
tion at the centre of each. These
ag Sahm in p;c;fonnlmforrn during
ployment of units. They may
later be viewed as collections of
colour coded icons which show
the crime level in the locality. The
lighter the colour, the higher the
crime rate in an area.

Units are deployed by selecting

player. This part of the game only
lasts for a minute, so speed and
accuracy are essential for main-
taining a good traffic flow. After the
arcade sequence has been played
through, a message rates your
ce as Superintendent.
hilst araus PRESS have taken an
original approach to a strategy
game, there are problems, Three
manuals are supplied with the
game — one is a local information
guide, another is a training rnanual

ing strategies

elines for the many ﬁ'oblema
that might arise, and the third man-
ual explains how to interact with
the computer. Nona of them are
particularfy m constanthy
stress the ity of the situation
but offer little in the way of a cohe-
rent guide to play. Strategies are
expounded upon in reasonable
detail, but the actual instructions
for play are sloppy, unclear and
incompleta. No proper explana-
tion for the meaning of some of the

icons , forinstance. A first-
time p will not get into the
%E;navurymtukly. :
brght Informenve and ietigents
constructed. The traffic control
to add variety t - balaany:'imw
0 v 0 gamep
ﬁl?ic cgr?ﬁemnfg the internal
i to
e Sangen s T s
ramming of the traffic computer,
ad

implement charﬂaa in real time.
Another approach may have been
better in this case.
These are however, small niggles.
The real problem with The Forceis
that there isn't enough game
lhaﬂa Whilsmswbﬂetohavean
, what results is
vnryaba:&actplaymnsisthgomm
much more than shoving a few
icons around a screen. | some-
times felt that it was rather like
shooting in the dark. Granted, this
is where the challenge is sup-
posed to lie but it's all too much of
I Imw maw“mara are no
ogistics to consi no shape to
m%@smw%neandm
an OUS 8Igns progress.
mﬁmmm S which to
]ud the authenticity of the gamea
would?;ivemtmmm
of the doubt and say that it
appears to be realistic — senior
e iy st Tt
ing i .
must be remembered that the
simulation is a microcosm of a
‘conflict’ that is still going on
S 2 Hion o ol o
n or papers on the
Eighties ... | remember the
authors who published books
about the Falklands War before
the conflict had even been resol-
ved. The real situation in this case
has not come to its conclusion as
yet, and consequently, it is rather
difficult to judge any kind of con-
clusion in the game in terms of
comparative success or failure.
You are only left with extremes. |,
for one, am unsatisfied.

PRESENTATION 80%
Good screen layout and attractive
packaging

RULES 62%
Plenty of them, but confusing by
their omissions in places

PLAYABILITY 64%
Hard to getinto at first. Simple but
monotonous later

GRAPHICS 66%
Workabie and clear but nothing
outstanding

AUTHENTICITY 79%
Hard to judge but certainly flawed
by the traffic control section

OPPONENT 78%
It certainly is challenging

VALUE FOR MONEY 67%
About as much as you could ask
tor the game

OVERALL 68%
Interesting subject, but the game
fails to live up to expectations




|8.8:8:80UND To BE AHIT

10 levels of fun make this torture excellent value
for money. Nova rating. Definitely one of those
§ just another go' games. Game of the month
February™ - Computer Gamer

“The most compulsive game |'ve ever
played. If you don't buy it you'll never
know what you've missed." says Gary
Penn, Zzap! 64. Gold Medal Award.
87% overall.

COMMODORE 64 MSX L ~ [
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sinceMark Jones made his bid for fame last issue fand was cal- Judge Draad

lec lan‘at the same Hme), the SCREENS have been flooding in
tor the Gallery at CRASH TOWERS, Keep them coming; and i g drr
don’tlorgetthat RAINKIRD ave sponsonng thispage, and all the
sereens that we prinl aresent to be converted into A3 size full
cefourstreen dumps:
This month, we feature the work of Richard Loes, Graham
Galbraith, Peter Curran and Kevin Jones and the emphasis is
ar-cartoon style graphids.
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leather glove and
field of combat:

from

=

sae that you have a point. This’

tha both of us, so | am publicly
hereby dare you toa .
: Y at dawn or a bout of mud wrestling if you
lika). Dm?wyuurbmm-fumtnmcﬂowmdm'ﬂ sattle the issue
ongce and for all,

As you can see, MMmme%:mmWsmlun
] Victoria Wines shop which lives at :
Towers — the loser gets to pay for the bubbly and Best Girlie takes

ce-versa. Anyway | can
business isn't big enough for
down the pei ed kid-
ie Challenge, (name your

foot of CRASH

T e

in

: —*R—:":i:i’“n\ﬂ =

Phil Churchyard has been busy
again. Apart from the Allen High-
way and Pentagram POKEs he's
also given us these tips for The
Flanets.

Here are the codes for some of
the time capsiies:
Mercury 1066 AD
Venus NEWTON
Earth LIFE
Mars EINSTEIN
Jupiter PIONEER

|

To gein access to the onboard
computer use the word Mar-
tech. ACCESS 5012753 stops the
meteors shooting at you. I'll be
passing on the rest of the tips for
The Planets provided by Mr Chur-
chiyard nexdt month.

ALIEN HIGHWAY

Phil Churchyard has been POKE-
ing away again this month and has
sent us these routines to get you
through Alflen Highway with no
casualties. There are a number of
versions of the out there

tly, s0 this set of POKEs
miay not work on your copy.

10 REM loader

éﬂ;‘EEM Copyright 1986 Phil
ard

30 Gmﬂ 55449

40 RESTORE

50 LET weight=1

GO LET tot=0

70 FOR i=50000 TO 50119

80 READ a: LET tot=tot+a"

weight

90 LET weight=waight+1

100 POKE |2

110 NEXT i

120 IF tot<>908716 THEN
PRINT ““ERROR IN
DATA:BEEP 1,0:STOP

130 BORDER 0: INK 0: PAPERO;

CLs
140 PRINT #1;AT 1,4;" Start

Alien p
150 DO USA 50000
1000 DATA 33, 182,82, 1,58

1001 DATA 0, 205, 232, 25, 205
1002 DATA 118, 185, 205, 118,

195
1003 DATA 82, 221, 50, 43, 95

' | 1007 DATA 237, 176,201, 221,33

60 LET tot=0
70 FOR i=85000 TO 85054
80 READ &: LET tot=tot+a*

hit
xll.'z'rmw-mwﬂ
100 POKE i,a
110 NEXT I
120 IF tot<>185354 THEN
PRINT "ERROR

IN
DATA":BEEP 1,0: STOP
130 BORDERO: INK 0: PAPER 0:

CcLsS
140 PRINT #;AT 1,6, Start Pen-

ram Tapa"
mmg&numm
1000 DATA 49, 255, 83, 205, 252
g‘i DATA 253, 205, 262, 253,

1008 DATA 122,
1009 DATA 221, 38, 255
1010 DATA 585, 205, B8, &,
6909 STOP

1008 DATA 0, 91,17, 17,0

1008 DATA 175, 55, 205, 86,5
1010 DATA 221,33, 0, 91,33
1011 DATA 203, 92, 195, 115,8
1012 DATA 62, 237, 50, 217, 252
1013 DATA 33, 75, 180, 34, 218
1014 DATA 252, 33, 171, 252, 17
1015 DATAO, 128, 1, 137, 0
1016 DATA 237, 176,33, 0, 128
1017 DATA 34, 224, 252, 33, 207
1018 DATA 255, 34, 38, 253, 195
1019 DATA 217, 252, 33, 221,255
1020 DATA 17,113, 255,1,8

1021 DATA 0, 237, 176, 195, 60
1022 DATA 255, ;
1023 DATA 153, 195, 171, 135,0
9999 STOP

8
g
£

PENTAGRAM

Mr Churchyard's nama crops up
yet again. Here's a useful bit of
code for Pentagram players to key
in and run before lpading thetr

10 REM Pentagram Loader
20 REM Copyright 1986 Phil

Kevin Qliver has & tough time in |

Redhawi. You can make Tis fifea |

bit easier by using these hints sent

in by R.H from Sandiacre In

Notts.

1) Taget a job as a ctime reportar,

go to the Trumpat News office and |

read the sign. Ask for ‘fim'.

2) Giet Kevin to wait in the parkand |

when the ‘mugger appears 'gsl

Phote! and then 'say KWAH', Hit

the mugger twice and arrest him!

3 Tolisten to the police radio go 10

the library 83 Redhawk and wait.

4) Ta-getout of jall 'say KWAH'.

5) H you want to search anyone, |

E:.u must do it as Redhawk, not |
NI,

B) The bomb scare at the power |

station is a hoax.

7) Aftar arresting the er iake

the photo to the news office and

give it to the editor.

Further tips and hints on Redfawk |
would be greatly appreciated.
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QUAZATRON REFERENCE CHART

Along with his tips on Quazatren, hasmade astart for you, but filling

Steve Turner has also sent me inthechartasyou go along shouid

this reference chart for tha droids  help to make playing Quazatron a
Asyoucan see, Steve  little bit sasiar

| oroiD POWER UNIT CHASSIS
' - GAAPPLE DIFFICULTY -

|
I
I
!
|

Al

:

Thruster

T AR
' i

i

1
B

H

:
i
15l5/5(5

-

Gravitron i 13l




SPECTRUM/CBM 64
£9.95
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THE DEADLY SPORT OF THE FUTURE
ONE OR TWO PLAYER
FURIOUS FIGHTING FANTASY

BOUNCES IS AVAILABLE NOW Fnommsoon SOFTWARE ') SNt
DEALERS. IN CASE OF DIFFICULTY PLEASE WRITE TO D E NIl ON

BEYOND SUF!'WL%-:%S: ngf{ﬁggl’ MARTINS LANE D E S I G N S .




: ( : Now move ) 3 1his to G
theairiock. Drop the Advertunder-  ship to Polaris and re-fuel it, Then  and command him to help. If he

A e L EN

by o=
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with the glue L Fire t“'iahctarpbk ‘the: Starma SErY . G dvert .
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the Advert from Sharonand do to  of thesa to Gordon. Now movethe  SW.
Advart and jump up onta srbi b dn m e |

RS

neath & |
onto the

.:q.

will see alittle triangle on | .

ck this up as it is part of the Gol-
den Sundial. Now go to the room
with Hoapersmk»%mnb_ﬂm._
Take the Magic Talisman. If he
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INCREDIBLE SHRINKING FIREMAN

20 LOAD ' CODE : POKE
23336,195 : RANDOMIZE USR
onhy 23206
q 30 POKE 60217,167 : REM
! wing trouble avoiding INFINITE LIVES
"l 3 fuiric in the rubber 40 POKE 58876,0 : REM NO
61074 R 1z /. then are some  MONSTERS

: 50 RANDOMIZE USR 49605
is loads the main block. The

uter will pretend to reset — |
T PANIC. Just type in this

8838888R:

58

: 10 BORDER O : PAPERO:INK 7 : e 1 { S8BT p‘ﬁ (
CLEAR 24999 § Joring 10 watch

o T

Tt your Sisuthing salls sgain
Theyra all lhare huning fhe
e creaiuies who wreak
Snodgers srobsville ransion A 1
Amstract CFC-464 and Spechnum 455
Sparikde rating #¥EE

|| MAD DOC

ppery S

iph— AAp]
wn kingdom For anly 1358 —they
eidore G

g the danger This game & nol

i

1 catore i and Spectrim 48K
Sparkle rating & #kk

Tower of Evﬂ 5

Hered o chance 1o create

W

Tir gk and ol
Sidrikle rahmig ¥ kR
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Well, that's about it for another
month. Hopefully we should
have more maps and thie com-
plete solution to Knight Tyme
and Heavy On The Magick. I'd
be particularly interested in tips,
hints POKEs and maps for
Ghaosts and Goblins, Equinox
and Jack The Nipper. So keep
those POKESs and hints rolling in
Send them to the usual address:
HANNAH SMITH (THE ONLY
GIALIE TIPSTER) CRASH PLAY -
ING TIPS, PO BOX 10, LUDLOW,
SHROPSHIRE, SYB 1DB
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= SPECIAL OFFERS
" SPECTRUM/PLUS/126K

@fmﬁ & WH

INCLUDING INTERFACE
PLUGS STRAIGHT INTO SPECTRUM/PLUS

§
ONLY f"lg‘g POST FREE

*TOP + TRIGGER FIRE BUTTON

* AUTO FIRE MODE

* KEMPSTON COMPATIBLE

* STABILIZING SUCTION CUPS

* SPECTRUM OR PLUS » UNBEATABLE OFFER
SEND FORINSTANT DESPATCH

PRICEBREAKTHROUGH

SWITCHABLE JOYSTICK
INTERFACE
oncy £9.99 vost mee

« ALL THREE SYSTEMS AT THE FLICK OF A SWITCH
+ ‘KEMPSTON' — ' CURSOR'—'INTERFACEII'

« ACCEPTS ANY 9PIN JOYSTICK—INCLUDING
RAPID FIRE MODELS * SPECIALOFFER!!

Buy with QUICKSHOT Il complete for only f 15,99

e —————

B = Sumply peass a bution 10 “freare” the progtas
# Save I mecrd di O7 1802

* Special pragram Sommactng Techmques /5y WITH BLNIT IN
el syt ,{:m:\n\ Imsncu INTEFFALE
= Rachips will start 1 the po Sy |EnErwang] EMPSTON SYSTEMY

NOW.

ang e

ROBOTICS & MODEL CONTROL

Made sasy on your POST FREE |
& 4 pudepentantly. conchiable cuipals for robotics, mators, ghtd, #ic

» i independent it far ming e

# This it the it thal the "Legu™ publicabon “Make: dnd Program your twn

Pivhons” was bazied en » Gomplete wath all ez = Eamy fo use

Now you can create Superb Graphics easily with
-~ - -
= =g the New Lightwriter
3} N, Now
ONLY f 14.99
POST FREE
Lightpen comes
complete with
Interface & Software
& Just plugr iy thit Dated Lighweiter ard draw crcles, squares, rectangles, make
superb and drawings, pant, I, erase, choase k. Dape, codpurs. * Bhve your
resits o ey FEEK ] ang LEein arnaEne 1 or 5ae on e [0 fo URe T o

Dwn gamas, o Alfungtions Seecied from soreen menu with the ighipen
= Linbaatable value. = Morhingmare 1o buy,

SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY

Complete wit and Software
9.

£49.99..7%

= rgear Sound Sampieng o aily Grewously S avptabi fre e
Nt A costing aF baisd A3 e T AT e moun Samaler
Crpiralty”™ wity pOune i iy el AT
e e T

aaly lgaper, eiv. * Supshed complere weth

=

Games Ace features:
KEMPSTOM COMPATIBLE = JIYSTICK INTERFACE
ACCEPTS ANY § PN JOYSTICK INCLUDING RAPID
mmmmmm
GAMES THROUGH T SPEAKER, (Fully contralisbial
ONLY £10.89 or comptata witn

onby fﬁ'

MIULTI-FEATURE INTERFALE

= Gpeach Synthaginer wath uelimited. wocatokiny

= Joysiick Intortice Kempyton Systeml = Boasts the
wuned Irom: games theoagh TV speakers?! ALL I DNE
LINIT MOEABLE NOWI!

mrff;.gg POST FREE

DAY 24 HR CREDIT

SUALLY CARD LINE

U SAME
DESPATCH ON ALL ORDERS
SENDCHEQUES! P.0's TO:

UNITS 819
FENTON INDUSTRIAL ESTATE,
BEWSBURY ROAD, 180100 1 aaee  rostssucssem

FOOTBALL MANAGEMENT STRATEGY GAMES

fromE & J SOFTWARE
48K SPECTRUMS

3 footbell for serious enthusissts. Esch game usas the full avallable
Mﬂm%ww+ snd ks p : d with gent .
PREMIER LEAGUE
OUR COMPREHENSIVE AND EXCITING LEAGUE GAME — FEATURES INCLUDE:
gﬁlg. Toarm Selection, Substitites, Half-Time Scormes, Full Squad Details, Namad

Team Styles, Save Game, Financial Problems, b5 Skill Levels, Transfer
Markat, Injuries,

inuing Seasons, Printer Option, PLUS MANY MORE!

A SUPERB EURCPEAN COMPETITION STYLE GAME WITH THESE FEATURES: Home

& Away Legs, Away Goals Count Double, 2 Substitutes Allowed, Exira Time, Fan

Shoot-Outs (with sudden death), Match qummﬁmy Time, Match Penaities, 5 Skill

Levals, Pre-Match Raports, Team Selection, Gioal Scorers, Save Gama, Printer
Option, PLUS MANY MORE!

% % % SPECIAL FEATURE + + %

Transfar your PREMIER LEAGUE winning side info
ELIROPEAN HY

Both these games can bis played separately or as COMPANION GAMES
+ ¥ % Games £5.25 sach & & ¥
SPEGIAL TWIN PRESENTATION PACK OF BOTH GAMES AVAILABLE AT ONLY £9.85

andnow!  WORLD CHAMPIONS

An exciting World Cup Football Management simulation taking you from the first wiarm-
friandliias through the qualifying stages, Tour Matches anto the finals, LOOK AT
THESE FE#.‘I'UHE& Salect Team from Squad of 25, Pre-Match Team News, Discipfinary
Table, Full Results List, Match Susgulahm. Changs Piaysr or Team Name, Leaguo
Tablea, 7 Skill Lavels, Save Game, Printer Option, PLUIS MANY MORE!
WOBLD CHAMPIONS features a superb cormprahansive taxt match simulation includ-
Im Booking M%mémm gffmllwsc Pime, Extra Time m&e%
i i Bs, f ma, me, oot-Out,
ALL mmarm'ﬁnauggl.s VALUE OF £6.895 o

All gamas now in stock for immediste despaich - order your
coples now!

FANTASTIC VALUE ~- ORDERALL THREE
GAMES FOR ONLY £15.95

All prices include postage and packing (add £1.00 outside LIQ. Avall-
abie by mail order oniy.

E & J SOFTWARE, Room

SPEECH SYNTHESIZER & JOYSTICK INTERFACE

3,
37 Westmoor Road, Enfield, Middx, EN3 TLE

l-------_--q

ENSURE YOUR REGULAR
COPY OF CRASH

When a magazine is rising in circulation as rapidly as
CRASH is doing it tends to sell cut immediately and you
may experience difficulty in obtaining your copy every
maonth. So the best thing to do is place a regular a?c\!fer with
your local newsagent, which you can do by handing him
this form.

Please place me a regular monthly order for
CRASH Magazine.

To the Newsagent:

CRASH Ma;ﬁzine is published in the middle of every
month by nmﬁ.lli Ltd, 1-2 King Street, Ludlow,
Shropshire SYB 1AQ. Tei: 0584 5851, and distributed to the
newstrade by COMAG (08954 44055). Please check with
the pﬁblishars if you have any difficulties in obtaining
supply.

L----------
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winners EpRizes

128K COMPETITIONS

As this issue goes to press, the

daadlmafwﬂmﬁb?lwocnnﬁ I

tions sponsored by NEWS

— yas, that's us — expired. So

here are the namaes of all the lucky

wewhomlbmwm:asinﬁw
and May 128K competitions:

Martin P Elson of Ash Clasae, CT6
TNJ collects the 128K rum
on offer in the April issue, while ten
more entrants coliect a splendifer-
ous CRASH T Shirt. They are:

StavenJohn Reilly, Colonial Road,
B9 5NR; Moru.Ll&nva:rCIose
SLS EHX David G Pestridge, San-
drlngham Wav DY5 3JX; Eiwin De
Vries, V Pabstlaan 14, Holland;
Sarah Corbishley, School Lare,
CVB 2GL); John Griffen, Buckin-

m Road, SN3 1JA; Andrew

%, Lake House, YO17 90F; G.

Campbeill, Waldo Street, NE29
6NJ; Paris Nali lan, Thatchers
Close, RHE 9LE; Mrs C Moore,
Hollybank Close, S12 2BN

atition was

The May 128K com
H of Cop-

ﬁ who collects
is own ‘EEBK Spectrum,
while five more winners are due to
collect a CRASH Hat and CRASH
T Shirt by way of consolation. Here

are their names — is yours
amongst them?

Chapman, Springfield
Farm, DL6 3JU; ’

Pledge, Stratford Road, CO39
BAT; D. R. Coleman, Garesbrook
Road, AMS 8XX; Lee Duffy, Cedar
Road, S30 5AS

TURBO ESPRIT COMPETITION

DuReLL offered a radio controlled
Porsche as the top prize in their
Turbo Esprit comp — and thay
#_mdhr se1ntmit to us at SHABH

owers temptation to open
up the cardboard box which con-
tained the prize, slot in a couple of
batteries and have just & LITTLE

go was almost i la to
resist. F co Fray
stepped in, seiz the carton and

squirrelied it away somewhers
safe. S0 8§ A w-mnu of The
Avenue, BR4 OEF will soon be sent
an ur'!toumsd, brand new radio
controlled model Porsche.

The runners up all collect copies
of Gambat Lm Turbo Esprit,

Leo McKibbins, The Readings,

CM18 7BU; Fraser H
Woodbank, LE2 9QP;
H . Woodlands Close, DE2

DZ, Andrew Winter, Barnhill
Square, NN3 5B8B; B Doh
Btaphenson Walk, CW7 2

ichael Bramrmer, Windmill Drive,
Hxa 7DF; David Cole, Wyndhurst,
TR9 ﬁHw Pe‘eerCausins Shirley
Avenue, cT1 TAU; IPaimer
Glanalrrmnd NR4 ; Matthew
Peskett, Stcmspln POZ0 8DQ

TEE VEE TREAT WITH DR WHO

A certain M Beck from Genefax
Housse, 510 3FJ came first in the
competition sponsored by mic-
ROPOWER in honour of their game
Dr Who and the Mings of Terror
which Is still not quite finished for
the Spectrum. A visit to the TV
Studio where the BBC makes Dr
Who is on the cards for M Beck,
who should be contacted very
soon by the Man from MICROPOWER
o sort out the details of the visit.
mga;uknm Iwalps&gat aDr

spacia together
for the competition.

DR WHO PACK

Ahmed Bachelani, Vallay

NW8 9NS; Grasme Hansford,
Witchurch Avenue, BH18 BLP:
Gavin Burr, Stratford Road, CV32
6BQ; Ash Williams,
Ground, OX17 3QG; Mr S

Smith, Rimswell Road, TS18 7LJ;
S J Zsibrita, Bowood Road, EN3
7LH; Daniel Watking, Meadow
Rise, DY12 1JS; Alistair Granda,
Kingsley Road, NN2 7BL; lan
Hunt, Old Lodge Lane, CR2 4AN:
Graham Kenny, Eimwood Drive,
PR1 OXT; C Shepherd, Wimborne
Close, SE12 8PH; Luke Nation,
Westward Road, BS13 BDA'
Glann McDowall, Ashfield House,
SP2 TEG; Dr P C B Page, Beryl
Emd L43 BREFEP:EL :ﬂlstd
arstang Road ag-
, Claremont Gamms

GEE 6PG;  Mark Jamee
Crosswoaod Cresoﬂnt, EH14 ?LX
N. J. Paimer, ond, NR4
BAG; , Constantine Hondrus. Sint
Antoniusstraat 27, The Nether-
lands; Paul Barratt, Queen Street,
565 28R

SORRY GEOFF, SORRY GEOFF!

Your ever-faithful Minion got in a

bit of a tizz when it came to writing

up the Mamum:ﬂm competi-
in the

tion for

May ssue. II me! | confused
Geoff Brown (Big Cheese at us
GoLD et al) with Heath (The

70 CRASH July 1986

real Big Cheese at MELBOURNE
HousE). So far no threatening let-
ters have arrived from either

aonlmksmrflmlghthavebeen
forgiven, Snrrygenwl.d.nyway,ﬁﬂy
cunning caption writers col

their very own copy of Mug's;fs

for writing witty words in
the bubble that popped out of
Geoff HEATH's mouth on the
comp page. Here are their names:

Mot S, St e
' el

mill, BT17 0AR; Guy Walters,

Green, HPS 1XL; Jim Reid,
Old Falmouth Rd, TR1 2HN; Mark
S Ra , Rosebank Awve, HAD
2T McCall, Wuodlands,
FK10 3PJ; Peter Elﬁscm Station
Rd, CW4 ?AU‘ KwokwaLae Rit-
son St, SA11 2RN; AG Pa::kam,
Fulmar Rd, RM12 5LL; Adam

Playford, Cyde Rd West, M20
8W.J: BSSNmmi , Abbey Drive,
TNiiBEE opwood, Wis-

den Rd, Hartrurdshire; Chris
Greenway, Field Close, GU4 TDS;
nfg regale, Howard Avenue,

Si2 1LB; James Campbell. Tunell
Gardens, N11 2AP; Simon Hayes,
Millbank Ave, BT55 7DQ; Michael
Bowditch, Goldcroft, BA21 4DA;
Graham Kenny, Elmswood Drive,
PR1 OXT; Justin Parker, Buckiri-
ham Ga;dem KT8 9TW: Garth
razer, Church Ave, BT37 OPJ:
Jeff Prior, Sutle] Road, SE7 7DB;
James Guisa, harles Ave, LN11
OBG; Paul Barret, Queen St, 865
25R; James Earl, Hamilton Cres-

cent, HA2 9JF; Des ©'Connor,
AudraE Gardens, Middlesex; B
itts, ELgin Park, BS6 6RX; Aimas

Siddig, Garforth St, OLS 6NY:
Matthew Odnngghus. Vallgean

Kent; lan Knewstubb S
Meadow, HP4 1RW; lan Jackson,
Yarborough Rd, DN34 4DW;
James Stimsen, Merthyr St, CF6
6LD; Thurstan Hall-Williams, Sud-
bury Hill, HA1 3NH; Pete Pointon,
Sandwedlst WSTE-EH Karl Fews-

ter, Haﬁgafth Avenus, DN16 VG;
David Sullivan, Jesson Rd, WS1
JAX; Adrian Shakeshady, Watson
Ganh YOS5 7EE; Gary Wedge,
Newhall St, WS11 1AD; Andrew
Waldram, Water Lane, DN22 BSZ;
By s Middton P,

mon Page

Rd, NR29 4lLA; J Wilkinson,
Thomton Rd, CA3 4HZ; Sue Han-
mora, Queens Rd, PO36 BDT;
Matthew H Smith, Bandnngm

Rd, PRB 2WY; Sean Stephenson,
Helgh Rd, NE&6 g M
St idge, Jefferson Rd, ME12
2PX; S‘tek

Park R , N22 4B.J: Ni eanl"mung1

Ga;:eimlmﬂd I_I?IEZH\S QAHdcgiréaté

ﬂﬂ r King, Highgate 1
8JL; Justin Brown, Park Rd, NP6

:EE Damian[)uﬁy Pool Hey, L28

WAY OF THE STALKING DUSTER!

THE BASIC DUSTER
as used in the noble art of Jeet-Duster-Do

HEAD: principal offensive section;
striking, punching, Spring cleaning

TIP: gouging, jabbing, stabbing

Thus was the martial art invented
by J Singh of Manor Rd TF1 4PN
titled in his entry for MIRRORSOFT'S
Way of the Pointy Stick competi-
tion — Jeet-Duster-Do, to give the
art its full oriental title.

According to Mr Singh, Jeet-
Duster-Do was developed around
1950 by oppressed peasants as a
defence agamsi armed res-
sors such as milkmen, men
and rent collectors. Based on the
manipulation of u}hgg Feather Dus-
ter, a variety hting moves
evolved during the cheri
period as economic hardship
drove its practitioners under-
ground . .

Mr Singh wins a course of mar-
tial arts lessons funded by MirRoR-
SOFT 88 & result of his winning
entry, Ten runners up get a twelve
month subscription to the martial

arts magazma FIGHTERS, whila

everyone who entered should
receive a Sai Combat posterin due
course (we can't list all YOUR
names herel)

POINTY STICK RUNNERS UP

Stephen and Andrew Barrett,
Teazel Avenue, B30 1L.Z; WK Rus-
sgll, South Beach Rd, Ardrossan,
KA22 BAX; Jasper Smith Sﬂa)‘
View C e, Moray, Va2 7NS:
Kevin Curtin, Elmgrove, Naimn,
V12 45N; Wayne ravis, Willis
Walk, Tewkesbury, GL20 BRW:
Steven A Graham, Green Lane,
CA22 70B; Jay Sachania,

Smithergill Court, MK13 7LT; Ka
Hung Man, Farm Way, WS2 35T;
John Hargest, Whitehall PO, GL5
1EA; Tim Clarke, Highfield Ave,
CB4 2AL
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Mice one Alan. You should soon be driving a first
rate kart mw—mummu
the Kart in your imagination!

RAINBIRD
KART COMP

Atlast— after all the waiting, news-
FiELD and RAINBIRD are pleased
to be able to announce the names
of the two lucky people who will
soon be able to go ping down
at ZIP KART with Uncle Tony
Rainbird. With a £1,000 voucher
each to spend. Not bad eh? In a
few years time we might even see
John Hirst or Alan Zoom-
ing round the Formula One circuits
of the world, who knows . . . Well
done lads.

John 8.C. lest Alan M

John Kirst certainly put together a

mean machine
for the RAINBIRD Kart Komp. Bethe couldn't bulld it

ADVENTURE CHART WRITE-IN COUPON
Please use block capitals and write clearly!

My top five programs are:

| 1
| s
| TITLE VOTE OUT OF TENE
l e = ol S it e e SR R e e el

i 1 1
R Y e S e |
| 2 |
R VMl e Sy : |
| postcode TEMIRFSIZE ... oo |
| 4 :
|

| m {)SDUHE'OSJOSH?E?;"II :FDVBEHTUHE TRAIL, PO BOX 10, 5 I
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| CRASH HOTLINE WRITE IN COUPON

L Please use block capitals and write clearly!

are;

e s i e SR TITLE PRODUCER|
I
LT e E e 1 i
D A i s O S T 2 i
| |
s B e e o e PR e O e 3 i
| TSHIRTSRE .. ..oovoveevnni 4 I
| Send your coupon to CRASH HOTLINE, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SY8 1DB i
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AMEGAGAME! ursinciair—June 1986
A ‘Sinclair User’ 5 Star Classic

June 1986
Visually excellent and highly

inventive...Kirel is a must.
Popular Computing Weekly 14th May 1986
Excellent! Computer & Video Games June 1986

Addictive products can be bought from all good software
stockists but in case of difficulty may be obtained direct from
us by mail order at the prices shown (UK P&Pincluded but
owverseas customers must add £1.50),

- Atcess orders can be telephonied through on (G202) 296404,

i

"o Addictive Games ®
10 Albert Road - Bournemouth
Dorset BH11BZ - Tel: 0202:296404

KIREL the 3D arcade challenge for the thinking

each one more complex thanthe previous, but §5
providing its own individual challenge. | o
£8.95 for the SPECTRUM.

player. Seventy mind stretching screens,

TBALL MANAGER

518 inthe charts aftar four years. Britain's
mist poplisr Foothad Managment 2T
Mo availabie on Amstrad 2t £8.95 - Aarn
at £9.95 - BBC 2t £8.95 - Commodore 64
at£8.95: C16/Plusd 3l £695 .
Electron 2 £8.95 - Spectrum at
ER95-VIC 20 plis 16K ab £7.95 . 7XB1 a1 £7.95

& ganmes you must want one of these fthe

el
imiLarge ot kL - £4.5084ch M}
Ly -

[ Kirel i)
Ll Football Manzager—Machine £
[JfddictiveTshins e o~ - & .
Cheque/Postal Order/Access
Name
Address

Tel. S et M g

Past to: Addictive Games - 10 Albert Road - Bournemouth - Dorsst BH1 167
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CONVERSATIONS
WITH APEX

OLD TROLL!

SCREEN SHOTS FROM
THE SPECTRUM VERSION

BEWARE OF THE
WEREWOLF!

~the GAMEM ASTERS

@ From A RGOV LE

GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WES

THE DOUBT OF
RABAK

BEFORE THE GATES
OF WOLFDORP

: iy BRI | Wi
E'I:EEE%UM 48/128K' '

AMSTRAD

CBM64/128 £0-05

{AVAILABLE SOON)

T MIDLANDS DY2 8QB

(1384 2




LIVE SINCLAIR BOWS OUT of computing for the
P W il moment and CRASH magazine announces startlingly

8 || high circulation figures, hi than any other comput-
ing title. Could there possibly be any connection bet-
ween these two facts? 1 will endeavour to find out in my
i own inimitable way, concentrating on the notion of
CRASH being an independent, in a home games world
dominated by Spectrum computers whose very exis-
==r=i1l tence can only be attributed to the dedicated band of
independents who whole-heartedly backed the machine.

As I've said before, | have owned at one time or another most of the
heme ers released in the UK, the ZX80 being the only one to
escape my curiosity and to achieve mass circulation. Of all these com-
puters, the Spectrum holds a special place in my affactions, It was this
computer, in the early days as much as now, which encouraged and
fostered a wide band of dedicated programmers who were out to
stueeze every byte of code until it paid dividends.

All the credit cannot be given to Sinclair himself for the Spectrum
phenomenon. It often seemed to programmers slaving over a hot heat
sink that the boffin was determined to wreck the software market by a
whole catalogue of hotchpotches and own-%g:ls. These were: Interface
2, the Microdrives, and early (thankfully fruitless) attempts to comer the
softwara market for hirnself, when profits from hardware were being cut
to the bone under increasing competition from the UK and America.

Interface 2 was a del e of the highest ineptitude. For a price, it
enabled the games player to connect a joystick (something which could
be done without add-ons to competitor machines) and gave accesstoa
glossy catalogue of ROM cartridge releases which only remained impre-
ssive so long as the reader was unaware of a major restriction: they wera
16K programs anly. This at a time when the 16K machines were sampling
their last bytes as they were overtaken by the much more popular 48K
computers. The irony is that 16K programs take little time to load in any
case—it isthe 48K programs which require the bonus of instant luading.

As it was, the cartridges were a flop. Had they been aimed at 48K
machines, the Interface 2 would have been an undoubted success;
people were certainly prepared fo pay an extra £2 for each faster, more
reliably-loading program. But this was not the only faux pas to this inter-
face, as its purchasers soon discovered to their undying chagrin. In the
world of games joysticks Sinclair took on the Kempston system with his
Interface 2 when the Kempston protocol had already become the stan-
dard. By breaking with this standard Sinclair created havoc with prog-
rammers and public alike. Many of the top games deemed the Kempston

em as the only real must as an cption for joystick control.

Micradrives are now infamously known as unreliable and infuriatingly
fickle. The Microdrive tapes wear quickly and are regularty munched up

the drive mechanism. More fundamentally, the drives do not offer
1 is implied is their reason for being: they are slow and require several
revolutions of the tape loop before the drive warms up sufficiently to load
the program. For those who haven't heard enough, the consequences of
running out of memory are not good. When a program is too long the
computer crashes and the Microdrive spins on — wiping everything fram
its tape. it's not hard to see that the Microdrive cannot be put to serious
use and is a commercial non-starter, explaining the conspicuous lack of
Microdrive softwars.

If all the technical shortcomings of the micro passed largely unnoticed
by the Spectrum latecomers, the lack of a proper keyboard was plain to
all and sundry. In my opinion, the first rubber keyboard was better than
the later intended improvement.

Clive Sinclair single-handedly created the mass home comzme«' mar-
ket, and all the above eriticism isn't much more than nit-picking in the
light of his major achievement. The ZX81 first popularised the notion of

DAYS

e | SR
-4

A

* DEREK BREWSTER’

affordable home computing in the UK. Owing to Clive Sinclair's brain-
child, the UK has more computers per capita than any other country in
the entire world, But of all the good and bad of Sinciair's reign, the one
thing he did not attempt was publishing his own 'official’ magazine, and
for this he can only be congratulated. Unlike Acorn, Amstrad and Com-
modore who did try, he was alone in letting the independents do what
they do best — reporting the facts enthusiastically, without fear or trepi-
dation, and with a desire to do what's best for the entire Sinclair
phenomenon, and not just the central nominal company.

What | hope Alan Sugar realises about the company he has taken over
is the role that independents played in making the Spectrum. The quality
of their add-ons for the computer was very high and exceptionally good
value for money. For example, Sinclair could only offer a 30 day waiting
list and an inflated price for the 16 to 48K upgrade, while small workshops
performed the service more rapidly and at less cost.

| think that the Spectrum phenomenon, and the important role of inde-
pendents in the computer’s success is not only a lesson for microcom-
puting, but for the whole British economy.

THE PRICE
OF MAGIK

Producer: Level 9
Price: £9.95
Authors: M, N & P Austin

Mainstream adventuring has vari-
ously been described as going
from strength to strength, with
many new converts jaining the
flock every month, or going
through a rough patch marked by
declining releases at a time when
arcade and arcade-adventure
titles are selling in much greater
numbers. 'l have to lay my cards
on the table and line up with those
who think the-adventure scene has

are composed of cheap, highly
unoriginal games, a Level 9 game
stands out a mile as offering a real
challenge, a deaper, more intricate
and Interssting storyline, and a
programming competence which
makes the purchaser feel that he

been quiet for some time which | or she is actually getting some-
makes a Level 9 release all the | thing for the money asked.
mare interesting. It's not just the game itself which

Each successive Level 9 game
receives tremendous accolades,
and it would be only reascnable
for journalists to look for a new
angle and come to each new
release with a more critical eye so
as not fo just rubber stamp the
game and let it pass through as yet
another sure-fire winner. But the
truth is, Level 28 would seem
destined to always produce top
qualltyugroducls. and naow that
much of each month's releases

is in a different league, the backup
to the consumer in the way of the
excellent hint sheets puts many a
competitor to shame. Anyone who
takes  adventuring ‘seriously
should check out the company
who takes adventuring seriously.
Level 9 concentrate solely on the
activity of adventuring, and if you
haven't played a Level 8 game
before then The Price of Magik is
avery bit as good as their previous
releases and will show what
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HUMAN TORCH I want you to BURN TENT
adventuring as an entertainment

But the most important aspect
of Level 8 is their cantinuing

own

improvements which give adven-
turing some pride in the race to get
the very most out of the Spectrum.
Magik is the follow up to
Red Moon and so parts of the
background storyline will have a
familiar ring to them, Long ago the
moon was red and shone sm
iy

bleached it of all power. While
ic still remained, the
agicians created the
red moon crystal of Baskalos asa
new source of magical power and
appointed the best of their number
to watch over it. Under the care of
a succession of wise guardians,
greatly in power, so that g:liar;g
worked for miles around.

jar struck.
ar was a noble sorcerer
when he was appointed guardian

of the crystal, and he cared for it
faithfully. But, as life passed him
to ponder on his
own maortality. Driven by a crazed
desperation Myglar channelied
the magic of the crystal into keep-
ing himself alive. And sa it is that
the red moon fades and with it the
last magic in the world. This is why
you have been summoned to
and take his place
as guardian, before all is lost.

As you might guess from the
title, this game has you thrown
deep into the misty world of magic,
an area of interest covered very
well in the microgames world, pos-
sibly because most people who've
had a go at programming consider

achiave

Then

with a Spectrum is magic! At the

know

nothing of magic, how to wield it,
grmammm use it might be to you,
as game progresses you
become aware of increasing com-
petence with your new found craft
as new items and situations are
encountered. There is a surpris-
spells to
become familiar with, eighteen we
are told, and to win the game
you've got to know tham all,

As players familiar with
Level 8 might expect, this adven-
ture really goes to town on helpful
advice, prompts and playability.
The vocabulary is nearfy so expar-
sive in its attempts to be as helpful
as possible that it becomes bewil-
dering — sometimes the
responses o your attempts are
almast too clever as the program
does its level best to keep you
informed. Thin%stan off simply
enough with com
T SHIELD, and
ARMOUR, but you are soon wonu

TR g e

EXAMINE ALL BUT THE CHDBS
MANDRAKE AND CANDLE AND
GO EAST, and, WEREWOLF, GO
EAST, ATTACK ALL, TAKE ALL.
GO WEST AND DROP ALL — an
insight into how tha game
develops character interaction
more than hitherto sesn in Level 8
gamaes.

Other w useful commands
include G and EXAMINE
EVERYTHING and the ever useful
AGAIN which repeats the previous
command. if | understand the
instructions corractly it is only on
the 128 Spectrum where the
OOPS command can be used to
step back a | through the
game you've pi , perhaps to
alter for the better some of your
actions.

On all Spectrums there is a
?m ic version of the game with

e :lr::alnetaxi and nnthatg;dar
5 t — an n -
text m.m”ﬁ"m ndvantumra
example, the herb a
couple of locations to the waat of
the start location, has the following
description on the text-only ver-
sion, "You-are in a herb on
an insect-infested mound which
rises h the marsh mist. A
fow stu plants survive. An exit
leads east to awoodshed. You can
sea an elder cross, a mandrake
and some ight flowers.’, but
coalesces to objects and
exits only on the picture version.
Because of this, many people are
likely to want to play the text-only
version by choice, ially as
the pictures ara sim
particularly awe-inspiring.

The Price of Magik is a nigh on

9 releases tend to, represents a
further improvement on their own
adventure system, featuring the
superb ahead that allows the
player ta input ¢

and at
alri'gmas. In afhth plam .

a as
simil with Red Moon ng
the player can wander for a long
time without having much clue as
to where the solution of the game
be. The number of locations
which the player can explore with-
out having to solve ctable
problems further distances this
game from the old adventurss
where linear solution paths made
for dull, string-of-problems style
adventuring. The game really
baﬁl ns in eamest when F;ou begin
am how to use t ma.gbc
when some aspects of D&D may

ap‘ﬁg:r familiar.

unexciting loading screen
made of text instructions
deviates overall excellence (1
think it might be time to offer the
player a colourful intro screen, as
Level 8 are now the only major
com, not to offer one), as doas
a scrolling list of text which, if not
exactly untidy, is difficult to read.
Slmply asparatmg your input from

the computer’s screen output with

a blank line would have helped
enormously. The unaitered Spec-
trum character set is a little disap-

ﬁg lni; too, although | must

ately qualify implied
criticism by pointing that yel-
low on black looks so good that it
would be sufficiently removed
from the Spectrum black on white
to satisfy most people.

The stgg porrﬂs to the game
are not even for the moet
casual of adventurers to find.
Apart from its aamndshlnl lengg
and ini.alligent
friendliness the
responses is a pam::ular liking uf
mine, as easy communication with
an adventure involves the
player and draws the adventurer
into the plot. Adventuring once
more becomes a pleasure and not
achore.

Difficulty: involved
Graphics: average
Presentation:

: good
Input facility: complex sentences
apoehlfmm type-ahead
gamral rating: excellent adven-
nng

Atmosphere 94

Veocabulary 98
ve qu

Overall 24

HUMAN TORCH AND
THE THING

Producer All American Adventures

Price £9.95
Author Scott Adams

Questprobe 3: Fantastic Four,
One is the full title of this

me which follows those other
g.nmprobo superheroes,

Spiderman and The Hulk. These
games rapresent a link up bet-
ween the inventive genlus of the
Marvel Comics Group, with its
curipus agsortment of weird and
wonderful characters, and the

cunning and puzzle-minded devi-
ousness of the Scott Adams intel-

lect.
Whataver might be said of the
adventwa one thnng is cartain: the
of the game is totally

abso'rblng Within every young-at-

heart person is a desira to know
and learn all about superheroes.
To be a superhero you must pos-




$ess some extraordinary powers.
With Spiderman it was the ability
to cast webs and climb along walls
and ceilings. With Human Torch it
is the ability to throw flame Bndﬂr.
The detail with which we are told
of the superheroes’ powers is part
of the style of Questprobe, with
comments like 'possesses the
mental ability to control ambient
heat energy’ leadi inta a
detailed synopsis food-to-
energy conversion via Adenosine

Trip te (or ATP for short).
The Thing is aptly described
because not only does he have an

oran%:a, rocky-textured hide, but
also he has ng apparent neck or
outer ears. As all other superhero
creatures, The Thing derives its
strange powers from a blast of
radiation whose mutagenic affects
bestowed superhuman strength
| — ta the point where Thing can lift
85 tons. The Thing's body is able
towithstand extremes of tempera-
ture from -75 to 800 degrees F for
up to an hour, and can withstand
the explosive effects of armour-

igrcing bazooka shells a?;ajnst

s skin without sustaining njury.

It Is with some relief that the player
finds The Thing's intelligence has
remained unaffected by the radia-
tion — it would be worrying in the
extremea to have such awesome
powers in the hands of a moron!

The adventure begins in the
Chief Examiner’s office, a charac-
ter who 'appears to be a foreg-
round, real-time, high priority task
running on an unatiended Master
Computer located somewhere in
an ancient, forbidden museum of
science on Durgan's planet’. So
now know! If you get stuck on
this location | would strongly
recommend a good think on how
well prepared you are for this
adventure because it doesn't get
any easier, It is the sort of adven-
ture which would be difficult even
with the solution sheet!

To get over the first hurdie you
simply have to do the poiite thing
which gets the Examiner talking
thus: ‘In this test you must free
Alicia Masters from Dr Doom.
You'll have to master the powers
of two Marvel Superheroes. You'll
be able to switch your point of view
at any time'. The two characters

he refers to are, of course, Human
Torch and The Thing. Switching
between characters invalves
ﬁn'rshingthe line 'THING Iwant you
to ... " with the word CHANGE
which then gives you the line
HUMAN TORCH | want youto. . .
' at the bottom of the screen. In
this way you can switch between
one and the other at will.
I'm afraid it doesn't take long
Eelzl:ing this game before you
ise how clumsily it has been
together. The glaring white
ackground of the Questprobe
series is still there, along with poar
vocabulary and alinear set of puz-
zlas to be solved. But what makes
this game a little worse than its
p rs is its confusing
responses and untidy display. The
e of 'OK' to everything you
input is simply nonsense. Early on
in the game, in the tar pit, | decided
to swim. The program responds to
this with 'OK', so naturally |
assume | am swimming out of the
pit. But no, I'm being sucked down
and the truth is the program has

not acknowledged my ‘swim'

instruction. When changing from
one character to the other say,
Thing to Torch in the first frame,
the program does not clear the
screen and so ‘I'm being sucked
down' remains when it is clear
Human Torch is outside the tar pit
and is not being sucked down.
Clearing the screen would have
saved confusion here.

This is a wvery unfriendly and
unresponsive adventure. Meeting
the Blob provides as l%‘amd an
example as any of how the game
fails to parform, EXAM BLOB gives
‘OK, | see nothing special’ while
SMASH BLOB gives'OK, it'sclob-
bering time. | smashed my way
through the machinery’. This cur-
ous stock answer refers to the
machi of one of the first prob-
lems in tar pit. This reply is
either a j

has never had the reputation of
friendliness, featuring chaHsnalng
puzzies and stunning graphics
instead. Here the pictures are only
modest and the puzzies are more
invoived and bewildenng than
clever. | can't help thinking -
man was less difficult and had
moragoim;f forit. This third release
shows litle care for what the
British adventure market wants
and | think it unlikely that people
are that interested in mind-boggl-
ingly difficult games constructed
insuch an uncaring fashion.

Difficulty: extremely difficult
Graphics: guite good but nathing
to shout about

Presentation: very average
Input facility: verb/noun
Re : fast

sponse: ;
General rating: disappointing

Atmosphere
Vocabulary
Logic

Addictive quality
Overall

BEEAR

orabugandltendto |
think it's the latter. Questprobe

SPACE DETECTIVE

Producer Celerysoft
Price £2.00
Author J Sharp

With a name like ft these
uys must have a sense of humour
?ﬂ'\ﬁy even enclosed a menu for
celery au gratin which begins with
the celery bein% boiled in a little
salted water for 20-30 minutes).
The F19 scout ship hangs limply
in orbit over the planet Krepton on
its mission to detect life on the bar-
ren surface (see what | mean, gave
me a fit of the giggles, | can tell
you}. Yesterday all communica-
tions with the ship ceased and
are 'injected’ into the back of the
ship to find out what's up. You
must retum to the Inter-Galactic
Control Base with the case solved.

And w must you do these
thinga?hﬁecama you are none

| other than the great SPACE

DETECTIVE, that's why.

The crew onboard consists of
Tobor Xod, captain of the F18,
Agtrid Tarn, scientist, Ojo Ojomoh,
engineer, and Klepton Kyle, medi-
cal officer.

The game makes use of the
Quill, Nostrator and Patch and it is
The Patch's sound effect (the one
of the train) that is encountered in
the angine room NE and NW of the
start location,

You begin at the rear end of the
ship where a small light shines on
the rear airlock. The picture above
the text rather neatly depicts the
scene and there's even some
flashing indicator lights to fiven
things up abit. To the north, along
a gleaming white connecting cor-
ridor, is the dining room which has
a large table, four chairs, and a
food dispenser which is battered
and out of action. It is here you get
your first taste of the unimagina-
tive behind this one: both GET
SEAT and GET TABLE elicit “You
cannot do that' with no further
elaboration. Now, | think it quite
reasonable to assume the author
must have expected the player to
attempt to get these items and it
wouldn't be expecting too much

to have a more imaginative reply
to the one given. In general, there
ara very occasions where
comments are receiv unless
they're along the lines of the solu-
tion to the game. When authors do
not predict and think through how
a game might be played, atmos-
phere is and the player setties
down to a linear game charac-

terised b?r a 15:::‘% of passive dis-
interest. inthe tional Room,
where there is a display screen,
EXAM SCREE brln% out one of
the drawbacks to Quilt: the
ram assurmnes you are refer-
ring to something else when it
comments ‘The screwdriver is
very small but will undo . any
screw’. A grill, a little distance
away, is secured by screws and,
what do you know, around the
comer is a screwdriver to deal with
them. Not so quick though, the grill
is eight fest up and out of reach.
But remember, the solution does
not lie in getting the table or the
seats! e
ective is a very run-
afmill adventure. Owing to its
linear plot and solution pathway it
lacks atmosphere. When a game
is unresponsive it fails to keep the
player enthralled. There is littls
story here, just a set of preset
problems and solutions, which is a
little disappointing when you con-

sider storytelling is what adventur-
ing is all about.

Difficulty: not difficult
Graphics: average
Presentation: Spectrum charac-
ter set

Input facility: verb/noun
Response: Quill
General rating: poor
Atmosphere
Vocabulary

Logic

Addictive quality
Overall

55888
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Price £5.50
Author Stephen Preston
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A curious game this one, but | felt |
must review it as it fares well when
compared to the heaving mounds
of poor quality cassettes | receive
each month. Adventuring, more
than any other area of games-
playing, seems to attract the prog-
ram yet to ba signed up, or worse,
sold only by mail order with no
hope of being taken on by one of
the big boys. Could | take the

portunity here to dissuade any-
one thinking of writing an adven-
ture who has not got any original
ideas to contribute - even with
humeour, the old torch-plank-hole
adventure with no interactive
characters just isn't going to get
anyone interested enough to buy
it in sufficient numbers to justify
the time and energy dew to
writing it.

The Prisoner is curious because
it s put out by a person with no
company name (no big crime this
as many adventure houses centre
around a singbe gf rammer).
Further, LOAD" "CODEisusedto
load it and, well, that really takes
ma back to the early days, What is
unclear is whether the author has
had express permission to use the
copyright for the TV series. Uptoa
year ago, large entertainment
companies were determined to
stop unauthorised versions of their

small computer companies, but

| gethans naw they, have tecame, |, taneal s secrels,

programs/books being used by

THE PRISONER

Producer Stephen Preston

| AL =
L foab e gl

- frm

Slowly.
uords

on
res

POisSONneEed’

This game acknowledges the
copyright without saying whether
or not it has been granted by ITC
Entertainments, the owners of The

i TV series. The reason
why | labiour this point is because
of one or two similar
appearing over the last year or so
which have clearly not gbtained
copyright and vyet survived
whereas any transgression by very
small games in the early days
tended to be met by a latter wing-
ing its way from some huﬁa Hol-
lywood film company. large

anies have decided to turna

biind eye to small games which

digress from standard behaviour

then this is only sensible as such

mes reprasent little threat, and

if thay do, thay can always be offi-
cially endorsed!

& story of The Prisoner goes
like this. You resign from your job
in the secret service, but someone
somewhere doesn't like it, and so
they put you away (once a spy,
always a spy?) You are abducted
and wake up in a strange village
filled with other people taken out
of circulation. None have names,
just numbers. You are Number She.

e village has a chairman and he
is Number Two. His efforts to
break you are not very successful,
but then, neither are your attempts
to escape. But one day the chair-
man hatches a plan to make you

in the village. You go to the nursery
to see the children. There you find
a storybook with pictures - agame
of cricket, a baxing match, a vil-
lage, a plane and a lighthouse. You
start reading, forming a story from
the pictures, but beware, Number
Two is watching.

The aim of this game (The Girl
Who Was Death) isto track down a
mad professor called Schnipps
whose intent, in best mad scientist
tradition, is to destroy London with
a super rocket. The only way you
can find and stop him is to fcli’:w
his daughter (the girl of the title) fo
his hideout. She tries to kill you at
every opportunity and can easily
be recognised as she is tall and
blonde, and always wears white.
When you reach the hideout
have to find the rocket which s dis-
guised as something rather pecul-
iar and your task here is to deacti-
vate it. i a time limit of haif
an hour to complete parts One and
Two of the game. When the time
runs cut, Schnipps launches his
rocket and your mission fails.

You bagin with a gamie of crig-
ket. An agent who had followed
this trail before you was on the trail
of Schnipp’s daughter but, whilst
playing a game of cricket for the
local team, he was suddenl* killed
by an exploding cricket ball, pre-
sumably swapped when the last
Six was scored. This is your only
lead. You start play with 2 game of
cricket to try and find out exactly
what happened.

It's a pleasantly warm day onthe
cricket pitch. Birds twitter above
and the opposition has clocked u
99 runs {shown on the picture).
And . . . you're holding a ball whick
is-a bomb. Hmmm, I'llleave you to

work out what is the best course of
action herel  you choose the
unfortunate combination THROW
BOMB, you are still blown up as it
raports 'No time for that! The ball
ﬁu were carrying has exploded’.

is is the first of many examples
of narrow, unfriendly vocabulary
as the next step, GET BAT, is
refused with preference going to
TAKE BAT. Game play is very
urthelpful a little further on when
you atternpt to pick up a photo and
are unable to as you are already
carmying too much — a bat, a
watch and an umbrellal The idea
of camrying a watch in this sense s
illogical,

Girl Who Was Death is a
very professional looking piece of
software. The pictures gt the top
of the screen are very goed (as is
the loading screen) ang the rede-
signed character set is most
plaasant and readable. Both the
theme and content are wvery
interesting and absorbing for the
player.

Difficulty: not overly difficult
Graphics: good
Prasentation: very good
Input facility: verb/noun
Response:; fast

General rating: good

Atrnosphere
Vocabulary
Logic

Addictive Quality
Overall
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SEABASE DELTA

Producer Firebird
Price £1.99
Authors C Liddle
& P Torrance

if | give you the story for this one |

you might just twig what it is a fol- i |

low up te. You are Ed Lines the
famous reporter who has sent the
‘SUBSUNK' m e from the
stranded submarine Lion, only
to have it intercepted by
agents. The agents use a mysteri-
ous netic force to draw the
sub into Deita. You must
unravel the secrets held in the
base then locate a mini-sub and
make good your escape.

You begin in a large tubular
walkway (with a picture which
looks ke a large pencll) and
through its transparent walls you
can see the murky depths of the
ocean. As is so the case in
adventures there is a dead body.
By the body is a briefcase which
mysteriously has to be re-picked
up if it is opened to examine its

contents. Presumably the prog-
L R assmes M TRt s e,

doesn't reveal anything in the first
instance but does give a useful
prompt fo action — ysagood
sian of a helpful program.
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see somethingl’. It would have
been courteous to allow the player
to press a button to skip over this
delay; as it is, the game slows and
the pbaé?[r becomes bored and irri-
tated. Overall the game has a slug-
gish feel, what with its slowly-
drawn graphics, but this must be
taken as just one of the drawbacks
inherent in a £1.99 adventure.

In the briefcase are documents,
one of which is a telex message
which runs likethis, 'We have cap-
tured another sub but all other per-
sonnel have had to evacuate the
base due to a wildfire epidemic. 1
have managed to arrest the
symptoms of the virus but | am still
very iil. | have left the computer in
control of the base in case | do not
survive. The missile targeted on
the British base will launch as
planned’. If you've besn following
the story up to now you'll realise
this is an enemy message and so it
looks asif Ed Lines alsohas todeal
with the enemy computer and stop
the launch of the missile.

Tothe east of the first location is
a food farm with a really messy
floor, covered in very slippy sea-
weed, whose slimy compaosition
has you sliding right round the
place. You whizz past the table too
fast to quite make out what object
lies upon it. To the southis ametal-
lic platform in a large dome which
turns out to be a futuristic tube sta-
tion with a tube car which can whip
yvou off to many small locations
strung out down the line. At each
ofthese tube stops only one or two
tasks have to be performed and,
say, one itemn picked up. This area,
for me, was one of the few boring
ones; the constant need to fasten
and unfasten the seat belt became
irksome very quickly.

Seabase Delta is another good
cheapie from the authors of Sub-
sunk. As with that game, some of
the pictures are rudimentary while
others, especially some of the later
ones, are quite evocative. The
game is well-designed and has
had a fair amount of imagination
pumped into it. There are plenty of
problems and a good number of
objects to collect. In contrast to
Subsunk this game has a very
friendly vocabulary; getting things
done is straightforward and there
is space for witty comments: GET
TORCH gives 'Well, every adven-
ture’s got to have one of these
hasn't 1?". Seabase merrily flows
along and can't be bad at the ask-
ing price.

Difficutty: moderate
Graphics: good in places
Presentation: average
Input facility: w/n
Response: Quill
General rating: good

Atmosphere
Vocabulary
Logic

Addictive quality
Owverall
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Andrew Jacobsen from Coftin-
yh:m, North Humberside
asks:

“ Please could you tell me how
to get past, or destroy, the tank
in ESPIONAGE ISLAND? **

In control hut TXJUDI
TXJUDI, F, SFNPWF MJHIU,
JOTFSU FYQMPTJWF, X,
TXJUDI TXJUDI,

lan Macmillian of Sheffield is
having difficulty finishing
gquite a few adventures and
asks for help on the following:

VELNOR'S LAIR

1) How do | kill Velnor? (For a
friend

2) How can | find the oars —
where are they?

3) Is it worth crossing the
crocs? is there something |
need?

GREMLINS
1) How do | biow up the build-
ing? What do | use?

SPIDERMAN
1) How do | stop/start the pres-
ses?

SHERLOCK

1) How do | explain to Lestrade
about the sale of plans? (Fora
friend)

2) How do | get there? (For me)

Velnor can be killed In the
same way as other denizens
of the caves — by combat,
magic or use of the wand.
Being invisible will greatly

- e /7
4’/ o

e i
Z0" ‘o

increase your chance of suc-
cess. The oars are In a fungi
maound in the Troll room. As
for the crocs river, itIs neces-
sary to cross it at some stage,
as Velnor’s lair les in that
direction.

To biow up the building in
GAEMLINS you must first cut up
the maiibox into metal plates
— for this you need the weld-
ing equipment. Now, using
the piates weld up all the
vents except one. When the
Gremlins appear use the cam-
era and they will flee Into the
apen vent. Now weld this one
shut and seal them in. Now
return to the counter, plug in
the drill and drill a hole in the
metal plate. Now cut the plas-
tic pipe from Tavern and join
it to the pipe from the bottle.
Insert the pipe into the hole
and open the valve. Light the
torch and get out!

To start the presses in
SPIDERMAN, go to the computer

room, TUBSU DPNQVUFS,
UZQF SVO.

To inform Lesirade of the
sale of the plans in suesLocx
goto Scotland Yard and say to
Lestrade ' Basil has plans **
then say ' Sale locationin Old
Mill Road *, After this just fol-
lfow Lestrade,

M. A. Garbett from Sutton Col-
dfieid is still searching for his
own identily in mspsHaDow
and asks:

1) How doyou kill Jarad inroom
2077

2) How do you get the parch-
ment without dying?

3) What is the shell used for?"

To kill Jarad you will need the
gun. To get the parchment,
simply duck when you hear
the whirring noise. The shell
can be used as a spade.

Stephen Linshan in Manchester
is sick of being run down by
GREMLINS and asks for help in
dismantiing the snow plough.

Youneed the welding torch to
weld the controls.

Giants are causing problems
for Jason Keyse of Warley, West
Midlands in vELNOR'S LAIR.

Run when they chase you,
they may be vulnerable when
en the bridge!

Gavin Sharratt from Manchester
writes:

“* In maFiA cONTRACT how do you
kill Vincetti after you've blown
the door down? (By that time |
have run out of bullets.)

You should kill Vincetti with
the gun; try conserving bul-
fets somewhere else.

G, Zabal of Miiford Haven is hav-
ing difficulty with sorcerer oF
CLAYMORE CASTLE and asks:

1) How do | open the crate?

2) Where do | find the towel?

3) How do | pass the poofin the
drain?

I dom’t think the crate can be
opened although | must admit
that | haven't progressed far
in this game. You find the
towel in the moat. ENTER
MOAT, HOLD BREATH, SWIM
DOWN, SWIM DOWN, GET
TOWEL, SWIM EAST, U.

(ENCRYPTION CORNER |
Hi Ib's easy to speak Brewster!|

1
_I
| ENGLISH : ZRBCPEFGHITKL
| BREWSTER: ABCDEFGHITKLM

| ENBLISH : MNOPGRSTUVWRAY
| BREWSTER: N OPRRSTUNWXYZ




EAIY S -J' —AJI Terrain) jet stands fully fuelled ™
d fui urmad A vast invasion fleétis anchored just off your&hores
round forces hiave come ashore and are udmncmg on your positions
‘protecred by massive air cover.,
i You are the last fighter p!!ot Your mumry;urns to you.and asks .
"/Are you good enough l'cﬁae cailed an ACE?”

ng tanks, hell:oprers,
ips and a Io?ully unigue
e ACE is the

g air combat

twin flying
i ,p}vshcks} you Coscade Gomes th
y and | h your Harroga
friend as weupons man. HG-1

ACE — THERE |5

Tele on
NO OTHER GAME LIKE IT!

0
0423} 504663
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Luckily Tigress is very understand-
ing about it when | finally roll up,
three quarters of an hour late, at
their office eyrie. In fact they're so
busy they're glad of the extra work-

ing time. Under the eavesitis hotter
still but a glass of Coke s offered and
gratefully accepted.

Tigress is Beth Wooding, David
g;shup and C}m;‘w Palmer. m &
't program; don't i

instead they just have ideas, At the
time of the interview nobody had
any idea that game design was
about to become a hot topicin the
pages of CRASH, thanks to Mel
Croucher’s wtspt:-ken views which
appeamd in IheApni issue.
uaranteed to be
cwmrsml suwm&.d o our
beloved editor that, *if’s all deniva-
tive," And then Eaewmds&atralsed
the hackles of so many readers |
fourtesn arﬁﬁ‘eenrearddpmg-
rammers. They can onl) g
tive — itis impossible for them m
‘come up with an qgg’na.‘ idea,
absolutely impossi

Whilel woullin tgosofarasMel,
| would agree that last year was a
particular low as far as clone prog-
rams were concerned. If | was
kicked in the teeth by one animated
martial artist, | was up the
‘behind by half a dozen.

Mot all was gloom though. One
of the high spots for me was THINKI,
the board game that would be near
impossible to play on a board. The
more observant of you may have
noticed the Tigress name on the
box. itwas a brilliant example of
simple, effective game design. But
was itan indication that the future of
good games lies in specialist desi
teams? Spill the beans, Beth, andtell
us how Tigress got its teeth.

THE BEGINNING

‘We started up in March ‘84 as a
pany specialising in the home com-
puter market and we spent about a

86 CRASHJuly 1986

Sochmlefthispbat tupul
that pl.an into action mgus
Thar'sah'nrre ﬁbm%_l‘hese
d&ys First out unde:
banner was THINK,
GOLFNG mmm szr a Com-
modore 64 sport simulation which
sadly depends on constant disc
access, 50 is impossible to convert
Bt e betare
mn is, Tigress
in s
1‘0 A KILL l'.ie-m not Ihat vpud
know it from the packaging. That
old favaurite of the music *artis-
tic differences’ led to them disown-
ing the much criticised title.
It‘seﬂsytobelieveﬁ':atﬂ!eywe

forced into pas i
ﬂ'tat they’d ordlnarl y W

re the game with

ther *mm oF relesses. Thetio look

n the experience as something

uﬁ lﬁsnn albeit a painful one.

now avold such mar-

keting pressures and currently have
nine games under development.

IN THE TANK

I'm fascinated how a games
des n Think Tank works though.
just sit around having
ndeas M;zlung? Chris explains:
of three ways, A
s ﬂﬁé‘d 'mdcame out of our
a imagina-
tions, usually asan initial five minute
or half an hour burst of "Wouldn't it
wmrfg?ﬁmufddoﬂli'd?e
David and | get together re
backwards and forwards and build
mam:mwmmm
"Or a compan come g s
whh an kﬁaa sugh as ‘We want a
or ‘We decided our
mnge .‘s hcknwastra ¥ game’ or
whatever a !hey gwausa
very broad cutline
bau H!e@ttoabwkwaﬁim
have come to us sa 'Can
youdmgnasame .W
that's a minority.’
Then comes the : when the
idea has to he bound by the prac-
ticalities of the micra. ‘When we

RABBIN

THE TIGRESS
BY THE TAIL

__"iwmm,ﬂmﬂwteamappmachevolmd
; ngtoaeﬂwronprﬂ}ects Some companies, such as
i programs for other firms to

; producing p
ltﬁnnlybyﬂwtail .JOHN MINSON investigates

began doing this we set ourselves
an initial rule,’ says Chris, "that we
would design games first and
foremost.

CLASSIC VALUES

fo make ev:erychmg we
desigri%ve the classic enjoyment
12 e ks s s s
e a ra
En‘n afcnrdancema iwﬁs
is doing at ame
l.'xeﬁerme will look at the way to
mpiemeprtﬁai! on a system." Then,
smiling, he %m;gmwn;dahavea
huge ideas s simply waiting
mham‘wammarkemmmhqo
us
Once the storyboard has been
constructed it's time to find a pub-

| lisher. Sometimes a design suggests

a publisher though more uften it'sa
case ofbeingapproached by a com-
pany with a generajéﬂqunry tinr miak-
ing a presentation of several possi-
bie ideas.

Next comes the preparation of a
technical brief. This. document
breaks down every single aspect of
the game and lays it out in terms that
a programmer can code. A simula-
tion game would need various
mathematical models as well as the
more up-frant graphic designs, for
example.

\

ITryms put a lat of effert into designing the front end of THINK! — the icom
driven selection menu offers a trudy impressive range of game options
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IA suiap stolen from the ZZA P! files to illustrate the action in GOLF C‘ONS‘TRUC
TION SET. Sadly, not a game that will find its way onite the Spectriom.

by Tigress for Ariolasoft, the gare allows you is design your own golf courses as
well as load in famows courses to play round,

Beth Wooding sorts owt a spot of creattve angst in front of Mr Minson's eamera,
| s Dawe and Chris pretend to be at loggerheads in a posed photograph taken by
] MINSON's WACKY SNAPS Iric. Minson reﬁwmganwuﬂmmmhﬂ
| daft pose for his lens, you see.

Chris Palmer, Beth Wooding and Dave Bishop in their usual office environmment
f — the best creative thinking ahways goes on in garrets.

PROBLEMS, PROBLEMS

But even then Tigress's Envoiuement
is not over. Liason with the
rammers  continues  thro

‘Obvigusly there are times during
the design where you had to make

assumption about technical
lbavbd.-tyor!here are two ways of
about something. We ﬂ’beon
ﬁu rﬁaﬂ the way through
out minﬁ to sort out those
is is the only nm@fﬂveﬂsme
with programming ability, having

started on Cu'rlmodore Pets, many
years ago, and though Tigress don't

program, these skills are
useful when liaising with the writers,
or come in handy when mock up
SCreens are d for the initial
presentation of an idea or routines
need to be cobbled together to test
technigues.

David Bishop, who has until now
been sunk in work at his: desk, is
now drawn into the discussion.
Accwdir;gto Beth, h!’.' does nothing
tl;fan play g.amt-s;'d
s‘,ﬂEﬂd I‘i?OSf

F'ma chess and

e ’“”a

a bridge addict.” Beth too is a card

player, and her previous job, mer-

chandising Walt Disney characters,

brought her into contact with the
world,

‘We hammk)akar what else is
around,’ David calls across the
room. ‘ We've spent a lot of time

¢ looking at Macintosh, ST

and - stuft! € the

office shelves are filled with prog-

rams and Beth adds that as man\f
iy ani back .é-a;r nmﬁ:mf

ﬂu pick up “feels
games,' Chris says, astawig:g?
gaad&ndwha

FAVE RAVES

When it comes to favourite prog-
rams, Beth nominates RAID OVER
BUNGLING BAY by Broderbund. “/
think mine is MULE Electronic
AJ‘l‘S; David says. 'In I know it
is." But Chiris is less sure. Apmfmm
his own THINK!, amid much
laughter he claims is, ‘one of the

masrdass.icgames afaﬂﬂme‘,he
chooses sPiNDizzY.
it comes to what ves,
them most pleasure to design,

waxes lyrical, muchmmeamuse-
rnantnfthe other two. 'B'musewe
each as an entity,
ho.fd an immense
Jsureand animmense
pain.” " You sound like a
midwife," David
shouts, Ewm&mesizfeeismpm‘
Chm!aughs
‘We try to make every
p #Bmwbarwewdone
if we're working. within a
class, such as an arcade
we'll look at that genre
"n’ﬁﬁ‘ okt el s
f ven't or
ﬁJ.'."yexp&ored wwerwmmakea
there. We get an awiul
lalafp!aasweauwf upwith
a .':g!vef way of doing ora

There's a lot of satisfaction for

Dawdwitnﬂwyﬁnaiyhawma—
up and runrlirlg This ea

form of the final

have all its vari:

MCanbe&nemmd mm,

is one of the most ing bits

because I can't pmgram, but to be
abéemacmafb*a aprogram that
ven me is great,’

Wmhmﬁees&%mm

thecrfamslﬁhrm.’liulﬂeﬁus
nmdommearﬂ'l ‘I like to see
the money in the bank.'
that s “""d“""‘mm.gg o ﬁ
at happy day ow

headtahmdmgovera ﬁmsl'led

TR

mrmﬁﬁmm

budeen manﬂrs, that was
exceptional. They rumn six o
nine months.”

SIXTEEN BITS?

Though the team are currently keen

to write for the new generation of 16

bit computers — the Amtﬁa which

they think is mpeth as yel to

prove itself in

the Atari 5T range, whlch Chr}scon-
iders new work-

saomething

else that makes you think, ‘How did

adds Chris, ‘And

! pushed o its

gical limits there’s still a

huge pa that we can use inside

that without the need to bust

through a brand new technical
innevation on it.’

50 even though there are frustra-
tions working with the machine’s
constraints, Chris reckons that pro-
viding you come down to earth,
they shouldn’t be too bad. If he
could advise Alan Sugar on a rede-
mfnr(ﬁhnﬂmﬁ though he would

disc drives
muhlpie access. In the end
though, it all comes down to
e n, and that's the thing
will extend the life of the
mchim ies of classics from
the cliche hall of fame.

The aim of Ti is to be known
for quality and innovation 1hou
still see the

, notc

T
and bolts internally of the machines.

‘But we have seen
within the market
getling ﬁf at ma
Edmes a Emlmm
to know the machines. By taking the
f;;:g oulside afaﬂ t we
get a degree of Obﬁﬂl‘wty
um:bufedbyaﬂmerexm
‘Even though initial reactions
from pmumrmm‘ may &ﬁma
15 impossible, on
abmﬂrtﬂ)eymﬂﬁndawar whicﬁ

pushes game design beyond the
limits they set for themselves. Chris
expects 1o see more specialisation
in the future.

Inside it is still sweltering, but
before we depart for the cooler
afternoon sun and some wacky pic-
tures, Chris shows me two games
that will be appearing on the Spec-
trum over next few months.
Both are for Ariolasoft — one a
c%mplen;rcadﬂem onﬁewrﬂtstarﬂmg
3 grap ICS; r a sirategy

a most unusual theme.
ﬁoreicannmmmﬂeﬂ'lmll throw
me to the company tiger, but both
upheld all that had Leen said during
the afternoon.

Yes, Mel, there is a lot of rubbish
out there. But there are a lot of rub-
bishy books and films and rec
100, While there are daign teams
like Tigress to take a fresh look at old
ideas and push forward the bound-
aries of we do with the Spec-
trum, rather than just its technical
limitations, then there’s hope for the
machine for a long time to come.
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VORCON WARS

G iie T L] SWUIN i
A 5 [} )
] .‘ '|w1 L.J i‘iﬂ | &é
S S TN : WL E G | CHLTYTH
i 3
.;J g :.‘?.l i} Wil }1‘ | .-:.‘2*
= ,':t .l COMMINIBER | Sl
| ; ,I SlafinTH ! BRI AHUTTTH : SR
BRENDON KAVANAGH gets into his stride e S i
this month, taking a look at a couple of games | S s -
that m serve to whet the appsﬂh of the || ' | : |
Play By Mail Novice | e | b g
: i = Y Tag 1 e
Clo 1o the PBM MAILBOX ot - o i B bt
k1
rmonth Served to sirke a fow Elaying e the soms of SWUDI, Brandon fighte i wey
of interestin the wonder- and ralates to the Sixth turn in the "m
mlhuh%anlnmnﬂy;-N::iL“ nmmmhg;:on Mmm to move
RASH searchparties men from Mex 9 toHex 8, and 1.
:'nn:mquMLﬂox I've |tﬂ"°"° Hex 13 to Hex 17. - -
ook at two games which have i “
R e Rl it | 2ey gt et
bby for many PBMers, the moment. Designed, written and | plexity but after a few turns you
best established of the two John Nicholson (founder | should find your fest. John Nichol-
baing Vorcon Wars by Vorcon o CON GAMES, the company | son is a good, fair and friendly GM
:mm:sgfl’:\m]u;t l].m I;I:;lf which moderates mé game in the
vided | survive the first few 19, Joan Veis b 5 e THE RATINGS

turns, I'll be filling you in on myﬂroqrus in future MAILBOXes.

Thereisa
mentioning

t variety of PB

games about, but you will find me
computer moderated games a bit more than the

others — human moderated games tend to be role playing games
(RPGs), and if you enjoy RPGs then you can read about them in other
magazines! if there are any games that you have heard of and would
like to know more about, please write to me at PBM Mailbox in
CRASH Towers and I'll attempt to include details in a future column.

IT'SA CRIME.'

KJC Games moderate this low-
priced game in the UK under
licence from the American com-
pany, Adventures by Mail. /t's A
Crime! was designed with new
players in mind, although it is chal-
renglng enough for experienced

a
ga'ersn New York City in the late

%ﬂﬂ will bring new blood into
M hobby and expand the
|n|:|u51ry | wish KJG luck!
The game is very original and
#‘DUH to have acquired a rat-
|ng FLAGSHIP readers —
I'll pass on details of the ratings it
receives in due course. Although a
good strategy is essential to do

'%‘ams moderated using a
odel B. In the game, sixteen
players compete in an attempt to
ga:r;hciontrolt?'ta the planet Vurm;na
annihilatin opposition in t
T%e planet surface is split
mto nineteen hexagonal zones,
each hex representing an area of
land of a specific type. Each land
type has its own function: for
example, if your troops ure an
ricultural hex, then that hex pro-
vides your command ship with a
specified quantity of food supplies
each turn. There are eighteen
types of hex, incl sea,
swamp, city and atomic-industrial
Zones.

You, as the player, are the com-
mander of an expeditionary force
sent from your homeworld to con-
quer Vorcon. Under your com-

SCHEME

FLAGSHIP, the PBM
magazine has kindly allowed
us to borrow their ratings for
games reviewed in this col-
umn. Four out of the six rat-
ings are derived from votes
cast on a scale of 0to 10 by
readers of Flagship — which
is the fairest rating scheme
available.

Dt?LDMACY' “1'—1 amaount of

1990's, the game takes youinto a | well in the game, | am not con- | mand you have troops and various | BIEGEFW:tels g IER ST ey
world where drug-crazed street | vinced that /i's A Crimelis neces- | resources. Combat in Vorcon Wars Ratings

gangs have grown in power and | sarily as good an introductory | takes place by deploying aspecific

maob rule is as strong as that of the g:l as claimed because of the | number of troops to the hex that

police. You play the part of a gang ligerent playing attitudes it | you wish to capture. Then a battle

leader, with the ultimate aim of If you get the | takesplace between the attackers

becoming the Godfather — which
can only be achieved by making

IS0 16 10 NN bt e
know what you think.

and defenders of the hex until one
side surrenders. The outcome of

your gang as powerful and notori- | As a special offer to CRASH | combat depends upon the size of
ous as possible. The scenario of | readers, KJC games are giving | the opposing forces, their combat | VT YTeRVINNN NI,
the game requires the playertoget | away a free rulebook, startup | orders and land defence factors et e O TR L

involved in some very illegal, and
on oceasions rather anti-social
activities and playing the game

printout and (should you choosa
to play) credit for two free tums to
anyone interested. If you would

such as minefields,
and terrain.

By caplunn% the right type of

fortifications

10)

who is reknowned for his sporadic

could cause offence to some | like apac e, then send a large | hexes and building up the right hints and tips to new players.
people, depending on your view- | SAE to: It's A Crimel PBM MAIL- | resources you can begin to To join Vorcon Wars, send £1.50
point. | won't go into detail here, | BOX, GF!ASH PO BOX 10, Lud- | develop spy satellites (torevealthe | to: VJJHGON GAMES, 58 Juniper,
but if you want to find out more, luw.Shropﬂlira SY81DB. power of your opposition), rockets | Birch Hill, Bracknell, Berkshire
the nulebook can be acquired free After startup, each turn costs | and nuclear missiles. RG12 4ZG. This covers your intro-
of charge from KJG Games. sixty-two and a half pee. Please Vorcon Wars is a very challeng- | ductory package and first three
KJC has over 3,000 people play- | bear in mind that this game may | ing game to play, and encourages | turns. Initially the turnaround is

ing in It's A Crime! — by far the
most played game in the UK. The
game is run on icot Xens by
eight staff, and KJC hope to trans-
fer the game software onto a main-
frame linked to a laser printer in

be found offensive by some
people — playing the role of a
criminal of the futuae involves
some nasty work, and the game
isn't really suitable for young chil-
dren. If you don't like the idea of

the use of complex wargaming
strategies as well as enjoyable dip-
lomacy. A large number of people
have been brought into the hobby
by playing this low-priced game
and, to date, battles have taken

fﬂﬂni{lﬂ% but there are weakly
{'Quick Tumaround’) games for
experienced Vorcon players. Each
tgl.ilnaoaftar the initial three costs

the near future. The hope is that | the game, don't play it! place on over sixty Vorcon planets.
i A game can last for anything bet- wﬂl’

MICRONET FREEBIE e oneand rseyers
$ 0 your hand at | DIPLOMACY 3
Civis J McGathy, an old PBMer and a nomin forthe 1968 Player Of e B the game L el | QOMPLEXITY 3
The Year award, has asked me to mention his pBM | Tecomy Jou 0 caeee T L G QUIALITY 8
W Prestel for those of you on Micronet. Untl late July his | S1°® %, 250 06° o) But e (010" | pepT 6
mg,mmﬂiawumm you'll soon learn just how well | INTERACTION 7
allies are to be trusted! On first | VALUE ]

88 CRASH July 1986




ALL THESE
BLOCKBUSTERS
TOGETHER ON ONE

GIANT AN
COMPILATION |
SPECTRUM £9.95 A
AMSTRAD £9.95 . = .
COMMODORE 64 £9.95 R\ e -
DISC £14,95 £\ g e
[COMMODORE and AMSTRAD] i i 1¥ fﬂ .
e R\ ¥ MORE FOR IESS

Vidwiorth. Greens, Lasleys and Rumbelows | M~ 4 CENTRAL STREET, MANCHESTER M2 5NS TELEPHONE: 061-832 6633 TELEX: 6499
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OFFICE MASTER OR

JACK OF ALL TRADES?

Centresoft is currently selling a
suite of office programs from
Gemini Marketing Ltd. The
package is in fact a comp:latlon
of Gemini's earlier stand-alone
business programs and includes

CASHBODK -and FINAL ACC-
DUHTS DATABASE, MAILIST,

thil

are rather
1ar‘rn:n.:;;lt ?fwourhwbteg ratel-
igent mpmnramﬂm om
ge accounts point of vi

systemn is faultless.

Rather than mm the
merits of munnir
databaseson a Spec
is left to the wum o

decision on the basis oiwhat’tha;

programs can and can't do. Per-
sonally, | don’t think ﬁ
run aceounts on the

trurn due to the limited memory,
awkward keyboard and siow
storage facility. No doubt, | shall
be getting letters from serious
users, whowill disagree with ma
and who will display all sorts of

real wnrida ications. Perhap
o APBICOT XEN b

ICOT m in the o
bu't | shall tr '
privilege an

dlsﬁ?wué'uﬁ“ﬁammgm am :
i

ates and updates the required
datafile which requires saving
and loading for each session.
The same file is also used forthe
final accounts for the printing of
f IT AND LOSS and BAL-

i ! ns
Mﬂents recelpw, and so on.)
plus another 70 journal entries
per session. Transactions are
entered in batches (25 per batch)
with a maximum of 10 batches.

these maximum entries,

able to | shouic

the nwm transaﬂ%&l.m
control total is a safety measure, i

dlspla total of the batch

All programs caljﬁemnﬂff

cassette or Microdrive and

giu;t:s either via azlmlumt% 2%/
acom or 80 column printer
interfaces. The'

suitable
manual does not try to introduce
the user to the art of accounting,
50 pravious experience of the
pencil and pa r method is a

R%raqms:te ;‘.\aﬂkag
T an |ntegrata accounts

package ledger activity,
nominal accounts and trial and
final balance are run separately.

CASHBOOK
ACCOUNTING

This program keeps track of
nominal account balances inc-
luding VAT details and gener-
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details g

which is us&ﬁ}l ifthe VAT struc.

ture has changed or new rates
applied. Th

have to be . There are
four choices which cover non
VAT registered companies,
businesses with zero rated
inputs and outputs only, those
with zero al standard rate
inputs and outputs and busi-
nesses with multirated VAT
systems {up to 3 rates including
ZEro ratedf Provision is made
for users requiring to analyse
the gross purchases for resale
between the various VAT rates.
The main menu provides the
key to the entry of CASH

| the memo accounts).

as the ajgrxmter m!mlaﬁsw .

RECEIPTS, CASH PAYMENTS,
BANK RECEIPTS, BANK PAY-
MENTS and JOURNALS. The
journal entries are useful for
entering adjustments to pro-
duce the final accounts. This can
be for debtors and prepay-
ments, creditors and accruals,
-::Iosrng stock and work in prog-
ress, depreciation, disposal of
fixed assets or hire purchase
adjustments. Separately, there
is_provision to update MEMO
ACCOUNTS which do not form

rt of the trial or final accounts,

t are available to store infor-
mation required to complete the
VAT returns.

Several display and printout
options are available. On
demand CASHBOOK displays
the list of nominal accounts, the
list of memo accounts and the
VAT summary (which includes
The cur-
rent batch details and the trial

‘balance can also be sent to a

printer.

FINAL

ACCOUNTS

~The final accounts program

with the datafile creatsd

':byCASHBOOK If comparative

figures of the previous account-

g period are :ﬁun’ed they
may also be loaded. All figures
are rou to the nearest
pound, For printout purposes
the program prompts for the
business details such as
company name, the date of the

LUTECHUNICHELC

accounts, the account period,
the title for the current period
and ﬂ&e title for the comparative
perio
FINAL ACCOUNTS can gener-
ate the trial balanne the trading
account (Profit & Loss), the
Balance Sheet and the VAT sum-
mary. After printing the Profit &
s account the profit or loss
must be distrib between the
capital accounts of individual
E:rmars in the business. The
lance Sheet can only be print-
after the printing of the
tradlng account, as the net profit
figure must be available.

GRAPH PLOT

This is a graph plottin? package
which can either work with the
datafile created by CASH BOOK
or any other system generated
arravs in the form DIM a{n) for
histogram or Pie charts with n
data or DIM &(2,n) for point or
line piots Data may also be
m ut manually and saved with
PLOT's data save facility

Is required.
Making use of the high resolu-
tion and colour, G H PLOT

displays numerical data in vari-
ous forms such as histograms,
line charts, pie charts and X/Y
!:omt and line plots. It also calcu-
ates functions of the form Y is
equal to . and prepares the
array of 65 mtemeduary values
between the set limits for dis-
play. Totals, averages percent-
ages and cumulative percent-
ages are calculated and display-
ed on request after printout or
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display of the graph.
Il graphs feature autoscale to

make use of the available
space and prompt for title,

imension description and so
on. The data may be plotted as
individual amounts or as &
cumulative sum. The scaling
and presentation of the graphs
may be altered by the user by
changing the origin and or
le:_ﬁ;esofthe X and Y axis,

pie chart, which is used

for single dimensional data, has
the ability to explode individual
segments for highli?hting. A
maximum number of 18 seg-
ments can be displayed. For
histograms and line graphs the
limit for screen and printouts is
set to 192, although the %:kags
will cope with up to 2 data
items. Only with the X/¥ lineand
point plats can all 2500 pairs of
data values be plotted,
All graphs may either be dis-
played or copied to printer, as
can the analysis of any graph
{which may also be saved to
tape) giving a full breakdown of
the data, together with totals,
averages, percentages and
cumulative percentages.

EASILEDGER

This program provides sales
and purchase ledger facilities
and copes with up to 800 trans-
actions on the 48K Spectrum.
The transactions can be credit
sales, p nts for credit sales,
cash sales, credit purchases,
cheque payments for credit pur-
chases or other and bank

e LAY
LR e R
ey
T S

b i s el e e £

deposits. Invalid transactions
may be deleted from the ledger.

ILEDGER provides several
fisﬁnig and printout tions.
BANK SUMMARY lists all bank
transactions and displays the
final balance. FINANCIAL
SUMMARY lists the totals for
sales; receipts, purchases and
payments for all transactions.on
the file. LIST JOURNAL screens
all the transactions indicating
transaction number, transaction
type, account name and order/
invoice number. ACCOUNTS
PAYABLE screens all credit pur-
chases and ACCOUNTS RECEIV-
ABLE all credit sales. ACCOUNT
SEARCH is a an intelligent
account enguiry, which only
requires part of the name strin
to be entered. The program an
data can be saved to tape or
Microdrive and a new file option
clears the ledgers of any trans-
actions.

STOCK
CONTROL

STOCK CONTROL features a
range of functions for adding to,
amending and displaying stock
information. Uﬁ to 982 records
can be held within the 48K Spec-
trum. All stock records are
accessed by a reference code
entered by the user during the
item entry. Program and data
are stored together and when
reloaded the program auto-
matically runs with the current
data. The main menu displays
the options of adding a stock

itern, changing a stock item and
deleting a stock item. Stock
details entered are the reference
code (1-6 characters), descript-
jon, supplier, unit gquantity
{dozen, set, or whatever), units
in stock, cost price per unit, sale
rice per unit, minimum stock
evel and reorder quantlt;.
FINANCIAL SUMMARY gives
the total cost value of stock, the
total sales value, the overall
ﬂrcss profitmargin based on the
rst two figures and the cost of
new purchases based on the
individual reorder quantities of
stock below the minimum stock
level. LIST STOCK RECORDS
provides a further submenu,

which includes BEROWSE
RECORDS (Q and W to move
forwards = and backwards

through the file), SCREEN A
SINGLE RECORD (called up with
the reference code), SCREEN
STOCK SUMMARY (16 records a
page), PRINT SINGLE RECORD
ang PRINT STOCK SUMMARY.
STOCK REMOVED/RECEIVED
provides entry of stock move-
ments and UNDERSTOCKED
ITEMS provides a list of stock
items below the minimum stock
level. NEW FILE initialises all
information in the file and
deletes all current records,,
ZERD STOCK QUANTITIES
retains the record details but
sets all stock quantities to zero.
WRITE FILE ON TAPE saves the
program and data to tape.

MAILIST

deleting and finding records
using one of the ten fields of the

record as a search key. The
Tecords contain the name, title,

ny, address1, address2,
City, county, éJost code,
one @nd a 16 character

: ~which can be

ephone list
am and data

DATABASE

This program provides a card
index system. Up to ten alpha-
numeric or numeric fields may
be specified and a total of 30K is

‘| balances for the next period,

t | provide a structure for very
for | sound accounts. The speed is as

HONICHEOTECHONIC

available for the complete file,
Caiculations may be performed
on numeric fields and a sort
routine is provided which may
be used on any field. The main
menu provides options to add,
change or delete records in the
file.  FIND/SORT RECORDS
includes not only the sort
routine, but alse a find substring
facility (operating from the first
character position onwards
only). TOTAL ITEMS BY FIELD
calculates and displays the
grand total of the field for the
entire file. The records may be
listed on screen or printed.
CREATE NEW FILE clears out all
records from the file.

' HOME
ACCOUNTS

This program provides a record
of your home budget estimates
and actual expenditure and
keeps a record of all transaction
to and from the bank account.
The budget headings may be set
up by the user, as appropriate.
Pravision is made to alter the
budget estimates as weil as the
actual expenditure, view the
budget with the display of actual
and estimated figures for each
heading colourcoded blue if
they are equal, red if the actual
figure is greater and black if it is
smaller than the estimate. The
monthly accounts can be plotted
in histogram form. A set of bank-
ing routines is included to
enable to enter credits, enter
payments, provide an account
summary and to carry forward

o ngTﬁng NtEFWEiLdE iniﬁa;
‘ises and clears the budget an
banking data and dimgs&ana
new headings, while WRITE FILE
ON TAPE saves the complete
yrogram with budget and bank-

CONCLUSION

OFFICE MASTER certainly packs
in a lot of useful application
E{N rams. The CASHBOOK and

L ACCOUNTS certainly are
very solid programs which can

could be expected from prog-
rams written in BASIC, but as
long as the files are not too
large, the programs can provide
reasonable service,

At £15 on cassette or £17.50
on Microdrive, GEMINI offers a
complete. accounts package
inciuding cas,hlqmlgﬂ andkﬁnal

ers and stock con-
jal ook con
| get a

tiestthing on a Spectrum,
iven the restricted market

.hut.
for this application (on a Spec-
trum) that really isnt to be
expected.
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TECHE]NICHEDTECHDNICHEDTECHEINI(“

Producer: Cosmic Pop
Retail price: £11.95
Author: Malcolm Shykles

This is another program that is
designed to let you input musicin
conventional notation form and
then play it merrily back. it features
a good set of readable music
graphics and can cope with the
efforts of the less musically literate
who are given lots of on-screen
help. All the weird and wonderful
complexities of music that musi-
clans tend to require are also
catered for. However, the software
doas have one or two oddities!
After a neat loading screen the
menu appears with the usual
ions: write rtune, adit it,

ay it back, store and load from

tape.

If you are yer average beginner
then the ‘enter new tune’ part of
the program couldn't be more
helpful. '@ are on-screen dis-
plays of time and key signatures
that take a lot of the worry out of
selecting which one you require.
Whilst | was able to select any key
signature, the on-screen help on
gave me the kegs_us'mg sharps. All
sharps and fiats were shown
against the note rather than at the
beginning, as a proper key signa-
ture. With a scrolling screen this
was not such a bad idea as you are
able to spot the sharps and flats
immediately without having to
remeamber the key signature.

The display has a miniature
keyboard running across the
screen. This looks pretty but is in
fact mute, It could have been
made to light up as the note is
entered at the appropriate key.
Notes are entered, by the way,
from the lower two rows of gwerty
keys, Like several other programs
of this type, a set of stickers or an
overlay would have been more
than welcome; | predict a busy
time ahead with scissors and
sticky tape for purchasers. Each
note is emtered from the gqwerty
keys: by depressing the note value
key crotchets, quavers and 50 on
flip round in the upper part of the
screen. You pick which one you
want and each note beeps as it is
enterad,
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MIDI INSIGHTS FROM

MORECAMBE AND
TUNEFUL SOFTWARE

This month, JOHN BATES casts his eye over another
music utility for the Spectrum — from COSMIC POP —
and solves the 128K’s mysterious Z Code conundrum
with a little help from a reader in Morecambe

OLIVER’S MUSIC BOX []

O

arrow against each note. It is w
easy tu%c?}gal which octave rang
you are in, and as nearly all tunes
wander outside the bounds of a
single octave you are constantly
dogglng about from octave to
octave, which is a mite frustrating.
It also makes the displayed tune
difficult to read, which rather
ts the main object of the
ram. Perhaps it would have
better to have a two octave
range available to work in.

In the writing mode there are
plenty of options to insert and
delete notes at any point. Notes
can be tied together and, yes, |
couldn’t B?m my version to untie
itself at all, so | was left with tied
notes ad infinitum. Oliver's Music
Box can play staccato notes (a
musical term that means short and
spiky); oddly enough there is no
option to do the musical opposite
— legato: (smooth notes), which
was a bit of an oversight.

More niggles: any
writing program sh
copy and repeat facility. That is to
say, any part or all of the tune can
be copied to ancther section and
any defined section can be
repeated a number of times. This
saves lots of tedious rewriting of
the same notes over and over

again. Unfortunately this facility is
lacking.

AL LA L
OHbd mes
Sl R 2 T
e T e e B Sl o
o
i | T A | AT
The display is limited to a miserly
one octave in the treble clef. To EBITING
outside this range the am
as to be fold to go up ordown an | To comect bum notes you selecta
octave — the number of octaves | ‘step-back’ option. er my
you have moved is shown by an | version replayed the whole tune

minus the last note. This process
was also repeated when the 'de-
late ‘option was selected. Not so

Having completed ?md.u‘ mairy
tune the editor mode allows a final
check, playing through whilst flick-
ing each note on screen as it is
encounterd and played. Great, but
if a bungle ocours you can't it
playing and displaying, which
rather hampers speedy correc-
tions — you have to wait till the

@28 @ 21 222 @

whole tune has played through, b
which time you've tten wherg
your mistake was as it has disap-
peared off screen!

There are two distinct ways of
playing back the tune. One merely
Dlayed. Fine: e othea’ plove 1
p . Fine. The er plays it
wﬁ?f:d flipping through the on-
scresn pages of manuscript. This
causes an unfortunate and
perhaps unavoidable hiccup in the
tune — the central processor
stops playing for a fraction of a
second and scurries away 1o flip
?Bt;&;:eenllsuspactthepnmaim
is you can a the
tune written with mﬂrgmu—
ment whilst reading it off the
screen. If you are unable to play
along in any particular key, the
tune can be transposed for you,
accurately and with the correct

display.

Having pla and checked
through your yOou can sava to
tape grab a hard copy from a
printar. One problem | encoun-
tered was that it proved very easy
ta lose hours of work by acciden-
tally going into the new tune mode
rather than the editing depart-
ment, thus instantly wiping what
was written in. Definitely a need for
a safety catch here inthe formofa

confirming yes/no prompt.
CANCLUSION

Ofiver's Music Box has been
designed with more than half an
eﬁg_ on the educational pos-
sibilities to be had from playing
along with your Spectrum. Hence
the different playing and editing
modes and copious on-screen’
information. However, despite its
musical accuracy and pful
nature, the program fails to
achieve its object of the
rather annoyi hiccups and
peculiarities that it contains. Some
of the editing features refused to
work as promised in the instruc-
tions. The stubbom way in which it
only displays one written octave of
music is a major shortcoming —
playing along with it or reading the
notes is a real pain as you have to
look at little arrows all over the
place to see if each note sounds
as it is written. All in all the concept
is good but in its present form the
program is a bit self-defeating.
The Music Boxcomes complete
with a selection of tunes that must
have been culled from a recorder
primer. Fair enough, but they do
go on & bit, especially the the
minute ragtime pieces and Sousa
marches. Not really a selection of
music to galvanise you into action.
What's more, once each one starts
¥Ducan’ts!0pﬂ. ... If some of the
eatures were tidied up, Oliver’s
Music Box would be quite good. |
understand that a 128 version isin
the pipeline, which could be lots
more fun i a wrinkles were
ironed out during the conversion

process.
Cosmic , P.O. Box 475, Lon-
don E4 8U
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UNRAVELLING

THE WEB OF 228 MiDE

Cast your mind back. In the May
issue, | mentioned that the work-
i of the MIDI facilities on the
128 Spectrum were not only elu-
zive, but well nigh impossible to
fathom. For those of you who are

now havin otherapy for mig-
raine cmmv too many late
nights trying to get to grips with
the MIDI capabilities of Sir Clive's
final Sinclair product, help amives
courtesy of 8 J Normanton from
Morecambe.

The slim instruction leaflet that
expands on the Spectrum Plus
Manual that accompanies the 128
sadistically recommends that you
cnnsuh er synthesiser hand-

insert a 'Z' cornmand in
from of the relevant number — the
number being one of the special
MIDI codes. What was woefully
omitted was that this has to be
inserted in front of each byte of
information. As some of the com-
mands can use up to seven bytes,
this becomes a tedious process,
as our MIDI-magician from
Morecambe explains . . .

To send a basic m control

ﬂmmﬂy ﬂrl'ﬂrao

bytes are required:

g 1) Status byte 1011001
Second byte 00000001

3) Third byte 01111111

Ak
Z1
2127

mmmmm

g m

Z240 Z68 Z0 Z7n Z65 Zxy Z247

where n is the MIDI' Channel
remember that

L

The ‘2" supplies the start and stop
bits that all MIDI systems expect
— the 128's system only accepts
numbers expressed in Ten,
30 bi confrol codes ted in
handbngka or MIDI q;sawmi
tables have to be converted into
Base Ten for use withthe 'Z' Code

system.

So much for progress! This sort
of caper spending a
hundred pounds or so on an inter-
face seem a positive joy. a-
rently ‘SJ° (why so formal? —
you're among friends) added
pounds to his telephone bill and

put suitcases under his eyes ic_;et
lln%this toge‘lhar so we shall all,

one accord, face Morecambe
and wave a big Thank You.

TICKLING

TASWORD

AND CREATING NEW
CHARACTERS. ..

Our resident TASWORD fan,

DOMINIC HANDY borrows

a dot matrix printer from the office and has some fun
with a new utility for users of the well-established

Spectrum wordprocessor.

Qualitas is another useful little
software add-on from SEVEN STARS
puBLisHiNG, With Qualitas and an
EPSON AX80 compatible c’ont mat-
rix printer, using quad density
graphics allows you to pnnt text
that would make anyone wrth a
more axpansi\m printer vel 1
ous indeed. Qualitas

doing a double pass of the pnnt
head. Before the second pass a
very small linefeed is camied out,
resulting in the second print pass
being o?tsei‘ creating output that

Qualitas is Qualitns
geven StariSeven

anyone wittanyone
Qualitas wcQualitas

Near LetteNear
into N.L.Q. into N.L

face you ciface Yyou

for

for money
Justificatl

|

pharacte

| NEXT NICHE . .

MNext month we should be able
to you the results of
FRANCO FREY's experiments
with a new video di ng pac-
from SUNSET. package
udes hardware which allows

n the picture once it is in mem-
ory. Franco has had hours of fun
digitising piccies of his favourite
film stars and is set to bring afull
report on the equipment into the
office in time for the next NICHE.
We've just heard about a new
kind of printer ribbon that allows

ELITE PRINT |MERCURY PRINT

Before the Before the &

resulting liresulting in
Letter

i

character echaracter ec

into accoun into accountin
x 32 matriwx 32 matrix|x
money (for
justificatidius
prlnt line print line |pr

comes close to that created by a
Near Letter Quality (NLQ) printer,
Besides adding a NLQ emula-
tion mode to your printer, Qualitas
includes a printer character editor
which permits you to design
maus to your own specifica-
Suddenly, a straightforward
RX80 printer become capable of
doing wondrous things, even
joined up print! The takes
into account the double print pass
and gives you a maximum 16 x 32
matrix to design your character on.

PICA PRINT

Seven

anyone
worQualitas
Before +th

ca

cha

Flve forts come with the

PIAZZA PRINT CLARION PRINT
is {Qualitas 1i|Quolitgs is
Stare

compatible lcompatible Dg
with

wilanyone wizn

SEVEN STARS have alscincluded
their much ?l!'HIBEd justification
program in t ackage, which
makes it excellent wvalue for
money. This automatically justifies
the print line by spacing the words
out with pixel accuracy— a major
upgmde on the character space
jus Al ng ﬂmployed in Tasword II.

overwrites
the Taswwn‘ i'.' H‘ELF‘l you
can still use the emphasise and
underline printer tokens. The
character editor is straightforward
enough t& master, and the output
that can be generated, with the
right character set, should make
quite a few daisywheel printer
ownersa?reen with envy. Thisis an
essential piece of software for any-
one with an RXB0 printer and Tas-
word Il — Tasword il owners

needn't despair too much: a ver-
sion for their ram should be
available by end of July for

£8.95, or as an upgrade from the
Tasword lf version for £4.00

Stars Publishing, 34
Squirrel Rise, Marlow, 5
SL7 3PN
Prica: £7.95

of there's
m“m-um

you to make iron-on T Shirt
transfers, so it may be possible
to wear yourface on chest!

Meanwhile DOMINIC HANDY
has got his hands on a copy of
The Word from THE EnGE and is

champing at the bit to provide a

processors.

review of FREL'S Dlgf‘! Spectrum
Plus keyboard for the
wordprocessor round up, S0
you'll just have to wait a mite
longer for that ona!
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Powerprint Il is a graphics pac-
kage for the artistically inept. You
can use it to design signs, busi-
ness cards, banners, price tags,
tickets, wallcharts and just about
anything else that revolves around
text, boxes and borders rather
than free-hand drawings. It's
ifncnadibly easy to use and great
un.

When | received Powerprint iffor
review | was less than enthusias-
tic. It's the program BUTTERCRAFT
SOFTWARE use fto design their
adverts, which always look pretty

tatty. Having used the program;
I've changeg mind. 'ﬁ:Is pac-
kage is so friendly, and so flexible,
that it deserves the attention of
every 'serious’ 5 m user.
Powerprint Il is pretty useless
unless you've got a printer, though
you could perhaps use it for video
titles. | tested it with a humble ZX
Printer, but it will wark with any
printer that can COPY the Spec-
trum disflay. It can be easily con-
verted to run from Microdrive;
instructions are provided.

The 16-page manual,
crushproof cassette box, is quite
stunningly effective as an intro-
dugtion to the program. The first
page contains three pictures, and
text designed with int.

It explains that you select the
place on the screen whera you
want text by moving a blue
rectangle, called the print window.
You can change the size of this
rectangle from one character-
square to the whole screen, with
four keys. Another four keys move
it around the screen, "Think of it
as a sort of adjustable ‘rubber
stamp’ that you can set to any size

or position”, the manual su 5.
“m\rar you press the PRINT
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ITECHONICHEDNICH

Stardate: some time
after the copy dead-
line!

Simon Goodwin’s
mission: to boldly
(and italically) report
on POWERPRINT, to
‘debug LASER
GENIUS, and to seek
out Strange New

Graphics on the Spectrum 128.

POWERPRINT Il — HEADLINE NEWS

control, any text you have previ-
ously entered expands to fill tha
current window."

The nmext pal containg three
morg pictures illustrating this pro-
cess. You press SHIﬁ‘ T, then
enter some text. You position the
window as required. Then you

e85 SHIFT P. A palette of 42 dif-
WIm styles — rather like

paper patterns — appears.
You can select betwaen them by
pressing a letter (capital or small),
or you can invert all the choicg%

keypress gives you a

shadow on lettering. When you've
mada your choice the screen re-
appears and tha text pops up in
the required style, expanded to fill
the window.

The basic shape of characters is
taken from one of five character
sets, including bold, extra boid
and outline letters. You can add
up to four character sets of your
own, which is a good thing as the
standard ones are not briliant. The
characters are expanded to fill the
window, and the pattemn is over-
layed on top, to give zillions of dif-

Bl

.

I

e
R

AW W W WY

b—

Cast out that
ml:pmh-
ferent styles,

You can alzo fill a window witha
pattern. If you then fill the middle
with nothing, you get a decorative
border. Lines can also be drawn at
various offsets around & window.
You can invert the contents of win-
dows, swapping Ink for Paper and
vice versa, and clear windows or
the whole screen. Naturally, you
can COPY tthe screen 1o your
printer at any time.

As befits well-designed
software, any command can be
undone by pressing ‘U’ if it has an
unalmecmd effect. This facility is
vital.

You can save screens to cas-
sette or Microdrive, and load them
s0 that you can use Powesrprint lin
conjunction with a drawing pac-
kage like The Artist. Each feature
is clearly and concisely explained
in the manual.

The final option is Superprint
maode. This lets you scale the dis-
play up by a factor of up to 32 times
vertically or horizontally (or both)
before printing it out. printout

§_

equipment — let's pro-

is in sections, with dotted lines
between them; it's up to you to
stick it all together.

The pro%ram is simple —a mixture
of BASIC and Machine Code —
and it can “g'ei confused if you
press EDIT while entering text, but
the ergonomics are generally very
m in fact this is the most

iendly utility I've ever used. It has
the same sort of al as throw-
ing paint pots against a wall, but
the results are better!

| found it very easy to use Fow-
erprint. The results are a bit tatty,
because the package is based
around a m screen-sized
window and monospaced 64 pixel
characters (zoomed wup as
required), but the sheer entertain-
ment value of this package makes
up for its ultimate limitations. 1fyou
want to learn about layout, or you
just want to have some fun doodl-
ing, Powerprint Il is great.

LASERS ON STUN!

Laser Genius is a Machine Code
assembler and monitor. In other
words, it's a utility package that
helps you to write and test
Machine Code programs. But
don'’t fall asleep — this package is
uniike anything eise we've seenon
the Spectrum, and it could have a
major impact on Z80 assembier

WEQISMmm program-

mers have been presented with a
fiood of assembler and monitor
programs. The early utilities were
s0 limited that it became de rigeur,
for a while, to write your own
assembler almost as soon as
you'd learnt Machine Code!
Despite all of this effort, the pro-
ducts were much of a muchness,
and differed mainly in presentation
rather than content. Among the
best of an indifferent bunch were
HISOFT'S ugly but workmanlike
DevPac, and PICTURESQUE'S
Machine Coda System. WiSOFT
scored on features and PICTURES-
QUE on presentation. Both sys-
tems are commonly used by Spec-
trum software houses; but all that
could change with the amival of
La_lla#-Garﬂm ol
e package is spiit into two
parts — an assembler and a
monitor. The first lets you enter
ams and transiate them into
ine Code. The second helps

;OLL to test your programs, find
ugs and correct them.
or £14.85 you get two casset-
tes and a 150 page A5 manual, in
the inevitable video box. The box
looks almost identical to that of
Laser Basic, so you'll have to look
closely to find this one in the
shops. Genius (originally called
Magus in Sinclair advertising) runs
on all models of the Spectrum,
the old 16K model; a -
cial 128K version is promised but
has yet to arrive. i

The two parts of the package are
recorded on different tapes. On
both my copies, Tape 1 contained
the files intended for Tape 2, and
vice versal oasishave promised to
sort this out.

The first tape holds the assem-
bler, some utilities, and a set of
example programs written in
assembly Iaril.:'? and Phoenix
— anew low- language.

The second tape contains two
versions of the monitor, to load
into either the top or the bottom of
memory on a 48K machine. A re-
locator is also provided for awk-
ward paople who'd like to put th
manitor somewhere inbetween.

2




A‘E an amazing £99.95 Discovery deals a crushing blow to every
Spectrum disc drive system on the market. Now it's not just
the best equipped disc drive you can buy, it's also the cheapest.

| 93%:7250K DISC DRIVE
¢ DOUBLE DENSITY DISC INTERFACE
| 8 JOYSTICK INTERFACE
¢ PRINTER INTERFACE
# VIDEO MONITOR INTERFACE
. #RAM DISC FACILITY

i # BUILT-IN POWER SUPPLY FOR DISCOVERY AND SPECTRUM

&SNP F NNF-POINT COMNECTHON

Choose Discovery and you'll find a system packed with brilliant features:

DISCOVERY
CRUSHES THE
COMPETITION

NOW
ONLY

£99.95 .

All this for only £99.95. And now there's even mare!

% FREE TRANS-EXPRESS UTILITY PROGRAM —
TRANSFERS YOUR FAVOURITE TAPE SOFTWARE TO DISC

% CHOICE OF DISCOVERY FOR THE 48K OR 128K SPECTRUM
#* FULL 12 MONTH WARRANTY
# COMPREHENSIVE USER MANUAL

% OPUS DELIVERY PLEDGE

The Opus package is unbeatable value, We guarantee you delivery within
72-hours of receiving your order and it's absolutely FREE.

To order your Discovery call the Opus Sales Hotline now on 0737 65080
or post the coupon. Dealer and Education enquiries welcomed. Special
export rates available.

r———————-————————————————
To: Opus Supplies Limited, 55 Ormside Way, Holmethorpe industrial Estate, Redhill, Surrey.
Please rush me the following: (PRICES INCLUDE VAT AND CARRIAGE)

DISCOVERY unit(s)at £114.94

l | enclose a cheque for £ orpleasedebi':mycfed’ﬂ:ard'
l account with the amount of £

| wyaces[] e[ ] mow [ ITTTLITITTIITIT]|
I MY COMPUTER IS: [laak [ISPEC+ [J128K(tick box) i
NAME

|
t e OpuS' i

| veLeprone




The Laser Genius assembler lets
you type in programs and store
them on tape or Microdrive. it uses
aneat 42 column display, whichis
handled a little more slowly than
the usual 32 columns but still
acceptably fast. QL and Enterprise
fans will be pleased to discover
that labels can be up to 240
characters long, but unchuffed to
learn that they can’t use under-
score characters between words.

There's a full screen editor, and
you can even scroll back over past
entries. All of the usual commands
are there — search, replace, copy,
move, renumber, delete, list and
print. You must divide your code
into numbered paragraphs, each
of which can be up to 1K long.

The assembler is very large —
maybe too large to suit cassette
usars — and you're limited to
about 16K of text unless you start
to shed features. In practice this is
not too much hassle as assembly
code is stored in a concise,
tokenised form. You can get as
much in memory with this package
as with its competitors, as long as
you don't include lots of com-
ments.

Once the buffer is full you can
use a "INCLUDE command to
fetch instructions from a tape or
Microdrive file. This has two limita-
tions — "INCLUDEs cannot be
tested (s0 one file can’t INCLUDE
another) and the amount of tape-
fiddling needed is horrendous if
you want to assemble to and from
cassette. Text is loaded in 2K
chunks and you have to swap and
stop tapes throughout the assem-
bly process. This is fairly automa-
tic — although slow — when using
Microdrives.

The assembler has all the bells
and whistles you might expect; it
allows magcros with parameters
and local labels, arbitrary arithme-
tic and conditional assembly.
There's also a library manager built
in, which can be persuaded to
automatically include pre-written
subroutines as required. You can
print or interrogate the symbol
table to find out what goes where.
There's also a neat integer cal-
culator, with support for most
number-bases.
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Machine Code can be sent to a
file or to memory; the format of
code files is non-standard, but
Oasis supply a conversion utility
and You can always drop out to ZX
BASIC and save code from there if
you wish. You can tell the assem-
bler to generate code for a given
address but store it somewhere
else —this is vital, given the size of
the assembler. Sadly, there's no
option to produce self-relocating
code.

The assembler error m es
are adequata but not outs in
— it's annoying that mismat
ENDs and missing
stop the assembly atome without
any check for further errors.

Theicing on the cake is Phoenix, a
low-leval language which can be
mixed into assembly-lan
programs. Phoenix s a simple lan-
guage, with support for integer
variables, one dimensional arrays,
loops, tests, pointers and expres-
sions.

Laser Geniustransiates Phoenix
instructions. into a8 mixture of in-
line code and subroutine calls. The
LIB command adds the required
subroutines to your code file. The
results should run about as fast as
;:ode frommi 5 e Forth or
nteger compiler.

Phoenix looks pretty nasty —
like'a ic cross between Tiny C
and Pidgin Fortran — but it's cer-
tainly useful if your programs con-
tain lots of non-time-critical arith-
metic and data-structure access.

If Laser Geniusis going to succeed
it is going to have tc convert users
from other assemblers. The LOAD
ASCI command is:meant to load
assembler files from other pac-
kages, but it stubbornly refused to
work on my Spectrum. | spent sev-
eral hours trying to load cassette
files from DevPac and PICTURES-
ouUE's assembler, and got
nowhere.

The instructions didn't seem to
make sense and | got some weird
results, Including an endless
stream of blank lines (even after |
stopped the tape) and a mysteri-

ous ‘expression foo complex’
error where no expression had
occurred. oasis insist that Ve
tested this facility — | say

rely onit.

The Laser Genius Monitor is quite
amazing. The best feature is called
the ‘analyser’ — a program that
interprets your Machine Code in
slow motion, checking its
bahavlour as it runs. It's a sort of
gLnss computer — you can watch
e current instruction, register
values and memory contents
ch‘angemand pause the program at
poi
onditions — expressed in
Machine Code or a version of
Forth — can be set, so that the
computer automatically stops
whenever a certain address or
area of memory is read or written.
i you know that your program Is

overwriting something it
shouldn't, the analyser will find the
cause.

Virtual screens are allowed, s0
the analyser display doesn't have
to mess up your graphics — the
computer will swap the entire
screen contents, or any window,
depending upon what's running.

There are some neat examples in
the manual, including a fiendish
routine called the ‘stack checker’
which monitors CALL and RET
instructions, stopping if you ever

to RETURN a subroutine
without a sensible return address,
generated by a CALL, on the
stack. You can have up to ten con-
ditional tests working at a time.
Register values, fiags, opcodes,
addresses or whatever are
checked after every instruction, so
the code runs slowly, but this is.a
small price to pay for a crash-proof
program.

You can write checks to ensure
that code is not over-written, and
you can use a back trace to find
out how a program reached a
given point. Conditions are easy
to enter and easy to edit. They can
only be one line long, but may con-
tain calls to other routines in Forth
or Machine Code.

The monitor display is normally
divided into four areas: a register
list, mamory display, output or dis-

assembly window and an area for
commands. As in the assembier,
each line may hold up to 42
characters. Some instructions use
the whole screen and re-draw the
four areas when you enter a new
command.

The monitor occupies about
15K of memory, so you can'tuse it
at the same time as the assembler.
It supports all the features you'd
expect, with the exception of sym-
bolic debugging — you can't use
labels and data names from
assembler p when t
Thig is a missed opportunity.

CONICHEOTECHUINI¢|

However, the built-in disassem-
bler will produce files containing
made-up labels that can be loaded
into the assembler. This is very
useful if you lose your source file
or want to steal someone eise's
code! You can also tell the disas-
sembler about data areas, so that
it doesn't try to interpret them as
code.

You can stuff bytes into mem-
ory, copy blocks, assign registers
by name, search for strings, fill
argas and compare blocks. You
can swap register-sets, or ROMs,
and tum interrupts on and off. Vial-
ues can be stacked or unstacked,
and there's a e back-
wards calculator in which you put
numbers before -::perahon
that (EVAL 22 3 + " will disp
(2 plus 3, times 2 —geddit?) ).
can choose your favourite basefor
arithmatic.

There are B normal breakpoints
available, as well as the ten STOP
points. Code runs at full speed
between breakpoints. You can
step through one
instruction at a time, with an option
to interpret ROM calls or execute
them without stopping.

Progaﬂ"s don't have to stop

ey reach a breakpoint. You
can make them stop after a certain
number of loops, or switch into
siow (analysed) execution at a
given point. You can have the
register or memory display, or
both, updated between certain
instructions, so that you only have
to pay attention while critical code
is being executed.

With the whole display re-drawn
after every instruction, and asingle
slow breakpoint, you can analyse
one instruction per second. If you
just update the register display this
rises to three instructions per sec-

ond — a comfortable speed for
humans. The analyser can get
through about 200 instructions per
second if you don't bother to have
the screen updated.

The manual is the worst part of the
package. oasis have never been
very good at documentation, as
they admitted when | visited them
a couple of months ago. Their
latest attempt is better organised
than that provided with Laser
Basic, but it's still an amateurish
effort —.chaotic, verbose, and dull
toread.

The print is black on dull biue
paper; this is meant to discourage
photocopy&ag without making t
text unreadable, and it's certainly
an ement upon the trandy
bnght green of
Thera's a fairly oompra!’ms ve
index at the back of the book —
hooray! There's also an enguiry
card, which you can send off to
oasis if you need more help. You
must use the card, to prove that
you've got a kosher copy of the
package; a replacement is sent
with the reply.

The first really annaying thing is
the fact that Amstrad, 48K and
128K Spectrum users all the
same manual. T!'mughotﬂ he text
there are notices saying 'Amstrad
Tape Users' and 'Speactrum Mic-
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rodrive only’. The information is
muddled together, often in the
same paragraph, and sometimes
there are references to Amstrad
options with no mention of the
SpTehc;nmaquiva_}am.
comparative rog}ra:m#ng
examples are rmE isted in
Amstrad BASIC, with a glib notice
to say that they can ‘easily’ be
converted to run on the Spectrum,
There's no explanation of the
workings of WHILE..WEND,
nested IF.THEN..ELSE, and the
Amstrad PLOT command, so
Spectrum users who are unfamil-
iar with other versions of BASIC
are going to have problems. This
is just lazy, especially as there's

bimk;pacewbetaken up at the
back of the book.
The manual can't make its mind

up whether to be a tutorial or a
reference guide. There are some
diagrams and lots of useful exam-
ples, printed in a contrasting
typeface, but the core of the book
is simply a list of the commands
and facilities available. This is too
much information for anyone to
take in as a constant stream.

At the end of each half of the
book there's a collection of appen-
dices listing keys, commands and
eITor-messages.

There are some silly typos, like
repeated references to a need for
10241K of maqn:grdyl Some com-
mands are ref to long before
they're explained, and the order in
which topics are discussed leads
to problems: for instance, there's
a table of 20 arithmetic operators
in the section explaining how the
editor works. One of editing
kays is gly documented and
a:’;othﬁrﬁﬁ.B. ift 9) isn't listed at
anl.

Most of the information you
need is in the manual, although
there’s an annoying lack of infor-
mation about compatibility with
add-ons such as disk drives and
printer i . The package

works well with Microdrives and
adequately with ; the assem-
bler loading ram will make a
Microdrive copy for you, but you
have to make up your own loader
for the monitor, using addresses
in the manual. There's no support
for disks at present — an awful
mistake, in my view. oass say that
they've had lots of enguiries and
may produce an opus disk version.

It seems that the package is
compatible with the ZX printer
{just) or other printer con-
nected to ZX BASIC stream 3. The

ing without any prob-
lems. I'm told that the Interface 1
e s e
open it ; re ng
Laser Genius.

This is a complicated package,
and the documentation makes it
seem more 50. In its present state,
Laser Genius is not suited to the
beginner but the ced

Machine Coder should be able to.

work it all out after a few days of
frustration.

Laser Genius deserves to be a
real success, but it is let down by
three things: the manual, the
apparent lack of compatibility with
other , ‘and the lack of
support for disk users. We'll keep
you posted if oasis manage to sort
out any of these prablems.

In technical terms Laser Genius
is streets ahead of the competi-
tion, and should makae it possible
to write programs on the Spectrum
which — previously — would have
simply been impossible to testand

finish . If you can already
program the Spectrum in machine
, and you've got a Microdrive,

I'd recommend this package. At
£14.95 it is good value for the
monitor alone.

IGHEOTECHONICHECOTECHONICHOTEC

Paul A. Cooper, an extremely
Grande Formaggio who purports
to run the Kalian branch of the Ford
Motor Company, has written in
bemoaning the lack of ‘serious
stuff’ in CRASH. The fact is that
fun is what the Spectrum is best
at, and CRASH has aiways
reflected that. In TECH TIPS,
TECH NICHE, CRASH COURSE
and elsewhere we cover things
‘other than games. There are uses
for the Spectrum around the
harne, bmpd—_ other than learning
or gama-playing — they're few
mdgfar betwesn,

Alot irubl;u’shhas been written
] iary rams, central-
heating contralprz?-ud the like. We
cover new applications — like car
fault diagnosis, video digitisation,
Micronet and so on — as they
appear, We're not going to run
program_listings, except POKEs
and snippats to illustrate a point,
because the only sensible way to
distribute software is in a form
where the machine can read it

directly.

EEENER TASWORD TIPS IS

Anyhow, at one point in his letter
Paul asked for some Tasword
Tips, so here goes; Martin Reid
has sent in some word-processor
POKEs which he got from Tasman
themselves. All of these should be
entered from BASIC, after Tas-
word has been loaded.

You can get pound signs as well
ashashes, on pﬁntarsthatsu%i
both characters atonce, by POKE-
ing 58117 with your printer's code
fior & pound sign,

To _change the border colour,
POKE 16 with the colour
nw}'nba' (0is black, 1is blueg and so
onj.

Tosettheink and paper colours,
take the paper colour you want {0
ta 7}, multiply it by eight and add
the ink colour {again, D to 7). The
POKE the result into 58522 and
58513, and POKE the previous
twa bytes with 54, le POKE
58512,54: POKE 58521,54.

YAMMIN
" THE JOYSTICK

I've had to abandon testing the aar
radio controlled joystick | col-
lected at the last Microfair. It

seems — daft though this sounds
— that the review model is prone
to the effects of radio interference
genarated mhﬁcmn uter!

Anyone as to listen
to the radio while computing will
know that the machines s,;ﬁ out

quite alot of b and crackle —
indeed the stan

Spectrum is

banned in the US, where radio
interference laws are stricter than
they are hera,

In the case af the agF unit | found
that the receiver gave almost ran-
dom signals unless | Eut a tin tray
aver my computer. Even then it
didn't seem to receive m
from the joystick. AaF's answering
machine is chewing this one over
at the moment, and | hope to bring
you a further report next manth.

' 120 COLOURS ON A SPECTRUM!

sent in a faded, barely-legible list-
ing a couple of weeks that
promised to put 127 pure colours
on the Spectrum 128 display —
without using alternated dots —
and the option of more than two
colours character without col-
g_u..lr— | S:‘ttar Im ustohssend

im a straight-ja , Barry listed
& short program which — to our

amazement — worked, so we're
sendrdg him £20 worth of software
instead.

We're re-listed his program
hare. it only runs on the Spectrum
128, because it works by switch-
| ing between the two possible dis-
play arsas many times a second.
One area (at 1 — the usual
place) holds one picture, while the
128's "second screen’ at address
49152 holds a second picture
#hhimsudﬁm intermittently.

e ur e, giving a dis-
play where the colour at any point
15 a mixture of the hues in each
display area,

_You can use this to draw static
pictures in 120 colours, or you can
draw a background in one screen
area and then mave graphics
through the second, getting an
overlay effect that does not suffer
from the usual Spectrum restric-
tion of only two colours per
character-square.

This is not a new trick — | can
remamber trying it on the normal

Spectrum screen, using a block-
maove instruction to change the
colour attributes 50 times a sec-
ond — but it works much batter
than before on the 128, because
the ‘extra hardware allows
extremely fast fiipping

betweaen
screans. Thera's still some flicker,
more noticeable on some colour-
pairs than others, but new colours
are quite clearly discemable.

BETA NEWS

The second issue of the Beta
BASIC newsletter has just reached
me, and fascinating stuff it is too.
After the mandatory apologies for
last issue's typos (ot that we can
talk!) the newsletter discusses 'in-
visible’ procedures, support for
disk systems, ellipse drawing,
Microdrive handling, and bug-
fixes, it's all pretty candid, and
good value for Beta BASIC users
at £5.50 for six issues, direct from
BETASOET,

NEXT MONTH

With luck and a following wind I'll
have another simple dware
project for you next month, plus
more technical software news. In
the meantime, please keep send-
ing in your tips, comments and
uestions to ma at TECH TIPS,
RASH TOWERS, PO Box 10,
Ludfow, Shropshire, SY8 1DB
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Adorn your walls with e

~OSE pUZZhy

Signhed Posters and Pretty Piccies to be

Fit together the features
of a famous face!

SPLIT PERSONALITIES ENTRY FORM
HAME IREEARAREEE
ADDRESS "

BEERIEEEIRIBREES POST GO'D'E ----------------- e
S‘HIRT S'ZE E
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won!

DoMaRK have come up with a
wizard game. It's called Split Per-
sonalities, and has won them their
first CRASH Smash (okay, the
game started life as jttii
Images, but the rubber puppet
pranksters weren't amused.) Full
details on the game, reviewed
under its original title, appear on
18 of thi iss:.nt;ﬁ
nderstandably, the chaps at
Domark are far from cut up about
their new game — which is more
than can be said about the pic-
tures of the famous  that
you have to asse in the fast
and furious agtion. Ronnie’s there,
so’s Maggie, Sir Clive, Alan Sugar,

Neil Kinnock — in fact ten famous

people have been lovi carica-
tured by Dutch software
Erniesoft and included in the
game. The only Face they missed

was Lioyd Mang:m‘s!

Can you put the pieces back
together again? Here's alittie test
run, featuring the physog of a well
know actor and chimpanzee's co-
star, Shuffle the bits round until
you get the picture, stick them
down firmly on a piece of paper,
complete the entry form remem-
bmng:’n add you shirt size, and
ggsl whole caboodle to UN-

LITTING PERSONALITIES, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB, making sure
your reassembled masterpiece
mﬂ I;‘.np in the Towers before 31st

uly.
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You've read the books; you've
sean the film — now can play
the game, wear the shirt, listen to
tha album. All courtesy of MIRROR-

Thares no doubt about it qu-
glesisa ial kind of hero. He's
not the sort of superhero who
wears his underpants outside his
trousers — he's a much more
level-headed chap. In Biggles, the
film, WE Johns® hamm
World War | airman meets up with
his time-twin from the present 'cz
and gets involved in a caper whi
could the course of history
from being dramatically altered. In
the game, you get to play ﬂ'u'wgh
some of the key sequences from

the film.

Biggles is everyone's hero —
even our Database Minion, Garth
Sumpter has a habit of dressing
upin nddﬂyﬂnggackats donnmgan
w!mnﬂc handlebar moustache
and uttering such words as
*Jolly Gand

Old Sport’’ and
. What" inthe
ganeml direction of anyone who
will listen. He's even bought an
authentic pilot’s romper suit and
wears it round the office! Stran
lad, Gaz — the top of his head is
perfectly flat (something to do with
his Mum dropping him in horror
when he was a baby: explains a
lot, that. ..)

Now ﬂsyﬂurd\anca to get on
the Biggles bandwa.ggon We've
reviewed the ﬂ"ds issue and
e s ot O
cop 0 give away, compl
with a ially produced Biggles
T Shirt. Top prize in thiscompis a
veritable sackful of Bi
memorabilia: the game and T
(of course), a scarf, a badge stic—
kers, a signed photo of Neil

EAOW DAKKA
DAKKA BOOM (ll)

Captain Sumpier
In Biggles Bode.

Dickson who plays the central role
in the film, and an album of the film
soundtrack featuring half a dozen
themes by Stanislas, tracks from
John Anderson, Chakk, Deep Pur-
[ﬂe Motley Crue and The Immor-

To get you in the mood for a bit
of derring-do, Oli has come up
with a litlle sketch of Brgfas in
action. This, in case adn't
already Eguasaed iz a SPOT THE
DIFFERENCE competition — but
there's more than one difference

Ring round all the differances
you spot on picture B, com
form and send it to
CRASH AIR ACE COMP, PO BOX
10, LUDLOW, SHROPSHIRE, SY8
1DB, nﬂungsurayouwntem'f
Shirt size nice and clearly on the
form. Closing date for entries is
31st July, so amove
on. Chocks Away!

P "
S
F S e

Take to the

air with Flying Ace Biggles

Glant BIGGLES GOODIEBAG on offer

25 T Shirts and Games

to be won

| BIGGLY, BIGGLY BIGGLY
| I've spotted.......differences

;
:

SHIRT SIZE ...
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SOFTWARE, Mantronix, casts you in
the role of an intergalactic bounty
hunter. You're on the trail of a

A quartet of particularly unpleasant

villains who have gone to ground

on the hostile planet of Zybor.
Fortunately for your health,

temper and general well-being

4 YOU are not actually expected to

get down there, on the planet's
surface, and seek out the bad guys
in person. No, you have a wonder-
fully engineered robot at your dis-
posal — a Mantronix — and it's up
to you to guide the tin lawman to
the lair of the four bad guys, do
away with them and collect the
bounty.

It's not quite a matter of sitting
back in-a comfy chair in your com-
mand module orbiting Zybor, eat-
ing crumpets laden with straw-
berry jam and drinking tea while

{ ol Mantronix does the hard work |

| dead tuff, and has a neato laser|

{The latest game from PROBE |

down below. While Mantronix is

weapon at it's disposal, it's a
rather dim robot. Well, not exactly
dim, but the artificial intelligence
circuitry that would have enabled §
Mantronix to complete the mission |-
unaided while you scoffed the T}

c4and C was just that little bit to

o
‘

expensive. So you have to control
him, via the console.

We took a look at the game last |
month — and a pretty big game it
is too. We've even seen a map of |
the playing area that was tucked
inside the briefcase of the Man
From Probe who brought the
game- to sunny Ludiow. You
haven't, so when it comes to draw-

| ing & map of Mantronix you're on

your own. Mind you, there's an
Opus Disk Drive on offer for the
prettiest map received in CRASH |
Towers by 20th August. And
Twenty goodiebags containing
posters and a specially commis-
sioned T Shirt for runners up — so
get mapping. Entries please to
MANTRONIX. MAP, CRASH, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB — and don't
forget to add your Shirt size to the
entry form which should be firmiy
fixed to your map.




GROWN ATHOM

HANNAH SMITH took a look through the HOMEGROWN SOFTWARE file, and
reports back on her personal favourite in the collection of games we've received

so far.

I'm not really sure what our Doc Martened Editor has started off with
this HOME GROWN SOFTWARE thing, but something monstrous is
happening in the bottom drawer of the old faithfu filing cabinet.
no-h-w?unnmmml;pulmm place in there.
Only last week | had a little peek and there were just a couple
mmmmymnmmnmdmhm-
cally bursting at the seams with software.

A lot of the games we have received are adventures, written with The
Quill and associated utilities. These will be passed on to Derek
Brewster In due course. Last issue there was a sneak preview of

by fifteen

year-old Anthony Bailey and, as prom-

Supernova,
ised, here Is a full review of the game which has stirred more than a
iittie interest here in the CRASH office.

SUPERNOVA

Even in the world of automation,
intelligent mamnirzaslr:hetgéo get
away it all. i attar-
off automatons choose to spend
their annual holidays at the pre-
stigious Supernova Hotel on the
planet Antares, relaxing in all the
finery and splendour to which they
have become accustomed. For the
rast of us it'll be two weeks inWes-
ton-super-Mare if wa're lucky.
The star of Supernova is a spheri-
cal being with a cheesy grin and
rather ostentatious sun glasses.
It's a Haﬂi!gocdd Bio-Organism
Thingy (ROBOT for short). He has
delusions of financial grandeur —
despite the fact that the cost of a
holiday at the Supernova is way
above his income, he decides to
go along anyway. 3

He is an eternal optimist, and ha
finds the prices are even higher
than he expected — by the end of
his staw{mFIOBOT has virtually
nothing but a sun-tan to his name.
The hotel staff are getting rather
nervous and decide that he cannot
leave until he has paid the bill.
Although the hotel is a paradise in
space, ROBOT is getting a bit
homaesick, so you must help him
raise the cash so can he settle up
and go home.
The adventure is played over
seven floors. The game bagins in
Administration and you move
around the hotel by way of doors
and lifts, Doors give access to
other corridors and rooms within
the hotel. They may be locked,
however, and some objects that
your ROBOT can collect along the
way are of use as ‘keys', Certain
lifts only go up, while others only
go down, making the task of get-
ting to a desired level rather frus-
trating at times. But that's all part
of the game:
At the bottom of the screen the
inventory displays the objects
ROBOT has in his possession.

There are some ampty in
his ample pockets and g: using
the cursor he can transfer objects
into lockers along the way or swap
what he's currently carrying for the
contents of a locker in the hope
that it will be of value. The ROBOT
can also buy things from the stafi
at the Superncva with the bit of
money he has left. The fire button
does everything else for you,
depending on which object

ROBOT is standing next to when

Eouﬂgaas it. Far instance, if
OBOT is standing next to a Staff
Drmdﬁgndedisid" ooy
sage from roid ap on

top of the screen. &:ﬁmm
ajoé'lg the way can give you hints

and tips.
The facilities at the
seemingly never ending. There’s
ing the fashionable Droid
i to while away his holiday in
comfort. From photographic
rooms to chain stores, it's all at the
Supernova. The ROBOT is not
above a little gambling to tz to
earn a faw pennies, there's an
arcade room for him to try his luck

va, ang

S

in. Fellow tourists at the Super-
nova are a fairly unscrupulous lot
and can be bribed. Offer an object
to a tourist and if he wants it you
may gain something as well.
The graphics in the game are sim-
le but effective. Each floor of the
| is a different colour. At the
?m of the screen a table gives
information on the cument loca-
tion, and messages from other
guests and staff appear hers too.
In his accompanying letter,
Anthony apologises for the fact
that most of the game is written in
BASIC. Not that this makes much
difference, because Supernova
isn't a fast reflex arcade game but
an arcade adventure inspired by
the devilish puzzles devised by
Gargoyle Games. For £1.99 it's
certainly a good deal.
Supernova went down pretty well
in the office and | was queueing up
to get at my Spectrum for quite a
few days when the game first
arrived. Anyway, here’s what
Dominic Handy, a ular com-
mentator on games,
thought of it:

Supernova is one of my favourite

of the moment. | looked at
t as if it was sent in by a software
company: the preseniation is first

I really loved the little character
that you control, and the way he
kept stopping and looking around
at me was very cute. The sound in
the game is adequate with a

good tune and colour is ﬁz
used with every possible ¢ on
the screen at once. There ane No
attribute because the
scroliing area s monochroma-
tic, but the display is still very effec-

wants a go you have to break into
the program. This is one mail-order

which there is no risk in buy=
ing. I'd give it high eighties all round
ina review . . .

Supernova is available only by
mail order from Astral Software,
18 Woodstock Rd, Carshalton,

to make Anthony’s life easier.
That about wraps it up for this
month’s news on the Home
Grown Software front. No doubt
by next issue we'll need yet
another filing cabinet in the
CRASH office to accommodate
all the DIY games we'll have
received by then. Sigh.

class and the graphics are superb,
F{T ]I Ot
F i1 1]
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In the Administration area, right at the start of the game.
ROBOT smiles cheerfully from the centre of the screen while
8 Staf? Drold shuffies on to the right
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or hinder him in the quest to return

Last month we launched the GENESIS —
Birth of a Game competition in which the

auntiet was well and truly thrown down to
E readers. Can you design the ultimate
computer game for DESIGN DESIGN to prog-nm
and boMARK to take to the markeftplace

Designing games doesn’'t seem to be too
much of a problem for CRASH readers —
we've had a small torrent of entries already,
if not quite a flood.

Wae riffled through the entries received so far, and
there are a lot t:;?ood ideas floating around and some
excellent scenarios. Judging isn't going to be easyl If
there’'s a game idea inside you that hasn’t got onto
paper yet, you've got untila1stof-luly etyour entry
in, and remember — it could put you on the path
to fame and fortune!

Meanwhile, here’s a quick look at a couple of the
game ideas we've already received . ..

THE QUEST FOR THE CLOD

The Quest for the Clod is the
unusual titte of Paul Bayfield's
entry. Paul's a Lancastran lad,
and although his game design
kicks off in deep , it soon
comes down to earth — literally.
Far away in another part of the
Galaxy, a space ship cunningly
disguised as aclod of earth hurt
towards the planet we all know
and love {and live on.) This strange
craft is packed with information
from beyond the stars. The a-
tional systems on the spaceship
suffer a malfunction, and instead
of amiving at its intended landing
place it plummets into an allot-
ment somewhere in Lancashire.
No-one is really sure of the
space craft's exact location and
scientists have been trackmtg Irtna
course through space, eager to lay
melr m?tdn on the mass of infor-
fight begins between W
powers and a certain magazine in
Ludlow to see who can find the
alien craft first. Will our heros Tilley

Samaa'nha and Tilley rampmg
b o s e
ow
and irate gam? in_their ss
for the Clod From Outer Spaca

Gibbons and Samantha Lewis have different ¢ and
manage to get holdofthesecrers and the game s part
contained in the alien vehicle — arcade adventure, part sti

S Noie Bioniol. w amers apert Théplayermaaaha;mpterrrm
from the Kremiin and Balthazar aliotment to allotment, landing to
Wnﬂburﬁatplck of ti:rbt% crop from  do battle with the enemy agents

and local veggie whao hin-
Paul's game design sets  derthe Questfor The Clod.

MR MISER AND THE BENT
BEAN CAN

lan Fitch from Suffolk has come

up with a delightfully simple
scenario for his arcade adventure

a shop and
then discovers that there is a large
dent in the can. Incensed, Aifred
goes back to get a refund but . . .
the shop, being a Mobile Shop,
has left the area. Alfred's such a
mean miser, he will go to any
Ieng:hstuﬁndmamvmstore 50
long as doesn’t have to spend any
money! The e involves fare-
dging on buses and trains
and of hoofing it around the
city centre. Alfred encounters a
variety of characters who can help

the beans and obtain a refund —

housewives, Punks, children and

shopkeepars all ‘appear in the
me. In Alfred’s case Beanz
eanz very sore fest.
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Poor little robot Quicksilver has  The game takes the form of a fiip-

been botn from his home

of rion by the evil

d Dﬁ::lmds who aim to have
50me n at his

Quicksilver finds himseff i Mha

maze-planet Torturax and the

nasty Dreads are about to do

urgleaaam things to him.

Suddenly, Quicksilver receives
amystery message which tells him
that escape from the maze is pos-
sible if he can only find five terminal
points and interface with them.

CAROLINE’s CAROL LINES

screen arcade adventure alon
lines of Bobby Bearing and
dizzy, although there are quite a
few twists and turns fo the gamep-
lay . .. including rampagmg nas-
i!es ausrmc catapwls

gr pipes. Lrﬂshnkihe
lewe?s of Torturax, and mapping
the game will be an essential pre-
rnqumte WD) of play. Lee

erts has certainly put

Qu!c.'ts:fvw in an awkward predi-
cament .
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Jonathan Brough of Seaton in
Devon has a distinctly wintry
flavour to it. The game stars a
female vicar (a vicar-ess?) who
suddenly gets a mental block
when it comes to remambering
Christmas carols for her festive
church service. As her organist
and churchwardens are all in bed
with the fiu, her only hope to isto
track down members of her famity,
who, on receiving cormect answers
to Biblical questions will refresh
Caroline’s memory n it comes
to the Christmas carols. ]
Jonathan's games design
hwwmolves four sub-games, gta;h a;
ch requires a ent style o
play. Starting in the town, Caroline
the Carol-lass vicar has to employ

&
23
558

owo

tactics to secure the first parts of
her missing tunes, visiting loca-
tions in the correct order. An
arcade sequence follows at the
seaside, where the player has to
rely on timing and reactions to
coax Garoline's brothers into reve-
aling & few more tuneful morsels.
The game then moves on to a
maze sequence in the inner city
and . finally concludes with an
adventure in a television station.

Well, that's just a sprinkling of
some of the more unusual
ideas we've received so far.
farget that the scenarios on this
@ remain the copyright of the
— 50 no pinching them!
Kasp the entries coming in, but
remember — time's running out.
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MERELY MANGRAMMVERELY ||

Despair, an ¢

glong with the wmﬂw and zany
Jvoumey to the Centre of Eddie
Smiith's Head.

The budget business is boom-
ing for aTLANTIS as well — "ve
just released the follow up to Mafia
Contract, wittily titted Mafia Con-
tract /. Another one for Derek. Two
CAVEIm- aean:hmg games have

also arrived from thelamLasmsista-
bile inthe form of Caverns of Kon-
tonia and Luna Aftack, both
arcade adventures with a
theme. £1.99 apiece, nauguzi
OQur hallowed Editor, M\um |
must approach soon with my
annual plea for a pay rise, recently
i despost Shoec g e
in , returning with
Jack Nmpermdmw;ngﬂha
eREMUN [aunch schedule. And
very impressive it is too, wl‘thapr
screenarcadsad\renm Future

October
ba Diayed on a chequ

screen is also underway — 'a sort
of cross between Bounder and
whm’“’* ol At £
0 came away im
ai); the Tiger U, \vm
action should be viewed from
above and a football simulation in
which you try to become Footbal-
ler of the Year are due from the
Sheffield Byte merchants’ HQ bet-
waen now and Christmas.
Melbourne House are beaveri 'a:)z?
away on Fist Il, which, we are
Istoieammesamatypeufcm
trol and of movements as
the original, as well as a number of
enhancements, Rather than fi
formal matches for points,
combatants have to ﬁ%rt through
different locations eac
have an effect on cm'bat and
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CENTRE OF EDDIE SAITH'S NEAD — on

stamina levels. Stamina is reduced
very rapidly when a fall |stakﬁn|na
swamp for instance. Drowning
isn't for you! A cave plays
host session

one -
and with the low ceilings the range
of moves available is reduced.
Costa Panayiis
ing on a new
and is trying to create aﬂmdornly
B i e Rocenty o
& i X
start atytha bottom of a stack gnog
have to work up towards the toﬁ
by setting four switches on eac
succassive level and scampering
to a lift before it leaves for the floor
above. Sounds intruiging — more
details next month, voRTex willing.
In the same part of the world,
SOFTWARE PROJECTS are working on
a new multi-load game. They're
keeping very quiet about it, but if
we send our Doc Martened Editor
in the general direction of Man-
chester we should bs able to
frighten them into revealing more

in time for the next issuel

BUBBLE BUS are just waiting for
Tom Prosser to the final
touches to The lce Temple which
we look at more closely over the

ﬁ. Theyhmamw?:rmfrom

ber — remember John?

Well you should remember

Madness is the title of
John's new opus.

A couple of humour-packed

adventures are on their way from
oAL who don't seem too upset now
they've had to abandm the
Dmamaanm

project. The
wittier title than Bored o the
e i |st:n'm:ally ?Thgphte and
c ues the saga slightly
mad olkeinesque creatures
craated by Fergus from DELTA 4.
The gels at st BRiDE's have now
completed their Very Big Cave
Adventure for the ever-youthful
Clem Chambers, cRL supremo,
:fmmsmmduabwm;ma
any day now
from the budget labsl founded
Clem called ALPHa-OMEGA. PoOr
GapﬂﬂinSistmppadhapmeand
mmde setoflt:kmpmm
access a
sohecanrammweanh.m
oxygen supply and hu
monsters make the task that

more tricky.

4 Another Mmkeapin firm, this
irmne OCEAM i5 a gen
profile — Ki gmaf
Hawk are st

mrtmnsmahopswm
get the key to the Cardinal’s tower
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E‘ ek 10 zoom around in, and
" flamethrower by way of a

a;cl You see, each

time th:énnﬁe is loaded, the eight
“and the eight reactor

i Siart off in a different
a does Nick! If you die
1 | session, it's pessible to
1 Ihﬂ game with the same
_‘m‘ieham,e the locations of

e, that's a telepori!

i when he's in jetpack
¢ — very handy for meliing
mﬂl&ﬁt ice: and moving to new

ns. Obviously, Nick has to

customised cruiser in the
mple before he can use it, but
oanceaboard he can take advantage
ofitspowerful laser cannon.

'ﬁ;_]n": currently slaving away
qﬁ;a red hot Specirum keyboard,
pes ta complete the game in
tm:u‘:t ar a full review of Ige J?mph
Mmemh Look out for it .

I mmwm—mhmbm.m,mu get to
the key a poisonous snake has to ba fed with @ rat

ANEWWAYTO CREATE
ADVENTURES

Ateam of people down at INGENTIVE
have been beavering away for
yonks, working on a brand new
adventure  writing utility which
goes by the name of Graphic
Adventure Creator — GAC for
short.

Sean Eliis is the main man
behind the code, which was writ-
ten on an Amstrad. The Amstrad
GAC appeared a little while ago,
before Alan Sugar bought the
Spectrum, but by the time you
read this the full-blown Spectrum
implementation should be in the
shops.

We've had a close look at the
system — lan Andrew popped up
with a 90% finished version a little
while ago, and just before this
issue went to press the completed
program arrived, together with a
mini-adventura which shows the
sort of thing that can be achieved
with GAC without too much pain.

GAC is more of an ‘Adventure
Processor® than a hard-bitten,
complicated utility. Setting up an
adventure and modifying it with

GAC is simplicity itself — the
whaole program is very user friendly
indeed and very little in the way of
braincell bashing is required
before you begin to see the fruits
of your labours. Ali the thinking can
go into designing the adventure,
rather than implementing it.

The package is completely self
contained — graphics can be
designed using the on-board
drawing utility. A full review of the
package will appear in the August
Issue — but meanwhile feast your
eyes on the graphics that accom-
pany Ransom, the mini adventure
that comes with the software; it's
used to explain the way GAC can
be used to create masterpiecas.

INCENTIVE are quite happy for you
to market adventures created with
GAC — they don't want any loot,
just an acknowledgement. Arid
they might even publish your game
for you if it's up to scratch: they
plan to sell a range of adventuras
under the Medallion Adventurs
banner in due course.

PYRACURSE POPS INTO
THE SHOPS. ..

Much gnashing of teeth and
wailing in CRASH Towers this
month was caused by a few days

delay in the completion of HEw-
son's latest arcade adventure,
Pyracurse, previewed last
maonth. Everyone has been hav-
ing lots of fun stomping round
the first level of the game, which
Andrew Hewson brought into
the office for us to play with com-
plete with a copy of the original
programmers’ map etched onto
battered graph paper.

Unfortunately, the finished
version of the game arrived just
a bit too late for us to do It full
justice on the review pages this
issue — so here's a little bit more
to feast your eyes on, Keith Pros-
ser and Mark Goodall have Incor-
porated all the features they
aimed for into the game, and the
finali product should keep
gamesters enthralled for many
hoursn Mext issue, Scout's Hon-
oul
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After much anxious waiting for the postman, THEEDGE'S
next rélease arrived in the form of Bohbyﬂoadng. Gary
Liddon used his great bulk to fight to the front of the
queue, and got the chance to preview the game.

ORE. MUCH
ORE THAN
ARBLE
ADNESS

Poor ofd Bobby—
Il' hm :;.H squashed fiat by tha concrato block on the right. Rather

ummhsmbmammmm
cousin has lead his four brothers astray. The ras-

bdibmngsme
mmmmwmmmw
and truly spanked. Poar ol Bab, i's alot of has-

i
ﬁﬂ&bﬁ'wﬁm ﬁanﬁduumm
10 wander thes

8 bean badly bffed and at unconscious — 5o
they won't wander aboit, This makes finding
them 2 Iittie bit easier, but when they have bean

found, getting uwﬂ
mnsmmﬁhmm o
mmmmmmumm

tacles he encountered on the way out, bul his
mmwwmmam
The screens which form the playing area con-
sist of /8, ips and siopes and feature
wielrd and magnets, cunied runs, hid-
den presaure switchas and moving blocks which
hava o be used g lifts and springboards during

wmmmmamm
Trundie ver them sinc they propel
Mmmdhhﬂuwmﬂem
With practioe it's possible to fake advantage of
Do 1 W 0 e & oMt hoc s
you s 8
mmw;mmm aboutin
happily splat |
mﬁwdmrmwmmgﬁ-
wrong moment . .
The game s played against the clock, and sach
time Bobby takes too 8 fall o is biffed by a
mmmm and remains ncap-
able of movement while a Quastionmark appers
above his head, The gamatime clock speeds up
for a.bi, to0.

mmmwﬂmh
nwagad o get the Spectrum's
mmgununpummmm-
mﬁmmmw
seen !
mﬂz mm noﬁng

wmmmmweyswm
mﬁmﬁnmmmmwm

GMMJS.ME? ﬂmalb;dmbﬁwmw
We shall have to see . . . and you'll be able to she
mmm ufmamumm next



THE PUMPKIN STRIKES BACK!

Now that the Witch who starred in
Cauldron has defeated the Pumpk-
ing and won control of the Golden
Broomstick, she has seized his
crown and his castle and lives there
in splendour, The team at PaLACE
SOFTWARE couldn't really letthis state
of affairs last, so they sat down and
wrote Cauldron Il

Flushed with success, the Witch
has become lazy — she spends all
day in bed — a real Sleeping Ugly.
La‘tﬁe does she know, but one of the
Pumpking’s veggie minions sur-
vived her eviction: a tiny pumpkin-
let approaches the castle with
revenge on his mind and recovery
of the Golden Broomstick as his
aim.

The smiling litile vegetable you
control is capable of bouncing up
and down, and has three strengths
of bounce. The little chap bounces
en the spot, rising progressively
higher as the fire button is pressed,
then leaping off to the left or right
with an appropriate tweak of the

joystick or prod of the direction key.
Steps, ledges, tables, chairs and a
host ef architectural  ornaments
have to be negotiated on the jour-
ney round the chaleau,

Each time a game starts, the litle
hero begins in one of eight ran-
domly allocated start points, There
are 128 locations to explore, most
of them inside the castle and nearly
all of thery inhabited by very mobile
and wery dangerous creatures
created by the Witch to defend her
slumbering form. In order to dis-
pose of the horrid hag the valiant

umpkin must cut off a lock of her
Eair and castitintoa cauldroninthe
basement of the castle together with
a spell book that can be found
somewhere in the building, This
may sound straightforward, Eulfi\.re
more vilal objects have to be col-
lected and used al the appropriate
place iithegame isto be completed.

Most of the nasties can be
despatched with a blast of magic,
shot out while the pumpkin is in the

l The throne room In Castle Pumpkin, Can our littie veggle chum

depose the evil slumbering

With & nice full and
bt i g g
ramparts in CAULDRON 1

pocket full of the iittle
d&nmqi:m‘hn

Castie

air by, a press on the fire button —
but some magic has to be on hand
first. Sparkling pools of magic can
be found and collected in some
locations, and each shot costs 1%
of the pumpkin's magic reserves.
Masties regenerate after a fittle while
— killing them doesn’t make the

me permanently easier! Patrolling
sgiehtnns that guard some of the
vital locations and objects can’t be
killed with a bolt of magic however,
and the right object has to be in your
possession before a skeleton can be
tackled . . . Mot all the nasties actu-
ally kill your litile chum — some of
them have a slightly different effect
on his well beingand position in life!

Patace have almost finished the
programming — all is set for an end
of July launch and they're just fine
tuning the responses of the pumpkin
and the nasties at the moment. Can
you win the Castle back for the Veg-
gie hordes?

Home Brew freaks will no doubt welcome the arrival of aLLiaara’s Pub
Games — a computerised compendium of the games that are played
in the very best sort of Local. Pour out a pint of home brew, load your
Spectrum and hey presto, your home is transformed into the Tap
Reoom of the Dog and Ferret.

Half a dozen games feature in the collection, including Dominoes,
Skitties, Darts, Bar Billiards, Pontoon/Pokaer and Table Footje.
ALuGaTa League rules apply: Darts is best of five games to 501 witha
double to finish, while Skittles is played 31 up and throw three times-
from behind the line.

As we went to press, aALLcata were putting the final touches to the
£9.95 package — all the separate games were up and running we
wera told, and just waiting to be slotted together. Seams they've
been having a few problems with playtesting: the Press Release
accompanying thess snaps had a distinct aroma of hops and malt. it
could be the lads have been nipping down the road regularly to make
sure the computer versions of the games match up to the real thing!

On the Oche with ALLIGATA In their Darts

simulation. Steve
player —where's his beer gut?
CRASHJuly1986 113
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AROUND THE CORNER FROM

Dr Tim Langdell, bossman of THe ED6E IS In high splrits at the moment, and
rightly 50 — he’s got some very interesting software or the way. Not only is
Bobby Bearing about to hit the streets (our resident foodaholic, Gary
Lideton takes a close look at that one elsewhere on these pages), but a smart
chess pregram featuring 3D graphics is well underway, as well as a new icon
and menu-driven adveniure — Mindstone.

Of course, on the serious software front The Artlst Il is around the corner
(the final touches are being put to the printer driving routines) and The
Word has just been finished — we'll be taking a close look at them in TECH
NICHE as so0n as we can.

And there’s more fun software in the pipeline from The Edge, who are
moving offices to gain extra programming space! Falrilght H is scheduled
for an autumn laundh, as is Palatron, a 3D game with a futuristic setting
which is currently being writtery by Charles Goodwin, programmer of
Strangeloop and the Amstrad version of Shogumn. A science fiction alter-
native to Falrlight is all Dr Tim would say about Charles Goodwin's new

The full 3D board and Staunton

gamel

Finally, The Edge’s portfolio of Spectrum releases includes an adventure
creation system involving GRAX, the language Bo Jangeborg put together
50 he could write Falrlight in the first place. No firm release date has been
set, but a summertime appearance is on the cards.

ICONS, MENUS and PSYCHE

You are

Dbiects

Spell

I nmmwmmmmmwm

Edge's graphics masstro,

Mindstone puts you in control of a
quartet of characters on the trail
of, wait for it, the Mindstone! This
object has wondrous capabilities
— it focusses and amplifies the
mental powers of the person who
holds it, and can be used for good
or evil, depending on the user's
inclinations. Unfortunately, the
Baddies have pinched it from the
Gioodies and it's up to your teamto
recover it before the forces of evil
gain control of the land. Durin
play, the characters move aroun
in the current location, responding
to commands in much the same
way as the personalities who
inhabit Valhalla stomp around their
environment.

Each of the four characters in
the game has different characteris-
tics, based on physical strength,
cunning and a psyche factor —
magical ability. The quest begins
in a bar, with the four adventurers
assembled ready 1o begin their
journey. Using the icon system,
you can select which character
you wish to command, and then a
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nested menu system pops into
view revealing the options open to
that character. The character’s
status and invertory information
can then be called up onto the
screen before attempting. any-
thing. -

All sorts of nasty characters lurk
in the locations that have to be pas-
sed through, including demons,
vampires, fire monsters and man-
gatrons Spells and weapons can

& used to dispose of the denizens
of evil, and combat is undertaken
via a ﬂght screen. Around forty
objects can be found in the game:
faod, scrolls, tools, weapons, holy
water and kays to name a faw, and
traders will be encountered from
time to fime. Skillful barterin
allows the characters to buy, se
and exchange objects with mer-
chants.

If one of the characters is killed,
the adventure can continue, only
things get a little bit harder.

£8.95 should be enough to st
you off on The Quest for the MIND
STONE. ..

pieces from The Edge

CHESS IN
THREE
DIMENSIONS

There's mere to computerised
chess than meets the eye — all
sorts  of artificial intelligence
routines are required to geta com-
puter playing a good game of
chess, and The Edge’s chess
game is set to play a mean game
— perhaps the meanest game of
Spectrum chess. Only time and
computerised tournaments will
decided whether their new prog-
ram really does have the adge on
the rest, but in terms of visual
appearance and user friendliness
itis likety to win hands down.

THE EDGE. ..

The game can be viewed and
played mlhrea ways and the player
can toggle between views during
the course of a game. Shown here
is the basic 3D view, utilising the
standard Staunton chess set —
but the final version is likely to be
accompanied by data for the Isle
of Lewis set, and possibly an Alice
in Wonderland set too,

The 3D board can be: rolated
and used to set up the pieces, with
the computer playing Black or
White. A 2D mode is also availabie,
in which the pieces are displayed
in the standard notation used in
newspaper chess problems,
Pleces are manlpulatad using
icons, unless you're & real chess
purist — there's nothing to stop
you selecting the text-only mode.

In text mode, the program stores
all the moves made by both
players during the course of a
game and they can be 'replayed’
at the end, so it's an ideal way to
learn and improve your game, The
software will handle every chess
rule, and computer chess con-
anoscenti will appreciate the fact
that The Edge's chess ram
can handle the King-Bi
Knight endgame which most
chess programs won't admit is a
draw.

No firm news is available as 1o
title, price or release date aswego,,
topress. ..

INTERGALATIE ﬂmm i

Annmaraimdeadwmuralsomts

outpost is sixteen hours away.

haarghl lﬁyaumndﬂkwwﬁoﬁa
nes repair the

shi

‘ﬁm i contains 12&anneaﬁl
Haﬁmw-:m the asteroid itself,
32 more are taken up bfﬂ'lasHa-

tobe easy.. ..




| Ocean Software is available from selected % T - Oceaiy Sofowire .

i WOOLWORTH, WHSMITH ( | Ocean House - & Central Street |
| LASKYS, Rumbelows, COMET | . * . . ' Manchester - M2 5NS ’

. 5pectmm Shops and all good software dealers. & * & b Telephone{)ﬁl 8326633 Telex 669977 Oceans G |
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£9.95 for AMSTRAD 464/664/6128, ATARI 64K, BBC 32K, CBM 64, MSX 64K, SPECTRUM 48/128K

THE PRICE OF MAGIK

MANY
POWERFUL
SPELLS

INDEPENDENT
CREATURES

VIVID
WITTY
RESPONSES

INVENTIVE
PUZZLES

SOPHISTICATED §' /. N LA PSS R LOCATIONS
RECOGNITION _ ia - o\ Y e ILLUSTRATED
a 4 4 g FRY ’ (not BBC)

AS YOU RISE FROM SORCERER’S
APPRENTICE TO SUPREME WIZARD
THE PRICE OF MAGIK
WILL KEEP YOU SPELLBOUND

Send a large S5.A.E. for FREE POSTER and mail order details to: E‘N
Level 9 Computing, P O Box 39, Weston Super Mare, Avon, BS24 9UR




