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Hunter § Minson ?eta involved in a little gossip,
seeing as the free hes are in short supply
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46 STRETCHING COMPUTER GAMES

Pete Tamlyn takes a lock at the relationships bet-
ween Fighting Fantasy, Role Playing games and
computer games — not just adventures. Next
rnmnnm he looks at Role Playing games on compu-
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\ZJuasimodo’s ding-dong ?
dos rattle the rafters|
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no ‘'modo has lept before!
Go on... take a swing at it!
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Ocean Software Limited ¥rie
Ocean House 6 Central Street - Manchester - M2 SNS - Telephone 061 832 6633 - Telex 669977 Oceans G
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NE sleepy Shropshire town. He's
w cms" already zoomed up the motor-
STAFFER way to Liverpool with Julian Rig-
nall from ZZAP! and survived —
see the Software Projects inter-
view on Page 90 — so it looks
like Tony is set to become The
Bearded Man of Software
Reviewing. Welcome Tony.
We'll all want our own monog-
rammed mugs now . .,
THE MONTHLY
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Save hours of laborious tzpin in listings] This cassette, only
available from CRASH MAIL ORDER, contains all the majar
programs from this supplement, plus loads of the smaller ones.

3
B
CRASH MAIL ORDER, PO BOX 10, LUDLOW, -
SHROPSHIRE SY8 1DB -:
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Penetrate the Portals™
Probe the evil of the Inca curse — discaver the lost temb of Xipe Totec, the Sinu God.
dipt 1 o manoenvrs through the depths and darkness of tombs and crypts. Cuide
0Dy )
¢ Daphoe, and the mischievous dog Frozhie, in their battlg
phnz from the devastating cuzse of the ancient South American God Xipe Toter —

Hewson Consultants Ltd

For 48% IX Spectrum

and 178k I Spectrum fin 48k mode)
CR3SETTE = £3.05

wend a chegue/postal order to Hewson
v cvedst cand by sending pow

T ading Eetate, Witon, Abingdom, Dxoh 0X14 £AX

As part of our continuing development of innosative software we are abvays Rappy to evaluate software sent 10 us with a view 1o publication,




GAMES CENTRE

2 iame Leaders
[0 Ghieer About

SUPERBOWL
The official N.F.L. authorised computer simulation,
including a quide to American foolball rules.

Two player game.

AMERICAN FOOTBALL

Action packed strategic simulation, fast animaied graphics
and statislics charts.

For one or two players.

themo.1choice
forgames e

ABERDEEN 177 Union Street m BIRMINGHAM 98 Corporation Streel
BRIGHTON 1571161 Weslern Road 8 BRISTOL 18 Merchant Street
BROMLEY 140144 High Stree! (in Burton Menswear)

GLASGOW 26/32 Union Sireet I LEEDS 94/96 Briggate
PLYMOUTH 105 Armada Way 18 LONDON 100 Oxford Streel

TOP MAN Oxtord Circus
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i iness
| regarded as THE event of the year

£120 WORTH OF PCW SHOW
TICKETS UP FOR GRABS

This year's Popular C uter
World Show is to be held at Olym-
pia in London and runs from the
3rd to the 7th of September. (The
first two days are for trade and bus-
visitors  only)  Widely

for any one who has an inclination
towards computers, the PCW
show exhibitors include hundreds
of companies who will be showing
off their wares.

If you want a first hand preview
of what will be coming out for the
Spectrum  over the autumn
moriths, the PCW Show is vital vis-
iting. Next month we should be
bringing you a round-up of some
of the goodies that are likely to be
revealed for the first time at Olym-
pia, and of course NEWSFIELD is
taking a stand at the PCW Show —
don't forget to pay us a visit. We'll
be in the National Gallery on the
first floor.

We've got 40 FREE PCW Show
ticket packs, including the Official
Show Guide, and they're worth £3
each. i you fancy free admission

LUDLOW
MAGAZINE
EMPIRE

EXPANDS

1 Jo Quick was in such a hurry to tell

people about the gamies DURELL
are scheduled to release over the
coming months that she sent out
five releases. One fo
CRASH, one to ZZAP! one to
Commodore User, one to Sinclair
User and one to CEVG.

Realising that the centre of the
Computer Magazine Publishing
world is firmly placed in Ludiow,
Jo sent them all to us at 1/2 King
Street, as the picture shows ...
After Lloyd got over the shock of
reading the press release five
times, he managed to give the new
DURELL mes a mention in
MERELY MANGRAM before send-
ing the information winging off to
the appropriate London offices.

Nothing like hammering the
message home, eh Jo?

i
i
|

to :heShg:-w of the year, jot the ans-
wer to this simple guestion on the

pesn :
T eruweshnm h
tow PR show, ™
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back of a postcard or en

and send it off to PCW TICKETS,
CRASH TOWERS, PO Box 10,
LUDLOW, SHROPSHIRE, SY8
1DB, We'll be making the draw on
August 20th to make sure the win-
ners get their tickets on time, so
get @ move on.
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LOLITALOREN puts Tipste
paces. Or was that the other way round? Hannsh

GIRLIE TIPSTER GETS INTO TRAINING

rHANMNAH SMITH through
like an
| T ee—

...moﬂm:

Our very own Girlie Tipster {and star of this month's cover), Hannah
Smith, is certainly taking the challenge she issued to Melissa Raventlame
seriously. While Melissa hides behind her pseudanym down at CAVG,
Hannah leaps into action, donning a MONTY ON THE RUN jogsuit and
jumpin? at the chance to get some training in.
A little while ago, Worldwide Enterprises from Birmingham staged a
wrestling tournament at the Ludlow nightclub, THE STARLINE. Spotting
that a couple of lady wrestlers were on the program, and being a
resourceful person, Hannah got intouch with thie management and fixed
up a training session with Lolita Loren, British Ladies Champion. . , .

GENESIS
BIRTH OF A GAME

Mark Strachan (the mamx in
pomark) wended his merry way up
to Ludlow this month to show us
Trivial Pursuits which is due out on
the Spectrum in September. While
he was here he had a quick riffle
through the GENESIS — BIRTH
OF A GAME competition entries.
Here he is, snapped at the official
Competition desk in CRASH
TOWERS. As you can see from the
photograph, Mark was clearly
‘amazed’ by the number and geni-
eral standard of entries.

Don't forget, the competition o
winner is likely 1o tread the path of gt
fame and fortune . . . The winning
zﬂtry will be selected very early in

Lgust by an impressive array of
judges, % line-up mnsm; of
Dave Carlos of SOLUTION PR,
Mark and Dominic from DOMARK,
the team from DESIGN DESIGN,
Graeme.  Kidd  representing
CRASH and Mel Croucher, who
will act as independent judge.

Mel is rather pleased about this,
because it means that DOMARK
will finally have to cough up a bot-
fle of cha 've owed
hirm for , for some reason so
obscure everyone has fargot-
ten. Cheears Mel!

Mark
mnm{;nmtmhn?mmr:mmw‘m
GAME suftably impressed

T

looks

THE AUTUMN PARTY.

Newsfield is throwing a party in my name — literally. You see in

December a brand new magazine is bei

simply B-IWA. Yes folks, it's me, Lloyd arl_?riwn, and I'm on the

make. Fed up with my piffling desk stuck between the expanse of

Grasme Kidd and mud-wrestiing, Candy-look-alike, Hanna Sniff, |'va

decided to branch out and licence my name to Newsfield for a weekly

pay rise of £2.13 (gross). Well, if George Michagl can go solo, why not
2, | thought?

me, |

The party is beuz? held in September as a fiendishly clever way of
convinging big advertisers that their praducts will just not sell uniess
they get into IV, For some extraordinary reason, it seems these
advertisers would like to look at some CRASH readers cavorting
rounda disco, which is where you come in (being CRBASH readersan’
all).

So where’s it all happening? At no less a venue than the famous
Camden Palace in London on September the 18th from late morning
onwards (odd time to go bepping | know, but then iSers are a
iunn'y crowd)! There'llbea iotw on plus a chance to be among the
150 first people ever to see IV (the magazine that is, | probably
won't be invited as they 're only paying for my name).

If you would like-a chance to get to London, courtesy of Newsfield,

wisit the Camden Palace and start partying, fill in the form below.

You'lll be mixing with some ZZAPers as well, so bast behaviour)!

chosan ones will be contacted as soon as possible about travel

arrangemants etc.

Don't miss it!

LM
r—-------- P T
! Iwould likea chance to go to Newsfield’s LM Launch party at the
3 Gamden Palace on the 18th September 1986,

launchied and it's called

Neamie

e by oo e L B e e
Return as soon as possible to:

LM PARTY CRASH, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1iDB

CRASH August 1986 11



Itis hot. The ice is gently erackling as it fights a losing battle to keep my Bloody Mary at a drinking temperature. If
this continues | might just pack itin and fly off somewhere cool. A sea breeze on a Greek beach sounds a tempting

alternative to the city heat,

Actually | may as well be anywhere
else but here, sweating over a
word processcr, because the

software M%Wna into
summer wants to
launch anything, even If it means

copious cold drinks, in this
weather,

I've even been ticked off this
month for constantly dwellin
the state of my stomach.
iovely Jeni Beattie, who handles
PR for ocean, apparéntly took
my remarks about the
scarcﬂy of frea lunches from the
Mancunian moguls.

“‘Next time we have a new game
we'll just send him luncheon vou-
chers,” she told Graeme. Or a
Fortnums hamper, Jeni ... that
would do nicely.

I have another follow up 1o the
last column, Remember debonaire
Andrew Wi

whose photo
among last issue's ramblings?
Well, no sooner had he appeared
than his fate was sealed!

it izn't se much that the blond
bombsft'u:gd is Iaamng the plush

ers _ of
ACTIVISION. Thﬂt just playing fol-
low my leaderasé ;}lla "gnc
bails out for pastures naw.
Interestingly, | interviewed this
extremely rich American yonks
agoe — he hung on lo than
Andy but even he couldn’t resist
the Curse of Minson.

Mo, the true horror is not even
his move to The People’s Republic
of Islington but that
he’s joining NEWSFIELD!

Yes, is 1o head THALAMUS,
the new are label, along with
Gary Liddon, the only persen |
imaw who actually makes me
shuidder. Honestly, a hatf of Barbi-
S e B
aroun a 2
Reed charm

Several emarnp{es of the Bodie
and Doyle of bad behaviour's
boorishness were to be savoured
at a recent party, thrown by the
mx!remsliy d’ﬂ‘mh‘%asslsé;a&ﬂwned
a rival magazing (guessi [a]
ls&y#tea‘l"wg&ltsam S
yself, my nmav
well known man of medicine: Dr
Laszlo Leys and his fiancee, Cour-
tenay, ware en| a quiet drink
'when Wright took it upon himself

12 CRASHAugust 1986

a ho,ha. ..}

mmmuﬁwmmmmm
you send this woman a benana?

to physically abuse me. Liddon
stoed by and laughed. Even the
Kray Brothers were praferable to
this sort ef harrassment.

Luckily it took mere words to set
And:ftur ights. Two words in fact,
but I'm too much ofa gentiernan to
mantion her name in print. **'Ow
did you know ﬂm?’ asked the
software indust answer fo
Jimmy  Somervil No, that's
unfair — Jimmy Somervilie isn't a
silly enough queﬂian to deserve
such an answer.

Well, Andrew, The Shadow
Knows that and ‘a lot more, and
unlike ZZAP'S puny psnumbra.
this Shadow comes out after
This Shadow knows who you

treated to two nightsin one of Lud-
low'sposhesthotels. Butagain'm
too much of a gentieman to say
wha .. . just that the room cost
mare than £1.99. Now ‘ow did |
know that?

Back to the clothes horse's
sidekick though — Superych!
Amongst this human garbage dis-
posal's feats is the small matter of
Iha ricot and chicken. Who else

possess the style and race
ta cwsr the screen of 50
glse's ACT computer with the
gmmsy debris of a Colonel San-

The machine had to be stripped
down and bathed to remove the
Kentucky Fried felon's remains.

His behaviour at the party was so
unwelcome that the hostess,
sweet, delicate thing that she is,
retired 1o bed very early indeed.

Understandably Andy has been
hired o present the public face of
THALAMUS. The thought of Half Bis-
cuit-Half Beast, who weighs in at
16 stone, I'mtold (and though he's
over six feet tall manages fo fook
much shorter) being the public
face of anything is akin to an
obscene Mount Aushmore monu-
ment in its magnitude:

Meanwhile in the word of
software, strange things have
been happening. The lovely Jane
Smith of areus recently received
a banana through the post. So did
several other gorgeous, pouting
computer beauties. When some-
body starts sending young women
bananas, it's time for some hard
core investioative journalism!

My first call was 1o my personal
mcle, the Elegant Baxter, who is
no | r eligible, I'm happy to
say. Michael is quite capable of
making people go weak &t the
knees, though uniuckily for him his
suitors are not always one
hundred per cent sufted. He

wasn't the man behind these par-
'.'I::ulap'iruity doil thcuugh
Naxt | phon ne to see if

shie'd sing. Well, the bamaﬂa may
have been yallow but she was no
canary. | asked har if it was firm or
squishy to the ftouch but she
declined to comment. All she
would say was that an inatruction
accompanied it, waming her to
waif for the gorilla,

Evantually the lla arrived —
or rather a photo of said simian did.
And with it an explanation. It was
all a publicity stunt by a PR

ency, touting for business. Now
Iask you—ifyou were Jane Smith,
would you hire somebody who
sert. you a banana to publicize

yosmi it bringa us neatly back 1o
where we started and my thought
for the issue. In a month where

there are na launches, even: a.ﬁ'h‘y
bag full of pulped banana would
be welcome. Se Jare, if you didn't
eat it, please forward béfore |
starve,

Yours in fear and loathing
Hunger 5. Minson




“Cauldron II looks
good, sounds good,
and plays even better.
Miss it and you'll
regret it’

—Zzap! 64

“Don't delay, buy it

today.
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SUBTERRANEAN
NIGHTMARE

Retail Price: £2.99
Author: Tim and Jane Cloff

| uring the 1980%s, various
| nuclear weapons were
| tested in the Nevada
| desert. Atthetime, there appeared
| to be no harmful after effects on
| the surrounding environment.
However, in 1991, five years after
the last test, severe seismic tre-
mours were recorded in the area of
the testing site.

Professor Fusion, a top scientist
and an expert in these things, has
been sent to investigate. However,
as he strides out across the sun-
bleached Nevada desert in his little
radiation suit, the ground begins
to shake beneath him and a great
chasm opens up. Suddenly, Pro-
fessor Fusion feels his body being
sucked downwards. By a miracle
ha survivas tha fall, and finds him-
self in a subterranean world of dark
caves and even darker passage-
ways. Slightly bemused, he dusts
himself off and begins to explore.

Large, glittering radium crystals
are scattered on the cavern floors,
deposited man;,lr;zaars before. As
the Professor picks these up, sec-
ret doorways open up before him.
Intrigued, to say the least, Profes-
sor Fusion explores deeper, and
deeper and deeper, . .

The Professor is not alone in the
caves. They are populated by hide-
ols monsters that have been
deformad by the high levels of radi-
ation. In the half light, they clutch
at anything, including the Profes-
sor. Even his radiation suit can't
protect him against these nasties

steps or taks a chance?

Producer: US Gold Americana

and contact with them loses the
Professor one of his four lives.
Apart from the monsters, there are
also mutant mushrooms to avoid,
not to mention the Ominous Vat of
Sticky Gunk which is hardly con-
ducive to good health.

As the Professor progresses
deeper into the caves, he discav-
ers that the systems harbour a
more sinister secret than mutant
monsters: a huge underground
complex has besn built under-
ground. The truth ‘?r&dually begins
to dawn on the unflappable Profes-
gor. This subterranean citade! is
being used for storing deadly mis-
siles which the mutants plan to
release into the outside world as
revenge for the nuclear tests that
caused them all their problems. As
so0n as Professor Fusion realises
this, he kpows that he must
escape at once and infarm the
powers that be of the impending
danger. The more radium crystals
he picks up, the mora passage-
ways are revealad to help him find
the exit.

Professor Fusion moves around
the complex by walking or jump-
ing. Somea monsters are so doci
that they permit you to bounce on
their heads in order to get to the
higher levelsin the caves, but most

them are not so friendly. There
are no weapons invol in the
game, so the Profassor must stay
alive by using his skill and dainty
leaps to avoid the terrors which lie
beneath the Nevada desert.

Oh dear. That looks [ike It could be s nesty drop in front of the

Prof ot the bottom left of the screen. Should he refrace his

SUBTERRANEAN

§1 %

THE NEUTEINO'X EIRTHRRY FRETY

T R

@ * After last month's unexcit-
ing start, | thought maybe
AMERICANA could have done
something more positive than
this. it seems they can't. The
graphics are nothing amazing,
but there is some nice animation
on some of the screens. Basi-
cally, it's just a very simple plat-
form game, no features that
might make it something spe-
cial. | didn't find it very playable,
and was bored within half an

hour. Platform freaks may find it |
grabs them as being a reasona- |

bly cheap bit of fum, but it
doesn't appeal to me in any spe-
cial way at all.

® * There are so many trite plat-
form games like this on the market,
ft is hard to see how big companiss
still release them. The graphics are
above average, but only just. There
are many characters, the majority
of which flicker and jerk around the
place quite badly The various

screens are pretty drab and unin- |

teresting. There are a few plal-
forms here and there and if you're

| lucky you might chance to see a

decorative mushroom. The use of

| sound is poor. Instead of a tune

there is what sounds like an efon-

EEYETRALE EOLLEETED O=2

TR R Y

Professor Fusion confempistes blowing out the candles st
Newlrino's birthday party

NIGHTHMARE

M

gated screech, and the spot |
effects during the game are minj- |
mal. ; there is nothing fo
keep me interested for more than a
few goes at a time. So, even for fis
two pound price-tag, | wouldn't
recommend it, "

@ ' aMeERicANA Seem to be enter-
ing the Spectrum budget market
in a very quiet manner. All of thair
games so far seem to be typical
budget games, and to prove their
point they've come up with a typi-
cal arcade adventure. Subterra-
nean Nightmare s definitely
nothing out of the ordinary but still
presents as much game as most
higher priced programs. The
graphics are better than most of
the small stick graphics that I've
come to expect from budget
games. These are very colourful,
extremely well animated and
drawn with precision. The sound is
nothing to shout about — so |
won't! Gameplay is very accurate
and sensible. The presentation is
well up to standard and contains
some very well written and mean-
ingful instructions. Subterranean
Nightmare is a very good product
from Americana, but Ifeel they may
be a little late with this type of
game. "

Control keys: O left. P right, Z
jump, W suicide, E abort, 5 save,
Enter load
Joystick: Kempston
play: not too bad

Use of colour: a few colour
Elashes

raphics: a bit jerky
Sound: nothing to write home
about
Skill levels: one
Screens: scrolling arcade adven-
fure
General rating: Might appealtoa

hardened platform game addict
Use of computer 50% i
Plnyabﬂi‘ly gg&
started 66%
Add qualities  52%
Value for money 59%
Overall 56%
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KUNG FUMASTER

Producer: US Gold

with Ocean

Retail Price: £7.95
Author: Data E

he honourable KungﬁFu

Master is in & bit of a fix. Hid-

den within the evil wizard's
temple is a fair oriental damsel in
distress. In the cause of truth and
justice, the martial arts supremo
must battle his way through the
rooms in the temple to try and save
her from a terrible ordeal.

This wizard is no fool, however,
and has made sure that his little
lotus blossom is well protected
against  any who might try to
rescue her from his dastardly
clutches. He has used his magical
powers to good effect and has set
many traps to prevent her from
leaving.

Mystical globes hover sinisterly
at head level, waiting to burst and
shower our hero with deadly
pieces of shrapnel. Vases drop
from the ceiling to reveal poison-
ous snakes which slither around
under the Master's faet. He must
jump to avoid thern or else he will

bitten by the litile sacks of
venom and won't be at all happy. If
r(aliuw spheres drop near the
ung-Fu Master he must watch
out, for when they break open
reveal fire-breathing dragons.
These can be destroyed, but their
flaming breath is deadly if you get
too close. The wizard's henchmen
are not to be trifled with either.
you may be a Master of
Kung Fu, this does not guarantee

that you are invincible. The hen-
chmen will try to dispatch you with
ablowtothehead orawithasharp
and pointy knife.

Kung-Fu Master walks

The

with as well

along the sard]ig? play area, and
has a variety of moves in his
fighting repertoire. Flying kicks,
body punches and  squatting
kicks, all accessed in Exploding
Fiststyle, are just some of the ways
in which he can dispose of his
ensmies.

At the end of each floor a door
leads to the next level. The portals
are heavily guarded by the wizard's
lackeys, and a motley crew they
are oo from ; e?sants to
boumarﬁ-weilcﬁng ons, their
sole object in life is to stop you
from gaining access to the next
fioor in the temple.

Being a mystical fellow, the
Kung-Fu Master has been granted
three lives. He loses one of these
every time he is defeated by one of
the ?Iuards in the temple, and falls
off the bottom of the screen. The
number of lives left is shown at the
top of the screen along with the
amount of energy left. Some ofthe
nasties in the game sap energy
rather thanl;c‘l’llmi; nutrlghtéd'u"-‘t:!:n
the energy , represent a
blue line, gets too low, a life is lost
and play resumes at the start of
the current Mard e

For every guard despatcl to
an early grave, points are awarded
depending on the the power of the
vanquished opponent, and a
f?et?:r keeps tricﬂk of the score :io

r. For every 40,000 points col-
lected, an extra life is awarded.
Quite apart from all the wizard's
henchman, there is another prob-
lem for our slanty-eyed hero to
contend with. A strict time limit is
set tothe game, and each level has
to be completed bafore this runs
aut. A clock in the status panel
starts at 2,000 and counts down.
The state of the Mza'g;s anrgg
enemy is représentad a
band underneath the energy chart,

Beware the fire-breathing dragon because he's not nice. i that
vase braaks, you'll have hoards of silthering snakes to contend
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which shrinks a little more as each
defeated

"“%‘1':';“ - : i
persecuted damsel is trap-
pad within the fifth lavel of the tem-
ple, held captive in a dark, locked
room. The mission is completed
when she has been freed. If you
want to continue the game, you
return to the first floor, but from
then onwards thera are more of the
wizard’s minions. The task is much
harder second time around. . . .

® “ | first saw this one in the
arcades about

-+

The Kung Fu Master floors an epponant, but & midget and a
@lant are standing by to Anish him off

el 5

ics and colour sorted
out. If you leck at someone playing
Kung FuMaster, all that is

is the mo_.?;'aawfu.‘ fiicker of the
graphics. game is fairly aver-
age as far as Spectrum games go
and, as a result, it doesn'’t do the
arcade version justice, | didn't like
the idea of which level to
eviter at as this spoifs the addictive-
ness of the game. Each level in
Kung Fu Master is no harder than
the previous one as far as | could
see. | didn'’t find myself as stuck on
the game as | felt | should have
baen. Not a brilliant conversion, "

@ '’ The arcade game is nothing
mega-amazing by today's stan-
dards, but it is playable, and very
addictive. Not 50 us GoLp's conver-
sion, however. The front end to the
game is quite impressive. The
music (if you can call it that) is
in'itzlm, and the game wvery
definitely lacks something to maka
it addictive. A big disappointment
on something that, with the excep-
tion of the scrolling, would convert
i to the Spectrum,
atthough it looks as though it
hasi't. An element of the original
pla?rablﬁty, aibeit a weak element,
stil wexists. A disappointment,
really. ™

Control : redefinable

Joystick: pston, Cursor, Inter-
faoemi' rd play: quite iver

1 qu
Uunfcol?m r;rnt goodat all
Graphigcs: lots. prob-
lems and lots of flicker
Sound: tune fﬁgﬂw throughout
Skill levels:

Screens: five levels, scroliing
backdrop

General rating: Overall, a very
poor conversion from the arcade

=




CAVERNS OF KONTONIA

Producer: Atlantis.
Retail Price: £1.99
Author: John Shepherd

ur hero is trapped, deep in

the darkest recesses of a

set of dank caves. The only
light comes from glowing patches
of phosphorous on the slime
covered walls which twinkle in the
half-light. As feelings of claus-
trophobia set in, he realises he
must get out as soon as possible.
Unfortunately, the character has
not been blessed with huge

amounts of coura and this
makes his task all the more
difficult.

To add to his predicament the
caverns of Kontonia are filled with
various monsters whose staple
diet seems to consist mainly of
unwary pot-holers. These nasties
must be avoided at all costs. Every
time the character clashes with
them his l:mage is d and
eventually it fails him altogether
and he dies. The courage-count is
represented by an apple at the bot-
tom of the screen. As the far from
intrepid explorer gets weaker, the
apple is eaten away to the core.

Life inthe caverns isn'ttoo hope-
less, however, as there are various
objects lying around that come in
handy. The only way to get out of
the underground mazeis to collect
the s and the key of uitimate
power. Without these, the mission
is futile. Other objects that assist
escape are shown at the top of the
main screen. When an umbrella is
picked up, for example, the pot-
holer is protected from the occa-
sional shower of toxic rain. The
bag of hole-filler may be used to

x gaps in the cavern floor
wh ﬁm n't get over.

way to stay alive in the
Cavams of Kontonia is to avoid the
monsters, but our hero can get his
own back. If he manages to pick
up the hammer, then he can have
great fun m-dtHgmg in a spot of
nasty-bashing until the hammer

COURAGE

I our lfttle hero is not vigiant, then a fate worss than desth
awalts him. i’ not nice being siripped to the bone. . .

breaks. Some of the cavernsin the
game are filled with poisonous
gases, Gas kills, unless you have
had the foresight to pick up and
waar the gas-mask.

Our hero moves around the

caves on foot, climbing down
ropes to get to the lower levels or
using teleports to explore new
parts of the cave system.

The game contains eight
screens, and some levels cannot
be completed before the comect
objects have been picked up. Do
you have tha strength to keep the
wimpy hero going, or will his cour-
age fail and condemn him to spend
the rest of his life entombed within
the evil Caverns of Kontania?

@ " This has to be the most
infuriating game of the week. It's
so sasy to die before you get
anywhere. Like so many other
budget games, this has no last-
ing or outstanding fea-
tures. graphics are of an
average sta rd: the many
undetailed characters flicker
and the backgrounds are boring
and uncolourful. The sound is
also fairly mediocre, with only a
few odd effects here and there.
Not a wondrous game. "'

“ Ugh! What's
munns games of W&m& of
the ones I've seen have been really
dire. A pity, after they started with
such playable games. Gavarns of
Kontonia is pretty bad. The
samqudapfaaﬂngmsmrf
but when the colour starts
c.‘ﬂshrng they get less and less
attractive. Playing through the
same boring screens time and
time again is very irmtating, &ndeE?
whiole game begins to get very bor-
ing after an all too short while. Not

ong I'd recommend. *

@ ' Oh great, at last aTLANTIS have
come up with a game that is above
their usual standard. The game
reminded me very much of the not
80 old Hocus Focus. The screen
display is only a third of the screen
big, and it consists of some very

FREELANCE
PROGRAMMERS

ANy Small aurber of 1 CLASS Freedance Frogrammess an
mmmaﬂmmmﬂsmmmmmmmm
D'glrtamrsngm
A W W D pssnciabed with the publication of sume of
S muaar ek of the N twighe
mra:mwmwr—mnuwmm we wowd

||E~§mmw
ID\'D&.ESiI‘IB%WﬂB!‘tN
dynmic softwane o

565 1N
mﬁamnmmmm
major retersEs induding

mmnnnowmnrﬂngfurwmmﬂnemmmnm
mmmm 3 prafrminary Isoussnnm on

CEEY S5B5 0 Wite QuICkty ko

ancihde House, anchor Read, Aldridge,

Waisal WEDBFW WEST Mitians.

large, colourful and padgy
graphics. The presentation of the
game was very poor— there's only
two lines of instructionsin theinlay,
and very poor sound in the game
itself. The control of your character
is a bit slack but it was guite
to get used to after a while. Overall
another typical budget game, but
?{;lﬂ better than the usual ArLanmsef-
8,

Control keys: Q up/down, A
down/pick-up/activate, O left, P
right, H I::'.cllgem

Joystick: pston

Keyboard play: fairly responsive
Use of colour: quite colourful,
though there are some clashes
Graphics: not very good
Sound: poor sound

Skill levels: one

Screens: eight

General rating; A fairly run-of-the-
mill budget title

Use of computer 46%
Graphics 48%
Playability 42%,

started 44%
Addictive qualities  45%
Value for money 48%
Overali 46%

ITUCT paynent sy$teims are swilabie
he Nwe OFGE Hﬁhlrﬂ O O T

mohihE and can demonstrate

V5T YOUT CIMNGE B0 D
Company far

Elive.
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LUNA ATAC

Producer: Atlantis
Retail Price: £1.99
Author: Nigel Edwards

rapped Inside a space ship

crawling with aliens, the

spaceman wants to escape.
Robot patrols are on his trail.
Somehow the intrepid spaceman
must locate his escape shuttle, re-
fuel it and crack the code 80 he
can fiee from the merciless invad-
ars.

Apart from being very deadly by
themselves, the robots have also
booby-trapped the ship with
elaborate snares to try and get rid
of the spaceman. Spikes rise
ominously out of tha floor and
impale the unwary spaceman if he
treads on them. Beware of glowing
panels in the floor Whan ‘re
white these are quite harmless,
if they change to blue when you're
walking over therm they sap your
power pack considerably. Contact
with the patrolling staff also results
in power loss.

r power pack is shown at the
top the screen, coloured
magenta and labelled AC. Each
clash with the patrol robots or a
trap around the space station
rasults in a drain of this power
When the lavel becomes too low,
the spaceman dies and the game
Is over.

In order to re-fuel the shuttle,
nine barrels of fuel have to be col-
lected. Fuel barreis come in three
colours: mi ta, green and cyan.
Whien three barrels of each colour
have been collected, their con-
tents can be mixed to provide the
fuel for the shuttle. These barrels

AT SPECTRUM

are situated on platforms and are
studiously guarded by the robots.

The spaceman can move
around the space station on foot
or he can use the teleport pads,
represented by flashing cyan
boxes. If he needs to super-leap to
another higher platform, then this
can be anangadm way of stripad
pieces of floor. When the space-
man stands on these he automati-
cally }umﬁg upwards and can get
to where he wants to go.

Ongce all the barrels have been
collected the spaceman still has to
gﬂJn security access to the shuttle.

or this he needs a secret
password, Dotted around the
space station are computer termi-
nals, When the spaceman
approaches one of these he is
given a serles of letters. Only one
of these letters will go towards
making up the password anagram.
If he selects the right one, then itis
displayed at the top of the screen
and transferred to the Master

|
!

rl.‘"}l!l b prdery F PSS FRSLREEIEREEES EE, f"’_.

The minutes are ieking eway. Can our Itle spaceman collect
all the fuel barrels he needs In time?

Computer, However, if the space-
man chooses wrengly, then some
of his valuable energy is sapped
away. Six lefters are needed to
build the access code to the Mas-
ter Computer.

There is a time limit to the game,
Next to the AC box is a green one
labelled TM. The green level gradu-
ally goes down as the game prog-
resses and if the escape mission is
not carried out within 15 minutes
then the game is over,

® ' ananms has never really
impressed me with software.
The whole look of Luna Atac is
very unimpressive and offput-
ting. As with most budget
games from this company, the
screen contains lots of colour
and very small, plain graphics.
The idea of Luna Atac being a
platform game is nothing new
but going around getting the bar-
reis and g the codes is
quite ctive at first, but after
a few games | realised that there
isn't a great deal to the game.

Use of computer 55%
Graphics 49%
Playability 55%
Addiengvs lities 5'4@
Bownre dly booby-trape! In thi qua 56
m..;ﬂ:i“.’:ﬁi."‘..‘?’ mﬁrmuﬂ::gu"m... <y ‘Uohvleu: {?rmmey gg&
|

@ " | spem to remember a game
much like this a co of issues
ago called Hypa Raid. This is nota
great improvement, but at least
you can get to look around the

-space station without having to

work out problems first. The game
is not really original or compelling
but for two quid you can't really
expect it to ba, However, if this is
your type of game I'm sure it
keep you playing for an afternoon
at least. The graphics are below
average — there are only platforms
and small undetafled characters.
The sound is alsc poor. The odd
spot effect is all you are likely to

xa,aE‘é*’ s wb;?ém? b
p ypa Raid so if you
fiked mat,mu'ﬂ probally get on
with this. '

® "' Luna Atac bears graphical
resemblances to Frank N. Stein,
which in itself is not a bad thing,
but the screens are very empty
loocking. The game isn't amazingly
big, but getting around isn't quite
as easy as it first seems. ATLANTIS
seems to have stopped produc-
tion of mainly good games and the
standard, iIn al, seems to
have gone down a little. That said,
Luna Atac is a reasonable game,
but not one I'd recommend to an
one who likes a game 5
immediately hookable, as it takes
some persistence ta get into prop-
erly. Not bad, overall arLanmisbut
could do better. . . . "

Control keys: Q left, Wright, P
activate, QW and P also used to
crack computer codes
Joystick: Kempston

Keyboard play: responsive
Use of colour: very colourful
Graphics: quite good, though
sparse at times

Sound: occasional spot effects,
but that’s all

Genersal raﬁng quite good, but
could be better
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(Ohallenge

3 l n the summer of 1986 the crew of VIRGIN

1 ATLANTIC CHALLENGER once again

attempt to win the coveted BLUE RIBAND
title for Britain by crossing the ATLANTIC
OCEAN in the record time of 3 days and
10 hours.

f 4 Virgin Games brings you the VIRGIN
\.a ##"  ATLANTIC CHALLENGE GAME. This arcade
J game is a fun simulation of RICHARD
BRANSON'S part in this exciting and
dangerous event. You must guide Richard
at BREAK-NECK SPEED from one piece
of equipment to another to keep the
boat ON-COURSE and in good time and

take vital MONEY-MAKING (or breaking)
decisions that are telexed to him from
all parts of the VIRGIN EMPIRE.

SPECTRUM 48/128 AMSTRAD CPC 464/664/6128 COMMODORE 64/128

. £795 .£895  £8.95

Available from all good Software Retailers or directly from Virgin with the tear-off slip below

B e § S B e § e § e B § e § . § e e § S— ] — i — — — S — i — — Sy e e § S §

Please rush me my copy of the Virgin Atlantic Challenge Game!

NAME

ADDRESS

[ ] Spectrum 48/128 £7.95 [ | Amstrad CPC 464/664/6128 £8.95 [ | Commadore 64/128 £8.95
Tick apprapriate box
Please make cheques and postal orders to VIRGIN GAMES LTD and post fo the address befow, Please do not past cash.

VIRGIN GAMES MAIL ORDER, 2/4 Vernon Yard, Portobelio Road, London W11 20X,
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unger Bearing brothers that the
were quite harmless
and suggested a little sortie. How-

./ CRITICISM

section. Air blasting holes send
master Baaring .shootu%qup on a
cuirrent of warm &ir

tirming they can be usad_ss-nﬂs to

i

CRITICISM

" Hooray It's finally here!

The torturous wait is over
| - &tlong last and | think | can
truthfully say that it was
| worth it. What a lovely
game. The 3D playing area
I8 very good, although |
think that some of the
screens tend to repeat a bit
too often. It is quite easy to
ot lost f you aren't too
amillar with the whole
area. Your character is also
very good, moving around
the place well. | was a little
surprised to find that he
couldn't jump about or fall
off the edges of sections of
the maze — this gives the
fesling that you are not in
complete control all the
time, but makeas life sasier
The sound is good, with
some very nice effects in
the game but no tune. |
recommend this game to
everyone, especially Mar-
ble' Madness and Spindizzy
freaks. "

mambpru‘l‘ﬂ'mﬂunri

should be found am? ’mh‘.l&d to

MNau

safety. usin Nasty.
Murmimy Beari is mbawail
Iy nﬁ ﬂ

aver, the stones about the | ** Fabulous! A surreal Each monogh . Screen  cross
Immnmpumﬂmm andthe | world in your Spectrum containg. & sindle section of the
whare its residents stick to ‘three dimens al maze, and as

Bearing brothers, togethar with
their cousin, disa without
trace, Being the eidest inthe family
Bobby must verture into the
Metaplanes himself and try and

Tescue his relatives before itsto0! | the best computer charac- ger off nasties and activate blocks Control keys: Y-P up an rI

late. | ters yet — his animation is which may be used as lifts when .|q| it, H-ENTER down and
The Metaplanes are inhabited | superb and his smiling gob Bobby passes over ther. left, atek

by a race of mutant B— | isreally endearing. The first Apart from the evil Black Bear- row up 3 and left/dow

{earsome biack with huge | noticeable thing about Ings; there are other inthe right

tepth. Their idea of fun is to préy | Bobby Bearing Is the Metaplanes. Bobt has to Joystick: Kempston, Cursor,

upon innocent bearings and do | loader: it's a sort of Fighting keep his wits him. Slabs of Interface 2

nastythmgstomm bbysacn | Werrior loader but a scrol- concrete come ashmg down to Keyboard play: responsive

discovers this for himself as he | ling message moves along the ground and getting cau | Use of colour: 1 -

roams arpund the 3D maze that = | the bottom while loading — under a desce block has | hromatic

makes up the Metaplanas. The | very professional. | found stunning results — Iiterally. Bobhy | Graphics: very neat details

Black Bearings are very posses- | the presentation of the must also keep to'the pa ysin | Sound: a few effects, butno

Sive‘about their property and get | game very smart and pleas- the maze — if he strays oo ¢close tune

quite vicious. They jump outfrom’ | ing. The araphics In are totheedgeofaramp onthescreen Skili levels: one

dark corners and stun our herginto neat and well detailed — he stands a reasonably good | Screens: 150

seaing stars. especially the baddies. The .chance of falling off. When Bm | General rating: Atechnically
Somewhera in the Metapiane, sound leaves a bit to be is-stunnad a little question stunning game which is

Bobby's brothers lie in a state of
unconsciousness. The heroic

must locate his relatives
et s el Tt e

| dctuatdmmatm-mnd move-

the laws of gravity, inertia,
curvature and all the rest,
completely convincingly.
Bobby has got to be one of

desired with only afew spot
effects. The ba*:t pm nt

Bobby moves o arrowed edge
of ane screen, ﬂ'la mx; section of

maze flips into view. Switches in
the ground turn. on magnets, trig-

appears above his head and his

eyes roll in confused concussion.
At the bottom right hand side of

the screen a litte counter ticks

_,_f COMMENTS

| ‘addictive and fun to play

Use of computer 94%

thraugh themaze, andshovethem' | ment of Bobby around the down as the game progresses. | Graphics 949,
throughthe tube that leadstotheir: | maze — all done very Whenever Bobby falls off a ledge | Piavabilit Q?,i.fn
heme. Not a simple task, as the smoothly and accurately. or gets squashed by a flying slab | Y Y R

maze is very large and it is Very | ‘Curvispace 3D' is the he s incapable of moving for a | Ceftingstarted  92%

easy to get fost or wander into a l name THE EDGE have givento while and the clock ngauntef | Addictive qualities !

screan from which there is no | this new technigue — well up, removing vitalseconds | 93%

a5 | worth checking out. " from the time limit in whlchthernis- | Value for money 91%
|

 Bearing can roll around

thie maze following the amows that
show himthe exits from the current

sing bearings have to be rescued.
A window below the main play
area reveals the name of the next

Overall 94%
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TOADRUNNER

Producer: Ariolasoft
Retail Price: £8.95
Author: Dave Harper

ocadrunner — half man, half

frog — has been trapped

inside a tortuous maze. Hid-
den withinthe maze is the beautiful
Princess who would be rather glad
1o be rescued, evenifitis by & one-
ayed, sfimg frog being. No doubt
when she bestows a girlie kiss on
his revolting forehead he'll tum
into a handsome prince — but
there's a lot to sort out before that
can happen.

Mr Toad must scamper around
the colourful rooms in the Stone
Master's castle looking for abjects
to assist him in his quest to destroy
the Stone Master and release the
Princess. The intrepid natterjack
must collect those which he thinks
will help him and ignore those
which are useless. Toadrunner has
four pockets and thsr’ can be used
to store objects until he can think
of a use for them.

Only four objects can be carried
at one time and these can be drop-
ped or picked up when necessary.
If the toad wants to use an object,
then he must first make sure that it
is nestling comfortably in pockst
number four. A press of the fire or
‘use’ button brings it into action.
All the objects in the game are dis-
played on the menu screen before
the game starts, with labels to
asgsist identification.

The Stone Master's castle is a
sinister hole and quite unpleasant
even to a horrible warty toad. Itis
filed with nasty winged sprites
who mercilessly pursue the toady
hero, sapping his strength with
every onslaught. The Stonemas-
ter's ugliest henchmen guard the
exits from some of the rcoms —
their touch is usually deadly, and
there are only five lives to play with.
The guards can be disposed of
eventually, but the right object has
to be in Toady's pocket for each
guardian . . .

Exits are marked by gaps in the
dungeon walls. They may be
attended by the nasty guardians
or they may be open. Sometimes,
there is more than one exit, and
this is where Toad starts to wish
that God had given small amphibi-
Qus creatures psychic powers.
Only ene of these triple exits leads
safely to the other room. The other
two lead to certain death, and it's
no use trying to memorise which
of the three exits is the right one,
because they change every time
Toad tries to pass through a set of
portals.

Although toads can remain out
of water for a while, evolution has
not yet provided them with the
abllity to survive indefinite spells
on land. After seventy-five Toad
Time Units-have elapsed, our hero
dehydrates and death is usually

fairly imminent. After six Toad
Time Units have elapsed, a thief
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appears on the screen. He
snatches any object he can get his
hands on. Fortunately, the thief
can only carry one object at a time
and js very greedy with it. If he sees
another object within close pro-
ximity, he drops the original object
and snatches the new one. The
robber can be killed, but
despatching him while he’s hold-
ing an objact means that object is
lost from the — ahd may
make finding the Princess impos-
sible.

A percentage readout in the
status area shows how much of
the adventure has been com-
pleted. The cortents of Toad's
four pockets are revealed,
together with the energy icon
which turns black as energy is lost.
A clock keeps track of Toadtime.

And all for the love of a Princess

@® “ Toadrunner's bears an
immediate resemblance to the
ELECTRIC DREAMS release,
Riddiers Den. Briefly, the
scenario concerns one lovesick
prince in the guise of an over-
weight reptile. He searches for
his princess in the hope she’ll
transform his slimy body to
something more desirable.
Original? | think not. Graphi-
cally, it's no more than
adequate, with our reptilian hero
wobbling through the game.
Gameplay is all too familiar: it's
an average arcade adventure
with no features that haven't
been implemented  betier
elsewhere. Fans of David
Harper's earlier game will no
doubt love this one, but it's a bit
expensive to my mind. "

Toady has just picked the correct exit from the room above —
flames burn at the botiom of the other two passsgewsys af the
ll;p of the screen. Now there's that guardian to take care

of. ...

@ "' [ must confess to not having
seorn Riddlers Den, so |
approached Toadrunner with a
completely open mind. The pre-
sentation of the game is very neat
and colourful, with some
drawing on the loading and title
screens. The soundis a bit of a et
down, as it only consists of a few
whirrs and clicks, The graphics are
very colourful and to avoid charac-
ter clashes, the author has made
sure that fhe characters don't
invade each other's character
space. | felt that Toadrunner was
good to look at, but the actual
gameplay was very poor unless
vou are into puzzles. It's a bit hard
ta play and suffers from poor colli-
sion detection. ™

® ' Definitely  Riddiers Den |,
except that this is probably nearto
impossible to complete. The
%.raphics used are colourful and

irly well drawn. The characters
move around the screen nicely
and yeur frog has a novel wobble!
The sound is generally run-of-the-
mill stuff, with effects during the
game and a loud shreiking noise
when you begin or end a game.

Armed with a weapon, Toad can deal with the small nasties,
but the Alligator character blocking the exit Isn't at all wor-
ried!

‘ga

|
The game itself is infuriating: the |
random triple exits tend to kill you J
off rather suddenly and introduce
a frustrating element of pot luck
into the game. You'd have to be
very persistent to complete the
game — one for Riddlers Den fans
and masochists everywhere! "

Control keys: redefinable '

Joystick: Kempstan, Sinclair and
Protek

Keyboard play: fairly responsive
Use of colour: very colourful
Graphics: quite well drawn
Sound: mundane

Skill levels: one

Screens: 55

General rating: A very difficult
sequel to Riddiers Den

Use of computer 79%| |
Graphics 6%
Playabitity 65%
Getting started 71% |
Addictive qualities  69%
Value for money

Overall

il




Producer: Players

Retail Price: £1.899

Author: Sam Garforth

and Steven Cork

A naughty Gypsy has cast
a wicked spell which
means that you can't get

back in to your castle. To make

matters worse, youve heen

S i o i
y finding G cha

of can you break the spell

and get back home,

To-accompany you in your quest
is your favourite hamster, Eric.
Some help eh ? But little Eric packs
a powerful punch. Somehow he's
managed to grow helicopter
blades! This means that when you
releasa him he can put atimely end
to the various nasties that are out
to stop you finding the chalice.

Moving out from the castle
grounds you enter a world of
mazes, caverns, and exofic gar-
dens. Sometimes you have to
travel in the dark, with one
gection of a maze in view. There
are also hidden rooms, some of
them cul-de-sacs. where youmust
avoid getting comered by the
grizzly ghouls in pursuit.

The monsters come in a vari
of forms: anlmnteg les, whi
ing disks and ine sphares
There are also ng armows and
the odd laser beam or two. And
don't get too close to the colourful

s a5 nasties can leap out
at any moment.

Finding out where the chalice is
hidden is really. a matter of trial-
and-emor. Thera are no screen
directions, but there are various
ot719d5 ak:ng the way which come

andy. The sword is particularly
useful as it can be used to slay
mensters: they have to be stabbed
in the left ear — apparently their
most vulnerable spot!

Without the chalice therg's no
chance of returning home. And
don't expect any compliments at
the end of the game. it's not nice
being called a 'useless worm'l

®* Hmmm. . .! This game, to say
the least, is pretty tricky, in fact,
I'd say that it's almost impossi-
ble. The graphics are uninterest-

the racters are very
primﬂiva and the backgrounds
are unvaried. The sound is p
run-of-the-mill !
although there are a couple of
fair to average tunes on the title
screen and a few spot effects
during the game. Generally,
there is nothing here that |
haven't seen before. Another
less than wonderful game from
pLAYERS I'm afraid. "

® ' | had great difficulty frying to
get Cagara to load and once | did,

The castle gates are closed. There is nothing you can do but
leave the castle grounds and find the chalice.

| must admit, | wish | hadn't. The
presentation is not alf that bad for
a budget game, and the sound is
nearly decent too. | just found the
ﬁme much too boring. The

oard response is very good
bi.r! the graphics are very poor
compared with most budget stuff
— they'ne small and colourful.
Even the most excitable person
wou.'g_n’r be impressed with this
ore.

[ B Gagara is really weird —notin
the sense of it being an entertain-
ingly original game, either. The
game, even for £2.89, is far too
simple, and though i moves at a
reasonable pace, gets boring after
only a few minutes. I've seen the
stenario more than once before as
well: recover the chalice and get
out? The sound on the title screen
iz the best bit of it. The graphics
are very boring, with only a border
around most of the screens, and
some very fii characters.
Even for the price, Cagara is one

game that | wouldn't think about
buying.

Control keys: Q up, Adown, Oleft,
P right, bottom row to fire
Joystick: Kempston, Cursor, Inter-
face 2

Keyboard play: responsive

Use of colour: nothing special
Graphics: uninspiring

Sound: above a

Skill levels: one

Screens: PLAVERS didn't know!

General rating: A poor game,

lacking in originality
Use of computer 50%
Graphics 37%
Playability 40%
Mdiclgu an%

ive qualities  35%

Value for money 47%
Overall 9%

ICON-QUEST

Producer: Mastertronic
Retail Price; £2.99
Author: Derek Brewster

scar has trouble with

squatters. There he is, just

about to mave in to his spa-
cious gothic castle, only to find
that someone has got there first.
The evil Demon Grell and his merry
band of sprites have set up resi-
dence already and are none too
keen to vacate the pro L But if
Oscar doesh't e his
unwanted visitors to find some-
where else to live, his soul will be
condemned to eternal hell. The
game follows Oscar's efforts to rid
his castie of ghoulies.

Various objects lying around the
rooms of the castle can be used to
destroy the spectral nasties. At the
bottom of the screen is a row of
icons that must be used in con-
junction with the action pointer.
When Oscar sees an object which
he thinks might help him, moving
the pointer to the picking-up han
and pressing the action key col-
lects the item and stores it in one
of his spacious pockets. This icon
select systems allows objects to
be examined, used or dropped.

The Demon’s apprentices are a
vindictive lot and try anything ta

steal Oscar's soul. Contact with
them drains Oscar's life energy
which is shown on an hour glass at
the bottorn of the screen. If Oscar
finds his life- y being used up

too quickly, he must find the Globe
of Invulnsrahlirly Once inside, he
can travel around the castie, imper-

;i-ous to the attacks of the beas-
es.

It isn't very nice having a super-
natural presence in your house,
especially when it's trying to kill
you. Will Oscar manage to rid his
Real Estate of the multi-coloured
nastias, or will he be forced to flat-
share for ever after? As usual, it's
up to you to sort things out.

@ " Oh dear. Why have map gone
and ruined their reputation by
putting out such a bad game?
The biggest pity though is the
ame if. 's acutely unpro-
sional in that it's boring, both
Eﬂraplllcally and playability-wise.

value, and I dnn"t think | would
play anrplnmure. 1

® “ | was really disappointad with
Conqguast maﬁ',l-‘y because of the
poor graphics and slow playing.
The screen is very pre-
sented, with some very average
looking characters which are all
very colourful but result in lots of
terrible clashes. [ thought that the
sergen had a good 30 perspective
but that didn't always act trus. The
garme couldn't really make its mind
up between an being arcade game
or an adventure, and as & mixture
it's terrible. There are much better
budget games on the market. "

® "' I've seen so many games like
this before that even if a really com-
pelling one came along | don't
think | could get enthusiastic about
it. The graphics are about average
for this sort of game: lots of flicker,
colour clash and poorly detailed
characters. Anice touch is the way
in which your character looks at
you every now and then as if to
say: 'what's going on?' The sound
is slightly above average with lots
of well placed spot effects and
even an awful little tunette when
the game finishes. Generally, as
with countiess other irite offerings

Oscar trembles as the ghouls and ghosties approach
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from wmasTERTROMIC, | wouldn't
really recommend this as there are
many budget games around from
the same company which are a lot
better.

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

Keyboard play: very poor, slow
respanse

Use of colour: lots of colour which
sometimas results in colour
clashes

Graphics: fine detail but occasion-
: s ave

Skill Iwolsg: ane i

Screens: about 300

General rating: A passable game

but there are better alternatives
Use of computer 47%
Playamnhgﬁisly 42%
8 37%
Getting started 48%
Addictive qualities 35%
Value for money 42%
Qverall 39%

DESERT HAWK

Producer: Players

Retail Price: £1.99
Author: Michael Barnard
and Steven Bough

nce again you have the

chance to prove yourself

as a hero on the battlefield.
In Desert Hawk you piiot a sophis-
ticated helicopter over a particu-
larly nasty part of the desert on a
mission to  rescue  soldiers
stranded behind enemy lines —
remember Choplifter?. The risks
are high; the chances of success,
low. Only flying skills can decide
the outcome.

Under cover of darkness, the
helicopter slowly rises into the sky.
Silently, the chiopper flies over the
arid desert in search of the
wounded men. The enemy have
been expecting such a mercy mis-
sion, however, and have
positioned defences to destray the
helicopter. A cannon fires lethal
shaells which are very hard to seein
the half light. Shrapnel launchers
are positioned rather too close to
the pick-up zone. As you appear
on their radar, missiles shoot out
of the top of the shrapnel domes,
to expiode, spraying shrapnel
everywhera, Only skilful manoceuv-
ering prevents the helicopter from
being blasted out of the skies.

On the higher levels, more
sophisticated weapons are sent to
stop vour mission. The tanks can
only fire shells to a certain height,
but this makes them no less
dangerous when you are coming
in to land and pick up some com-=
rades. The real weapons to avoid
at all costs are the heat-seeking
missile launchers. These missiles
are attractad to the engine heat of
the helicopter and go to any
lengths to destroy the chopper,
unless you can out-smart them
with some pretty nifty flying. Con-
tact with the missiles results in the
destruction of the helicopter and
the mission is prematurely termi-
nated.

Only three soldiers at a time can
be carried to safety Once the
chopper has been successfully
landad, the allies run on to the
screen and hop abeard. When
three guys are inside, you must
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take off again and fly back to base
before returning to pick up another
batch. At each subsequent level
the number of soldiers to be
rescued increases by two, and the
enemy weapon systems multiply.

The helicopter is equipped with
a defence snstem — at the start of
the game, the helicopter has one
hundred missiles. These can be
fired horizontally or dropped on to
a target below, depending on the
pasition of the helicopter. Points
are scored in the game for picking
up soldiers and these are dis-
played at the top of the main
screen.

The Landing Computer display
occupies the bottom of the screen.
When the helicopter is in the cor-
ract position for a successful land-
ing the colours around the edge of
the fanding screen stop rotating
and the word 'LANDING' appears.
If ¥nu try to land the helicopter
before this has happened, it

crashes. To the right of the screen
there is the fuel and temperature
chart. If things get too hat, the
engine cuts out and you drift
slowly towards the ground. Should
the enemy be below the helicopter
when this happens, it's curtains.

1 AR | S e SRITETRE § Sk

Running. out of fuel has a similar
effect as overheating the engine.

_The screen scrolls sideways to
give the impression that the
helicopter is moving. Below; the
desert with cacti andancient relics
passes by.

@ “ Desert Hawk is the sort of
game that takes you back to the
age when all Spectrum games
cost a fiver and you had to take
pot luck in the computer shop
when you bought a game (the
mighty pages of CRASH weren't
availablel). | feel that there is no
real point to this one, as once
you've completed the first bit, all
the rest is the same. The
graphics are full of attribute
problems and they seem to suf-
fer from inbuiit flicker. The
sound, however, is fairly good:
there are lots of spot effects and
even a tuneful beep at the begin-
ning of the game. The game
itself is very tedious to play and
also very primitive, so | wouldn't
really recommend it, even for
two quid. A bad start for PLAYERS
I'm afraid.

@ ' The presentation of Desert
Hawk /s good for a budget game.
It's superior to the usual budget
stuff but not as good as the
Spellbounds of the budget worid. |
found the game was very similar fo

Bringing the chopper into land wouwld be a good idea — mind
you don't crash though. ..

an gid favourite, Blue Thunder —
not just because it’s a helicopter
game but because the whole look
of it is very similar. The way the
helicopter moves around is very
poor and, like the rest of the
%mpm‘cs, suffers from a very bad
icker when anything invadas its
character space. The sound isvery
basic and merely conglsts of a few
biips here and there and a quite
convineing whirr at the bwng
of each game. The whole of
the game is very bright and full of
colour but the graphics are not well
drawn and the desert scenery is
not very convincing. A nice try
PLAYERS, but samething a bit more
playabie next time please. "'

@ "' First impressions of Desert
Hawk left me dying to get away
from it. The controls are extremely
unresponsive, and the whole thing
felt as if it were one of those games
that gives cheapies a bad name. it
can become a little bit addictive
after a while, but it doesn't really
justify an expenditure of £1.89 to
my mind. There are many better
cheapies around. If | were you, I'd
take my money to Knight Tyme or
something like that. "

Control keys: definable
Joystick: Kempston, Cursor, Inter-
face 2

Keyboard play: pretty unrespon-
sive

Use of colour: guite dull
Graphics: quite a lot of attribute
problems

Sound: some nice spot effects
and a realistic sound effect at the

ba?'mnmg

Skill levels: one

Screens: small scrofling play area

General rating: Not terribly excit-

ing

Use of computer 48%

Getting started 56%
e qualities  47%

Value for money 47%

Qverall 47%




£9.95 for AMSTRAD 464/664/6128, ATARI 64K, BBC 32K, CBM 64, MSX 64K, SPECTRUM 48/128K

THE PRICE OF MAGIK
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WILL KEEP YOU SPELLBOUND

Send a large 5.A E. for FREE POSTER and mail order details to:
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really low—the

Producer: Firebird
Retail Price: £9.95
Author: Odin Computer Graphics
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day, i into 1;.1:&:_;f hands.
Being an inquisitive sort of person
youaitdo:'rdnforagood rcg*agwgg
your eyes skim the pages, 5
ness sets in. Unable to stay awake,
you stumble to bed, fall into a deep
sleep and start to dream of many
strange things.

A lady dressed in white begs for
help in rescuing her people, trap-
ped in the contained in tha

weird dimension inside The Book.
She tells you that the final chapter
ofThaBonkhasheent?hmouihatrﬁd
its six pages scattered through the
lands, mixed up with six Dark
F‘ag‘asmtedbyth&forcasofﬂ_\ril.
The people from the Nether

World

Dark Pages must
d to put paid to the pow-
ers of Midas once and for all

ressed people of the Nether

apfogld b?ins Although the reign

evil Midas is on the wane,

soma of his fanatical followers still

roam the Heartland and do their
best to hinder :

the nd — a fall means instant
deag?uPrwidh'lg the central
charactarlsfaclnglaﬂon?org.ha
can leap in the air to catch floatin
objects,

On the quest for The Book and
its elusive pagasitlswisot;:lhgollant
a weapon or two along the way.
Contact with any of the nasties ar
their weapons saps strength, and
refying on acrobatic skills to stay

or

alive isn't vagolclawr. o

objects are collected by jumping

through them, whereupon they are

added to the inventory in the

status area at the top of the screen,

The top hat is the least powerful
— three hits are needed

ball turns evén the stubbornest
baddie into dust and old bones
with a single hit, but only laste for
nine shots,

The evil miniohs of Midas do
their best to sap

countenance in the inven-
tory. Wizards fire lightning bolts of
ensrgy and can be a right nui-
sance. Goouches refuse to stay
dead for very long, even after
they’ve been reduced to bones on
maﬂ_oor,s;nod;isemmtofmair
remains seek vengeance.
Spacemen just hang around being

** The Spectrum has had its
fair share of arcade/adven-
tures, some good some
bad, but we Spectrum

the best from oom. Heart-
land is definitely up to
scratch. The graphics are
superb, the tune at the
beginning suits the game
perfectly, and the addictive-
ness scores very high.
When the game first loadad
up | was sure that | was in
special

one land causes the Lai

Control keys: top row to fire,
Q-Pinto screen or jump when
facing left or right, A-L out of
screen, alternate keys on the
bottom row left/right
Joystick: Kempston, Inter-
face 2

Kayboard play: a bit awk-
warnd

Use of colour: no clashes, a
bit sparsely used
Graphics: excellent anima-

tion
Sound: spot effects

Sikill levels: one

Screens: 256

General rating:

Use of computer 91%

Graphics 93%
Playahbility 92%
Gatting started 80%
Add qualities

lue f g%
Value for money Yo
Overall 92%
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Producer: Mirrorsoft
Retail Price: £7.95
Author: Christian Urquhart

nother ballgame with a dif-

ferencel The central

character in this game is a
chequered ball which has been
trapped inside a linked sequence
of three mazes. The sphere has to
be guided through the whole
course three times in all, each trip
through the mazes more difficult
to make, before freedom is won.

Like most balls, the star of
Action Reflex can roll along the
fioor — in this flip-screen playing
environment, to the left or right.
Bouncing is also in the repertoire:
holding the fire button makes the
Round One bounce higher and
higher until maximum bounce has
been achieved. The game is
played against the clock, rep-
resented by a chart at the bottom
of the screen. As time progresses
a yellow pointer gradually moves
towards the red danger zone, and
if the current section of maze is not
<completed before the time limit
expires, it's curtains.

A variety of static and mobile
obstacles must be avoided or
evaded: bullets are shot from the
ceiling; boxing gloves punch the
spherical hero skywards, impaling
it on dangerous looking spikes;
magnets lure the bouncing ball to
the top of the screen and hold it
immobile until a dart comes along.
Nearer ground level, drains suck
the ball downwards and pools of
water lurk in which unsuspecting
balls can easily drown. Air vents
whoosh the ball upwards through
a vacuum delivery system and
suck it along overhead pipeways
to deliver the reluctant priscner
back to an earlier part of the maze.
Whenever the ball is burst, time is
lost and play restarts from one

of the current screen.

e objects in the game can
be of use to your little bouncing
chum on its travels. These are not
collected on the journey asin most
arcade adventure games, but are
awarded automatically according
to the number of points that have
been amassed. Points are dotted
around the maze in a variety of
denominations, and are collected
by rolling through or bouncing
onto them. Once five hundred
points are nestling comfortably in
your pocket, a rubber ring is
thrown your way. This makes it
possible for the ball to pass
unscathed over a stretches of
water. Seven hundred points is the
price of a hammer that comes in
very handy for breaking down one
of the glass walls blocking off
explorable areas of the maze. A
key is slippedinto your possession
when nine hundred points have
been collected, and can be used
to unicck underground chutes that
provide safe passage through
tricky areas. These items can only
be used once, and icons in the
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status area keep track of the quan-
tity of each of the tools in stock.

When a direction key is pressed
and held, the ball gathers speed
and two sets of chevron ammows
under the time display give a read-
out of the speed of travel. Releas-
ing a key allow the ball to slow
down and come to rest — there
are no brakes! The speedometer is
useful when judging large leaps or
when avoiding bullets and spurts
of flame which suddenly erupt
from cracks in the floor,

When time runs out, the game
ends and a result screen pops into
view to report on grograss_ Better
luck next time, eh

® " The preview copy of Action
Refiex looked very entertaining
s0 I've been waiting for the
proper copy for a few weeks
now. | am not at all disap-
pointed. This game has a really
good feeling about it that keeps
you playing: there are lots of
nice graphical touches which
heip, like the bulge in the pipe
when you are shot up it The
graphics are very near perfect—
all the characters are very well
animated and the scenery is
very well drawn. My only niggle
is that there is a touch of colour
clash on the more

screens. The use of colour is
excellent throughout the game,
and is never garish. The sound
is fairly average but there are
some nice spot effects. A very

Another action snap. The unwary sphere landed on that trig-

'. '

L §

Cameron's been practising his action photography—hore'sa
snap of the ACTION REFLEX ball in mid flight, asit travels

towiards a set of celling spikes after being biffed by a boxing
glove

playabte and addictive game
hich | can recommeand
srtmnghr o

@ ' At first sight this game seems
like Bounder, but viewed from the
sicle, After playing a few goes, |
soon realised that Action Reflex
also has good depth to it that
should keep any arcade player at
the Spectrum for ages. game
is very playable and extremely
addictive. Afth Action Reflex
has some old ideas, taken as a
whole, the game format seems
quite ariginal, and is fots of fun to
piay. The ball moves around the
screen very smoothly, although |
feel it moves more like a stone.
Action Reflex is definitely a move
in & new direction. "'

e Neatol Lots of colour, and
very nice graphics make Action
Reflex very attractive visually. The
loading method is very clever, but
the loading screen is not particu-
larly brilliant. | found it very play-
able, and despite the continual
frustration, it also seemz to be
pretty addictive. The colour and
raphic style is reminiscent of
hris Urquhart's last game, and

ger pad, which activates the megnel. A dart is then
dgespatched to deafdea!fs to the spherical sdventurer as it is

i hald helpless, ;

very good it is too. Though not
absolutely stunning, this gameisa
lot of fun; | like it. ™

Control keys: Z left, X right,
SPACE increase bounce, P pause,
Q quit

Joystick: Kempston, Cursor,
Interface 2

Keyboard play: no problems
Use of colour: very attractive
Graphics: nice animation, lots of
detail

Sound: good effects

Skill levels: one — gets progres-
sively harder

Screens: 75

General rating; A very good
game, frustrating at times but
addictive




At 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.

Choose Discovery and you'll find a system packed with brilliant features:
® 327250 K DISC DRIVE
- ® DOUBLE DENSITY DISC INTERFACE
® JOYSTICK INTERFACE
® PRINTER INTERFACE
® VIDEO MONITOR INTERFACE
® RAM DISC FACILITY

! ® BUILT-IN POWER SUPPLY FOR DISCOVERY AND SPECTRUM

| @ SIMPLE ONE-POINT CONNECTION

DISCOVERY

CRUSHES THE
COMPETITION

NOW
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T

£99.95.

All this for anly £99.95. And now there's even more!

# 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
expart rates available,
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The summer weather has certainly caught up with Ludlow — even
with all the windows opean, the office is like a sauna and one or two
sets of knees (Inciuding Roger Kean's) have recently been treated to
the light of day, now that shorts have become acceptable dress in

the Towers.

| sit here siaving over a hot Hermes, without the prospect of a cool
canned drink to soothe ma: members of the Ludlow Mafia have
abandoned protection rackets {temporarily) in favour of seff-preser-
vation, and were spotted marching across the Bull Ring clutching
the entire stock of iced pop held by the Ludiow Newsagents. Any

sploshes or blodges found on these pages this month have nothing
to do with Tony Lorton from Art — he's sunning his knees on a
weaek's holiday — they all come from my own moist brow.

Is it my i tio ]
my imagination or are we a
angmmnm?Pacple
abommeprbeufﬂ'ﬁaand oh,
whﬁawaﬂaotmmthatwas
!sthiswhalcmnpmersamdang
to people? | do hope not. | am sure
that people can put their moaning
to more important use,
maan about the price of
software, but at the back of their
minds most of them reaiise that it
is their software piracy that has
sent prices sogring. Yes, MASTER-
mﬂm cansurtviveandsmm mt?_lgo
St te] oW
couldsommmgm MIMM
MATE ‘go budget’ when they are
anlypmdmingabmﬁvegamssa

-4 thal"tﬂﬂaﬂkbﬁtlt
are gither
Sasy or too dificu,
games can't be excused,
maybe bomark would disagree.
believe that the time will soon
come when there is no longer any
momfarthemﬁwm-ahoumﬁ

e
pathetic

ing from single sales hitting rock
boitom and record companies
aﬂvam | tracks on

heading for this?

Anyway, | am enjoying my com-
puting more than ever. andngam all
that matters isn't it?

John Pinkney, Gosforth, Newcas-
3 tle-Upon-Tyne

worth of software as author of Let-
ter of the Month to help you con-
arjoying computing.

LM

tinue

‘DISGUSTED’ Sudbury *i

Dear Lioyd
| have just been reading your let-
ters and to tell you the truth I'm dis-
gustedil! :
ifall people want to do is comp-
lain about your magazine why the
bloody hell do they buy it!
Philip Green, Newton Green,
Sudbury
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There's nothing wrong with con-
structive cnt:grgsm when itis
applied taly, like your
comments Philip!

LM

O MOANING O

«MUMMY .

Dear Lioyd
| am writing for your advice on a
problem | have about when | go to
buy games. When | have enough
money to buy a game | yell 'Just
goin'fo buaagame’ and my mum
answers, “Oh! you're not geing to
buy a GAME are you?' Alarmed at
this reply | say, ‘Yes, what's wrong
with that’. And then my mum
comes up withthe feeblest reason
I"ve ever haafw?]il;gut.'tﬂut. Yr:;u've
got games, lon't you play
withthem' And sothisgoeson, I'm
just told that games are not worth
the money (and some aren’t), and
that | must put the maney in the
bank, but surely buying an odd
game now and then won't hurt, it's
nutasafl "m always buying games,
when | see somermmg that
(9 and |'ve.pi ﬂ to
make sure it's all right.)
told that | can't buy the garna, and
that | should get something else.
Have you got an answer on how |
tan explain my point of view, as all
my previous attempts have failed.
Thanks a lot.
Timothy Jones, Wallasey, Merse-
yside

Try putting it in terms of of books,
records or videos. Just because
you've got a lot of books on the
shelfdoesn’t mean that you should
keep reading them again and
again. If alf else fails, at the risk of
being branded norrandousg'
sexist, why not try playing dirty —
rsmmdyoun‘a‘.lum that's she's got
lots of clothes next time she comp-
lains about ‘having nothing to
wear'toaposhdo. . . The next let-
ter puts part of another side of a

similar story.
LM

DISAPPOINTMENT

Dear Lioyd

This is my first letter and itis fora
good reason. | recently subscribed
to GRASH.TDdﬂrII gotissue 30, as
soon as | got it through | dived to
openit for my free game. | was sur-
prised to see | had no game, the
package had not been opened so
it had not fallen out. Please could
you tell me what has happened to

my game which is Ghosts and
Gobili

ins.
Stephen McGinley, Mountblow,
Dumbartonshire

Sorry wera disappointed
S‘repﬁﬁ!’arhaps we should have
made it a fittle clearer that tapes
Includedin a subscription offer are
sent under separate cover. The
magazinas are wrapped on special
machines at our printers in Carlisle
and put straight into the post.
Auntie ie has to send games
out in individually sealed Jiffy bags
ol i
Judgi ne  it's jus
weil}%ha does. ... o

HUNTING MINSON

Dear Sir

The articles written by Hunter 8
Minson leaves a lot to be desired.
Ouwﬂwlaﬂfewmnsh&m
tohmtaksntoamﬁmﬁﬁ

and food in vast rather
than commenting on the subject
haih;sngttncnwr
am not a spoil-sport orevena
toetotaller andas | am
I'too Toadbutdﬁﬁﬁﬂisa
a Gourmet's

mag not

guidemsmmm\budo
have soma reponsibility 1o your
young readers. Iftheyatmtothm
that is normal business pracmce
they are in for a sharp shock. No-
aneis to stand for ‘vomiting
on\Volves' We have hmaﬂ
gmeﬁamanthﬂ'-ak\nar why
condone itin , if it is meant to
be funny. IT I NOT.

J A ATy , Norwich, Norfolk

| don't think Mr Minson is conaon-
alement — rather

t being : tosat
it Lo gl
Jack the Nipper. How about some
more views on Hunter 8 Minson's
column?

LM

e e ———. " e—



i
; y ‘female’
{ circle since this amazing duced as akind of token, gazine!
euent tOOKDIACE 0 s, Wo M &Efﬁ'ﬁ"mﬁgﬁmm o
m@g CRASH readers We have 10 a0t 8 SRSWCEE, oy
though unlike so many of m‘ﬂé’? ﬁmwm&r) on Mﬂi‘?{wﬂ“
acquaintance we decidedly etc) And
?;3: thetop" about either ave (G“wma&'ps%an ﬁfmon?
that ke men, COMBUEES oen  what aDOL e o LomwLoRieN in
their uses but Shc always been Nete fesue— While the e
) We've o fgure  theARIIERI L e sec-
noticeably in you ‘:,“d 3 wheg th.e_}dga__:SBﬂﬂ ool

Dear Lioyd
! I want to ask you a big favour.

Please could you get the subscrip-
I tions departrent to redesign the

1 plastic envelopes which carry

l issues of CRASH through the post

to subscribars?
! Yousee, I'm a postman, and

| around the 20th of the morith one

3 of the houses on my round
receives an issue of CRASH by

| subscription, six or seven days

1 before | have got mine. So far, |

| have resisted the temptation to

" open the envelope up and pore
over CRASH's wonderful con-
tents, but this act of denial can not

» continue for much longer as my

I will-power is rapidly diminishing.

ottaMcl.eod asa'cﬂt‘mw

writer’ — 1 she in f8CLER Lo
ﬁem.smmimln

ERAGH D |
our popUIBrY BS ot was short

BEDEVILLED BY
TEMPTATION

Dept’ to make the plastic folder
open at one end or make the
envelope a plain brown one so the
temptation ta open is kept to a
’“m'“;’;‘%‘-"" The off the
, The postman

Maxwell House Advert, Wallsend,

Tyrie and Wear

Plain Brown Envelopes indeed!
Whatever would pecple think.
Keep resisting the temptation
postie—if you are a subscriber, try
asking your colleagues to help you
out by ensuring your personal
bﬁpyammsasmmpmmsm

LM

yourspiteful ltte

MWHM——
end? . iiriends are right in

’}‘o All Seeing Lioyd.

Dear Mr Mangram
I can't understand the winging
schoolkids who say they can't
afford all the CRASH Smashes
each month, and therefore have to
copy other people’s tapes to play
the games. Well if they save up and
buy ene CRASH Smash, by the
time they have completed the
game they will have saved enough
to buy another one. Theraisno use
stock-piling all the CRASH
Smashesbecauseifagamegetsa
Smash it is most likely a brilliant
game that will get you hooked, so
you won't have time to play any
others.

As a working person, | could
afford every CHASH Smash every
month butl don’t buy every one as
playing every one of them to their
full potential would be impossible.
Sostop moanmaarm start playing
the games for what they are worth,
you don't win prestige points for
owning every CRASH Smash, with
every one pirated.

Andi ‘The Arrogant” Kirbyshaw,
Greatham, Cleveland

Maoderation in all things, is what my
mother always used to tell me.
Moderation in most things (except
pay rises)is what | belleve in. . , .

TOP SPEG -

PAchFOG I}:OR ONLY £2.99!
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B ecvugivly oy | or
Tl ot ixtanbal,

SMOHMSBORDIHIII-------t

To Ye Crashe Towers

We are two thirteen year-old
Danish boys, who are ardent
admirers of CRASH, Therefore, we

Spectrurn and then downloaded
onto a Mac with the heip of an
Interface 1, 5 nails, 2 metres of
wire, pliers and a si mer,
have decided to send you a pic- asthe best printer was onthe Mac. §
ture, wot we drew ourselves on a Wonko the Dane, Vorbasse g

0000000000

ENSURE YOUR REGULAR |
COPY OF CRASH

When. a magazine is rising in circulation as rapidly as

CRASH is doing Emt%ndi; ) sell bnt:: immediately and you

may e; ience difficulty in obtaining your copy ever

monmxggﬂﬁwbeﬂ thing to do is place a ry ulgrorda'r“ﬁ;hv

ﬁl’qur local newsagent, which you can do by handing him
is farm.

Please ; lar rder for
A sﬂ@amﬁ:qu monthiy o

NBIe e L )
Address ......... RS R o 2 et M

LU RIS N I R e e L T o R R i R B

CHL LR R L L R T R LR R T T S o TR

month Ltd, 1-2 King Street, Ludiowm,
shrth?r”agvm _r_-{:"" lgﬂ'l,:rEt;fli‘i.tﬁbct:‘wuﬁgg
g’ia i:lluhi'ﬂﬂarl if you have eny duﬂ'cul

supply.

4

o : §
g&f’u’ M'ﬂamm rul;l_ﬁamd in the middle of every I
{

ties in obtaining
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Dear Cwash

If you start giving Smashes to
garmes that are innovative, and to
them only, | will make uplay THE
GREAT SPACE RACE! That would
be a bloody stupid thing 1o do (the
Smashas, stoopid), because
innovative games can be S0
unplayable (Hi MEL), and comput-
ers are there for enjoyment, not
farting around saying how good
innovative gamas are. | have met,
and had numerous conversations
with Mel Croucher, and he strikes
me as very intelligent, so Meldon't
wasteit building up enemies. (lam
still a devoted PIMANIAC, my
number is 35. Maybe us
PIMANIACs should meet at a Mic-
rodair).

I have noticed a few things about
games ads. Smaller, independant
COMpanies (GARGOYLE, MOSAIC,
AuTomaTa) have better ads, They
are funny, can give clues or are
plain entertaining, But ads by
OCEAN, ELITE et al are dead boring,
often badly drawn (L of the
amazingly Badly Drawn Women)
and are generally useless, except
MiIKRO-GEN (HI OLI). this is another
sign of how much 'nicer’ india
companies are, | recently led,

- A TIMANIAC
WRITES

somry, read a letter in PCW (I think)
about someone who couldn't get
his chewed up copy of Golf (by
ARGUS PRESS replaced, |
had a similar problem of Techni-
cian Ted being chewed up, but it
got replaced for no fee or prob-
lems, with a friendly reply from the
HEWSONS, so that shows how more
pleasant these companies are
fand it sshgjws in their games).
DOGS (dogs?). Why are doggies
being used in games and ads now.
Thefirst was PIDO, but there's now
PODDY, the OFFOG, the
Pyracurse doggy and BONZO,
from Jack the Nipper. And of
course ies in Trashman and
Saboteur When will there be
the first doggy hero?
Luv Bones, (Fellow Pimaniacs
pleass write) 152 Wellsway, Bath
Avon 48E

MNowonder you've got a Fido Fixa-
tion with a name lika that. DOGGY
HEROES? Well, there's an idea,
Games with bite. Perhaps the Las-
sle licenca is yet to be snapped
up? Would a dog licence be the
resuft?

LM

a1 L L T T LY

TAKEBACK
; PROBLEMS

Dear Lioyd

HELP! Do you know, by any
chance, the address of cAL or siL-
VERSOFT? I'd like to send them my
copy of Bored of the Rings, as it
doesn't load. But the ads don’t
carry the address; the inlay card
doesn't help, efther. Any ciues,
pleasa?

Do you think you could ask the
Ed (blessed be his name etc) to
INSIST that all companies put an
address on theirads? It's a bit
stupid of them to leave it off — it
doesn't take up that much space,
and it 1S essential. If your local
computer store doesn’t stock the
game, you can't buy it! Really sen-
sible, eh? (OK, forgot CRASH Mail
Order, but you wouldn't replace my
copy, would you? | didm’t get it
from youl)

Incidentally, surely a computer
store should undertake to replace
all non-loading copies indefinitely,
Our local store says that after 2
days, you'vehad it— you'll have to
send it to the company.

‘fours pseudomorphicall
(LMLWD), John Yeates, St Cle-
ment, Jersey

Sounds like another knock-on
effectof piracy. The Sale of Goods

1

Act, guite clearly states that goods
should be fit for the purpose for
wihich thay were , and if Joad-
ing into a compuder and ag"rggs

t & computer game is & or,
Ihanyausmurdb%anbfe!oobram
& refund or warking replacement
from the shop after two days has
elapsed.

Sadl .' some pecple have no
dovubt treating some retailers
as -'ibran;gs and cm sofi‘;g
then deliberately ing
so that they won't load. The ‘re-
turns 'mdum%g;;{ﬂﬁcﬁmhfm
send faulty tapes and receive
credit from the distributor, mtg
than the software company a
complicates the retailer’s life.

Thus more and more shopkeep-
ers ara insisting that non-loading
tapes be returnad to the manufac-
furers forexamination before part-
ing with cash aralternative titles by
way of replacement. It might be
worth nagging

you
... but here’s CAL's address any-

way:!

CRL, CRL HOUSE, 9 King's Yard,

garganters Road, LONDON E15
H

LM
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OLD TROLL!

BEWARE OF THE
WEREWOLF!

SCREEN SHOTS FROM
THE SPECTRUM VERSION
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SaMein £9-95

THE DOUBT OF
RABAK
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Lioyd
| I'eanmusha;plgw acouple of
points raised in 5 Valente's letter
IBBIJBNDSD]. Hesaid that uLnimare
netothe dogs' sotospeak,

their latest releases have
baen a load of crap. This is a very
unfair statement, although | must
agree that Nightshade was not up
to unmaTe's standard. BUTho;
can get away with saying that
Gunfright is a load of rubbish too?
I'think that Gunfright is one of uLT-
Slimo hetuigh the back coxies of

ance @
SRASH Hrglﬂ'pm,ﬁpmmalut.
Also, whowould be enough
to pay the least bit of attention to a
second rate mag like PCW (sorry
LMY that said that Cyberun was
% in my humble opinion
i U

is sheer brilliance, sois
and I think you willbﬁms with me
too, right LM? So before S Valente
oranyoneelse starts slagging uwn-
MmaTe off, | suggest that they play
the games first and then form their
own views (But that would be ask-
ing too much of you Mr Valents,
wouldn't it7)

I've got one more gripe tomake,
and it's on CRASH {gosh horrorll).
Yes, | mean Hunter S Minson.
Wha s this stupid little prat? | think
his ‘fantasy’ stories on orgies of
gutsing and boozing are very bor-
ing to say the least. Personally |
don’t careif he had a chip buttie or
chicken in soya sauce, What he
writes (7) is a load of irrelevent
tripe, and he can try and rip out my
liver it he wants to as well. But | dig-
ress. Please LM you complain
about lack of space, why not get

ndoihlrnand use the page for
something “a little more construc-
tive'. Blackmail Mr Kidd by hiding

his Doc's or something but get rnid
of Minsonl!!!
Well I've said encugh! | hope
your runner beans are coming
weill and | wish Hannah
Smith the best of luck in her ‘Duel
to the Death'.
Mr C H Evans, Powys, Wales

In reverse order: For some reason,
they seem a little reluctant to
flourish this year, but thank you for
your kind interest; removing Mr
Kidd's Docs is not sormething to be
taken lightly, his feet have a lot in
common with Torn Thug's pedal
axtramities; the ULTIMATE question
saams to have no uftimal !aansnf;t

Dear Lioyd

Ihave decided to write (well |
actually) to you on the subj
raised by S @ in the JULY
tzsue of CRASH. He says that he
thinks that reviewing poor games
is just a waste of time and space
and if they must be reviewed at all

rtmustbeverybneﬂyamonthe
, | feel you should review
them. oilustti:-showraadars
some of the poor games out at the
moment o as to maintain a
balance between good and poor
games, but so as to keep readers
awaretothe fact that thereis some
real rubbish out there and they
must steer well away from it.
Besides, | find :tqtmmmmsmgto
glétt:‘egkandmad i A
c new game
slaggedfrcmall lﬂgiom?.yt)e
doesn’t say much for me butif
Saﬂwnreocmpanmnra oing to
turn out this load of com and
utter MUCK then you as decent
and fair reviewers have every Aﬁgh’t

1ogwalfa g
ms alhome

shnudbewamadnuttubuyme
rubbish.

Take us GoLp for example. They
d;daxcmdmygﬂwaﬂ Thaypm-
duced game after game, every one
of them excellent and of the high-
est standards. BUT then in March
they released the long awaited
Zorro. You reviewed it that month
and gave it an overall 53%. Abit of
a let down for us GoLp. Then in the
July edition of CRASH | noticed a
review of the infamous World Cup
Carnival. 26% it said at the foot of
the page. | read the review and
nearly passed out when | disco-

it was by us GoLD.

Now, had CRASH not reviewed
these games and thus not
informed the every day peasant of
Mdhgusﬁngq.nﬁtyofmhaﬂ?;

.« Must buy that too
because us coLb write excellent
programs . . . "' £10 down the
same drain . . . (with the game fol-
lowirg close behind). Only people
who don't buy CRASH would have
bought those games and THEY
deserve all they get. (HAH!I)
Sowhat | am saying is you must
keep printing the lgamesso's
we know what NOT to buy. Like |
aiways say ‘'FOREWARNED IS
ORAHM D’ (or summink like

Jan Cook, West Ashling,
West Sussex

Just because a company releases
a bad game or maybe two bad
games in a row, doesn't mean all
thelr releases are to be bad.
The converse is true — which
is why we will continue reviewing
bad games in with the good.
Buying games on the strength of
acompany s past reputationis not
always a sound policy, as you so
clearly illustrate Jan. Reading

revisws, or at the very least getting
ademoofa from the shop
{or asking a fri is-always the

soundest policy before parting

P
=

with with that hard-earned com-
modity, money

LM
Dear Lioyd :
tam toyouwithregardio S

Valente's letter published in Issue
no 30's FORUM. Mega-drivel are
the only words fit to describe it.
He/She or [T whichever the case
may be, has noton wasted the
inkin IT's pen, but i
your previously un- Bf.:ﬂ
and the time of many readers.

The fﬂ;é 50m: |inaﬁe concermned
software delays. | suppose
future software published bym{'al
ente would arrive dead on

without any hiccoughs.
Lkﬂommamdmumataneasdnhm
aten to crop up occasion
you know, like Eug'eﬁr! the prog-
ram, ilinesses, favourite
Grandma's funeral. They are
bound to upset even the strictest
schedules.

Point 2: Subscription delays.
Mora unforseen circumstances
and more S, H, ona, T from S Val-
ente, the reader with the 1Q smaller
than the Valente shoe size. Dis-
tributing thousands upen millions
of magazine’s each monthcan'tbe
the easiest job in the world. Snags,
again, will occur: this cannot be
helped. Subscribers such as
myselfjust have to accept it. If their
magazine is late, fair enough, it's
ARe al nobodys poriect, sast f

iy . least
all S Valente,

Point 3; uinimare's downfall.
Morem rivel. | wish SValente

forum,

the world's top software produc-
ers, [f their AMMErs are pre-
pared to spend months polishing
a game up to the extent they do,
then suraly are entitled to re-
use an idea. If SValente dislikes
any LTIMATE software | will be only
too pleased to receive it, as being
unfortunate engugh not to own &
Swiss bank account, the miserly
income at my disposal means i can
ilt afford to purchase more than
one game every two months.

Where would us games pl be
without No Gunifri
Alien 8s or Sabrewulfs to mention

a few; life just wouldn't be worth
living. [ can't think of one uenmare
game reviewed in CRASH which
has failed to receive a Smash

Point 4: Fairen
recorder's hardly t lcally
advanced {'!hlwan CHOQICDEY
advanced is nearer) but all the
same | do have problems with
turbo loaders. | manage though
mainly by exchanging the game for
anew copy (thanks MICRO-FUN in
Barnsley for being so co-operative
over this.) As for removing the
Lenslok code . . . pah! Now that is
ﬁge unadulterated crap’ for you.

percentage of people who can
do this must be microscopic (a
good word for describing S Val-
ente's brain capacity). In fact if
prices weren't 80 high, piracy
levels would alzso fall which brings
me to the next point.

Point5: Discount software. This
is the only point | agree with but
then again, what's wrong with

software?

int &: anaws Ifit weren't for
CRASH reviewing 'dross games’
then there would be a sight more
divvies buying them. | unfortu-
natsly am one such divvy but after

I'I%A several trash games,
the ones CRASH don't give a good
review don't get ht {or p]l"&tﬂd
fcr that matter.) Another thing, not
any programmers are so
ta!erﬂadﬂmtﬂleycan releasetheir
first game and then have the
privilige of sitting back, watching it
climb the charts whilst reaping in
the royalties. Remember, no-one's
perfect and everyone has to start
somewhere. You never know, one
of next month's CRASH Smashes
have been written by the
author of one of last months 'dross
games’ keep it up CRASH, and
utmMATE. 10 out of 1080 far, with or
without subscription delays
Jonathan Dale,(Yorkshire and
proud of itl), Haylandswaine,
Sheffield

Such vitrioll S Valente might have
very large faet, for all you know
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| s 1 TS IS TRIEE
—FEXPRESS SPECTRUM,BB(C
and COMMODORE REPAIRS!

FREE WHY PAY HIGH

P GAMES WORTHE24 ‘FIXED’
WITH EVERY REPAIR* PRICES

NEW GUINEA. SALIDT ARABA, YOU DO NOT LIKE QUR ESTIMATE
SWEDEN, SWiTZERLAND and WE WILL RETURN THE COMPUTER
*Spectrums only FOR HONESTY — We et you waten  ZIMBABWE - send their Spectrums to. AND REFUND THE POSTAGE INCURRED
indiabliitibang of it Bl B e w24 NR TUSNARCURD. WO QUIBNE MANCOMP o
”’?:?m i "3;}‘ o R Ao GUARANTEE NO HIDDEN COSTS, (Dept. ~ C& )
Reputations take time to bulld, FOR REPUTATION & HELPFULNESS - Because we repair hundreds of - printworks Lane, Levenshulme,
we have been repairing ZX B1’s, “| have corme across a firm that will b comparters every week, we aré  Manchester M19 3P
Spectrums, (L's. Appies and more than willing miﬂmﬂm able to pass en our ‘component- phone 061-224 1888,
BBC's professionally, for 212 :S::;:jgd # andasweil s Duying discount” to YOU in OR 061-224 9888
years — who ls coming second? repalring faulty compisters_are alsa lower prices ... Z80A cpu ;
e austte willing to discuss your preblems  £1.50, 4116 50p, Upgrade OPEN MON - SAT Sam to 7pm
.\@- fnail UK. with Whise-u-Wat repairs| with you and affer rmmablgé_rrﬁp fitted £18.95
Wergh’ with INTERNATIONAL repair servicel bty L - we bring down the prices for
" COMPUTING Wi ¥ AN 85 repairs and components!
P 1o LOW PRICES for the smafler {We may refuse o revive
p repali computers suffering from

effact any necessary repakrs over the
counter in 45 minutes. Based in
Manchester. MANCOMP can offer
what s arguabdy the FASTEST
turnanound in the blsiness to perscnal
callers” CRASH Magazine JUNE 1985,

THIS 1S WHY Spectrum users from
e London, Cormwall, Scotiand,
R, FOR PROFESSIONALISM —~ "OF ail the Birrningham, Liverpooi, Goventry.
ML1™ N repair nbes ‘Sinciair UW@ Letcester. Gl , LOM. etc,
T tc. P seemed the AUSTRALLAL AUSTRIA, BELGILM,
PROFESSIONAL when it came to advice ECYPT. EIRE, GERMANY. HOLLAND,
and a helpful attitude™ AUC 85, HUWAIT, MORWAY, PAKISTAN, PAPLA

attermpted D.LY, repairsl)

Every sent by

Royal Mail Raceipted Post and insured
for return jolimeyl

(For next day delivery include £1.50
extral.

(8.0, £0 for keyboard fautts) @FOR-SFEED — "Dre firm-at Jaast can

5 FOR LOW PRICES - “My tar
wewrecanﬂy.lmum COMP.
B who fixed it in 8 minutes] and for fess
than 6101 They are focal, ':Iued_l\:&.
and biindingly efficent]” 4 HEATONS i
DIGEST. (Secunicor by prior arrangement].
On-site maintenance for Apples,
18.M .5 and most makes of printers
a150mlahle.4h
Guaranteed 4nr responsel
wiy ELY - our estavares ane WAt we do today . ..
FREE ANDWITHOUT OBLIGATION. IF Dthers do tomorrow!

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER

NEW!
MRAGE MICROORIVER

VERSION 3
Now compatie with ALL Specrus incoingth 128k moder” and BY THE e s
ONLY £39.95 inc P & P SPECIALIST g

SINCLAIR
REPAIRS

Walkers will repair your computer at a realistic

rice.
You send a cheque ngt to exceed £40.00; your
computer will be repaired and
retumed the same day or send for a free
quotation.
Most repairs will be in the range £15.00-£40.00
subject to machine.

For information

At last the full potential and speed of the ZX Microdrives can be
realised. A typical 48k program which takes 5 minutes to load from
tape can now be loaded from Microdrive in as little as 15 seconds.

I you have a microdrive the Microdriver Is the most important piece of

Telephone - 021-622-4475
or simply send your computer together with the
coupon below

@1

hardware you could buy:"" JOHN LAMBERT — Sinclair User

e o oo Spcm owrr st o e | % Shiomas Waker & Son [l 3741 Bissall ot §

“Imuch preferred the Microdriver for speed and ease of use. "' Blrrnln hﬂm, B5 7HR.
I0LO DAVIDSON — Your Spectrum ‘ PLEASE T} .
oy 08 5.8 droam . . . INlS GRYUEE & e - saovs | | OCHEQUEENCLOSED O FREEQUOTE 0 ACCESSCARD [
Mhﬂwnmﬂhaw‘m&mﬂﬁ I NAME l
and we wii send you the fatest model. B ADDRESS I
g‘ﬁhnk stmt * fin 48k mode) l l

ntree

Microcomputers Essex CM7 TUL W 000 [
" T g R e -
Trade and overseas enquinias welcome, E l '
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Mg
feel that it

CONSISTENCY

Yl 4

Dear Lioyd

Stand back and prepare for a bar-
rage of criticism. One of the prob-
lems with CRASH at the moment
isinconsistency (mind you, you are
pretty consistent inignoring all my
letters). It seems that you are not

g

sure what type of audience to aim
at (compare John Minson's
decidedly ‘adult’ style with the
overtly childish Bug Box — has it
gons for good? — Hall of Slime,
LMLWD, and now the

' N?
: NS AND OUTS IN AcAl
ar Lioyd
I i
\ ‘N Wrestle
Rock ‘N
Ghosts and ngim:% Allen 8 OCT G
i Vack he Nipper gpace Raider®
s g i orid Cup S0coer
f Word Cup CHTNE, e Baskeoe!
Diegt o MCG 'S Boxing
I Gruz's Boxing :}?nb“" s Ear
SR
_ ZX8 1
| Eer  Gom
| e e
i st Blood PT1
I Ppoint Meitch Dﬂﬂ.’m
Match Day Match FO!
I auce Cherry O
South yorkshire
I gungle Jie", ROYEEET
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Garant

OO
<]COMPLAINT

the lot. The Art Ro
foaddithe

with at times a rather pathetic
mish-mash. This is algo reflected
in the FORUM which, as you your-
soif have acknowleged, occasion-
ally degenerates into infantile tri-
viality.] am not abaut to cancel my
subscription or anything like that,
because although the bad bits can
be embarrassingly bad, the many
more good bits can be excead-
ingly good. However | do feel it's
time you opted for consistency
and so | urge you to drop the
puerile facets of CRASH; after all
the average CRASH reader is a
mature teenager. | know the com-
puting industry is fairly light
hearted, but it is possible to be
witty or entertaining without being
childish.

S G Young, Garrowhill, Glasgow

it all goes to show that you can't
hope to please all of the people all
of the time, and that playing with
‘averages ' feads to woolly think-
ing. There are three kinds of aver-
age for a start: Mean, Mode and
Median, all usually quite different.
Thuswe have three types.of ‘aver-
age ' CRASH reader.

What is ‘puerile” or ‘childish' to
one reader may well be
as the best bit of the magazine to
another; and the CRASH reader-
ship isn't as easily quantifiable is
you might like it to be. The World
Cup Carnival orGreat Space Race
debates are the kind of debates
that generate ‘consistent’, or one-
sided responses, but look at the
diversity of apinion on ULTIMATE
games for instance. Try not to get
embarrassed just because
everyone efse isn't as 'grown up
as you!

LM

SLOBBER,
DROOL

Please stop dribbling on the
FDRUEQMDEQBEM ,Rlssua No. 29,
Stroud, Glos i

Sorry: | was anticipating a pay rise
#mmm;.mmmmem-
bles really belong to Tony Lorton
up in art, he fust don't know what
todo when a paint pot gets
knocked over.

LM

CATCH 128?

Dear Lioyd

You asked 128 owners to write in
with their side of the story so herel
am. FirstI'dlike to say that the 128
is an excellent computer despite
the 15% of 48K es that don't
load. The music is brilliant and the
games are longer because of the
extra memory. Knight Tymeis a
good example of a great 128
game. But people have bean writ-
ing in and saying that if the
software companies don’t make
enough games then they won't
buy the computer. The software
companies say that they are wait-
ing for 128 sales to go up before
they start making any decent
games. This is a Catch 22 situa-
tion.

However, if more paople bought
the computer the software com-
panies would make more games
and everyone would be happy.,
Algo seeing as the 128 Spectrum’s
price is down to £139 it isn't far off
the old 48K’s original price. And
look how many people afforded to
buy that? In my opinion, the 48K
has reached its technical peak.
The 128 leaves room for improve-
ment. Look at it this way. If the 128
does as well as the 48K, CRASH
will keep going for many more
years to come.

Derin Agilgat, Thornton Heath,
Surrey

No doubt the 128K Spectrum will
catchonand sell in large quantities
once it has been refaunched in
time for Christmas. It seemns cer-
tain the revamped version will have
a cassette recorder on board, and
may well include joystick ports —
maybe all will be revealed at the
PCW Show in Saptember. What-
ever happens, though, it’s fairly
certain that there's unlikely to be a
shortage of new 48K games fora
long tirme yat.

LM

That just about wraps it up for another month (PHEW!), and I'm off to

find & cool patch of shade in the garden to rec

te from the

broiling I've received sorting out this month's FORUM. Send your

letters (and iced cans of pop) to LLOYD MANGRAM'S FORUM,
CRASH, PO BOX 10, LUDLOW, SHROPSHIRE, SYB 1DB.
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2 ( 3) ELITE Firebird

4 ( 7) BATMAN Ocean

8 (11) MATCH DAY Ocean

A R P N S R AT

=1

10 ( 9 STARSTRIKE Il Realtime Software S L .
21) TURBO ESPRIT Durell '
EXPLODING FIST Melbourne House
BOUNDER Gremlin
KNIGHT TYME Mastertronic

20 (24) SPY Vs SPY Beyond

22 (17) SABOTEUR Durell

24 (—) PENTAGRAM Ultimate

26 (—) GHOSTS AND GOBLINS Elite

28 (14) HYPERSPORTS Imagine

30 (23) FAIRLIGHT The Edge
Paul Ackrill of Weymouth will soon be playing with forty pounds worth of super software, sent to him at no
charge because he won this month’s Hotline draw. CRASH Hats and T Shirts go to the fab four who are this
month’s runners up: Gareth Clark of Ascot (don't expect the hat to get you into the Royal Enclosure); Gonnmac

Evilly, a Dubliner (don’t swim in the Liffey wearing the shirt, Connmac); Craig Dodson of Burstwick, and Mark
Artus from Wythenshawe. Well done to them all. It could be YOUR turn next month. . . .
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2 ( 3) SPELLBOUND Mastertronic
4 ( 9) THE HOBBIT Melbourne House
6 (11) FOURTH PROTOCOL Century/Hutchinson

8 ( 8 RED MOON Level 9

24 (—) REDHAWK Melbourne House

26 (25) EMERALD ISLE Level 9

e
=== e

28 (—) VALHALLA Legend

30 (22) ADRIAN MOLE Level 9/Mozaic

The requisite forty pounds of freebie games will be bundied into 'a__jiff{‘h'ag sealed with a loving AGGIEkiss and
sent to Adam Fletcher of Cheltenham as the winner of this month’s Hotline draw. Four lucky runners up each
receive a designer CRASH Hat and T shirt. Auntie ie will be getting up early to iron the T Shirts before
sending them, with unironed hats, to Graham Pugh who hails from Car iff: K Grzesik of Rotherham; Michael
Burnsfrom Luton and Paul Gregory who, living in Portsmouth.
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DESIGN

- TIGER
MOUNTAIN

THE ODDS ARE
AGAINST YOU!

You'll have to plan for the future
and use your tactical skills to
take the attack-tank through

to "TIGER MOUNTAIN'!
“TAKING TIGER
MOUNTAIN" is in 3D colour,
set in a real-time battle
environment, which makes

it the most advanced

battle simulation

available.

For the AMSTRAD

NeMedD

THE COUNTDOWN
HAS BEGUN...

One man stands alone to defend the
ultimate weapon “NEMESIS” from
the Andromedan robot forces.
He has to escape with the
“NEMESIS” intact, or start the
countdown to self-destruct.
Time is running out, every
second counts. ..

For the SPECTRUM and
AMSTRAD CPC Range.

Selected “Design Design” titles

are available from:—
WOOLWORTH WHSMITH
"XTEN COMET

and all leading software

stockists, or direct from:—

Design Design Software,
125, Smedley Road, Cheetham Hill
MANCHESTER M8 7RS.

Trade enquiries: 061-205 6603
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round the game twice
Alien 87 chambers
um_cmed

Sabre

Jet Pac C d twice in a row
:%ng&!mn Beat players 1,7, 3,

Bruce Lee completed 7 times
Wiynfﬁlllhdhﬁﬂiﬂﬂthnan

i| MWhTmp::alimmdhl

e
anaw oW a5 but one
1'hnr;a’s shortage $nn Si Haﬂnponl Glm?al nd
no irs, el
of slimesters and willing
" :ﬁ'::tmimd?dm C ndo Area 31, 5,471,400
S8e8ms, omma y iy 5
@ Ludiow Mafia make a 1wﬁh aJ
aluab 24,000
i local economy. Right. I'm going D.T.’s Decathlon 100m 10.42s;
i h?ﬂl&mw Long Jump 87.04m; Shot Putt
! getitin Wl-— 27.00m; High Jump 2.44m; 400m,
| meanwhile another dose 33.87s; 110m Hurdles 10.62s;

Pole Vault 5.08m; Discus 80.11m;
Javelin 135m; 1500m 267s

Hzpoupoﬁl Swimming 26.04s;
eet Shooting 2400; Vault 9.38;

: Score Gore to be going
e gl

 Hunchbackli Archery 3840; Long Jump 14,68~
- World Cup F Won World \éﬂ;aznq{h‘ﬂ“mmg 210 kg. Totak :
- Roceo 3rd Boxer Manic Miner C-omplatecf 4 times
; MLﬂrTWDﬁ!;ﬂnsnfﬂan round (1 usadmr:l-o
| Gunfright Rumﬁ Jet St Willy 51
international Completed, MNodes of Yesod 70%
| 84,000 Are of Yesod 65%
1 Mo‘l‘awComp}utedun!aveiﬁ Montynnhﬁm?ﬂm com-
stk Boact
cqmmduLevelG ch Head Captured all levels
g Fist 6th Dan Alien 8 6 chambers
Yie Ar Kung Fu Grand Master mﬂﬁ%
Yabba Doo Built House e 24%
Moon Cresta Far Cut Sabre Wulf 73,800 at 53%
Match Day Final, but lost Hobbit 22%
Hunchback Lavel 7 Tapper Punk Bar
Fu Red belt mmmmnotﬂlmio;sm
1 Collected fr Jump 230;
| r Mouse Saved World auﬂm,Fmakaﬂngl.‘:'Hg
Chuckia Egg Level 16 4.3; Biathlon 1m 10s;
Wheeler, Do ‘ !nhaia 24.70s
South Yorkshire Bruce Lee Killed 8 wizards
Beploc “"F‘%".ﬁ'}&“ﬁa} S
ﬂﬂmmwﬂ;‘sﬁsigm Car114
Exploding times Evor{onc's a Wally a
160,250 Frank Bruno's Eo:dng
Green Beret End of 4th zone — Wizards Lair 3 bits of lion
130,250, Critical Mass ccmplatad On easy
Bumhjﬁ*ﬁoundthe clock Ping Beat computer on
152,000 s1,2,3,and 4. Score 285,560
Saboteur Completedon all levels  Steve Davis Snooker Break 35
Elite Dangerous Quazatron Cities of Quazatron,
Spy Hunter 450,775 Beebatron and Commodo saved.
‘Rambo Completed, 52,100 Nearly saved Amstrados. Score
Lord of the Rings Adventure 1: 32925,
reached bridge with strider. ’ Richard Davy, Silsden,
Adventure 2; reached Lothlorien Wast Yorkshire
and now.I'm stuck on both
Robin ‘Drago” Bliney, Newark,
Notts , Mikie 162,600
Hunchback Completaed
Back to Skool Got Frog
/  Rambo ted Exploding Fist 9th Dan
; JEW 1 Completed Horace Goes Skiing 2,655
Manic Miner 19 screens Cyclone Got 4 of the 5 crates
 Wheelie 8 screens Atic Atac Completed 97%
Commando 12 zones Match Day 11-0 on International
»Iﬁnﬁnﬂu Kanga 7 screens Winter Games Ski Jump 229.5;

4 levels
3 Tod3tasks
n 13 screens

Pigeon 11,220

Hot Dog 10; Speed Skating 38.7
Guy Mallison, Stratford-upon-
nt Avon, Warwickshire
t a8

mite Dan Gomp
m 9 pieces left Bombjack 780,340
2,044 points Green Beret 62,500
Lumr.la*h-ntn Completed Automania 6 cars
+ Gy, MWS&E?OH Saboteur Completad
i {agrBay oy Mikie Clock 3 times
Dynamite Dan 5 stick of Dynamite
Commando Area 5
Bruce Lee Completed 8 times
Enhards Lair 2 pieces of golden
Ant Attack 6 women

% Martin Knight, Coventry

7
s M)
i.r"ﬁu'(% R

Commando 188,400 Completed
Level 9 :
Rambo 18,400 1 Hos
ke Completed 79%
£35,600 completed

Level 3
Bruce Lee 234,850 completed 4
times

Yie Ar Kung Fu 158,500 Levei 18
g a0
Starstrike 11 982,100 Wi
3D Starstrike 1,706,900 on

easy [evel 8; 130,200 on very *

hard level 9

Exploding Fist 15,500

Stop the ress 6,240 stopped
EXPrass

Trashman 3,359 Grove Street

World Series Baseball 28-0 easy
level, 3 innings

Spitfire 40 landed plane once
Bob Ford, Satisbury, Wiltshire
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While role-playing games have probably only been
enjoyed by a small proportion of CRASH readers;
most of you should have seen the Fighting Fantasy
[ adventure gamebooks created by Steve Jackson
|’ and lan Livingstone as well as other works of
interactive fiction produced by FF imitators. Just in
case you've been lost in the Amazon jungle for the
past few years, the general idea Is as follows: you, the
I reader/player, read through a succession of num-
| bered paragraphs. At the end of each one you are
presented with a choice of options — normally three.
| The number of the paragraph that you read next is
[' determined by the choice that you make,
| There are two objectives to such books. Solving
| the game by making the correct choices to getto the
| end of the adventure and complete the quest is the
1 prirary abjective, but you should also be entertained
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by the story that unfolds as you read through the
book. The storytelling, however, tends to fall by the
wayside — most of these books are written by game
designers rather than by novelists and, I'm sorry to
say, it shows. The game aspect |§ more interesting,
but it suffers from its simplicity.

ooking at 2 gamebeok in pure game terms, as
. a contest between you and the writer, the
iq book is simply @ succession of game turns in
which you have ta choose one of three options. This
is not a very complex game: even in noughts and
crosses you get an average of 4% choices per turn.
The sad fact is that if a gamebook writer plays falr and
gives you the chance to make an inteliigent decision
each time, then the game will be much too easy to
solve, Instead they rely on dirty tricks: witholding
information from you, giving seemingly sensible
choices that lead you into inescapable danger, and
killing you off as often as possible. That way the game
takes longer, and the player gets more value out of it,

It is generally accepted that gamebooks and role-
piaying are not the same thing, aithough they do have
some features in common. A gamebookis very similar
to a computer adventure — instead of location
descriptions, which may Involve graphics displayed
on the computer screen, you have paragraphs. Ina
computerised adventure, however, you have a lot
more options — usually at feast six per location —
and, more importantly, you don't always know what
they are, Instead of a list of choices you have a list of
words which you can use, only some of which are of
any use,

Of course, even thoughthe format of the computer
game riakes life much more difficult for the player,

some game designers still don't piay fair. A good puz-
zle takes a lot of thought to solve, but is blindingly
obvious once you've cracked it. Many adventure
games still rely on problems which require seemingly
ridiculous solutions or avery obscure cholce ofwords
in arder to keep the player guessing, Computerised
aduentures are getting steadily better, and in general
are much more interesting than gamebooks.

n the story-telling front things can be much

worse on the computer screen. At least most

gamebook writers accept that they are sup-
pased to be telling a story, but many adventures are
written by programmers, and pragrammers tend to
be obsessed with logic puzzies. It dossp't enter their
minds to try to entertain as well. It is a great shame
that iNFocoM have coined the term “interactive
fiction” because it is a very good description of what
adventure games could be like, but a very poor
description of what they actually produce! Valkyrie 17
is perhaps unigue amongst adventures in that it was
scripted by a top class professional writer — the
popuiarity of Valkyrie shows that the approach works.
Gamesbased on books (Fourth Protocol for instance)
also tend to be bietter than those for which the prog:
rammier writes the plot as well as the code that makes
things happen,

Talking of games based on books, we do have a
direct comparison  between adventures  and
gamebooks, ADVENTURESOFT are doing a senes of
direct conversions of Fighting Fantasy books into
computer adventures, The first of these, Seas of
Blood, followed the book so closely that it suffered
from it some of the rather untair tricks:that Jackson




and Livingstone pulled in their book wete simiply not |
necessary inthe more comiplex computerised adven- [
ture format. Still, it does go to show that gamebooks |

and adventures are very similar animals indeed.
ADVENTURESOFT's output belongs very firmly in Derek's
column,

| Now, what about role-playing? Gamebooks and

role-playing are not the same thing. And if garmebooks

and computer adventures are very similar, then
adventures can't be role-playing either. So what is this
mystical ingredient found in role-playing games: that
gets Derek’s Signpost correspondents so upset?

he most obvicus thing to say about role-play-

ing is that it inviolves playing a role, You, as tha

player, are supposed to identify with the
character whose part you take in the game. Of course
this happens in gamebooks and computer adven-
tures as well, but these games are often so obviously
artificial that it is difficutt to maintain such an attitude
when playing them, You are far too busy puzzling over
the fogic puzzies to identify with your character

Role-piaying, then, is often a matter of depree
rather than an obvious characteristic of a game. In
order to determine whether the role-playing element
of a game works, role-players often use a term
invented by Tolkein, "suspension of disbefief”: if the
player — despite the fact that he is playing a game
— can believe both in the fantasy world into which he
has been plunged and in his place in that world, then
he s role-playing. Accordingly, a lot of the features of
role-playing games are designed to promote. this
“suspension of disbelief”.

One way of creating this air of reality is to set the
gamein a well defined world rather than have isolated
adventures which have no meaning in any wider con-
text. Setting games in the real world is an easy means
af achieving this, but role-playing games tend to be
set in fantasy worlds. Thus we have Middle Earth
Role-Piaying: (MERR based on Tolkeins books), Star
Trek, Judge Dradd, Marve! Super Heroes, DrWhe, and
any number. of other games set in worlds that the

players will know well. in addition, role-playing game

W oublishers put a lot of effort inte producing

*background matenial’ for their games.

he most abvious feature of a role-playing

game, as opposed o a gamebook or compu-

ter adventure, is that you can in theory do
anything you want, Rather than having a restricted
number of options as in a gamebook, the plaver can
give any order and expect a reasonable result. Of
coUrse, you can issue any order in an adventure, but
the-chances are that if you type in "scratch nose’” the
program will reply with "'l don't understand™ or “You
can't do that”, More importantly, the computer often
comes back with the same idiot response to many of
the things you thought were reasonable solutions to
the current problem.

Role-playing games are run by human referees{cal-
led Games Masters, or GM's for short) rather than
computers; humans (Commodore owners excepted)
are rather more intelligent than Spectrums, But role-
playing games also appraach things somewhat diffe-
rently. As anyane who has used The Quili or a simitar
product will know, adventure games work on 3 very
simple systern governed by a table of 'events’, Events
tend to have the form, “if the player enters word X
whestin ipeation Y then Z happens’. Role-playing rules
are much maore flexible, They tend to assign numerical
values fo various aspects of the world in which the
game takes place, and use these to determine the
result of actions. In a computer adventure, the com-
mand "break down door” will either work or not,
depending on whether there is an event allowingit: in
role-playing the GM will compare the strength of the
player to the resistance provided by the door to deter-
mine the result.

This sort of rile can be, and I5 beihg incorporated
into adventure games (indeed, éven Fighting Fantasy
books manage to accommaodate the example given
above). The problem is that each rule needs different
code to interpret it, where as in the event-based sys-
tem you only need to check that the event that occurs
is in the table provided. Doubtless, as artificial intell-
gence programming techniques Imprave, so will the
games. (It is interesting to note, incidentally, that the
original computer adventure, Adventure; was written
a5 & PhD thesis on artificial intelligence. We've come
a long way since then!)

oimething else that the human referea has on

his side is his command of language. His voc-

abulary is much greater that that of any com-
puter, and 2 GM can understand the same instruction
put in many different ways. The parsers — chunhkis of
code that interpret player commands — of computer
games are iImproving, but the simplest way to handle
command input is to have a fist of legal commands
from which the player can make a selection, That may
seem artificial, but knowing you can only do-a imited
range of things is often much less irritating than doing
what you think is sensible and getting an idiotic reply

Storyline Is a very important factor in role-playing.
A lot of the identification that you get with your
character and the game world comes as 3 resuit of
the skill with which the GM presents the material to
you. Computer games don't have that personal touch,
but could make up for it by having a good novelist
providing the script. The main problem is lack of
space for the [arge number of words: that writers
require to generate atmosphere,

Several of the people who have written to CRASH

about role-playing have stressed the interactive, 'L
social element of such games. As well as the GM you b

have maybe four or five fellow players to talk to, This

' tends to be very good for atmosphere, especially if

you all sit round saying things like *what shall we do |

next’” rather than “what do you think the GM expects

us to do now'’, A mufti-player game where everyone ,|

can participate at once (rather than one at a time as |
|

¥ in Doomdarks Revenge) might be fairly diffcult on a

Spectrum, but two player games should be quite
simple, especially if the game is joystick controlled.
The arcade game, Gauntlef, caters for up to four If
players and works very well — | have to admit a |
personal interest here: having designed a Spectrum
implementation of the arcade original, 'm waiting to
see if it comes to fruition.

ne thing you cant do on & computer is have

the non-player characters talk back sensibly

In role-playing the GM can act the part of
everyone you meet, but we are a long way from get-
ting programs that can hold sensible conversations
with the human player(s).

Another point | would like to consider is the death
rate. in gamebocks and computer adventures, get-
ting killed is a very common result of making a mis-
take. It has the advantage of forcing the player to
start again from the beginning, which s a very good
way of increasing the time it takes to play through the
game. Alot of computer adventures allow you to save
positions and go back to them if you die, but you are
still expected {o'get killed regularly In role-playing
this tends not 1o happen. Instead you get a little way
Ints the game, find it getting tough, and retreat. Hav-
ing got home safely you are deemed to have learned
from your experiences and your character may get
mare powerful as a resuit, The number of 'experience
points’ gained during a foray into the adventurs world
generally governs the alteration to. your status. When
you go back to fight another day, things are likely to
be more easy

Allowing the player to build up experience contri-
butes a better atmosphere to the game. The player
should feel for his character ideally, should feel he 1S
the character, If he keeps getting killed off the charac-
ter is more likely to be viewed as expendable rather
than as an extension of the player. Role-playing tends
to be very open-ended on account of the the effects
of experience peints — players tend to have lots of
Iittle adventures rather than one big one. And ta begin
with, you are often not powerful encugh to do any-
thing spectacular To run such open-ended gamas
well, a vast arena in which to play is needed: GM's
someltimes map out entire continents, worlds or even
universes, You can't run anything like that ona compu-
ter without quitea lot of memory, and disc drives. . ,

Next month, Il take a look at the way role-plaving
games have been transferred to computer — and
not just the Spectrum, On the Spectrum front, Mike
Singletons new game Dark Sceptre showld be nearly
finished, -and Mandragore from & french software
house is due along any day now. Theres Swords &
Sorcery, of course, phxslhsfewoﬂrer favourites. . ..
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Argus Press Software Ltd.,
Victory House, Leicester Place,
London WE2H 7NEB.

Tel: 01-439 0666

in case of difficulty, Mission Omega can be
obtained from Argus Press Software Ltd.,
Units 1 and 2, Conlon Developments, Watery
Lane, Darwen, Lancs. BE3 2ET.

é CBM 64, Spectrum 48K

and Amstrad: £9.95




| is larger than any of thosa in its
| predecessor. It involves a group of

Eal Vi
al of Garien

Huh! Well into the summer season and all I've managed todo
is sunburn both shoulders and one half of my face, Typical. |
go through the same pointiess charade every summer (well,
every summer the sun shines) but never has it been worth-
while. Maybe | ought to go back to wearing clothes pegs.
Graeme only thinks it's stupid because he can’t figure out
why | wear them. Still, the hot days have forced me to many
a pub to avoid dehydration where many pints of cider have
been consumed in thirst quenching ecstacy. '

Apart from quaffing the ale and becoming a part time cul-
ture vulture during the Ludlow Festival, I've had more time to
delve into arcane tomes on role playing and have whetted my
appetite for the autumn to come. If and when GAMES WORK-
sHor get their Convention schedule sorted out properly, | will
go along and join in the festivities. If you have never visited
such conventions, | can only suggest you keep alook out for

| the upcoming events and drag yourself along. Assuming
| there's a bar, I'll let you buy me a pint. f there aren’t any bars,

REBEL STAR

| Producer: Firebird e

Retail Price: £1.99
Author: J Gollop

After recently looking at the old
RED SHIFT gjame, Asbelstar Raiders
and getting a lot of response, | was
pleased to recelve this release
from Firebird. Called Rebelstar, it
is actually written by the author of
that early classic but has been
much improved. For the price, this
has to be the best strategy game
I've reviewed in ten months of writ-
ing FRONTLINE.

One and Two player versions of
the game are provided, each
loaded as a separate game froma
different side of the cassette.
There is only one scenario, but this

raiders trying to break into an
enamy complex and disable the
main computer. Player(s) controls
individual characters or robots

AND PEBBLES IN
THE SKY

Inside the moonbase, two androids on the lower part of the scresn move
to attack the raiders. The hollow square on the left of the viewscreen Iis
the cursor — It's the start of a turn, and no selections have

NTLINE

with Sean Masterson

OF SUN, FUN

Il take you to a pub and then you can buy me a pint. In return
I'll listen to your abuse. An offer you can't refuse.

Meanwhile . . . GAME DESIGNERS' WORKSHOP, the American
company responsible for Traveller has altered its quarterly
Journal of the Traveller’s Aid Society to standard magazine
format, widened the subject matter and renamed it Chal-
lenge, now available at all good games shops at a ridicul-
ously inflated price. However, they've started aregular page
devotedio proiram listings for referee’s aids. They are actu-
ally written with Apple users in mind but would not need
much alteration to run on a Spectrum. Itis worth taking alook
at if you use your trusty black box for such things.

One other thing. As this issue goes on sale, hope for clear
nights. There’s a meteor shower known as the Perseids
which should peak around this time. Well, it's something to
watch while you lie on your back in the garden cooling the
suntan in the evening breezes.

Good deeds over. Let’s get on with the reviews. ..

E ¢

Play consists of turns during
which a player moves and orders
all forces under his or her control,
Movement for characters is eight
directional and orders consist of
M idrop object), P (pick up object),
O (change object in use), L (load
object) and F (enter fire mode).
Movement is achieved by select-
ing & unit and moving it under the
cursor. When fire mode is entered,
some map detail disappears,
combatants become coloured

S=5SELECT
B=EHND
TURHN
HM=MEXT
UHIT
I=1IHNFD
J=CEMTRE

been made

which are each allocated a certain
number of action points. The
members of a player’s team are
ordered individually with different
actions costing varying numbers
of points. Each team member may
carry out as many actions as
required in & single move, as long
as the point allowance for that

character is not excesded for that
move.

Each character carries a
weapon of some description and a
quota of ammunition and may also
carry several other items found on
the route to the central computer,
Only one itern may be used at any

change from ene iterm to another.
The screen scrolis in four direc-
tions following the trail of the cur-
sor used to order team ers.
Totheright of the mainactionarea,
an information display lists the
options available and any informa-
tion ‘about the figure currently

time and it costs Action Points to | highlighted by the cursor.

spheres and the cursor changes
into a sight. This sight is positioned
in the desired target area and
when confirmed, an energy beam
is displayed along with a message
detailing the accuracy of the pulse.
There are three different kinds of
shot: an aimed shot costs the most
points but is most likely to suc-
ceed; a snap shot is less accurate
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but costs fewer points to perform;
finally, a player may select oppor-
tunity fire ta cover a particular
area. Opportunity Fire only exe-
cutes a shot when an enemy cros-
sas the line of fire during his turn, in
rhich case a snapshot is fired at
i,

kill, seoring a random number of
points determined by the power of
the weapon. Generally, the more
powerful the weapon a character
possesses, the less ammunition is
available. If a character is
wounded in combat, a message to
this effect appears next time that
character is selected. Wounding
reduces the constitution of a
character — second wound kills.
Killed characters are remaoved
from play, but droids that have
been knocked out leave wrackage
which causes a blockage.

As the complex is entered and
explored, varlous objects may
become available to the players.
Keys can be used tolock or unlock
security doors (the key to the
armoury is particularly useful).
Medi-probes can be usad to heal
wounded characters, and Droid-
probes repair droids. Using an
objectis achieved by bumping into
the required target.

Intheone playermgama, YOL may
only take the part of the raiders but
this apparent fimitation is offset by
the fact that the computer oppo-
nent is a highly competent adver-
sary. It deploys the defending
droids cleverly and uses them
ruthlessly in its attempt to thwart
your mission. However, as there
are eight difficulty settings, you
can temper this efficiency some-
what.

The game is superbly error trap-
ped and many of the warning mes-
sages relate to specific actions to
avoid ambiguity. The map is clean
and well drawn but packed with
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Shots may darmage, wound or |

|
|
|
|
|
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detail and every item is properly
labelled. Character graphics are
quite good with different weapons
altering the look of the troopers (all
of whom are named). Even the
sound effects are reasonable.
Weapon  skills, stamina and
morale are taken into account on
an individual level and atmosphere
and variety included in each event.
Each character also has an
assigned percentage chance of
hitting a target listed.

| would have expected a game
of suchquality to appear ata much
higher price, and take my hat off to
FiReBIAD for introducing this much
improved version of an old favour-

ite back onto the market at a |

reasonable price. | can find no fault
with It

PRESENTATION 88%
The presentation on screen is
spotiess. If rresIRD had taken

more care with the instruction
inlay, it could have been better

RULES 90%
Simple to pick up, but deviously
devised

PLAYABILITY 92%
You can almost play as soon as

you lead. The game runs at a fast
pace from start to finish

GRAPHICS 90%

Colourful, clear, detailed . , . what
More Can you ask?

AUTHENTICITY 91%

The Action Point system works
excellently. It is however, very
similar to that used by GDWin their
game Snapshot. Come to think of
it, there are a lot of similarities . . .

OPPONENT 91%

*fou will hate it once on the higher
skill levels

VALUE FOR MONEY 95%
Unbeatable

OVERALL 93%

No langer need you lament for ren
sHIFT. This classic game is up for
grabs now. | can only suggest you
scamper off and get a copy

Producer: Black Knight
Computers Ltd
Retail Price: £5.95

Sword and Shisld is a mediaeval
strategy game concocted by the
same team that brought you
Seventh Cavalry. A king of some-
where lost in the mists of time has
allocated control of one of his ter-
ritories to you. Your orders are to
make 1000 groats (local currency)
from development of the crop
farms. However, there are mare
than natural disasters to contend
with. Invading knights and their
infantry can cause trouble and
rebellious fanmers, known as the
masked men, are set on making
your life impossible.

A number of parameters end the
game should they be exceeded. If
you ever have less than thirty

crops, or your own contingent of |

knights becomes éxhausted or
you take over 200 years o reach

the objective, the game ends in |

defeat. The only way fo win is to

amass the groats and avoid any of |

the abave.

The game tums are one year
long, and the player can order
forces to keep the enemy at bay,
send knights out to look for trea-
sure in neighbouring castles and
set the tax rate. The pla can
select a short or full length game
and the fagility to load and save
unfinished ventures has been
thoughtiully included.

The game isn't a purely histori-
cal saga however. BLACK KNIGHT
have gone down the fantasy road
by populating the wilds with up to
four rather unfriendly dragons.
These dragons have an inverted
hibemation habit in that they cnly
appear in the winter (though they
remain in play uniess dealt with),
They are also the strongest of the
pf.m!r‘s possible adversaries.

ights are a major asset —
they are strong and fast, adapta-
ble, and can canscript peasants to

s
SWORD AND SHIELD

create infantry. At the end of the
year, when treasure chests appear
{for some strange reason), only the
knights ‘can venture to get them.
Movement and orders for knights
and others are carried out with a
cursor (known as your ‘shadow’)
and eight directional scrolling of
the iandscape can also be
achieved with this.

At the end of the year three sum-
mary screens appear. The first is
the obligatory SAVE option. The
second tells you the current tax
rate, the quantity of crops grown
during the year, how much income
has been made and the balance in
your treasury. The final screen dis-
plays the number of knights, farms
and and infantry you have with
another reminder of your balance.
At convenient points in this sequ- i
enca are the options to change the
tax rate (arbitrarily set at 20% at
the start of the game) and purch-
ase new knights, infantry and
farms. Play then continues to the
next year,

Play is simple and straightior-
ward. There's no obvious flaw in
the game it's just that there isn't
enough game there. The trouble
with products like this is that they
are immensely difficult to get any-
where with until the correct
balanice is found, After that, all the
challenge disappears. Enter yawn
mode.

Ii there was something of
interest to look at on the sereen, it
might have been more bearabie.
As it stands, the visual aspects of
the game are bland and unim-
aginative, with smooth scrolling
being the only saving grace. The
price adds insult to injury. It costs
at least two pounds more than it's
worth, The company probably
dan't have the resources to bring
the game out more cheaply, but
they should have gone for an

improved product to justify their
pricing. They stand to gain littie
from overpriced mediocrity.

If you'ra really stuck for a new




strategy game, then this one will
provide a challenge for a while. But
play becomes as predictabla and
hackneyed as the plot itself before
long. The game is a throwback to
the days strategists couldn't
afford to be choosy. Nowadays we
can, of course, and | suggest you
choose to leave this one alone.

PRESENTATION 39%
Passable title screen

RULES 40%
Net bad — what there is of them

PLAYABILITY 45%

Easy to play if you can take the
monotony

GRAPHICS 33%

Good scrolling but little else to
catch the eye

AUTHENTICITY 10%

| don't think this game is true to
anything — itself included

OPPONENT 37%

Difficult to beat at first

VALUE FOR MONEY 36%
Two years ago this might just have

been reasonable, but not nowa-
days

OVERALL 35%
Very mediocre

Again, spaceis short (butso am I) so let’s dive
straight into this month’s offerings . . .

Dear Sean,

I've been playing board and minia-
ture wargames for over ten years
but have only recently got into
camputing and I'm glad to find a
magazine that covers wargaming.
The only problem with computer
wargames seems to be the lack of
high quality software. As you said,
"'80% of anything is rubbish’ " (Ac-
tually, | think the percentage is
higher—8M,) and some of the past
games have certainly been bad,

It strikes me that the ideal war-
game would be more of a skirmish
type game with the computer
handling the display and move-
ment/number-crunching aspects:
I've been warking on a Samurai
period game using skirmish rules
and |'ll send you a copy if it works
out Okay.

John Weller, Kingston, Surrey

Please do send me anything you
concact. That goes anyone
else writing their own matenal as
well. I'lf review everything sent in.
Here's £20 worth of software to
give you some incentive — Okay
John?

SM

Dear Sean,
| frequently read FRONTLINE but
must confess to not having a
single strategy game in my collec-
tion. What ruins mast of these
games (or puts me off) is the slow
play and number of keys used.
Therefore, why don't companies
bﬁ“ﬁ out jcon driven wargames?
Such games would be more play-
able, and the inclusion of arcade
sequences would widen the
appeal to other gamers.

Steven Cook, Miiton, Giasgow

As you may suspecl, you're
wrong. Their Finest Hour was an
icon driven strategy game and
there have and will be others. | do
agres though, that icon driven
software fncreases the appeal of
such games. pss often include
arcade sections in their war-
games, but whether this improves
themn is a mattef for debate, | think
that in such cases you end up with
two bad games rather than one
good one — but that's only my
opinion., . .

SM

Dear Sean,

The May issue was the best yet—
somebody  finally reviewed
Rebelstar Raiderst | bought this
game 12-18 months ago, and for
my money it has still not been
beaten. Now, totest how good you
are at your job — WHERE CAN |
GET HOLD OF THE EXPANSION
MODULE?

I thought | would compliment
you on the way you have picked
up Angus Ryal’s standard (or
should that be rfle). After a rela-

tively shaky start, the column
seems to be expanding nicely and
the addition of a LINE

FORUM is. a great idea. Who
knows, maybe this measly literary
effort will win £20 worth of
software.

lan Mason, Newbury, Berks

First things first, you can't
Nobody has bothered with any Rep
SHIFT matenal since the company
went bust, Finding stocks of ofd
games or expansions now would
probably be impossibie. Thanks
for the creaping bit, but you'll have
to do bettar than that to get twenty
quid’s worth of games out of ma,
SM

Dear Sean,
| bag to diffar about your views on
Rebelstar Raiders being one of the
best from seo sHiFT. Have you
never seen 7 I'm not
knocking AR but | feel it comes
nowhere near Apocalypseinterms
of quality. Though you mentioned
that RED SHIFT no longer exists, |
would be interested to anybody
whe may have taken over their
business, as | would like to send
off for expansion maps for
Apocalypse and maybe some new
scenarios for AR.

Jon Moore, Newport, Gwent

Actually, | do prefar Apocalypse
but coiddn’t get hold of @ copy in
time for those reviews. As to your
queries, I'm afrald my answer to
the latter above applies hare ajsso.

M

Dear Sean,
Do you honestly think that war/
strategy games are worthy of their
own regular column in CRASH? |
mean, let's face facts, strategy
games have hardly made any
astounding breakthroughs on the
Spectrum or any other micro.
Compars games such as
Knightiore, Starguake or any other
CRASH SMASH with ar}}( war-
garme and I'm sure you'll find the
wargame far inferior inall respects.
What I'm trying to prove here is
that FRONTLINE along with
CRASH COURSE should be
abolished, making roem for more
interesting features. I'm sure that
the Crashtionnaire resufts will

prove ming is the popular opinion.

If you say, 'But CRASH should
cater for minorities,' my reply
would be that thers are Minorities
and minorities, | would call adven-
tures or Tech Miche 'Minorities’
which can ba proved by cﬂm;]:_:r—
ing sales of such products. This
should prove just how insignificant
strategy games really are. Can you
imagine the size of CRASH f it
catered for all minorities?

Well, that sums up what | have
to say except | look forward to the
day when you and Rosetta have to
draw your dole.

Peter Shields, Middleton, Man-
chester

You're right that this column
satisfies only a smalf minonty. That
minarity is indead smaller than that
of adventure gamers. However,
you are the only person who has
complained about the column. By
yourown logic therefore, you must
be in an even smaller minority. |
suggest that you follow your train

of thought to its logical conclusion
— and sack yourselff

SM
Dear Sean,

Why restrict yourself to war-
games? In my opinion, strategy
games involve more than than
bashing up each other's armies.
Maybe you should expand your
column to include all kinds of
strategy games. Games you could
have covered include Shadowfire,
Lords of Midnight (which has
nothing to do with adventures) and
Deus Ex Machina to name but a
few. | like strategy whether its in
the form of a wargame or not.
Henk Van Versendaal, Tiel, The
Netherlands

I'den 't consciously resirict cover-
age to games with military’ over-
tones — it's just that more such
games arrive than anything else.
In the future, | will try and get hold
of more of these borderline games
before they disappear off to
Derek's abode, S

Dear Sean,

It was disappointing not to see a
FRONTLINE FORUM in CRASH 30
as it is establighing itself as an
excellent strategists’ views col-
LEFTH.

Recently | visited a branch of
GAMES WoRKSHOP and purchased a
very interesting fantasy/strategy
game called Chaos. The game is
very good indeed — Derek
Brewster reviewed it in issue six-
teen and gave it 8/10. Butthea maost
important thing was the price,
£2.95, a fiver cheaper than the
original asking price. It's agame of
magical combat between 2-8
wizards in an enclosed arena.
Consequently the game provides
a good excuse fora party, yes?

G Havenhand, Aston Sheffield

In fact there are several old GW
tittes up for grabs at ridiculously
cheap prices at the moment as
they are off-loading remaindered
stock, now they have pulled out of
the software market. My past may
make me biased, but I'm sorry that
they ever stopped producing
games as they were beginning to
turn out memorable products.
C'est la vie,

SM
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ERVICE
DIRECTORY

h Where can Crash readers get their games hardware and peripherals?

'- As a retailer, you can tell them in a totally free entry in a retailers directory for software and
i hardware shops throughout the country, with name, address and telephone number.

b osesanenasainnssnasnmesT Eessennarims toTn RSN RIS LS TNASEONE SRR SRS ‘ Each entry w”l be |Isted

| U OFEIALER o s+ @lphabetically under area headings,

: split between software and hardware.

:  The Directory will be published
Do youselll— Handware, elc[] Software/Games ] Bot[] : in the September Issue (on sale

Do you provide for. —  Spectrum [] Commodore[] AMSHAB[ ] OMe .....cocusmi August 28th).

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

i TRRHOCHYTRNNR e mpessmon et B e b L s WA 28
{ SIORAIUIE ... coeverorcossomsasssbotasSonss o s s kssasan o o s e AR e s :

Return to: NICK WILD, NEWSFIELD PUBLICATIONS, 1-2 KING STREET, LUDLOW,
SHROPSHIRE, SY8 10B
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The Competition Minion has gone off in
washing up liguid in his tea (some p

dfrom CRASHT

a sulk because | just put
eople have no sense of humour.)
owers — I've had a good look in his
the broom cupboard, but to no avail.

He'll probably
be in a huff for days now. You know how touchy he Is.

ay, this is all rather irritating because I’djustﬁniahodm*tlng

Anyw
the PLAYING TIPS and was looki

break and a

h but now unc

forward to a quick five minute
Graeme tells me that because

the Competition Minion has gone AWOL, | must kick Lioyd of his

Hermes and write this com
in aid of their latest release, Tantalus. Sig

ion, which is sponsored by QUICKSILVA
h. Tomorrow that lazy sack

of bones who passes for a Competition Minion is going to gt more
than detergent in his drink. Oh well, here goes. . . :

The mammoth Tantalus map
run its course in PLAYING TIPS

and is no lenger behaving like a
surrogate carpet in the CRASH
office. The giant plan of the game
is now winging its way back to
oulcksiLva to adom their office
walls, no doubt. Although the map
was complete — and inone giant
plece — our cunning Art Depart-
ment painted out the 32 lock units
while they cut it up to be printed.
This was not a pointless exercise
... all part of a plan, you see.
“Could CRASH readers find the
lock units which have been |eft out
of the map and draw them inthem-

QUICKSILVA
up are booked to win a pack ofas
games.

All we want you to do is to
assemble the map, make a photo-
copy of it if you like, or you can
draw it if you have lots of free time
— remember, it's a BIG map —
and mark in as many lock units as
you can after playing the game.
Place this in an envelope and

scribble the number of lock units
you've found on the back.

The person with the most lock
unite. correctly marked wins the
computer — or we'll have a little
“first out of the hat’ sessionif more
than one fully correct en is
received. MNext ten completest
entries in order collect the games
packs.

Whizz your entries in to TAN-
TALUS COMP, CRASH TOWERS,
PO BOX 10, LUDLOW, SHROP-
SHIRE, SY& 1DB to arrive by the
August 28th and you may receive
a Spectrum 128 through the past.
And that can't be bad.
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"ATLAST YOU CAN REALLY FLY!™ 4

RAFPILOT 20
. “1JUSTCOULDN'T BELIEVE HOW MUCH THERE WAS INIT" 2zcrs. 080
ciedoe  “ACE IS ONE OF THE BEST SIMULATORS | HAVE EVER PLAYED" <

"THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT
SIMULATORS — AND THEN THERE'S ACE"'

CASCADE GAMESITD,, COMPUTER AND VIDED GAMES
HARROGATE HG) 538G,
EMGLAND,
TEL [0473) 504863 Scredn shots ore baken from'the €6 G4 version
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These winners of the Greenchomp
Comp certainly knew how to
tempt a sailor's palate. They rus-
tied up some scrummy scoff in
10 MacmILLAN'S offer of
Alarm clocks, games and T-shirts
and other i

Popeye
First place goes to James
Ratcliffe of Empingham HRoad,
PES 2RJ and Matthew Hobb

Jemaos Ratclife aiso went the menu way, supplying the bill of
fayre from THE OCTOPUS ARMS which Included such culinary
delights s Shark Fin and Splnach Loat with Anchor Blseulis
and Spinach Custard for sfters. To complete the meal, why not

try and After Spinach Mint?

THIRD 128
COMPETITION

Well, my leetle Frenchipoos com-
petition entrants - ‘ere are les
results for the Third 128K Spec-
trum Competition. If you cast
minds back to CRASH issue vingt-
neuf (or 28 to you non-French
ng persons) you will recall
Jacques, the Iloonie French
Comps Minion wha finally col-
lected up his string of onions and
smelly garfic and went back au
Continent. Soon, | hope to be off
on my hols — don't expect a post-
uan::‘ there's simply too many of

The observent person who
ringed all the changes and had his
out of the empty garlic box is
n Earley of Lansdowne
Road, CR9 2JA and a shiny new
128K Spectrum is on the way to
him. The runners up inthis compet-
ition all get fabulous CRASH T
shirts.

RUNMERS UP: Darren Skinner,
Oak House Lane, PE22 OPT, MrH
R Collings, Field Way, GU12 4UN;
Mr A Daniels, The Crescent, SP10
3BJ; lan Webb, Kingsland Avenue,
Northants, NN2 7PR; James Cox,
Bastwell House, BB1 9TY, Adam
Fletcher, Tivoli Road, GL50 2TD;

8 of §

Grange Road, GU1S 2DH. They
both wig1 alarm clocks, T shirts and
a copy of Popeaye the game.

in second place are Oliver

Roberts, rove Hill, GUZ BLN;
David Jﬂmad(mn. Landsmoor
Drive, PR4 5PE; John Blakeley,
Wakefield Aoad, LS27 OHT; Ste-

and copies of Popeye.
In third place we have Anderson
D Sawney, Gayford Road, W12
; David Fort, Kenilworth
Close, BB12 858G and Darren Por-
ter, Bridgewater Road, NN13 6BY
who will receive Popeye T shirts
and copies of the game.

abours:
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Jaime Daykin Glose, 575 SHA; Barry
mmsmuwﬁmm

GETTING WITH THE BEAT

The three lucky people listed
below who successfully put their
thinking caps the right way around
on their bonces will soon be own-
ars of a cHeeTaH SpecDrum kit, If
'va been following Simon
Goodwin’s TECH TIPS column
Ijm'“ know the SpecOrum is lotsa
n — job the ZZAP! crew
haven't get hold of one; the noise

waould be intolerable. All the run-

ners up receive a voucher worth
three pounds, redeemable against
a SpecDrum bought direct from
CHEETAH via their mail order ser-
vice. Here's the trio of winners:

e McDonald, Rose Avenue,
C03 5RU; Jon Miles, Moss Road,
WD2 6EW; Brendon Woodhouse,

Glen Street, NE31 1NG.

DESERT RATS

The fifty lucky people listed below
will all be receiving copies of
Desert Rats through their letter
boxes in the very near future. Your
faithful Minicn had a quick peek at
the questions they had to answer
and instantly retired to the broom
cupboard to recover over a nice
cup of brew.

Dimsdale Stroet, SG14 1PH; mm.u
Metthew Elsy, Prospect Class, DA17 BEB;
Crash Aeader, mm;m
Packard, Fulmar RM1 25U); Stephon
France, Addington Grove, BSE26 %
SAL; lan Wilson, Os m%m
Michael J Brown, WFS OGD;
Mark James, &v.n:sd‘,lﬂ'l“
7u:mm-n.*rhamr. TPA;
T : Michasl Gilby, 5t iuﬁ??fp-’
Matthew Hobbs sent In a complete presentation ;Ln'ck}':-rm i Nigel King, South Weald Road, CM14 4QZ;
‘s restaurant, Includin, dwert, menu and rec. TR Bennett, Square,
:’ns:rm:nr;ur;::-Excﬂunugx;ﬁonh-Pupm wpul'dp;a for g B0 m%
spinach lce cream. . . Road, M31 2WU.
eman, Hallsham Fload, BN2E BNL; Steven Chaviot Avenus, GT8 20R; Philip Harrison,
BATCOMP RESULTS | bavci. ormaia Rosd, 145 48l Mark | Meadow View Foad, S¢ 1Tt Michael Ker-
Those awfully decent people at mi“.?auﬁ?mun: m‘ﬂ&pummm
ocean offered copies of their | Michael Chandler, Bonar Crescent, PA11 | Govilan, NPT BPF; George Neison
CRASH Smash game Batman to 3EQ; Dan Terhell, Rockanje, The Nether- muzuu1mcumm
the first fifty people who co mmﬂummwm ﬁmnm.%ﬂmnmmm
solved the Mmmhmlssm! Close, 580 Jason mm Fr1 momjm Hazelton Road, CO4
Road, L66 2JE; Andrew Raberts, JEB; Mark R Akroyd, Church Lana, HD4
29. liyour name'slisted belowthen | poCo " mes oks: Oliver Gritchley, Royb- N A Grantham, Road, CV1 2AX;
you'll have your very own chance | ridge, PH31 4AN; Christopher Coles, Grove mmmmrm
- of rescuing Robin from the das- | Read, S&3 w;mmcawm St ﬁ"""""""““"‘"&"u"ﬁf"‘.ﬁ"a;ﬁ
wy clutches of Joker and Rid- W.m““mm;ﬁ YL B | e A 288, "A Geaham,
Cheviot fuenue, GT8 2DR: Paul Stewart, | Avenus, ME206LS. o

T
i
I
il

Chamberiain Way,
Manor Ricad South, 502 John
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Oh dear oh dear! We've had to castigate the Competition Minion for
letting you competition entering types down — in setting up the Split
Personalities competition in the last issue, our Minion forgot to men-
tion an extra prizipoos that each of the fifty winners will receive.
You see, a veritable army of PETHATES has invaded CRASH Towers
and is lurking up in Auntie Aggie's office, just waiting to be sent out

with the prizes next month. These delightfully crafted rubber
likenesses of two famous world leaders have been squeaking away

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

= - = = T

angrily ever since they read the July issue and found they hadn't got
ﬂ k:.ie {you know what these publicity-seeking politicians are
So here they are, arranged in all their glory out in the sunshine —
fifty PET HATES, just waiting for fifty lucky prize winners in the Split
Personalities competition to win them. The Comps Minion has been
banned from eating sticky buns for a fortnight and is currently well
miserable as a result. He won't forget to mention prizes again

My top five programs are:

| |
| |
| TITLE VOTEOUT OF TEN ||
1| IR ENER L e s T e S e i s |
1
* AR - e e S e e T T e ey e |
I 2 I
Tt et = A T Tl R T 0 P R PO I
3
| postcode TSHIRT SIZE |
| 4 I
| Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SYB 1DB
e ey ST e R R N AR S S e e VR N s e T R
i|' CRASH HOTLINE WRITE |N COUPON My top five favourite programs in descending order }
| Please use block capitals and write clearly! are: |
I REre e e e TTLE _____PRODUGCER|
- I
(.0 5 L e T D SRl S e T L 1 |
: ............. OIS R v (e S e e 2 |
|
I Posteode il SO e e e R A 3 |
| TSHIRTSIZE ...... ot e 4 I
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 I

| LUDLOW, SHROPSHIRE SY8 1DB

e e e e e e e e e e e e




| ZX SPECTRUM

/_.

BACKNUMBERS
Fill That CRASH Gap ...

3:April 84 @Missits Command games®Living Guide®@Code Name Mat

4:May B4 ©The Quill Uility@Graphics ulilities®Microdrive®' Penge’
games®Living Guide

10:Nov 84 @Battiefield Joyslick — comparisons®Deus Ex Machina

17:Jun 85 @Denton Designs@Frankie@Spectrum surgery@Sinciair Story
3@Knight Lore Map 1@Underwuride Map 2@Tape to Microdrive@Leonardo
Graphics utifity@Datel sound sampler@Artist: David Thorpe

18:Jul 85 @Gremiin Graphics profile®Artist Bob Wakelin®Sinclair
TV@Tape Magazines®Leonando wlility part two@CLRASHBACK looks again at
games In issue 3@Gyron Map of Atium®Modems round-up@nd the cover
that had the Jehovas Jumping!

10:Aug 85 GWITHOUT PAGES 123,124,125 and 126. WITH:@CRL
Profile@Pull out Oliposter — Fghting Spectrum@Mirrorsoft Profile@inside
the Timex 2068@Round Up of BASIC compilers®0n the Cover Artist Rich Shen-
field®Maps of Dynamite Dan and Shadowfire

20:Sep85 GALIEN 8 and DUN DARAGH maps®Electronic Pencil Company
Profile@Part Two of BASIC Compilers Round-up@The 64K Spectrum@Design
Design Autoprofile, Part 1@Rod Cousens interview

21:0ctBS @Previews of MARSPORT, ASTROCLONE, ELITE@NODES OF
YESOD map@Holografix profile — how to make a Hologram@Crashtionnaire
analysis@Platinum Productions profile

22:Mov 85 @Feature on small computer magazines — iooking at the
opposiion®Microdrive tips and hints in TECH NICHE and part two of the fast
amnfummlﬁusan Aowe is on the Cover@An inside Inok at Fantasy

23:Dec B85  @Wisitto Melbourne House@Minson goes Surfing®The Design
Design autoprofile ends@Comguter graphics feature — On The Cover Is Dave
Eoeson from Central TV@Scary cover and Scary Preview of Friday 13th

Xmas 1885/6 @0n the Cover Special — our very own Dliver Frey occupies
five pages®Profile of the Gargoyle Games crew®Lloyd's Lookback, 1985 revi-
sited@Hewson Consultants profile@Short story@Festive Fun and Frolics

25:Feb 86 @Durell — the profile@®A chat with the Microsphere
team@Douide Dose of Jetman@Gremiin Graphics bring a Ninja to the Spec-
trum@TECH NICHE looks at 2 FORTH add-on and examines extensions to ZX

26G:Mar 86 @57 BRIDE's Profile® A first look at the Spectrum 128@Mic-
ronet B00®@RAomantic Robot's Multiface One under scnuiiiny®Diary of 2186

2T:Apr 86 @Massive 23 page Playing Tips Supplement@®1385 Readers
Awards resalts@Mel Croucher interview®imagine profile®Round up of 128K
games®A visit to the firsl Play By Mall convention

28:May 86 ®Update on the Fanzine scene@MARTECH profile and
PLANETS proview@DIY Composite Wideo Interface@inside Cheet2h's Spec-
Drum@FRONTLINE Mini Strategyback®CRASHTIONHAIRE B6 analysis

29:Jun 86 ©Frst PBM MAILBOX and CRASH GALLERY®SpecDrum fist-
ing@Homegrown soffwars@REALTIME profile@Compilations com-
pared@Maps of CYLU, SIR FRED, SABOTEUR and Parts 1 and 2 of TANTALUS

30:Jul 86 @More CRASH/RAINBIRD Gallery@®More Homegrown
Software®THE BIRTH OF A GAME: some sarly entries@Good Games by
DESIGH@Luna Jetman returns

issues 1, 2, 6, 7, 8, 9, 11, 12, 13, 14, 15, 16 are now out of stock. SORAY!

Back issues are going fast — better get your orders in quick. it's probably
worth telephoning i you want to order early issues, as we're getiing short. And
if you missed issue 19, we can now complete the gap in your collection witha
trimmed down wversion, which has a tasteful sticker added to the front cover
announcing the fact!

BACK NUMBERS SPECIAL OFFERS
@Any three or four ssues ordered at the same time
— 40p off total
@Five or more Issues ordered at the same time
— 20p off each item.

PRICES i
@ALL BACK ISSUES NOW £1.20 Inchi U8

BALH
xoept 1985/8 CHRISTMAS SP
m is £1.95 and includes 3 giant poster.

s orders: £2.00 per magazine

@0versea
w&u mmf!m stifl apply, so getin quick!

h AREEEAREE L LE]
7, 12T, S —

CEmaw i LAY E R R o S PR TR BT SN A U TR RTER S §fhn S8 AL LR AT a

Post Code «.cuenie caes T WO crcscnmmnsissesssssssssarmainnnamsnivess savsanmmmmimrssssssne

& would Hike to order the following lssues:
Please tick the box next to the lssue numbers that you want:

(JaJ4Cme 117 (]88 20 J21 [(J22[] 23]
[Ttmas Special 1986 ] 25 1] 26 (] 27 []26[ 29130

Number of issues ordered _
Less discount if applicable

[ Ae i)
Totalcoste | |

| enclose a Cheque or Postal Orderforthe TOTAL |

DO NOT pay in cash — chaques or postal orders only please, made
payable to NEWSFIELD LTD. Please don't include any mail order
requests with general post for editorial, competition entries and so
on, as it will almost certainly cause delays. Include your phona
numbe, if possible, so Aggie can sort out problems quickly. Send
orders to the address below. Thank you. End of Public Service
announcement. . ..

BACK NUMBERS
CRASH MAGAZINE, PO BOX 10, LUDLOW
SHROPSHIRE SY8 1DB
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Another month's PLAYING TIPS comes around again and chaos
reigns in the CRASH office. Out come the empty Pepparami wrap-
pers, half-full Coke cans and acres of screwed up pieces of paper.
Sigh. Next week it'll be like the week after Christmas when all the
decorations come down as | clear away in anticipation of next
month's exertions. Top Tipsters this month are the industrious trio
of hackers from Haxby in York for their tips on Redhawk and map of
Jack the Nipper. Top Cartographer prize goes to A M Ferinhougl
Bromsgrove in Worcestershire for his artistic indulgence in the form
of a Pentagram map. Are we good 1o you are are we good to you, ah?

As for the Girdie C .. What can | say except: BUNCHA
WIMPS. After the first highly threatening letter | received from
Mejissa Rookhead and the reply which | printed in last h's |
PLAYING TIPS | haven't heard a dicky bird from Chateaux VG, |
even sent them a copy of CRASH with the page number of PLAYING
TIPS written in large girlie letters in case they had missad it. But alas
nothing. What a cop-out, eh? It seems as if | am the only Girlie Tipster
after a

2

e 5 to speak to the elusive and
ist

e, Whether it was she who
spoke to our beloved —ED or one of the secretaries is less than, |
entirely clear, but whoever it was expressed an epinion that mud §
wrestling was ‘unladylike” and wouldn't | rather de something a bit
more dignified? Wimp! I'm already in training as you can see from
the picture. . . . Lolita Loren, British Ladies Wrestling Champion pas-
sed on a few hints to me down at Ludiow's STARLINE club the other
avening.

See you at the FC
shoot-out then. Pa

1 Kidd rang up
ent Miss Ravenfis

show Melissa, drearie. We'll have a proper

SPIKY HAROLD

Here's a POKE for that cute game,
Spiky Harold as sent in by Peter
Custerson from Mid Glamorgan.
If you type this bijou program into
r computer then your little
edgehog will have upto 128 lives,
This makes everything a whole lot
easier when it comes to avoiding
all the nasty bug-eyed monsters in
the game.

5 REM SPIKY HAROLD POKES
10 BORDER O: PAPERO: INK 7:
CLEAR 26539

20 INPUT "NUMBER OF LIVES
{(1-128)"; L

30 IF L<10ORL>128 THEN GO
TO 20

40PRINT AT 0,4;"START SPIKY
HAROLD TAPE"

50 LOAD™ CODE : POKE 23341,
201 : RANDOMIZE USR 23296:
POKE 34560, L: RANDOMIZE
USR 34000
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AND GOBLINS TIPS

With the POKEs we've printed this
issue -and these tips from N
Cooper from Peterbo h and
Andy Lowe and Glen pper
from Stoke-on-Trent you should
be able to fight your way guite
deep into the game. These hints
should enable you to getto the end
of Section Two and many steps
nearer o rescuing your beloved
girlfriend.

SECTION ONE
Shoot all the Zombies, plants and
birds. Try o pick up all the bonus
cauldrans. At the end of the main
section of the landscape you meet
the large Demon, At first he is the
land of nod snooazing merrily, but
he wakes up pretty sharpish if you
stray too close to his awesome
bulk or shoot him inadvertantly.
Fire a quick barrage of shots at him
and immediately jump towards
him shooting rapidly. If this
doesn't kill him, keep jumping left
and, in mid-air, turn to face him,
shooting for all you're worth,,
Once he is destroyed, you can
progress over the river and into the
dark and murky forest. Be pre-
pared for the double bird attacks
and keep moving right. When you
see the jumping Ogre (Fatty
Stomper) use a method similar to

that used against the Demon. Pick
Tuwge kay and progress to STAGE

STAGE TWO

As soon as you get in the Ice
Palace, start to walk and then jump
onto the level where the nasties
come from. When you are on that,
jump up and keep jumping until
you get to a long level. Walk along
this to the right, killing any floating
Teddy Bears that attack you.
When you get to the end of this
platform, jump off and when you
land kill the plant. Jump onto the
level that moves up and down.
When it is going down, jump onto
it and keep walking. Although it
seems as if you are falling you will
land on this platferm. Then jump
over the gap and you arrive in the
Ghost Town,

Start walking through it, but
don't kill the first nasty that pra-
sents itself to you, but kill the sec-
ond, third and fourth. Then you get
to a ‘pyramid’ of ladders with
ogres all around. Don't kill the first
one, but run up the ladder. Kill the
#s that runs at you from the right.

en walk up the ladder until you
can just see the feet of another
‘Gonlia”. When he is as far left as
possibie, run up the ladder as fast
as your short stumpy legs will carry
you. Walk right and up the next
ladder. You now meet another
Ogre which may fire at you. if he
does, jump over the missile he
throws at you. Walk to the right
and kill the ogre there.

Go down the ladder when the
ogre bielow is‘as far left as possible
and run to the right. Kill off this
Ogre and again jump over any-
thing he throws at you. Walk ta the
left then right and scamper down
the ladder when the ogre below is
at the far right. Go left and do as
above. Then go down the ladder
and stomp onwards until the blue
Gorilla (sounds like you've been
putting somathing furmy in your
cocoa, Mr C has gone.

Walk to the right and jump onto
the platform. When you are on the
moving platforms, just keep mov-
ing to the right, shooting all the
birds and when you fall off, keep
shooting or else you fall in the
water and get all wet (and dead).
When the two jumpin%GOgres
attack, kill the one that bounces
immediately, then kill the other
one. A key will now come down
from the top of the screen and you
can progress to level three which |
shall tell you how to get through
next Issue ...

owup
Inresponse to Paul Lo '8
letier in the June issue conceming
the elusive Tranz-am POKE for
infinite lives, Daragh
in this POKE which i you
that. Take it away , and |
hope this makes your gama batter,
Paul.
POKE 25446,0




PYRACURSE TIPS
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FOOTBALL MANAGEMENT STRATEGY GAMES
from E & J SOFTWARE
48K SPECTRUMS

3 gquality feotball games for serious enthusiasts. Esch game uses the full available
mamaory of your Spectrum or Spectrum+ and is packed with genuine fasturss.
PREMIER LEAGUE
CUR COMPREHENSIVE AND EXCITING LEAGUE GAME — FEATURES INCLUDE:
Training, Fam Selection, Substitutes, Hall-Time Scores, Full Squad Datalls, Named
Goal 4, Team Styles, Save Game, Financial Problems, 5 Skill Lavels, Transfar
Markat, injuries, Gontinuing Seasons, Printer Option, PLUS MANY MORE!
EUROPEAN TROPHY
A SUPERB EUROPEAN COMPETITION STYLE GAME WITH THESE FEATURES: Homa

& Away Legs, Away Goals Count Double, 2 Substiiutes Allowed, Extra Tima, Panalt
Shoot-Outs (with sudden death), Match injuries, Injury Time, Match Penalties, 5 Ski
Levels, Pre-Match Reports, Team Selection, N Gioal Sgorers, Save Gama, Pﬂmar

Option, PLUS MANY MORE!
% % % SPECIAL FEATURE % % %

Transfar your PREMIER LEAGUE winning side into
EUROPEAN TROPHY

Both these games can be played separately or as COMPANION GAMES
% Jr Games £5.25 ench i Jr ¥
SPEbII.LTWIN PRESENTATION PACK OF BOTH GAMES AVGILABLE AT ONLY £0.95

and now!
An exciting Wortd Cup Football

WORLD CHAMPIONS

t simutation teking you from-the first warm-
up friendlias muqﬂlbe qualifying siages, Tour Matches and onta the finals. LOOK AT
THESE FEATURES! Select Team from Squad of 25, Pre-Matoh Team News, Disciplinary
Table, Full Results List, Match Suspansions, Change Player or Team Nnmﬁ, Longua
Tablas, T Skill Levels, Save Game, Printer Option, PLUS MANY MORE!
WORLD CHAMPIONS features a superb comprehensive text maich simulation includ-
in 1.hellulluwn'|g Match Timar, Nemed Goal Scorers, Goal Times, Corners, Free Kioks,
Fl? Bookl Penaillus Sending OH, Injury Time, Extra Time, Punﬂi‘ty Shoot-0Out.
L THIS ATTHE UNBEA I.E VALUE OF £6.95

All games now in stock fﬂrlmmnd.‘nlcdslpﬂcﬁ—omrmr
copies mow!

FANTASTIC VALUE - ORDER ALL THREE
GAMES FOR ONLY £15.95

Allprices include postage and packing (edd £1.00 outsids LK), Avadl-
whie by mall order only.

E & J SOFTWARE, Room 3,

37 Westmoor Road, Enfield, Middx, EN3 7LE

SIX GAMES FOR £1.99
It's an affer you can't afford o miss, Six sddictive games of Arcade and ore slaving Adwen

ture, wgether on the ASTROCADE collection, all programmed by Stewart Green for hours

and lonrs of fun . Dont be fooled by the low price, these are quality micode games, jusi read
the rave reviews —

YOUR SINCLAIR Al very playeble'”
ADDICTIVENESS 70, VALUE FOR MONEY 810, PLAYABITITY 8710

the sound excelleni" ' Beiter than many cheapies'®

COMPUTER GAMER *' You won'r bo disappointed”’ o
prasented ' " srrangely addictioe”!

CRASH "' Showld keep any pames plaver quier™

YEE, the collection PCW called ' “chiesp at £4.50°" b5 now less than half price. Yoo can have
CAVERNS D'OR, BOMBER, ZOMBIES, LUNA-ROVER, SIMEON, ALIEN and many

many many hours of fun for the give-away price of only £1.99 4 40p PEP. An offer vou can't
aiford o miss!

m Redefine stamas, rating, fuel, cargs, weapons, credit, galaxy, special
1T v 4 g A

ussions, even cloaking device and ECM jammer, All this-and more only £1.99 (plos o free
gane)

Delighsfully simple to play™" " roall

DDYS giving you more for less. All our games are ready and sent by return post, so don’t

delay, pay by cheque, PO or Transcash No. 43 238 0701 10
D.D.S.

WEST MIDLANIDS, B62 SHD. Tel. 021 559 6564
=
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first person to finish Jack the Nip-
per, as he sent in the solution to

the ‘as shown below. | think
ha share the Honour with
the Formidable Hacking
from York who have supplied me
with the map of the game in this
issue as their contributions arrived

on the same day. So, here it is: a
s&ep by step gub;m for your

fo Daren Mi‘h:hd from Bngmr
Flaqis The photo's on the way if
you're

HOW TO GET THE PEA-SHOO-
TER

In the bedroom {EB), jump onto the
chest of drawers and onto the cot.
Bounce to tha other end of the cot
and onto the shelf,

HOW TO BLOW UP THE COM-

PUTERS -
(Don't tempt me ... ) Go to the
e B e
.GotoJustMicro s
and stand next to the mirror-like
object. ‘When the shop keeper
goesiniothe left hand comer, walk
pamtfsmkform!hemputets
will blow up. New do a runner or
the shap kee-per Elnpa your botty,
inei
Go TPBIn L FL (As)
a3 (] om plant E-hﬂl‘.’l 2
climb on the right hand shelf and
take the weedkiller. Trot down to
the (35) and drop the
Elarontheﬂawe[san d they
one, coo,

ﬁm‘fw can Mmam

room (E2). Jm:ptometopmdget
the object (soap powder). Press
ente‘an:igutlwughtrredmr You
should end up on top of the war-
drobe. Pick-up the Credit card.
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Team

sure you REALLY want it

it'a-:lawwwﬁnnly mmtasw“g

g g

and will not come down until it's
been pacified by it's owner and
%r:gnacm Good Cat Munchies,

mmkﬁs and you
%HTOFOIH.UPTHEOOMPH
TER FACTORY
Go to the bank (F2) and drop the
key. When the guard moves, run
forwards and pick up the
dise. Now go 1o Ta
and jump at the table wi

r on it and then pegh

Eiow%numeuunnnv

Get the soap from E2 and gotothe
launderatte (C9). Jump onto the
socks and the machines start to
bubble furicusly, a bit like the

HOW 70 ¢
OVERDRAW A BANK
ACCOUNT Get the credit card
and go 1o the bank (G2). Jump at
}:'IB cash dispenser on the wall and
mﬂ

HOW TO ANNOY THE GARDEN
KEEPER
After killing the man's flowers you
feel a might remorseful. Trot down
1o the graveyard (G6) and shoot

the ghostls, Pick up the fertilizer
and drop it on the nice man's rot-
ting flowers (G5). Now the nice
mar is very .orishe?
HOW TO E YOUR SIBL-
INGS

If you go into the Physchml (E1)
and through the door find the
Idddiasahaymmetabia.Talmhh
room full of screaming
Koungstars {F1). Now the children
ave a real monster to play with,

tee, hee.

HOW TO MAKE THE CHINA
SHOP MAN VERY ANGRY :
Take the potty from the Pl hoat
(E1). Beware because it's not

ho, ho, Trot dewn to the
china shnp {CB) and smash it and
any other objects you are carrying.

W.A s i
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COMMODORE 64 £9.95 B § B B e L
DISC £1495 E : g ,
[COMMODORE and AMSTRAD) Y " f‘f
Stocked at Selected Branches of L ; B i
WSyt Bocts o ez S ORE FOR LESS
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HEAVY ON
THE MAGICK

(KEY FOR MAP)

1) Grimoire

2} Poison smeared book!

3) Bag containing Night Shade

4) Bag of gold (opens doors with
coin pictures)

5) Loaf of bread

6) Sign — Leo, Key of Nickel

7) Chest (sunfiower)

8} Sign — Pisces, fishes, Key of

Copﬁef

9) Chest (jar with hemlock)

10) Cabinet

11) Sign — Virge, virgin, Key of
Alum

12} Egg — rock, protected

13} Sign — Gemini, twin, Key of
Lithic

14) Snake (iron clasp) — inscribad
with Undine

15) Sign on the wall: means 'do all
in order’

16) Stalagmite

17) Rock snake dead cold

18} Chest

19) Sign — Capricornus, goat, Key
of Magham

20y Rock

21) Cabinet (clasp — Salamander
charm)

22) Seroll (CALL spall)

23) Stalactite

24) Nougat

25) Sign — Aquarius, water carrier,
Key of Cobalt

28) Chest (mirron)

27) Rock

2B) Rock (honey jar— food)
29) seroll (TRANSFUSION spell)
30) Sign — Aries, ram, Key of
Bronze
31) P&ll!;! — rock protected
32% Cabinet (Mantis)
33} Chest
34) Bone
35) Bone

36) Meat bone

37) Rock (poison smeared head)
38) Skull

39) Rock

40} Sign— Taurus, bull, Key of Iron
41) Bone
42) Thigh

43) Meat bone

44) Rib

45) Rock

46) Rock

47) Ulna

48} Poison smeared head

49) Nugget {siiver), rock, protected
50) Cauldron of cold iron (scroll
e

1) Chest (leaf, bag of gold)

62} Rock
53} Rock
54) Meat bone
52} Ball of per
56) Sign — Libra, scales, Key of
Brass

57) Pebbie

58) Pebble
58) Pebble (disguised Eristone)
gﬁ] Fabbl;e

1 of gold
62% gggblag
63) Pebble
B4} Stalagmite and rock
65) Rock, two stalagmites, stalac-
tite, sword
66) Stalagmite, rock

67) Bag of gold

68) Cabinet

69} Sign — Sagittarius, archer, Key

of Chrome

T0) Stalagmite

71) Rock

?2} Stalagmite, stalactite, rock

;fltB Bag of gold, stalagmite, stalac-
e

74) Bock, jar of honey
78} Stalagmite, two stalactites,
rock
?% Rock; stalactite
77) Two stalagmites
78) Twa rocks
79) Two stalagmites
Rock
81) Rock
82) Stalagrnite, loaf of bread
83) Stalagmite
84) Chest (bag of gold, garlic, foot)
85} Sign — Scorpio, scorpion, Key
of Zinc
86) Stalagmite
87) Stalagmite
BB% Two stalagmites
88) Meat bone
-?_;)} Sign — Cancer, crab, Key of
in
91) Shell, jar of hemlock, jar of
oney
82) Stalagmite
93) Rock
84) Meat bone
85) Cabinet
96) Nest of Phoenix
97) Chest (slat)
98) Flask, rock cake
99) Cabinet (poison smearad rock)
100) Meat bone

101) Meat bone
102) Ruby

SPELLBOUND
THE ABSOLUTE
NO-QUIBBLING
SOLUTION

Yes, | apologise. The POKE for
Spelibound that we published in
Issus 28 does not work. Wall, it
does but it doasn't enable you to
finish the game, if you see what |
mean. Daniel Rendall of Cleve-
fandand e else who wrote/
phoned is right. The POKE sticks
the clock at 48 hours forever and
this means that you can't cast
some spells as they only work
when a certain amount of time has
elapsed. According to Mr Rendall,
if you take out all thn) POKEs
scunds dodgy to me.) except
s’OKE 27871 and POKE 36133
everything becomes ticketty-boo
and you'll be able to fimish the
game,

Also, my leetle Frenchipoo chic-
kens, here is the rest ofthe solution
for Spellbound, the game that
seems to go on and on.and on. As
far as these Playing Tips are con-
carned anyway. All that is required
after casting the release speliis to
go to a room with no charactersin
e 1okowing exder: Elens, Sain-

] r: Elrand, Sam-
sun, ?hor.%m:aﬁ Banshes, Flo-
rin, Orik and Gimbal and that, as
they say will ba that (| hope. . . )
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EQUINOX
INFINITE LIVES
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EQUINOX TIPS

Courtesy of those nice people
at Mikro-Gen, come these tips for
Equinox, As you will already have
noticed, there is also a bijou
miapette of Level One of the game
fo help you help your Dedicated
Disposal Droid clean up all that
yukky poo radic-active goo on
Sury Ani 7.

I 2 5

Here are twenty two hints which
should come in handy for com-
pleting Level One.

1) Get the teleporter credit from
room 14

dyna : :
10) Use dynamite to clear the
pile of rocks in room 11

12) Pay teleporter in room 7
13} Get canister from room 3
14) Go to raom 7

your levels|

19) Use key to open the door in
room 11
gglﬂotlummmﬁummm

21) Ender trans-level teleporter
22) Exit wans-level ransporter
and voila, you are now on level

[MOLECULE MPAN-THE Mep.|
'En: Mark Barnwell .
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& TEN % REPAIR SERVICE

+ Whileyou wait service including * Flve top games worth £33.00for you to
computer spare parts over the counter. enjoy and play with every spectrum repair.

+ All computers fully overhauled and fully * We repairCommodore 64's, Vic 20's,
tested before return. commodore 16'sand Plus 4's.

* The most up to date testequipment
developed by us to fully testand find all
faults within your computer.

* Keyboard repairs, Spectrum rubber key
boards only £8.95,

* Imonth written guarantee onall repairs.

* Fullyinsured for the return journey.

# Fixedlow price of £19.95including post,
packingand VAT. (Notabetween price
of really up to£30.00 which some of our
competitorsare quoting).

+ Discounts for schools and colleges.

VIDEOVAULT HEALTH WARMING!!!
sending your computer to any other Repair Centre can seriously Damage its Heaith =

ARE YOU ANOTHER CUSTOMER - fed up

Need your computer repaired fast? Then send it now to the Number
One Repair Company in the U.K., or call in and see us at our new fully
equipped 2,500 square foot workshop, with all the latest test
equipment available. You are more than welcome. !

We will repair your computer while you wait and help you with any of your
technical problems. Commodore 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
Repair Companies offer. We don't shock you with repair bills £30.00
upwards. We don't just repair the fault and send your computer back,

we give your computer a:-

(EREE)OVERHAUL WITH EVERY REPAIR WE DO:-
We correct Colour, Sound, Keyboard, Check the loading and saving
chip, Put new feet on the base If required, Check for full memory, Check
all sockets including ear/mike and replace where needed.

All for an inclusive price of £19.95 including VAT, all parts, insurance

and post and packing. No hidden extras whatsoever. We don't have to

boast too much about our service as we have thousands of CUStOmers

from all over the world highly delighted with our service, A first class

reputation for speed and accuracy. Don't forget, we are only twenty

minutes from Manchester City Centre so why not call in, have a coffee
with us and see your computer being repaired.

I waiting weeks for your estimate?

m NOW 5 FREE EXCITING

] ]

L IRY

AR e o o

“INTERNATION
REPAIR CENTRE

... WITHALL THE
LATEST TEST EQUIPMEN

When you send your computer to u¢
we don't only repair it, we checkthe __a
colour, sound, memory, keyboard, !ﬁ
feet, in fact fully overhaul your
computer for as little as £19.95. The
price includes all costs including |
return post, packing and insurance, P
plus VAT, three months no guibble © 2L
guarantee with each repair. =

TOP GAMES WORTH OVER

£33.00 M.RP.

WAIT WEEKS FOR
YOUR QUOTE TO ARRIVE.

We repair all computers within 24 how
the quickest in the business, ora
“while you wait” service. 20 minutes
from Manchester.

COMMODORE!
* NOW REPAIRED *

commodore 64, C16's, Vic 20,
Same Day Service.

Call us for details or purchas
the I.C’'s from our D.LY. sectio

= —
HOW TO SEND OFF
YOUR COMPUTER

Just parcel your computer in sultable
packaging enclosing just £19.95 for your
Spectrum repair, or E35.00 for your
Commodore 64 repair. ENCIOSE Your nams
address and telephone number and a brig
description of the fault.

Remember you can alsa charge the repalrs
10 yiour Access card.

WHAT OUR CUSTOMERS THINK

+ Highly delighted, the best sérvice around.
iMr. Adamson, Mancheds
+ ISEntmy computer toa competitor of rsin
Manchester, what amess theymade of It. lamge
there are Companies ke yours around, honest il —
hightyskifled. 'would recommend you toali my
friends. Anexcellent job '
(Mr ‘Warran, Lomdos
+ lvislted your premisesat Christmas, inaspaceaf Ri
onehourivisited your Workshop, saw my
computer belng repalred and tested and dis
my profiems with vour Technicians, 1dontkn
how you doltat the price
{Mr Gregory, Blrmi
 Amazingservice, | recaived my computer back
withindg hours of sending it toyou, Icouldn't
peligveit.

P

genugs

{Mrs ). Walters, 5o

* | would like to thankall your staff in the nelp they

gave me inrecommending tome the spare
needed torepairmy keyboard

IMr. Paterson;

E

BEST PRICES I ] |/ " g ton it it




LOMPUTER SPARES

SPARES FROM OURD.LY. SECTION

WHY NOT PURCHASE THE SPARES FOR YOUR COMPUTERS C
FROM US. THE ONLY MAIL ORDER COMPANY SELLING SPARES. <oy

Same day delivery service on receipt of orders. You canorder by
et scueetes Access card or call at our Reception to collect.

riow Have avaltaie 3 e
i Large spltcnion of T, i
¥ COFpONENnts at 3 1 o \.\

PURCHASE OF
SURPLUS STOCK!

Do s shacs o aro ot ST TT AL spectrum syl
SN | Scmse i osieine” | Lt 1 keyboard EEEEEEE..
:lt;."]é Liﬁggnxiwrglﬁgﬁﬁ;?; rﬁtt-';]sle"s“ £5,50 - .- - - - ! - - - .
1 il pluse1s0p&p .
: spectrum Plus keyboard membranes KEYBOARD  £5.50
ne | £12.90 plus£1.50 P& D TEMPLATES |, ;cc150p8p

ZX 81 membranes

ce, L £5.00 pluse1.50p &P
ie ( o / L %
N s 4SPECIAL OFFER!

G| ounshorisaiaFresoystiang \ 7 ==

? recommended retail price £19.95. if Vgl EXTENSION
purchased together, Special offer | RIBBON
of Dnl*fETE.mlncluding pép —

Joystick available as separate itemE10.9
pius Interface avallable as separate item

£9.00 pluse1.50p & p,

ribbon cable to
extend your ports for
- YOUT peripherais

£10.95
‘\.\EE E150p&p

Rom
B0B CPU :

£16.50
o Dlufs:g..sv;? T kbl o
25| | £16.50
plus E1.50 p & p
L 4116 rams

£1.00

Wiy not upgrade your ordinary Spectrum nto

REtSICAReS the fantastic DK'Tronics typewriter keyboard

replacement power

ase SRS T nE D transformer £29.00 for only £31.50 including fitting, VAT and
tlon plUSETS0p & D return post and packing.
Normal recommended retall price
ﬁ b, £49.95. replacement printed
: \ DK Tranlcs key
E “0 3 I : sets E7.50
. .. A R AN Including p?c_sr&
e — Y packing.
— PECTRUM SPARES COMMODORE SPARES v
2808 CPU i L
r 8116 Rams ?% 6526-C LA 25.00 E
ZTRES0 0.60 | 6510=Processor 2500 I
I;'!'l;}, D I Erxzﬂ 060 | G581-sidChip 23.00 .
iri ower Supply Transformers  9.85 | 806114 -House Keeper 23.00 5
- .Y. ULABCO01 16.50 | 901225 -Graphic Room Why not upgrade your 16% Spectrum toa 48K
ialrs Rom 1650 | 901226 - BasicRom for as littie as E17,.95 including VAT, postand packing
COR N E R Eﬁgﬁt“rﬁ,“m”m 5 g%g'e?vjé(emal Rom F Wou wiauld e us to it the kit for
J: v i ou, fu aus E19. |
K| [BEresmstey, | ESRARE, ™ w| ST e
} letal Templates 5, i
| | avaliable. Justgiveusa | Kevboord iats §59 Transtormers i e
| | celand we can quate you | ZX81 membrane 5.00 | Allourpricesinciude VAT, but plase sod postage
BSCErl | mver the phone, delivery Spectrim Service Manusls only £30,00 E1.50-0n 82Ch Qrger o cOver post. Full fitting instructions
1 by 15t class past. Icluding Spectrum + moce| BEIPaNONG hiuly supplied with every kit
iﬁ'ﬁg VIDEOVAULT HEALTH WARNINGI ! 18506 2 and 3 only. g
i iSEnting ¥our computer to any other Repair Cantre Can serously Damage its Health d

el
IRS
ginel
—

) Copyright Videovauilt Ltd. N0.1240586
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GHOSTS AND

GOBLINS POKE

For anyone who's having trouble
keeping the brave and fearless
kgght in his underpants in Ghosts
and Goblins, here's a hack from
Phil Churchyard for infinite lives
and infinite time. When the hero
dies his undignified death in the
game, you still have to go back to
beginning of the section you wera
currently playing, but when your
nine lives reach zero, they magi-
cally flip back to nine in and,
you don't run out of time. Coupled
with the tips we've got this issue,
you should be able to get quite &
way into the game.

RO s
30 CLEAR 59999

60 LET weight=2
70 FOR i=60000 TO 60029
BOREAD a: LET tot=tot +weight

a8
90 POKE i,a: LET
welght=weight + 1
100 NEXT i
110IF tot <> 51320 THEN PRINT
1; "ERROR IN DATAIl!" :
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MU SN ComPLETE

GREP BereT-TREMAP

BEEP 1,0: STOP
120 INK 7:CLEAR 25000: PRINT
#1; AT 0,2; “START Ghosts &
Goblins tape”
130 LOAD **”* CODE : RAN-
DOMIZE USR 60000: RAN-
1000 DATA 353, 113,

TA 3, 234, 17, 151
1001 DATA 255, 6, 11, 126, 238
1002 DATA 170, 18, 35, 19, 16
1003 DATA 248, 201, 62, 2,
1004 DATA 217, 140, 193, 253, 33
1005 DATA 58, 92, 201, 0, 0
9999 STOP

KNIGHT TYME —

As promised in the last issue, here
is the complete solution to Knight
Tyme on the 48K Spectrum. Last
monith | printed tips up to Retreat.
Judging by the number of letters |
have received concerning Knight
Tyme, however, | shouldn't think
that there are very many people
left who haven't completed the
game. Anyway, lest there are any
of you left who are still tearing out
your hairin desperation, here isthe
rest of the game as sent in by
Nicholas Ferguson from Thorpe
Bay in Essex.

Wearing the Cloak of Invisibility
and Boots, beam down to X8 Y4
Z1. Walk right and you will come to
a barrier. It is essential that you are
wearing the Magic Talisman at this

int. Wait until your magic level

as reached around 80% and then
cast the spell to remove barriers,
The barrier should disappear with
4 bit of luck. Take the part of the
sundial from Murphy and go back
to the ship (X0 Y0 Z0).

Put the part of the sundial with
the other two pieces. Wait until
your ma%ic level has gone up to
about 80% again and castalightn-

ing bolt. This will join the pieces of
the sundiat together to form the
Golden Sundial Of Alpha. Pick it
up, Unwear the Cioak of Invisibility
and move the Starship to Outpost.
Put on the Cloak of Invisibility,
Boots and the Gasmask. Type in
the co-ordinates X8 Y8 Z6. Having
arrived on Outpost, walk as far
right as possible and providing you
have the sundial you will then
receive a message from the Time
Guardians saying that they have
installed a shiny new Time
Machine in your Space Ship.

Teleport back to the ship and
walk as far right as possible to the
room originally called The
Lifeboat. This has now been re-
named The Contral Column. Once
again, wait urtil your magic level is
around 80% and cast a lightning
boit. This' mends the Time
Machine which has obviously suf-
fered slightly during transit.
Unwear the Cloak of Invisibility
and go to The Bridge. Unwear the
Gas Mask and move to ship to
Retreat, then Plop Plop, then
Pothos, Monopole, Eden, Star-
base | and finally to the black hole
called Gangrole. Go to the Control
Column and launch the Time
Machine. You will now be pre-
sented with a message: Well done.
You have managed to escape
through the Black Hole. But upon
reaching home you find that the
Off-White Knight has been caus-
ing havoe by messing around with
the weather. Game Over. Total
Completion 100%. You have
Besc, from the future, and are
heading back to your own time. To
be confinued. . ..

So there you have it. Next issue
there should be a complete solu-
tion to the 128K version of Kni
Tyme. All tips and hints gratefully
fa__a:c:gtr;:-tecl into the 128 Tipping

una ...

WAY OF THE TIGER
SWORD FIGHTING

That's all for this month— I'm off
toget abitmore practice in with
Lolita Lorenso I'm on top formif
and when Molasses
Ravingtame rises to her chal-
lenge. Don't forget to send your
tips and POKES to HANNAH
SMITH, (DEFINITELY THE ONLY
GIRLIE TIPSTER), CRASH
PLAYING TIPS, PO BOX 10,
I{gtBJLDw, SHROPSHIRE, SY8
I'd really like some tips on

Heartiand and Pyracurseintime
for next month’s column, while
POKEs for Pyracurse, Cauldron
N and Bobby Bearing would go
down well,

Keep the Tips and Maps rol-
ling in folks , . .




Dark Sceptre will Take
you BeyoNd your wildest
WNAGINATION TO A LaNO OF
INFINITE POSSIBILITIES ANO
LiontLess adveNTure

SUPERB SCROLLING ANIMATION
UNBELIEVABLE 4 CHANNEL SOUND

WATCH OUT FOR THE PLAY-BY-MAIL
MICRODRIVE GAME FROM MAELSTROM

DARK SCEPTRE IS AVAILABLE NOW FROM ALL GOOD SOFTWARE
DEALERS. IN CASE OF DIFFICULTY PLEASE WRITE TO SPECTRUM 48K
BEYOND SOFTWARE FIRST FLOOR 64-76 NEW OXFORD ST £9-95
LONDON WC14 1EU




AN EDITOR, ASSEMBLER, MONITOR AND
ANALYSER THAT REPRESENTS A NEW APPROACH
TO MACHINE CODE DEVELOPMENT.

THE EDITOR THE ASSEMBLER FTHE MONITOR THE ANALYSER
Produces tokenised source A full two-pass macro has all the usual features of A completely new concept
files which occupy about assembler (co-resident with  a relocatable front-panel
half the normal space and the editor) which supports debugger plus;
accelerate assembly to input/output from tape and ‘e T
three times the normal disc, conditional assembly,
speed. intelligent assembly of

il i subrourtine libraries and
inclusion of named files
from tape or disc.

ATy
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CHICKENS
AND EGGHEADS

Eemeraror=at he 128K Spectrum has been around now for sometime,
b 'L_b 244 and apari from some early commissioned softwara,
i1 ¥4 and the exemplary efforts of MASTERTRONIC, every
Al i software house old enough to remember computers
o T 4 like the Oric, Enterprise, and Memotech is saving its
i efforts until the 128 has a proven sales record.
Admittadly, there have been questionmarks over the
« |4 computer's future since the takeover by Alan Sugar,

w1 but everyone knows that it may take some time to pro-
duce a successor, and that when it arrives it will no doubt be fully compat-
ible with the 128. May | just put forward the argument that if the successor
is nat compatible then this is a matter for Alan Sugar to worry about and
not any potential 128 purchaser. ) i :

There has been much advice on this issue in magazines and the gen-
eral consensus is that the public should wait and see. All | can say is
heaven knows what would have h;aipenﬁd to the Sinclair phenomenon if
such advice was offered in 1982 amid rumours of the 48K’s unreliability.
Presumably, everyone would have ended up with Atari microcomputers
which were (and still are) superb value for money, and the home software
industry might never have gained the poise and standing it has now
earned for itself. X ;

Alan Sugar is caught in a marketing t1uandaw over the positions of his
Amstrad and Spectrum concerns, He claims far too much for the likes of
the CPC 464 and its derivatives and is too dismissive of the huge Spec-
trum games world he has inherited. | suggest the potential micro purch-
aser keaps well clear of such political manoeuverings and simply goes
out and buys the microcomputer which offers the best software backup
at the most competitive price. If this be the 128 Spectrum then so be it.
Sold in sufficient numbers, the 128 will ensure bath software support in
the near future, and hardware compatibility in the longer term — no
matter who provides them.

SOMETHING TO CROW ABOUT?

Ad\ranturlngf began with the mainframe Colossal Cavem and due to the
inherent limitations of mainframes, text without pictures was the order of
the day. Along came the ZX Spectrum in 1982 and, although many
adventures remained te:ﬂ-onlﬁf. mimicking the original, the first faltering
steps were taken towards full-blown illustrations with the likes of The
Hobbit and Fantasia Diamond. j

Some time later, graphics {as pictures on computers are invariably
called) became guite sophisticated, and respectable even, as some
specialist graphic computer artists got to grips with the Spectrum, most
notably Banner of TercerTon (Jewsls of Babylon, Warlord) and
Teoman Irmak of the old ADVENTURE INTERMATIONAL (Gremiins,
Touchstones of Rhiannon). Now, you might think it a little hypocritical to
mention these @s. After all, when they were released | refused to be
swayed simply by their graphics but instead reviewed the adventureasa
whole — remember this was when LEVEL 8 were releasing games with
simple graphic styles but immense intricacies of plot and compasition,
and games as good and innovative as Sherfock and Lords of Midnight
were about. The reason why good %raphics could not co-exist with
complexity of gameplay was simply the restriction on memory. Surely
now with 128K, adventures can combina the two and produce something
worth crowing about.
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MASTER OF MAGIC

Producer Mastertronic
Price £2.99

Authar Tim Miller,
Richard Darling

The first time | saw this game was
on the Commodore 64 where it
had the most brilliant Ron Hub-
bard soundtrack accompanying
it. Alas, the Spectrum version has
no such treats, but is still a fair old
game for the I::rice,

While exploring some under-
ground caverns you chance upon
a deep black pool. A ripple on the
mirror-smooth surface draws you
closer to the edge and a powerful
hand slides out and swiftly drags
you under. It is the hand of Thelric,
the master of magic, who plunges
you inta a strange mystical world
of magic and evil.

It is written in the Book of Magic
that only Theiric has the know-
ledge to blend time and space into
a powerful enough spell to return

u to your own world. He prom-
ises to cast the spell if you retrieve
for him the lost amulet of immortal-
ity, for without it he will grow old
and die. He teaches you some
useful spells and you embark on

our dangerous quest. As you
eave, Thelric says 'If you do not
bring me the amulet of immortality
and place it on the pedestal by this
pool you will neéver retum homa'.
Shucks,

After the game has loaded it
automatically goes into demonst-
ration mode where, we are told,
there are less objects and
monsters than in the game proper.
| must admit | was a bit confused
as to just where the demaonstration
mode ended and where the game
started — easy to do when you're
constantly tapping the FIRE but-
ton. On starting, a menu is dis-
played across the middle of the
screen. The options shown always
include RUN, and often EXAMINE,
PICK UP, DROP and =0 on. The
cursor can be moved by joystick
or via the keyboard, much as in
Spellbound, with FIRE selecting
the option. As with Spellbound,
some selections can lead ento
further menus and options.

The screen is split inte many dif-

ferent areas. In the top right is the
major window which scrolls the
text telling you what's going on.
The window at top left is a kind of
Ot of the Shadows depiction of
the terrain you are going through
with the various caves, corridors,
steps and rooms shown In a very
simple, thumbnail sketch manner,
The instructions tell that only your
actual line of sight is shown which
may be a way of getting round the
fact that the programming here
isn't awfully good. To make mat-
ters worse the whole thing scrolis
in character blocks which just
looks amazingly primitive.

The display across the boitom
of the screen reveals pictures of
the creatures and objects you
come across, and very fine rep-
resentations they are too. The 'm’
and the'b’ along the top reprasent
your mind and body strength.
Another curious admission in the
instructions is the acceptance of
the drawback of the time clock at
tap right stopping when the player
accesses the menu which, as the
instructions say, does provide
time to choose carefully, but also
allows a chance to stop attacking
monsters in their tracks.

Magic falls into the categories
of casting spells, wearing rings
and drinking potions. A MAGIC
MISSILE produces a fiery arrow
which can be directed at any live
target in sight. It has a high chance
of missing, but causes sericus
damage should it hit home.
FIREBALL causes a 15 feet radius
fireball to surround you and bum
any creature in this area; your
player remains unharmed.
ENERGY DRAIN may be directed
at any creature in sight and causes
the instant loss of some of its body
strength. MAGICAL SHIELD pro-
duces a shielding over your skin
protecting you from attack. Like all
the spelis, it continually reduces
your mind power and you should
note that this spell lasts until
Uncast,

The outcome of physical com-
bat is, naturally enough, deter-
mined by how skilled the attacker
is and how well the defender is
protectad, but also by magical fac-
tors and luck. Once a blow meets




its target the damage inflicted
depends on the weapon used and
the strength of the attacker —
much as you'd expect in this type
of game. Should a monster be
slain, any of its possessions can
be collected and used to further
your goals.

The monsters have scme pretty
nasty habits. Aithough they vary in
intelligence, they are invariably
hostile. Most alarmingly, they
crave your meat to eat as well as
taking a shina to your possessions
while guarding their own treasure-
troves jealously. Seme monsters
are easily scared, others will
search the last place they saw you
and keep searching there for a
while, while others hound you into
an early grave.

Given the asking price, Master
of Magic s not such a bad game at
all, and not so long ago would have
commanded a much loftier price
tag. Leaving aside the rather poor
display of your terrain in the top
left with its jerky scrolling, the look
of the game is very appealing. The
pictures of the objects and crea-
tures you meet along the bottom
are neat and ective  with
graphics of bats, vamnpires, skele-
tons and hellhounds brightening
upthewhole game. The menusys-
tem, similar in principle to the one
used in Spellbound and other such
games, works very well. The
options given on the menu at any
one point are a very good indicator
of how you might proceed.

After killing a skeleton or an orc

(the resuit being the word DEAD
boldly emblazened across their
picture at the bottom) you may be
given the option to PICK UP, which
might see you getting the dagger.
Since you tend to only have
enough mind power to cast two
spells in the first instance you may
think it wise to save killing spells
for creatures who are carrying
something you would like to
retrieve from their dead bodies
(bats use their teeth and spiders
their sting so you are unlikely to
get any weapons from these two).
When by a door a check of the
menu options reveals OPEN and,

useful when being pursued,
CLOSE once you've passed
through the portal. All inall, a game
which grows on you.the more you
get into it and well warth the
meagre three pounds,

Difficulty: easy to play buttakesa
while to play well

Graphics: overall good but map
poor

Presentation: attractive

Input facility: best played with
joystick

General rating: good value

Atmosphere

Logic
Addictive quality
Overall

28RE

MAFIA CONTRACT Il

Producer Atlantis
Price £1.99
Author Neil Smyth

Howdsa bout dis for adeally dorig-
inal (original — sdupid) intraduc-
fion to dis here game and da
course | wand da heaters off, afda
alf it dis Djuly. | could go on but my
chewing gum is running out so
let's just leave the smart alec
accent and get stuck into'this one.
Yes, it's the sequel to Mafia Con-
tract by the same author, from the
same company (not always & cer-
tainty these days) and at the same
price. If anything, this game is bet-
ter then its predecessor and so |
can see it featuring in SIGNPOST
just as much as the first one. The
graphics are just that step up from
Mafia | and the puzzles, and the
story which links themn, are a real
pleasure.

Again you are in Don Capolla’s
gang ‘whose territory runs
throughout the dark back alleys
and creeping fire escapes of the
Big Apple, housing the biggest
den of thieves east of Chicago. In
the first program, Capolla’s own
son had
one of the suspects behind his
untimely demise. Once again, this
is a Quilled game but the theme,
story and its interpretation dis-
tances it from the usual un-of-the-
mill release.

ne down and you were.

You are in trouble, yet again, but
what eise would you expect being
Capolla’s henchman? Last year
rcu assassinated a rival gang
eader for your boss and as a
reward he has taken you into his
confidence as his Number One
personal adviser and bodyguard.
Capolla’s regime is now %‘eﬂég
threatened by a powerful gang
by Vito Rossi. Capol has
panicked and gone into hiding but
not before putting out a contract
on anyone hie fears, including you.
Not being one for half measures,
and stirred on by your successes,
you have decided to kill both Rossi
and Capolla. If you can pull this off
you are then free to get the docu-
ments detailing Capolia’s Mafia
gunmen, and will be able to seize
control of the entire city, You find
yourself in Capolla’s mansion
which is being ralded by Rossi's
gunmen. To progress any further

u have to escape them and put
into effect your ambitious plan.

Impressive is the way the prog-
ram introduces itself with varying
loading screens and sound effects
— a good omen for what turns out
to be a well-polished game. The
pictures are slowly drawn but a
definite notch up on the standard
of the first Mafia game. RAM SAVE
and LOAD arevery useful asitisin
the nature of this type of game that
danger lurks around every corner
(just for the record RAM LOAD will

take you back to your SAVEd pos-
ition as many times as you like
before the computer is switched
off). The character set is pleasantly
redesigned and the game is gener-
ally attractive and well laid out.
ere. are some  unusual
screens, one with CRASH
scrawled . right across it, and
another with ZAP. I'll leave you to
find out where you come across
these two but suffice to say s
when something goes wrong! Only
being able to carry four things ata
time causes you one or two
headaches in the time-honoured
fashion, but generally the game is
most playable and flows alon
micely. Many times vou find all
manner of doors locked (getti
the keysearly onis reccmmand::g
and so | appreciated the humour
when trying to bolt it out of the
mansion in the car before me: ' You

COUNTDOWN

Producer
Price £0.99
Author C & B Bradbury

You are a reporter, somewhat baf-
fled as to why a famous explorer,
well-known for his contempt of the
news media, should offer vou an
exclusive interview, You approach
your destination with your editor's
words echoing in your mind:
‘Don’'t’ ask me. He specifically
requested you. Anyway, it'll do you
good to get away from all those
corruption exposes for a whila'.

After a short journey across the
bay, you arrive at the island retreat
of Sir Justin Philips. The huge
mansion looms up in the early
morning mists as you reach the
jetty and secure your motor boat
alongside a similar  craft.
Approaching the imposing front
entrance you notice: the main
doors are slightly ajar. With a gen-
tie push you are inside. You sense
a sudden movement and turn to
see the doors slam behind you.

So goes the story which follows
a superb loading screen for such a
cheap game ([commissionad load-
ing screens can cost a fair amount
on expensive games these days).
Keeping the qual'rty up, the first
picture isn’'t bad either with very
neat shading and altogether
superior appearance when com-
pared to the normal untidy line-
drawn cheapy look. It is a drawing
of the large entrance hall with a
pair of stairs leading up to a land-
ing with twa pictures hanging from
its walls, The perspective and
shading are just right and the rede-
signed character setisavery read-
able set of capital letters,

Heading east from the off you
meet a cloakroom, and a useful
item while heading west takes you
on through the library to a study
where examining the typewriter
reveals aclue: ‘Confused already?
Let's soap you're not, insert the
tapeto discover yourlot', The tape
this sheet of paper in the typewri-
ter refers to may well be the video

Central Solutions

won't beliave this, but it's locked’.

Mafia Contract Ilis areally
game for the price. Some of the
problems are a little easy or
hackneyed but overall the game is
quite a good runaround.,

Difficulty: easy
Graphics: average
Presentation: fair

Input Facility: verb/noun
Response: Quill
General rating: good value

Atmosphere
Vocabulary
Logic

Addictive guality
Overall
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tape you find in one of the remoter
reoms in the mansion. Inthe library
you see a fairly typical location
descriptian. *You are in the library.
In the centre of the room stands &
low table. On it an ornately carved
bowl-shaped artifact containing
the remains of several cigars is
restingj baside a coffee-pot and
cup. Along each wall are rows of
well-stocked bookshelves. Doors
lead north, east and west'. There
are a few clues as to the litestyle of
the owner of this mansion here,
and a further insight is the reply to
examining mest domastic items,
‘It looks expensive'.

To the north is a location which
al first appears pivotal but is
somewhat unyielding to efforts to
actually get anywhere: "You are in
a stylishly appointed lounge, con-
taining items ranging from the pre-
histotic to ultra-modern. Thewalls
are adormed with many unusual
and obviously ancient ornaments,
including an elaborately deco-
rated sword, a sacrificial dagger
and several grotesque carvings.
The room also boasts a state-of-
the-art video, TV and audio sys-
tern. In the centre of the room
stands an easy chair with a coffee
table alongside. To the west there
is a window'. | won't go through
what happens when you try to
make use of every item here but
when you get down to the window
at the end, even that's barred!
Further along the way you meet a
dumb waiter which is easy to oper-
ate and takes you up and down
the levels and about four different
shades of bathroom.

Countdown is a game com-
posed around The Quill and Mlus-
frator. As a cheap game it has
much to offer, not least its surpris-
ingly etfective (if slowly drawn)
graphics. The room descriptions
are avocative and the game is well
enough constructed to hold your

interest for some time.
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Difficulty: easy to roam
Gfaphlns Not bad for the price
Presentation: good
Inputfacﬂl%&;ﬁmmoun
Response: Qui
General rating: very good value
Atmosphere 75
Vocabulary 76
77
Addictwe Quality 7
Overall 79

REBEL
PLANET

Producer Adventuresoft
Price £9.95

Author Stefan Ufnowski,
Robin Waterfield

Err, right, err, 'm going to try and
tell you some of the history of this
onea without actually knowing quite
what the heck I'm on about, but
there again, what's new. Well,
there was the  advertised
SWORDMASTER series and if 'm not
mistaken that had something te do
with Steve Jackson and lan
Livingstone, the names behind
the book which led to this one
here. Then it surfaced some time
later as FIGHTING FANTASY and the
game was Seas of Blood, and it
had those stalwarls of computer
coding, Mike Woodroffe and
Brian Howarth behind it. That
game had an animated dice sequ-
ence, a combat routine, and a
status page showing skill, stamina
and strength. Well this game is
much more mainstream without
any gimmicks but is very well con-
structed and has an interesting set
of puzzies, as you might expect
from the style of the FIGHTING FAN-
Tasy books (these work by giving a
set of choices which lead to pages
further on into the book). Take a
look at Pete Tamlyn's article on
page 46 of this issue it you're still
confused . . .

Your spaceship is called the
Caydia. It is a merchant ship. You
— well, you're some sort of agent,
in fact the finest, as you've been
chosen = for your courage,
resourcefulness and dedication to
the liberation of the peoples of
Earth. Your cover has been well
researched:; you will fravel as a
merchant to the planets of Tropos,
Halmurus, and Arcadian all of
whlch ara a part of the Arcadian

gﬂu are totake on the might of
the huge Arcadian Empire, which
tightens its grip on the galaxy by
tha hour, then you will need the
t of some h%ﬁnrgamsahnn
be ind you. stands for
Search and Research Of Space,
and has managed to send spies
on ahead to gather intelligence
before vour arrival. Of course, it
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wouldn't be an adventure if this
information was just placed in your
lap — you'll have to work out
whare it is. There is a building on
the planet Arcadian which houses
the all important quesn computer.
This can be entered (and this infor-
mation is proffered guite openly)
by using a numerical code of nine
binary digits. The underground
spy network may know something
to help you discover these digits.
Your mission, then, is to locate the
rebel leaders, learn the digits, and
destroy the queen computer
before it destroys you.

The program boasts an exten-
sive vocabulary. Commands
range from simple two word
instructions  to multiple action

The view from the

out of the observation window,
hardly move in true 30 motion but
at least bring some movement to
an adventure screen. To the south
is an access comidor with a dis-
penser attached to one wall. The
powerful EXAMINE command
comes in handy here and we leam
it is a sustenance system, an Arca-
dian one in fact, which surprised
me as | thought this was one of our
commands. Take a look at these
examples. ASK THE DROID FOR
HELP, ATTACK THE POLICER
WITH THE LASER. GET THE
WRENCH, THE CRYSTAL AND
THE BOOK. OPEN THE DOOR,
GET THE GRENADE AND THEN
PULL THE PIN. You are advised to
use WAIT 5, WAIT 10 and so on
when you've missed the pneuma-
tube on Halmurus. By the way, last
month's review of Human Tarch
was a touch inaccurate when |
reported it in the summary as
being only verb/noun. Itis, like this
one here, quite a way beyond sim-
ple verb/noun input,

There are some useful hints on
play in the instructions. Caydia has
a pre-programmed flight plan
(which you are warned not to alter)
and its only a matter of time before
it docks at its first port of call,
Tropos. The only thing is, you
might not be ready when it does.
However, you can fool around with
time with the curious commands
ADVANCE CT and RETARD CT,
CTstanding for Caydia Time. Fool-
ing around without knowing what
you're doing could lead to the
Caydia taking off without you. lts
worth noting that the Arcadians
have banned humans from carry-
ing weapons and you should
therefore keep your laser sword
out of sight until you plan to use it.

The first frame is stylish and
attractive. The stars before you,

ships, There again, | probably
dozed while | was reading the
instructions and have probably
missed something. Inserting a
card gives you the sustenance,
something you will need otherwise
you could find yourself running out
of steam later on. To the eastis a
cabin with hydro-bed and regen-
eration unit. Stepping into the unit
has zetri waves bathing you after
which you feel ready to take on the
challenge and pick up the laser
sword Iyinlg here. Across the cor-
ridor to the west is passenger
cabin 1 with its ite-kube which, on
examination, reveals a jet pak and
a fuel capsule. Only thing is you
ca;;-‘t pick them up quite yet. Typi-
calf

spaceport on the way to save life as we
know it from being destroyed by the Arcadians

Rebal Planet is a good adven-
ture by any standards, what with
its decorative graphics, sound
plot, and useful vocabulary. It has
enough to make the grade.

Difficulty: difficult after a while
Graphics: good, often mirror
images.

Presentation: blinding white
background.

Input facility: complex sentence
analysis

Response: Sluggish

General Rating: very good

Atmosphere
Vocabulary
Logic
Addictive guality
Overall

BRIAN
THE BOLD

Producer Central
Solutions

Price £0.99

Author Edward Beck

It Is the tenth year in the reign of
Good King Frederick. No more do
the people enjoy a happy exis-
tence. The last few months have
been a misery for each and every
person of the realm. Everyone is
miserable because King Fre-
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derick's beautiful daughter, Prin-
cess Leanora has been kidnap-
ped. It is thought Bragen, an evil
warlock, was behind this wrong-
doing and it is said the daughter is
held captive in the Black
Several of the king's champion
knights have failed in their guestto
rescue the princess and now there
is a reward for anyone who suc-
ceeds.

You are Brian, a peasant boy
with wvery little knowledge but a
great imagination. You have often
dreamt daring escapades in
which you achieve great wealth.
Secretly, you leave home and
travel fo the king's castle. The
result is not altogether surprising
~— you are not permitted to enter
the hallowed cloisters of the
sovereign's castle. When you tell
the guards ef your intention to
rescue the princess they smile and
tell you to go home befare you get
hurt, Mayge they are right, but
standing dumbstruck outside the
imposing castle, your dreams take
on a new clarity. It is indeed your
destiny to set out for the Black
Tower and rescue the fair prin-
cess.

As introductions go, the above
isn't too bad as at least you come
out of them knowing exactly what
you have to da. What I'm not so
keen on is the break in loading
where you have to préss a key to
read (or skip) the instructions. |
wonder how many other people
tend to go and make cups of tea
while a game is loading?

| think ma reviewing this game
points out the folly of a company
like CENTRAL SOLUTIONS releasing a
great batch of games all at the
same time. Because of the con-
straints. of time (especially in
adventure reviewing) the reviewer
tends to pick ene or two at random
from the mass of cassettes, seeing
as there is nothln%ao distinguish
between those ses of some
metit from those just thrown in to
make up the numbers and create
the impression of grabbing a fair
slice of market share. What with
choosing at random, and rejecting
quickly these which wouldn't load
first time s0 as to onto those
that would, | ended up reviewing
Brian the Bold which is not a good
adventure. The location descrip-
tions are terse and inadeguate.
Examining and even picking up
objects is met with a puzzied
silence, and the pictures are sim-
ply. awful (and slowly drawn o
boot).

Difficulty: moderate

Graphics: awiful

Presentation: Spectrum charac-
tars

Input facility: verb/noun
Response: Quill

General rating: poor

Atmosphere
Vocabulary
Logic

Addictive Quality
Overall
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with 0 LINES bdng.. major

Jefirey Bell of Newcastie upon
Tyne writes:

make the glue and how you mix
it? Also, | have found half of the
map in the navigation area;
where can the other half be

ving with SEABASE
m.q, the follow up to SUBSUNK,

hints:
Iron the foil to make it smooth,
Reflect a beam and missile

sooth,
Make a & in the bowl,
The TV is then your goall!

On the same game Stephen
Parlces asks:

“Please could rou help me with
sEABASE DELTAT | have four prob-
lerns. How do | wake up the hen
to lay an egg needed for the pan-
cake? How do | mend the lift?
Where do | find the ink for the
fountain pen? Lastly, how do |
lever the cannon on the sunken
wreck?"

To get the lift to ehew
some gum and stick the but-
fon. To get some wood to
lever the cannen, fire the mis-
sile at the mast. I'd better not
give any more of this

away otherwise I'll be in trou-
ble..

Continuing with another
FIREBIRD game, THE HELM this
#ime; Dougie Fleming asks:

“How c::&klﬂmbgrﬂﬂn?
Where e gramophone?
mdnwurwtﬂ:maMMng
that has an adding sign on it?
How do | open the spell book?
Finally, how do | use the flour
and the sieve?”’

To kil the griffin you will need
to make a CMPXQJOF, To use

to unlock the book and a
XBOE to protect you from the
magic.

Richard Martin of Chelmsiord
difficulty

You must DEQUVSF B SPNBO
and HJWF LN UP UIF ESVJE.

Also in warLorD, Frank Bours in

Holland Is having
with the fire in the cave.
For protection

J XFBS UIF
XIJUF DMPBL.

QUESTPROBE 3, FANTASTIC FOUR s
causing problems for Marcus
Wiiliams of Mereford who
asks:

“Please could you tell me how

to get Thing out of the tar pit? |

have tied every command

g'ldsr ithel h&l.lrl but he m
owning. | have gotto get

out to remove the Blob from

Doctor Doom's castle.™

Just before Thing goes under
the far he showid hold his

NBDIJOF. Torch can mow burn
the tar.

Amanda Eaton of Hextable,
social

Kentis ha difficuliy
El.':'lﬂn’ lmMPSTEAD and

'l can get a job but cannot get
any further. Howdo | atlm:an
filing cabinet? How do | vate in
the boardroom? What is the car
for? | can't get anywhere signifi-
cantinit.” i

To open the cabinet y

\
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ENCRYPTION CORNER
IF's easyto speak Brewster!

ENGLISH : Z RBCPEFGHITKL
BREWSER: BB CPEFEH ITIKLM

ENBLISH : MNOPQRSTUVWRY
BREWSTER: N OPQRSTUVWIYZ

SUPERHERDES

SUPERHEROES has lapsed
recently, not because of a
fack of would-be heroes wil-
fing to step up for the coveted
prize, but the same kind of
chaos which saw June's
editorial appear 8 mofhih late.
Moving house is the excuse
and a very good one | assure
you! Let’s whizz through the
backlog without further ado,

“1 completed HEAVY ON THE
magick on Monday 5th May at
11.48pm. | escaped to Pile Collo-
don by travelling through
Wolidorp. | had bought the
game on the 3rd and couldn’t
help playing it until midnight. My
grade was Zelator because | had
previcusly travelled through the
door in Secunda Porta. | think
you must go through the door in
Quadra Porta to raise another
grade. Am | a SUPERHERO?”

Indeed you are Robert Old-
ham of Merseyside, beating
the opposition who clocked in
around late May and early
June,

Mark Corder of Dun-
fermline writes “On the 13th of
March | completed THEIR FNEST
Hour. At the end of the game the
following words sre printed on
the screen: Secret intelligence
reports show that the Luftwaffe
has suffered encrmous losses
due to your efforts. The battle of
the skies is won. Churchill
shakes you by the hand.”

sif FRED by MIKRO-GEN fell to
David Clark of Dundee on Felb-
ruary 16 and QUESTPROBE 3 on
May 25 at 4.15pm was tamed
by Robert Holt of Rochdale.

-
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HEAVY ON THE
MAGICK

Dear Derek,
Here are somutipan-n Heavy on

the
Locked l:loors with tables by
them need keys. Locked doors
with ornate pillars need
passwords. For a door with a toll
sign by it (ask Apex) a bag of
gold is the key (put it on the
table). To get past the fire use a
salamander charm. To %at past
lho watar say ‘Water, fail’
he password to the door on
Iwel 2 (‘the word is no word') is
Door, silence’. The password for
the door on Wolfdorp, level 1
{the first one, ‘Cry and enter
door’) is ‘Door, wolf'. The
password for the next one (‘it's
msdnesa to enter’) is ‘Door,

To klll wearewolves get the

nougat (level 3) and go and swo)
it ferqmﬂu gget ﬂggel 4). ThE
nugget kills the werewolves an

contact. To kill vampires you
need the garlic (level 1). To kill
slugs you need the pellet {you
can alhisbvdrappingaball in
its place).

To open locked doors you
generally need a specific key. It
is easiest to identify keys by the
sign on the wall at the room they
are found. All the signs repre-
sant the uirns;af the zodiac. To
open the locked door for the
room at Flox, use the Aries key.
Taurus is for the room &t Horns,
Gemini for the room at Turo,
Virgo for the room at Purity,
Scorpio the room at Stings,
Sagittarius for the room at
Arrows, Capricom for the one at
Nani, Aguarius for the room at
Rains, and Pisces for the room
atlcl

The cauldron is for resurrect-
ing Al (no, | don't know either):
go and collect the ulna, the thigh
and the skull (the skull behind
the wraith) and drop them in the
cauldron [you'll have to take out
the scroll first). Then say, 'Caul-
dron, achad',

In one room there is a fire and

nothing beyond it. in the fire is a

nest, ?la‘; tht:m shell tlwal'léi]agg
SWop {level 2).

‘tothe nest Mﬂ:m the salamander
charm) and dm{: the egg in it.
Stand well back (to the right-
hand side) and say, 'Mest

phoenix’.

To invoke demons put the
talisman on the floor as far as
possible from a useful exit,
stand by the exit and invoke the
demon. The talisman for Magot
is a BvI.Il'IﬂUWM. for Belezbar a
mantis, and for Astarot a sword,

it sends you to any named
area (‘Astarot, area'). 'm not
sura what the others do, A
idea is to go out and come back
inagalrtand then you caninvoke
them again
mf"“ wﬂh skill as the highest
; then stamina, then
Iuck. This way you can kill most
regutar monsters with a
maximum of two blasts and the

transfusion spell is more effec-

tive. These tips aren’t supposed
to be complete, as | haven't
mmplnwd the gama. but | hope

MORE MAGICK

Dear Darek,

The ever-thinning lne that
divides arcade adventures from
‘true’ adventures has finally
been broken with the release of
GARGDYLE GaME's Heavy on the
Magick. It combines the sophis-
tication and text input of an
adventure with the animated
graphics and realtime action of
an a game. MNo-one;, be
they arcade or adventure player,
can possibly disagree that this
game Is the most exciting new
concept in computer games
since the likes of Shadowfire or
Lords of Midnight.

After playing it non-stop for a
while | am sending you some
tips.

Naturally the first thing that
you must do is take your
Grimoire or speil-baok, this will
increase your skill a bit and will

let you cast the fis BLAST,
INVOKE and FREEZE. BLAST is
the one for magickly destroying
any nasties that in your way

(although most monsters canbe
avoided by not wasting time or
going to pointless places).
When you enter a room with a
monster that you wish to kill, just
press B (for BLAST) and enter a
dozen or so times. When the

‘creature dies, press H {for HALT)

and enter to the mindless
BLASTIng. INVOKE calls the
demons  Magot, Astarot,

ee and Belezbar, but as
yet | have never found the
objects that allow you to call
them without being sent to the
Furnace (not a nice place}!
FREEZE suspends an item/
monster so that you can walk
past without harm. it won't work
on everything, wastes stamina
points, and lasts for a very short
time so it should be used as a
last resort.

Apart from the Grimoire, the
most useful thing in the game is
your good friend Apex the Ogre.
Be careful you do not annoy him
by BLASTing or bumgiﬂnillnto
him as you may well i
But, if treated with respect and
caution Apex will give you clues
that are vital to so the puz-
zles. For axamp}a. i Axil
wast from the start and follows
the only route he soon meets an
obstacle; a flowing fountain that
he may not pass, He must ask
his old friend Apex about it, so
after collecting the CALL spell
which can be found by going
down to level three, eastwards,

and then up to level two, he tries

CALL APEX. A flash of Magick
and Apex explodes from
nothingness, ready to be of
assistance.

in the terse but adeguate lan-
guage of Magick, Axil tries to
some clues. "APEX, FOUNTAIN'
he says, which roughly trans-

lated means 'Apa please tell
me something about this foun-
tain'? “IT'S WATEFI’ answers
Apex simply. Thus guided, Axil

in: ‘AP WATER',
'TALK WN TO T’ the wise
Apex suggests. Thinks Axil, odd,
but it's worth a try. ‘WATEH.
DOWN' he commands. “WHO-
0SH WHOOSH' gurgles the
water, and ignores him. Hmm,
too obuious. thinks Axil. He tries
the mora cunning ‘WATER,
FALL' and with a ‘trickle’ the
water recedes back into its
fountain. The way is clear!
‘APEX, THANKS’® says a grateful
m.anﬂwim;mk' DTO
BE OF HELP', Apex disa rs
as quickly as he came. The way
is clear, and Axl has solved his
first puzzie!

Anthony Bailey, Surrey

Fm told there should be a map
of HEAVY ON THE MAGICK in
Hannah Smith’s Playing Tips
this month — check it out!

SEVEN DEADLY
SINS

Dear Derek,

For purposes of amusement |
have compiled the ‘'Seven
Deadly Sins of Adventure Writ-
ing', complete with explana-
ﬁons.’axampha

1: THE RANDOM DEATH

Not very commaon nowadays,
but Location Death is, witness
Spelibound. It might be argued
that Random Death adds
authenticity to a game, after all,
people go down when thevr:e
not expecting itin the real world.
However, a player might get hit
by a meteorite while playing an
adventure so the ‘realistic’ ele-
ment is already there. There’sno
need to add to it.

2: ASSASSIN BUG

No, not Edgar. Imagine you're a
Hobbit being carried by Thorin
when suddenly a Gobiin
approaches. You Bllp on the
magic ring. . . . or you're stand-
inginsidea brarrsl and you think,
'lwnnderwhath&ppana ifltryto
lift it up while I'm in it?'. instead
of the usual lyrical ‘You Can't’
it's CRASH . . . The moral: don't
try to be adventurous!

3: SINGLE GUESS

During your quest for the Eye of
Bain you chance upon a desert
nomad. You have honey and a
dagger, but only one guessasto

what to do next. Inynu get it
wrong, m kilis you. e
you saved your position but you
have to reload after each
of GIVE MONEY, OFFER

HONEY, KILL NO , USE
DAGGER, STAB NOMAD, FIGHT
NOMAD before he ﬁnsll,v Suc-
cumbs to THROW DAGGER.
Consequently you spend more
time on the cassette recorder
than on the computer.
4: LUDICROUS SYNONYM

hest example | can think of
for this is Demon Knight. | had a
jewelled knite (not a sacrificial
knife). Tharowasamwhafan
:nrard and noat*;n aEr in slght
uranywlwra inine
was unable to KILL, W
KNIFE cow. I eventuaily SA'I:-
RIFICED it.

A similar problem is sheer
absenice of meaning. In The
Hobbit, it is necessary to WAIT,
WAIT, E. So what does WAIT
mean? Five minites? Ten
minutes? Is Lord of the Rings as
bad | wonder.

5: SELECT FUNCTION
Sometimes the writer's inten-
tions are manifest: a gun will
only work when it's pointed at
the person destined to die, or
you can swim in one lake but not
another. This is quite forgive-
able, of course. What did sur-
prise me, however, was this
situation; lwusatmehattemuf
a pit. | was unable to use the lad-
der to climb out, but | WAS able
to escape by means of the rope.
The laddur, incidentally, had ne

g NﬁTHIHG BFEGEAI..

You don't expect to beé able to
examine everything, and it isn't
such a crime to get 'You
examine the SKIMHJZ. It is
nothing special’ to the input
EXAMINE SKIMHJZ. However,

some things require more infor-
mation y

. In The Hobbit you see a
window. Is it open or closed? In

The Helm, you receive a bulb. Is.

ita torch bulb? A lupin bulb? You
may never know.
Vo it ekl 1 il Mi

m no ng at ission
where they

mmlsﬁlm%fbg:s ricav-
.- None
wan'l{ngs

v'm.l raiaord. '\’uucmellmbdown

safely but you rnight not be able

toclimbup...’
A Neithan, Chichester

I like your idea of listing the
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by Rosetta McLeod

USING COMPUTERS

IN THE HOME

| Quite often I'm asked to speak to groups of adults on the
topic of computers in education. Most of the parents in the
audiences seem to feel rather at a loss about how to encour-
| age learning in the home situation. We've now reached the
stage where a vast number of homes possess a computer of
| some kind, many of them bought in the hope that they will
| assist the children with their school work, or help them to
cope with life in this high-technology age. Parents, however,
are becoming increasingly concerned that the machines
tend to be used in the main for game-playing — usually
arcade games.
Another worry is that girls seem to show less interest than
boys in computers, and this is of particular concern to those
| parents whose daughters are aiming for a careerin amodern
office where technigues rely heavily on computers. It's hard

| to alleviate worries such as these, as there is really no simple J

| answer.

Young children often enjoy a large amount of parental sup- |
port when it comes to using computers, and some of the '
early learning games reviewed this month are certainly of [
the type to encourage parent/child involvement. Older chil- |
dren, however, tend not to be given this kind of support,
being left very much to their own devices. Programs like |
Special Agent and Car Journey are helpful in letting parents |
see the sort of related activities their children can be directed |
towards. |

Instead of taking a back seat, the adults may even be |
encouraged to work with their teenagers on the games, Cer- |
tainly all chiidren ought to have the chance to develop |
keyboard skills at least, and this means moving away from |
arcade games and joysticks. | do wish, though, there were
more programs designed to appeal to girls — publishers
please note!

THE VOWELS OF THE EARTH
PART ONE — QUEST FORA

| Producer: IEC Software

| Retail Price: £8.85

| Age range: children over 7 years, especially those with

| poor spelling or dyslexic problems.

| Quest for A is the latest in wc

| soFTwaRt's series of programs

| spacifically aimed at children with
learning difficulties. The program

| takes the form of an arcade-type |
game, with the player in search of |
abagofgald. Aroling globe hasto |

| be moved through a network of |

| caves as quickly as possible until

| you find the correct speiling to

| complete aword. All the words use

| the ‘A’ sound, and the child has to

| choose fromai, el ey, ayandsoon. |

| There are several levels of diffi-

| culty to select from, and these

| build up to the completion of

| words such as ‘ancient’,

| ‘'neighed’, ‘investigation' and |

| ‘beige’. On the second side of the

| tape a homophones program

| encourages the child has to distin-

I guish between the spellings of

| words which sound the same but

| have different meanings such as |

(3
is iy

 COMMENTS

Control keys: choose from
Kempston or Sinclair jaystick, cur-

REL9Y .
cares gud

| plain and plane, veil and vale. Both

sorcontrol, orkeysV.B, |, J& 8

| programs can be played with a
| loystick, using cursor control, or
| using specifiad Keys, and it is also
| possible to select the length of
| time needed for the game. A fair
| amount of manual dexterity is
| required fo move the globa without
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touching the walls of the cave — if

this happens the energy score dis-

| played at the bottom of the screen

is reduced.

Designed by educational

| psychclogist, Jo Westwood, this

attention and improve thelr spel- |

ling skills without them being
aware of H. The colourful and
atiractive screen displays add to
the appeal of the gams, and the
children | tried it out on were keen

is & game which will hold children's | 10 do well.

Keyboard play: vary responsive
Graphics: very attractive

Use of colour: good
Generalrating: an extremely use-
fui and profsssional game which
would be of benefit to any child
with a spelling problem.




FIRST STEPS WITH
'THE MR MEN

{ Producer: Mirrorsoft
| Retail Price: £8.95
i Agerange: 4 — 8 years

| Young children fond of Roger Har-
| greaves' Mr Man characters will
| love the four programs in this pac-
| kage. The colourful bookiet which
| accompanies the software tells the
| story of each game and explains
| what to do. Mr%‘reedy*s lce-cream
| Hurt helps the child with the con-
| capt of direction as Mr Greedy Is
moved round five carefully graded
screens in search of ice-creams,
while Mr Sifly s Hat Game was spe-
cially written to develop left/right
scanning in praparation for learn-
ing to read.

Shape racognition is covered in
Mr Forgetful's Wardrobe Game
where the child has to match up
pairs of familiar objects such as
shoes and socks, and the fast
game, Mr Forgetfuls Letter Game
extends this to letter recognition
| when arandom selection of istters
| of the alphabet takes the place of

the objects. This game also gives
the adult the option of enlenng a

chosen range of letters 1o suit the |

needs of the individual child.

The games are extremely sasy |

for even the youngest child to oper-
ate as a colour-coded overlay
featuring Mr Clever s supplied.
This sits overthe keys 5,8, 7 8, 8
and 0. Unfortunately it is very easy
for a child to press BREAK Inadver-
tently if a Spectrum Plus is used,
and this crashes the program.

COMMENTS

Control keys: a colour-coded
cveriay sitting ontop of six numbar
keys makes the commands easy
to input

Keyboard play: very fast
Graphics: clear and appealing for
the yeung child

Use of colour: eye-catching
General rating: althoughaimed at
children from 4 to 8, | would lower
the age range. Formost 7 and 8
year olds, the stories and games
weld be too simple, so perhaps 2
ta 6 years would be more realistic,

Pr Funnuy 1

Cl 1 1

WORD GAMES WITH

Producer: Mirrorsoft
Retail Price: £9.95
Age range: 5 —8years

This two cassette pack contains
Mr Noisy's Word Gamefor children
lsarning to read, and Read With Mr
Bounce for more advanced read-
ers, The first garme helps the child
to understand three sorts of waords
which somatimes cause confusion
— ppposites, comparatives and
superlatives, There are nine short
gamas in this saction, the first four
introducing: words such as tallf
short, high/low, wide/riarrow and

fat/thin, while the next two give |

| COMMENTS

practice in turning these adjec-
tives into their comparative and
suparlative forms. The final three
games provide an opportunity to
practise afl the skills learned.

In ali the games, words are large
and easy to read and the graphics
are most attractive. Read With Mr
Hounce extends the skills already
covered and introduces the under-
standing of words such as in, on,
outside — the animated graphics
show the meaning of each con-

 THE MR MEN

cept ina very clear way before giv-
ing the child the cption of typing in
the word which shows where Mr
Bounce is. For this, a plastic over-
layis supplied, displaying the letter
keys in their lower case form. The
overlay is fine for the ordinary
Spectrum but useless for the Plus.

Both Mr Noisy s Word Gameand
Read With Mr Bounce give the
child the chance to obtain a print-
out, and the glossy booklet con-
tains details on how 1o play the
games together with colourful pic-
tures of the characters

Control keys: ENTER, 1 and 0 for

| the sasier games, letter keys for
| the more complex ones

| Keyboard play: very responsive
| Graphics: axcalient

Usa of colour: very good indeed
General rating: an enjoyable and
entertaining package of games,
thoughagaini wouldlowerthe age
range as all the 8 ysar oids | know
have outgrown the MrMent
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SPECIAL AGENT

Producer: Hill MacGibbon |

! only a few of the skills: involved.
| Intelligence reports such as, 'Spy
| reported in the capital of Turkey'
| may require a bit
| before the name of the actual city
| is disco
| contains an attractive illustrated

Retail price: £9.95
| Age range: older children

Spectal Agent is-a program in the
Games to Streich the Mind serles,
and was designed by FIVE wWaYs,
| well-known for quality educational
| software, The player assumes the
| role of a special agent for M16
based in London, and the mission
| is to'cateh a devious anemy spy on
the loosein Europe.
The player has to travel by air
| ‘and rail to a variety of destinations,
making the most of all the clues
and intelligence reports that flash
on the screan. The city from which
a report is sent is highlighted —
| but if the enemy has siiminated
vour agent in a city, no report can
| be received! An informer's report
| can also be purchased for the sum
| of £100, and the record of yaour
lotal costs is displayed at the top
{left hand corner of the map,
logether with a clock which
| records the passage of time.
| Sometimes, reports are
| received in code and the player
| has to ehoose the cipher option for
| clues on how to decode it or pay
| £100 for help from the back-room
| boffins in London. Money may also
ibe spent in hiring new agents fo
| replace those eliminated, and on
| making journeys.
| The educational passibilities of
| this game. are immense. Leaming
| about the map of Europe, reading

timetables and solving codes ars

of research
d. The package also
booklet with information about

spies and agents such as Mata
Hari, Burgess and Mclean, and

| the fictional Sir Percy Blakeney:
| brief descriptions on some of the

major Eurcpean cities; maps

| Ehowing population and fand use;

| and details regarding the contents
of a spy kit — bugging devices,
migrodots and so on.

This is an extremsly well
thought-out package which will
hold a child’s attention and make
isarning fun. A particularly useful
featura is the facility for pausing

| the game toaliow time for thought
Great care has been taken to
| ensure ease.of operation.

| COMMENTS

Control keys: an overlay is
supplied for the top row of keys
Keyboard play: good
| Graphics: very clear
| ;..Ise of colour: bright and attrac-
e
General rating: an absorbing
amefull of lsarning opportunities.
| Foerthe price, this package repre-
I sents excellent value.

| based on running a delivery

CAR JOURNEY

Producer: Hill MacGibbon
Retail Price: £9.95
Age range: older children

In the same serles as -Special
Agent, Car Journey invalves deci-
ston-making and skills of caloulat-
ing time, distance and maney. The
program has 4 levels: levels 1 and
2 involve driving a car around the
country. with or without road
hazards, while levels 3 and 4 are
ser-
vice, agam with or without the road

| hazards.

On all levels you have to choose
frarn which town the journey is to
begin, and then select the vehicle

| youaregoing ta drive, The smaller
| wehicles travel faster and cost less
| to hire for the day (when you are

playing Delivary Service), .and of

| course each has a fuel tank with a
| differant capacity. Ahistogram dis-
| plays the fuel consumption at var-
| ous speeds, and you have to fill up

with petrol before the journey can

8l commence.

On levels 3 and 4 a progress
charl can be shown on thescreen
and this registers the cost of the
fuel purchased. An overlay placed
on the top row of kays allows tha
player call up status information
and also contains the commands
for driving the vehicle chosen.

The Delivery Service games are

quite complex as there are so |
many factors 1o be borne in mind, |
The fee for delivering some con- |
tracts, for instance, is larger than |
for others, though the more valu- |
able contracts have to be delivered
very quickly, Journays have to be |
planned carefully, and petrel can |
be saved by carrying more than |
one load at 2 time. An additional |
probler is that whenever the clock
reaches 19.00 hours, you must
stop for the night and this incurs
ovarnight costs unless you are in
your home town. Penalties also
have to be paid if the vehicle is
overloaded or if a load s not deli-
varad intima.

The accompanying booklet
givas information aboutthe histary

| of roads and how a car works, as
| well as containing the extract from |

The Wind in the Willows where |
Toad becomes car-crazy.

COMMENTS

Control keys: a keyboard overlay
ensures ease of operation
Keyboard play: responsive
Graphics: an attractive and sensi-
bie screen display

Use of colour: effective

General rating: this is a usaful
pragram for developing quite com-
plex skifls in an enjoyable way.




_ And [ awayS \ SREEG
N (/vea SMashng W Me's 4 7 L
" time

Gremlin Graphics Software Ltd., /8 /
Alpha House, 10 Carver Street, g 1
Sheffield 51 4FS. Tel: (0742) 753423, '

(!
Telex No: 547274 X

¥
e 4T TR




Spectum ABK/12BK
Amstrad iéaﬂ--'ﬁbﬂ-fm Q8
CBM 64/128
MSX
yrade mark of
Limited, martech Holise,
East Sussext N4 GEE

Martech is the registered
mo‘ c‘ Software Communications
gay Terrace, pevensey Bay
TRADE ENGUIRIES WELCOME. PHONE; (0323) 768456 TELEX: g78373 Martec G




i

e I e U e et T e e

After last month’s pot pourri of cartoon characters, the SCREENS Gallery
returms with a one-man exhibition from Alex Williams, a Cornish lad who
beavers away In Trure, creating masterpieces on his Spectrum screen. Apart
from 'straightforward pictures, Aleyx specialises in animations and sent in a
rather nifty implementation of the parrot which appears in the Max Head-
room film . . . \We've included two shots of the Spectrum Blue here, but the

realtime animation has to be seen to be belleved]

o s Spectnum, put

it Abari ST made
and carma up with.



NEVER, IN THE FIELD OF
HAS S0 MUCH BEEN DONE

LIST A — SINGLE FREEBIES
T

{

The Dynamic Duo from CRASH Mail Order, Auntie Aggie and
Guru Denise have worked overtime again this month, recharging
the power of the MYSTICAL SUBSCRIBER NUMBER so that
it may bring lucky owners even more goodies.

Those of you who already own a MYSTICAL SURSCRIBER
NUMBER (the magic talisman stored on Guru Denise’s Sub-
scription computer that makes sure you receive a monthly copy
of r&ASH} should receive a freebie poster
with this issue of the magazine. The JOURNAL OF MYSTICAL
AFFAIRS, also circulated free to owners of MYSTICAL SUB-
SC R NUMBERS is packed with goodies too, including an
offer which allows NUMBER holders to save £3.00 on the normal
price of PSS’s latest release AND collect
a £3.00 voucher from PSS at the same time!

INCENTIVE's BRI o e e has
just hit the streets at the retail price of £22.95. Look out for the
HOLY TEAR OFF COUPON in the JOURNAL that allows
would-be adventure writers to save more money! And of course
there’s a special competition for JOURNAL readers to get to
grips with. . . . Once again, there’s a selection of tempting
goodies on offer this month which may encourage you to get hold
of a personalised MYSTICAL SUBSCRIBER NUMBER. Lets
face it can you afford to be without one?

The complete works of MARTECH were made available to Garu
Denise this month, and after casting a rune or two, her Subserip-
tion computer printed out the MYSTICAL SUBSCRIBER
NUMBER 21004’2 owned by a G Forsyth in Falkirk, Scotland.
Fortune smiles upon G Forsythe this month — it could smile on
you next month, who knows?
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IAGAZINE SUBSCRIPTIONS,
OR SO MANY BY SO FEW

TIME TO JOIN THE ELITE BAND OF MYSTICAL
SUBSCRIBER NUMBER OWNERS? -.—.--—.—-.

| FORM TO BE USED WHEN APPLYING

. SUBSCRIBER
Should you wish to partake of the benefits of MYSTERY SUB- e _ i f:%‘ﬁmga MYSTICAL

f SCRIBER NUMBER ownership, this month is another good
month to take the plunge and send some loot te Guru Denise.
The power generated by the MYSTICAL NUMBERS on Guru
D’s computer has combined to offer a truly massive selection of
OCEAN and IMAGINE es from which can choose if you
desire to starta MYSTICAL SUBSCRIBER NUMBER working
for you this month,

People applying to Guru Denise for a MYSTICAL SUB-
SCRIBER NUMBER can opt to receive one free game from
LIST A or two free games from LIST B. Plenty of choice this
month, c¢h folks? Make your selection, find a postal order or
cheque for the appropriate amount, make it payable to “News-
field Ltd"* and whizz it off to Guru Denise with the completed
application form and she’ll do her best to get things moving for
vou. Don’t expect your choice of free games to come with your |
copy of CRASH — Auntie Aggie has to seal them lovingly in their .
very own Jiffy Bag and send them separately, ‘cos they won’t fit | SEND NICE THINGS THROUGH THE
inside the plastic sleeve used to send out monthly installments of j | POST TO ME:

I 1 can't resist the temptation, Gura D. I've
* filled in every detail on this form and now
ll'mwhiningitinyuuwithsmpmul
* ander for £15.00 made payable to Newsfield
I Lgbmmamnamummmna
aEuropean re i
! Having chosen either one game from
IIJS'E‘AwwngmesﬁwLI‘STB[wnM
- like the power of my MYSTICAL
| NUMBER to begin sending me copies of
I You'll do your best to get my choice of
itmebi: “ﬁ’lﬂ o ""i"’“{‘“.“‘
Aggiepost, but | understand it won't arrive
* in the same eavelope as my first copy of
CRASH.

the Softwareology Course that comes cunningly disguised as a o lam called
copy of CRASH. |
Ep&t‘l&n‘,b&ﬁxﬂant’bem{ § e
| ANDILIVEAT
No Harmful -
Fumes! o
i o
| POSTCODE ...
PIREONE -

| []PING PONG
* [ THYPERSPORTS
MIKIE

|N.O.M.AD.
COSMIC WARTOAD
WORLD SERIES BASEBALL
MATCHDAY

RAMBO

WORLD SERIES BASKETBALL
DALEY THOMPSON'S
DECATHLON

I [ FRANKIE GOES TO HOLLYWOOD
j CIDALEY THOMPSON'S SUPERTEST

issmmromm:

! GURU DENISE

| HOME OF THE MYSTICAL SUB-
+ SCRIBER NUMRER

| POROX 10

« LUDLOW

| SHROPSHIRE SY&1DB



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 FROMALL GOOD SOFTWARE T .5
DEALERS. IN CASE OF DIFFICULTY PLEASE WRITE TO D E N TO N
BEYOND SOFTWARE 6-9 UPPER ST. MARTINS LANE , :
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™ it ittt e
This is a tale of two man who were,
unknown to ma at the time of the
interview, about to take my beloved
away, Not in person but . .. well,
read on and you'll see,

It all started with acall from Dawid
Cuddlesome Carlos (he insists 1
treat him with more formal respect
nowadays) asking me if I'd like to
mest ERNIEWARE,

"The programmers of Split Per-
sonalities,"" asked [, *'from the land
of clogs and tulips?”’

"“The same,'’ said the bearded
one. “They'd like to meat you
because you were the only person
to review their first game when they
tried to sell it on import over here.
Can we arrange alunch? '

Never one to turn down free nosh,
afew days later I found myseif walk—
ing threugh Soho
brothers Ruud and Ernest Pesks,
Mark Strachan —the part of DOMARE
that's not po — and Carlos the
chaparone, there to see fair play.

“Will Hungarian do?"' he asked.

Well, by this time [ was hungry
enough to eat anything and gorging

on goulash sbemed like a great idea
50 in we stepped.

The interview began well. 1 con-
ducted the first two or three tape
recorded questions with the Pause
button on; Eventually we restarted,
and briefly recapped the History of
Dutch Software — or the History of
ERNIEWARE, which is wvirtually the
same thing.

The Netherlands software scene
Is; “'Very poor,”" according to Ruud.
It seems that the Dutch have failed
totake the Spectrum to their hearts,
which has made it rather an uphill
struggle for the Emies. There isn't
gven a native Spectrum magazing.

But Ruud had studied computer
languages for four years before
becoming a teacher, and bought his
first Spectrum only eighteen months
ago. Emest, who had taken the
same computal course, was put in
charge of the graphics

The Evolution, the program that [
reviewed (for another publication!),
was oneg of the first things the
brothers wrote. Though it was
rather primitive in gameplay, being
& block sliding puzzle, the program-
ming was excellent.

Together they approached Dutch
reteilers, having decided to go it
alone. Uniuckily, sales were not that
great, so they looked for a company
to publish their work. At this stage
Mark takes up the story.

"What happened was ERNIEWARE
sent us & demonstration tape with
thase ten pictures on it. Richard, our
software manager, loaded it up and
said, "Come and have a lock.' There
was one of Kate Bush. I was used to
looking at arcade games and ['d
never seen a picture like that on the
Bpe;tmm and I said, ‘That's bril-

“Aaa}a-,-man Ireally thought that
it was not possible to produce Spec-
trum drawings like that one of Kate
Bush, Then I thought, well they've
put so much memory into that one

screen to malke it look superb. But
they badn't as there were so many

Our roving reporter JOHN MINSON meets a couple of
Dutchmen over a Hungarian meal in London. .

pittures.

"'I'was then not sura whather they
could draw better pictures than
other peopleor, ..

““We had to improve a lot,"’ says
Ernest, with undue modesty.

“Anyhow, 1 said to Richard,
'Phone them up and find out if they
do other things."" Mark continues

As it happened, ERNIEWARE did do
other things and aleady had the
game that was to become Splitting
Images: I'm interested in how the
sati.ria‘ai. tie-in camie about.

“We wanted to put some humour
in."Ruudaanams "It's veryimpor-
tant, Tthink."”

Ruud and Ernie Peske anjoy the
summer sunshine in Spho Square with Mark Strachan playing 'publisherin the
middle', Ernie is on the left, with the moustache . ..

s i

In fact it was the pictures of faces
in the demo that had worked best,
even though most people who do
Spectrum graphics have problems
with the human visage, according to
the brothers Peske.

“"But how long did it take you to
draw them? ' Mark asks. I like this.
He's doing my job for me.

“Two days."

**What do youuse to draw them?*
1 slip in.

My own utility. It's not very usa-
ble for the window routines. "'

Emest works from photographs
though hedoesn't rate digitising —
and everybody who's ogled the

grainy renditions of Bam Fox is liable
to agree that a good artist will beat
the photographic image on the
Spectrum, hands down.

“'Choosing the ten pictures was
interésting,”” Dave remembers,

“Marilyn Monroe and Humphrey
Bogart were classics and Maggie
and Ronnie and Kinnoch were obwi-
ous. Sir Clive and Alan Sugar were
specific to the marketplace, but
after that it was very open. Every-
body was throwing in ideas."

Mark picks up the story, ''To-
gether we thought of the Queen and
wrote ta her but the Lord Chamber-
lain wrote back saying that the ans-
“I{Ier to that guestion was really
Na'"

Luckily the Prince and Princess of
Wales were delighted with the idea,
and Andy and Fergie, a picture
which Ruud seems extramely proud
of, left it was up to Domark.

Mark stresses that they contacted
all the subjects to get their okay and
avold problems, except in cases
where it was impossible. If Bogay or
Monroe wants to sue no doubt there
will be angry table raps from Doris
Stokes.

The other legal matter | raise is
the question of the game's title,
which is, it must be confessed rather
gimilar to & certain satirical TV
show.

At this stage Mark categorically
denies that CENTRAL TELEVISION is at
all concerned about the title and
that DOMARK sre sure that they are
on safe ground because nobody can
copyright the a caricature.

However, when the phicne rings
the next day and it's Mark telling me
that Sphitting Images is now Split
Personalities, I'm not entirely sur-
prised. When it comes to the law
courts the first rule is never to gt
involved in a long and costly action
if you can helpit.

Before we take our leave of the
Old Budapest [ have a complaint to
make. Cuddlesome Dave has neg-
lected to send me a copy of the prog-
ram, which is poMARE'S first CRASH
Smash (and their first good game.
some would say).

“Have you finished it?'' Ruud
asks.

""Nowhere near,” [ say.

“'It's really quite simpie, T think."

There is much laughter, through
which the tape recorder has caught
Mark's comment that, “‘Program-
mers always say that.”

Butgetacopyldo, andafew days
later my girlfiend arrives from Swe-
den to sperd the summer with me,
Now she says she hates computers
and computer games but out of
interest she looks over my shoulder,

asks how to play, takes over the
| joystick. .

mm L'am going to sue you
for nhenatmg her atfections. For the
last week or so I've only seen her
back as she tackles picture after pic-
ture, And [wouldn't mind, but while
I'm still struggling with Alan Sugar,

" she's completing Marilyn with con-
- sumate eass!

It's enough to make you Spit!
John Minson
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Accompanied by garrulous ZZAP!
dynamo, Julian Rignall, CRASH
novice Tony Flanagan zoomed up the
M6 to the land of Brookside, Bleas-
dale and the Beatles to get a sneak
preview of SOFTWARE PROJECTS' latest

game: Dragon’s Lair.

Perhaps it's because of their Irish
forefathers that scousers like telling jokes,
Take this one, for example. Er-what d'you
call a Liverpudlian in a suit? I don't know,
what do you call a Liverpudlian in a
suit?. . . . The accused. “People have a sense
of humour in Liverpool that makes life
quite bearable,” explained Alan Maton,
director of SOFTWARE PROJECTS, as we ate
our lunch in the concrete garden of the
Elephant and Castle. Not that Liverpool is
a city of doom and gloom, though some-
times it might appear that way to us 'south-
erners’ from leafy towns such as Ludlow:
There is something irrepressible about
Liverpool and its people that is very infecti-
ous: And what is true of Liverpool is alsa
true of SOFTWARE PROJECTS.
The company began life in 1983 and is
most widely known for two very successful
, Manic Miner and Jet Set Willy. The
latter, rernarked Paul Patterson, the Sales

Manager, "is probably the biggest seller of

all time,”” How did they account for this
success? ' The thing about Jet Set Willy and
he[amcMner" Alan pointed out, “‘was that

epiifrom what everyone else
time." But, like many
5, SOFTWARE PROJECTS has
nding success with every
Jet Ser Willy II, in particular,
eceived by the computer

try Dragon s Lair about eight weeks ago, If
the response to the game had been negative
then, like some of the previous ones, it
would have been scrapped.” Fortunately,
this was not the case.

“Everyone gave the game nine or ten cut
of ten,” said Paul happily. “They asked us
to change certain things and we did. Every-

ing they asked us to change, we changed.”
Dirk, the dynamic hero of the game, was
thought to have too big a nose, so slices of
it were lopped off in a neat bit of computer
surgery. Some thought the first screen was
too easy, so that was made more tricky. And
there have been several other minor
changes, all as a result of players’ sugges-
tions.

A CHANCE DISCOVERY

So how did Alan get hold of the right to the
game which is fairly well established in the

arcades? The émor}r is involved, to say the.

least. I went away to Paris for a long
weekend and, er, . .. it was shut, [ think
there must have been a Bank Holiday. On
the last day I went into this computer shop
and there, in a box, was Dragon's Lair for
the Coleco Adam.” Alan liked the lock of
% game, bought it and tock it home to

verpool.
Obtaining the rights was a tortuous busi-
ness. Initially, he contacted COLECO which,

when he finally got hold of the right fellah,
gave him the go-ahead. Unfortunately,
although COLECO had the rights to home
maputers, they didn't have the rights to
e mbdgaisw:ththel:qeme These
ghts belonged to MAGICOM whao, as for-
e would have it, had recently gone ban-
krupt. Eventually Alan managed to get
through to MAGICOMS solicitors who
agreed to license the game but explained, as
Alan already knew, that the rights to home
computers were owned by COLECO. As
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Alan put it, it was like “Er-can 1 go out

Dad?™ Ask yer Mum.”™
Mum? Ask yer Dad.”
Eventually, the matter was resolved and
Alan put together what he called a ‘Liver-
| contract’. Basically, this amounted to
‘giz it and I'll pay yer,” though after several
amendments the contract ran to twelve
pages and took five-and-a-half months to
be processed through the courts, As this
was only & formality, SOFTWARE PROJECTS
began the programming schedule almost at

" Er-can I go out

The progress of the programming has
net been without its snags. Jim Darnell, one
of the programmers, outlined the initial
problem. “First of all we looked at the game
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and decided it couldn't be done in 64K on
the Commodore — not to do it justice any-
way. Then I said to The Boss that I thought
the game could run while the tape was load-
ing. It's all based on the fact that you can
play one level. By the time you've finished
that, another level will have loaded off tape
into memory.” Unfortunately, unlike the
Commodore, the Spectrum version will not
have that cunning load while you play facil-
ity =

The schedule took a major knock when
ane of the programmiers decided to leave,
with only two-thirds of the program done!
Alan was not impressed. However, curbing
any nefarious tendencies he might have
had, he phoned up Andy Walker who
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agreed 1o help the company through the

final phase of the schedule,

Programming the game has been a real
team effort. Jim Darnell, Michael Davies,
Steve Birtles, Colin Porch, Sue Maton,
Nicole Baikaloff, as well as Andy Walker,
have all played their part to produce a game
which they hope will emulate the success of
Jet Set Willy: Dragon's Lair is now virtually
finished. "“We've got to the point where the
programmers are just tidying everything
up,” said Alan. It should be in the shops by
the middle of August, and steres will be
sent demo versions for public display:

DRAGON'S LAIR

S0 what's the game all about? Basically,
"Dragon’s Lair” is a cross between an
Arthurian romance and George and the
Dragon. In it, the heroic knight Dirk the
Daring is called upon to rescue King
Aethelred's daughter, Princess Daphne,
from the fiery breath of Singe the evil Dra-
gon. If the King does not renounce his King-
dom then she will die!

"The game has nine screens which, as you
progress, become increasingly more pen]
ous. By means of the Falling Disk, you
descend into the dungeons of the Cnsde
and progress to the Skull Hallway, haunted
by a host of osseous (LMLWD) ghosts and
ghouhes From there, by means of the

winging Ropes which hang above a stead-
ily ascending fire, you get, o Singes
Weapons Room, where the Wieapon
assumes an insidious life of its of
series of Ramps has to be neg
um?r too long, and they

et {:u At the same time Gi

like monsters who dopt exactly

hame your best iriterests atbta.rt e to be
fought off.

Past the Ramps and 1z
Tentacle Room: {

strange hybrids of the creepie-crawlie kind
hurk, waiting to enter combat. Onee the
insectoid nasties have been despatched,
hacked carapace from thorax, a ride on the
Second Disk takes you to the penultimate
level where the P‘hantom nght awaits,
"This eighth screen,” said Paul, “is a game
in itself'” in that it requires strategic think-
Lng as well as physical dexterity. Finally, if
youre incredibly brave and mega-skilful,
you reach the Dragon's Lair and get the
chance to slay the monster and free the
beautiful (and voluptuous!) Princess.

PIECES OF EIGHT

The next SOFTWARE PROJECTS venture,
which should be completed by the end of
July, is John Silver’s Return to Treasure
Island and coincides with the TV series of
the same name, "The idea behind it," Alan
explained, “is to write a game which is
based very loosely on Treasure Island, using
the same locations and same characters but
with a totally different story. You can iirrite
a program like this and get away with

a lot of differences because you don't have
to stick to the book, People pla: y the adven-
ture but they don't know what's going to
happen next.”

You play the part of Jim Ha s and the
idea is to find the Island's hidde  treasure.
The Island is reproduced in 3D arllhis based

s, ”.It

on the engmai Treasure Island
works on a :

SUCCESS CAN BE
According to Alan, success is s
ter o hawng"ahtofnowse
and aghore ghkmledgesf
But sulless certai
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The possibilities are enormous.
Just plug in the family video cam-
era or the rent-a-video recorder
and you'll spend hour after hour
tracking down interesting subjects
and shading them to perfection for
the final print-out. The video frame
can be the starting point for an
exceptional games loading
screen, which can be manipulated
with any screen graphics utility to
the peint of non-recognition. Or
ultimately, the digitiser can be part
of the home desk-top publishing
system, incorporating pictures
into_editorial text for your loeal
family rag. Either way, the SUN-
SET VIDEO DIGITISER provides
lots of fun.

THE PIXEL OF THE
MATTER

Now everybody knows that the
Spectrum screen is not a bottomn-
less cup of pixels, but a mere con
glomeration of 256 x 192 lonals
points, so the TV resclution pict
loses somewhat in definition
converted to the Spectrum forl
Busy or overcr picturags
up rather unrecognisable,
larger subjects are. focusse
the perception is definitely g8
The lower resolution providd
grainy artistic touch, highligh
by the many shading
Taking a picture results i
point or pixel on the Spa
screen being allocated
teen values represen
brightness level, This
stored outside the screen af
requires no less than 245768
As the screen dots @&
assume two states, on of @
mediate levels can be ;
various patterns of
grey scale modes,
‘Black and white!
two display levels”
of the picture ca
setting the trip lew

trum brings out the best

couple of seconds | can

the Spectrum screen.

The SUNSET VIDEO
DIGITISER for the Spec-

artist in me. | don’t know
how | do it, but within a

create the most realistic
pictures ever seen on

and one grey level. Again, the twa
boundaries may be set to accen-
tuate the darkness and the amount
of grey zones in the picture. 'Full
grey scale’ provides black, white
and three grey levels and imitates
the photographic image on the
Spectrum screen as closely as
possible. Again, the grey scaling
can be set by varying the grey,
black and white boundary levels.

required for the six second dura-
tion. No wobblies, NG ACTION, in
front of the video camera and a
pretty good freeze frame facility on
the ol video recorder. Noise bars
need to be fought into the bottom
edge, or even betier into oblivion.
Unsuceessful attempts at grab-
bing a frame are met with a beep,
followed by the PICTURE
ANALYSER screen, which dis-

THE DIGITISING plays anything from a missing
frame sync to a signal format error;
UTENSILS this could be wrong number of

lines, wrong line length or wrong

Yes, I'm afraid part of the equip-
ment is encapsulated in the usual

nificant phono socket as a major
landmark. A cassatte tane for the
softwg

erter in motion
e videa picture to
six seconds, the

black interface box with an insig-'

£

field format (Interiace, odd, evern).

Successful frame grabbing can
be improved upon by SET INPUT
LEVELS. Maximum and minimum
evels representing the contrast of
ent picture are analysed
| for a further take.

takes into accou
only part of the
ferred to the Spe
the conversion ,
positioned over

{brightness and grey’ sha
trol) while PRI PICT!
SCREEN converts the g
data into a screen pi
aforementioned par

Having lost all #

and white to any of the sixteen val- mwmammmm.mmr
ues. Slackuhitoand grey”hides e e T
the sixteen levels into black, white e

kerad with using the software that comes
DIGITISER

key. Unfortunately, there is no pro-
vision for changing the border col- |
our. Individual colouring can be
accomplished at a later stage once
the screen has been stored to tape
or cartridge using SAVE/
RETRIEVE PICTURE to save the
screen picture as a screen file or
save and load the master file for
further manipulation at a later
stage,

Pravision is made for producing
a backup copy of the software
onto cassette or Microdrive car-
tridde. The reverse side of the cas-
sette contains a print driver routine
which can be set up for various
printers and printer interfaces. The
manual gives a detailed explana-
tion of the control program and
provides the programmer with call
addresses for the various machine
code routines.

CUE AND REVIEW

The SUNSET VIDEQ DIGITISER Is
not & add-on for the Spec-
trum. Unfortunately it is one of
those devices which grab your
imagination and you'll find yourself
spending far too much of your val-
uable time designing excellent
looking screens with the least pos-
sible artistic requirement. No news
yel on the printer ribbon that
allows you to make iron-on trans-
fers of your pictures for application
to shints — more details next
maonth, hopefully.

"1 SUNSET VIDEO

“DIGITISER

¥ Price: £128.00 inc P&P

Sunset, 3 New Road,
Farnham, Tongham,

Surrey GU10 1DF
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PROCESSING
WORDS ON

THE SPECTRUM

DOMINIC HANDY sets his fingers flying over
the keys of his computer and evaluates a trio
of wordprocessing packages that don’t actu-
ally improve literacy, but make writing on the
Spectrum much easier.

's'r J‘i.t of Tt

85" of Life
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mmwumui-ﬂnbdmm such as justification
and wordwrap, have been set -

Theteam at TASMAN SOFTWARE have
taken the old favourite Taswdrd Il
and moved it onto Microdrive and
Opus Disk, adding more com-
mands, more memaory and
increasing the ease of use. This
seemed to me to be & very brave
step on the part of Tasman as they
must think that all their prospec-
tive customers have Microdrives
or disk systems. | can see them
getting a bit worried about running
out of memory, but all the rest of
the latest batch of word -
sors made it out on cassette in a
very useable form . . .

The main text editor loadsin one
chunk, and the only other drive
access you need is for dumping
the text to other peripherals (prin-
ters, backing storage and so on).
A-s with Tasword /I, when you load

?1 directly into the text
edltm'. ich means you can get
down to work straight away.

The text editor at first glance
seems the same as Tasword I, but
acloserlook shows that table mar-
kers or tabs are available. These
are shown on the switches panel
at the bottom of the screen. A
PAGE BREAK switch has been
added that can be used to reveal
on screen how text will be printed
— a handy facility when it comes

| TAswon

THREE

© TASMAN
SOFTWARE LTD
1986

TASWORD il

Producer: Tasman Software
Price: £16.50 (Microdrive); £19.50 (Opus Disk)

to producing the final version of a
document. During one-screen for-
matting, a dotted line is displayed
where the page breaks will occur
on the printer.

One of the best features of Tas-
word Il is the impressive HELP
meny. This shows you com-
mand available at the press of a
key, and a quarter of the HELP
page can ba shown at the top of
the screen while you are typing.
This'is useful — for instance if you

rinter controls ra?_lulady the

ics symbols which Tasword
Il uses as printer tokens can be
shown in the top quarter of the
screen, so you don't forget what
doas what!

Tasword Ilf only features a few
brand new commands, but the old
commands of the Tasword Il era
have been expanded considera-
bly. The most important addition
o its aay of over sixty commands
are the TAB commands: very use-
ful for setting out charts or tables.
TABs act rather like TAB STOPS
on an ordinary typewriter and are
little markers on the screen which
the cursor can jump between. The
user can set up any number of
character positions between any
number of tab stops — a very easy
process and a definite plus over
any other Spectrum word proces-
sor I've come across. The other
new addition to Tasward ill is the
expansion of the screen width
from 64 characters to 128, which
means you can see exactly what
your hard copy will look like on the
screen, via the wvery ingenious
scrolling of text &cross the screen,

The cursor movement has been
expanded too, and it's possibie to
jump to the beginning and end of
lines, paragraphs and printer

(via page markers). TASMAN
ave gone to town on the deleting
as well: words, lines, paragraphs,
blocks and the plain old character
behind the curser can now be
deleted, instead of just the cursor
character as in Tasword Il. Parag-
raphs and blocks have to be con-
firmed before deletion, and lines
can be un-deleted, so there's not
much chance of you ruining your
text accidentally.
A very useful mode, which is

missing from most word
sors, is the AUTO INSER
This allows the user to write
directly into the middle of a piece
of text without overwriting the
existing text. Full use is made of
the keyboard buffer here, as the
existing characters have to be
scrolled forward on to the next line.

Tasword Il features a very com-
prehensive printer menu which
has all the featuras of Word Man-
ager and more. With all the head-
ers, footers and page number
combinations it would be fairly
easy to print a simple magazine
using Tasword Il.

There's a word count in Tas-
word [If; the search and replace
option has been speeded up and
the cursor speed has also been

OCes-

increased, thus rectifying the main
problems with Tasword I The
package offers full value for
money, with a word processor, a
Tasword Nl translation am, a
Masterfile interpreter, an introduc-
tion letter and tutor as well as a
simple but very effective data
merge file (which can be used
instead of Masterfiig) included on
the cartridge or disk.

There is no doubt about it, to my
mind Tasman have now definitely
got the top spot as far as word pro-
cessors go. With the price of prin-
ters and disc drives dropping by
the maonth it"s almost worth pop-
ping out and getting a system to
try it out on. One look at Tasword
AT will take the words out of your
mouth!
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£29.95
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HATE
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£29.95

MMODE=RE
) EASY TO USEx] PROGS ON

ez

Y orusTarE &2

M THE BEST BACK-UP INTERFACE - 100% SUCCESS TO {
ThPE*TIMTﬂFEmW&FME*BETRiDPUS
“The transfer procedure is simplicity ltself" Crash

SMAKES INDEFENDANT BACK-UPSCOPES WITH ANY
CONVERTS ANY PROG TO 2 MIN TURBD Lnnn-mcuwnmsms
SET KEYXENABLES POKINGIEXPANSION PORTSFAST AND
VE SCREENG MO EXTAR SOFTWARE REGUIRED PT
EXTRA NOT Dﬂhﬂ’&m

CHEGUES OR POSTAL ORDERS FOR £29.95 (FULLY INC.) TO:
AT&Y.COMPUTINGLTD 35VILLARD LONDON SW37NG
Export orders. Elﬂ'mi' £1 World wide+£4 Info:SAE or Tel 01-733 6175

TxF; i
CARTRIDGE=SAVE GAME ANY PLACE=§

TIBLE WITH EETA + |

ami d.m-u conversion.

TUE o
backup
* Sirnphe-operation for fast loaders — accurate even if over 48%. (tone and baud rate
measurer]

i Intei;m!ed headar reader, manages headerless blocks.
with chicky }qmjars converts COMPLETELY to nomal for tape laad lplus
easy drive transfer with TP2),

PLUS
COST onl

State narme of drive
ONLY £11,9% ontape OR £92.

MICROTRANS -

Mull
ONLY £4.89 on tape, £4. 99 on'cartridge

OVERSEAS: add £1 Eumﬁ?‘ £2 others for

NE\" SPECTRUM TAPE and DRIVE TRANSFER UTILITIES
ALL Spectrum a6k & Pius owners — our tape utility for

ANY OTHER FEATURES - A UNIQUE PRODUCT!
£6.99 on tape OR £7.99 on m/drive cart.

TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANSFER
Pmkagcafprunnm INCLUDING TUE, other utilities, allows drive transfer of many

DF‘IalIg glven on 'trarrsi&l of 4l programs,
* Manages virtually 8ll clicky leaders. Bytes chopper/splitter, header reader, etc.
stem (eg midrive, Dpus disc, etc)
onm)drive cart. INFORMATION SHEETS £1 each (up
1o No, 18available includes many top 20 hits ~ SAE for ls,

Twn prng{_ams — a must for all m/drive owners, Fast and EASY DRIVE 10 DRIVE
APE TO DRIVE (ine hesderless)
ie erase program (inc ria cat, printer output_l et ate

gach, UPDATE SERVICE — SAE for details.
OGRAMS CARR MONEY BACK GUARANTEE [nat
LERM, DEPT CR, 10 BRUNSWICK GDNS, CORBY, NORTHANTS N

M./ drive utility

does NOT CONVERT PROGRAMS,

dmsll
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Coue  wath

Producer: Softechnics
Price: £14.95

(Tape/Microdrive,
Kempston/AMX Mouse)
Other disk versions

to follow

The Wiiter comes in a video type
cassette box, which contains a
very professional-looking manual
and a cassette that holds both
taps and Microdrive versions of
the software. Users of the tape ver-
sion shoutd notice that you do not
get some of the options avallabie
on the Microdrive version, like
HELF files and the print mergin

facility. Even so, the tape base

software includes all the vital ele-
ments of The Writer. After a short
time using The Writer it became
apparent that this word processor
had been based on the word.pro-
catssars available in the CP/}
ket,

When you p
status bar
display six

HELP. Options a
a pointing device,
mouse, joystick or
Tha option window
ua? the same technis
a2, and subsequentiy
canbe accessed from thise

Although The Writer usag wi
dows, most of the text handling
operations can be carried out via
the keyboard. This mix of controls
allows operations to be carried out
very easily at speed. All the
keyboard operations are accessed

various combinations of
SHIFTs.

On entering The Wiiter you are
put straight into INSERT mode as
with most CP/M wnrdprocasscr&
The layout of this is
sional. You do not miss
after the cursor, as in me Lasf
Word, or get the very strained pro-
cess of all the text after the cursor
scrolling forward, as in Tasword iff,
What vou do get is very easy to
use and amazingly fast process
not that different to 'good old’
Spectrum BASIC.

The  basic, non-flashing,
inversed cursor can be moved
around the 22 line text window ina
variety of different fashions — all

96 CRASH August 1986

For thea I,

LF dom T8 thier
sERing s I'm
filled wp a few

JUS1 in case I et

2 Saue sld drieel
gkt nov gep can

THE WRITER

the cursor options found in Tas-
word Nl are used, ;}Iusﬂ'laa.bllrtytn
move to special markers in the
text, as well as specifying the
exact page of text to which you
want to jump.

The Writer has two types of
marker. The first is a position
marker, which can be jumpedtoat
any stage. This is very useful if you
want to wander off around the text
fiddling with it, but want to leave
soma kind of marker to return to.
The second ty of marker is the
block mar‘mar of these can be
placed on either side of i axt
the Spectrum, .1 cr
block which can
around at will. All
word moaswrs.

I and The La
&liow Irmas of text
this way.
'- Il as moving bloc)
£ save thﬁm to 46

Il.ldlng Té.s'h
mampu-

, #@fd can easily give the
novice some very business-like
results. There are basically three
types of TABs: left/right justified;
centered and decimal. When the
TABulate key is pressed the cursor
jumps to the next TAB marker
,(ahown in_the RULER line under
thestatus bar) and then carries out
the appropriate action when text is
entered. If a justification TAB is
chosen, then the text is justified to
the TAB marker accordingly; text is
centered around a Centre TAB
marker. If a decimal TAB is used,
the text is aligned so that decimal
pﬁinmt:r appear under the TAB

Aleader up to aTAB marker may
be specified which causes any
spaces before a TAB marker to be
filled with one of three different
characters: dotted lines, dashes or
asolid lines. All of these prove use-
ful for clean and neat tables, and
once used you wnndar how you
ever coped without them.

The FIND.'CHANGE options on

HEINICHEEITECHEIN(

The Writer are again the best of any
Spectrum word processor. Basic
find and e options are
allowed, but ‘wild card’ characters
are also permitted. This means
that you can tell The Wiiter to look
beg'i'n . and it will find;
un', in’ and ‘began’., Tell it
to look for *7222" and The Writer
finds all the four letter words In
your text file! You can also choose
to look for bits of words — tell The
Writer to look for "he’ and it throws
up ‘the’, ‘he’, *hero’ and so on. If
instructed accordingly, the
software looks for any oocurfama
of GHAEME’ and changes it to '
ED". 'graema’ will be changed to*
— gd’ and GRAEME’ to '— ED":
CAPS for CAPS and lower case for
lower case.

The DELETE options available
are basically the same as In Tas-
word IIf but instead of deleting the
word the curser is on, The Writer
deletes from the cursor position to
the end of the word. Net much dif-
ference, but it takes those extra
precious micro-seconds to delete
a word.

Printer tokens are placed as in
Tasword il but there are only eight
styles that can be defined due to
The Writer using GRAPHICS

es 10 stand for a string of
eodes. When printing, you

chousatouseammlmerge

, which allows data such as
and dresses to be
text during pr!nt-

ry 'W =
] tha program rint the

8; and immedial 15|
you bagk into that text fi
can't altér the existing text, as in
bt you can add to

anager,
the snd of it. This seemed a bit
pointless, as most people only
want to print out the text when
they've finished it, and not change
any errors in the existing text while
it's printing!
When printing you can choose
to put headers and footers at the
nning of each printed page
with the main title and the page
number, in Roman numbers,
alphabatically or numerically. The
heading or footing can be cen-

pages, giving a book-like appear-
ance to the output.

The basic text can be controfled
exactly as in Tasword Ill, and even
with some of the same control

! You can centre, left/right jus-
tify lines and justify the paragraph
and use other jollities that appear
in Tasword I,

The Writer also includes some
extra teatures like only printing the
text if a certain condition occurs in
the print merge file — the price of a
product being less than a hundred
pounds for instance — and work-
ing out the actual value of an
expression so ' 100-12/3" {no brac-
kets) would be printed in the text
as "104'. A communication prc\rPE-
ram allows the user to LOAD/SA
Witer filas, ASCHI files, and Word
Star files, and even send and
receive data via a R5232 serial
port. Compatability with printer
interfaces is a bit less flexible and
giving Softechnics a ring before
you purchase ig a good idea.

! ' keyboard buffer has
been included, which allows a
sequence of keys fo be pressed
after an option has been selected:
the program flicks thﬁuﬂgh the
chosen option without waiting for
the prompts to be answered if the
keys have been pressed in
advance. The keyboard buffer isn't
cleared after any option so care is
weded—mlrxi!hekeys you press

after you.eheese an option.
ol The Writer amaz-
ingly fast and extremely powerful.

s the most powerful word pro-
eds0r I've seen on the Spectrum,
BCP/M word prucesscr

extrer
P du:ln't find using the mouse any
quicker, because you have to take
{P?:r hands off the keyboard and
buffer was effective

good if not better than the mouse.
Any self-respecting Spectrum
owner who wants a word proces-
sor should definitely go out and get
The Writer. Softechnics plan 1o
launch a database, a spelichecker
and The Artist I, all of which are
designed for use with The Writer
very soon. The only thing that was
missing was a wordcount facility
— very useful when it comes to
writing articles such as this, but

tered or iaﬁ.‘ngh'ltfusﬁfied, or-even
printed differently on alternate

THE LAST

Price: £13.95

SAGA SYsTEms have built & solid
reputation in the Spectrum add-on
market based on their erals
— Spectrum keyboards predomi-
nantly, Now they have come up

most users shouldn't find ' this
amission too dismaying.

WORD

Producer: Saga Systems Ltd

(Compatible with: tape; Microdrive; Wafadrive; Opus;
Beta; Kempston; Gordon disc drive; Saga Mouse)

with a piece of software that is best
used in conjunction with one of the
peﬂphamlstha;sell. Late last year
Nick am strolled into
the Saga offices to see if they

encugz to make the use of keys as |

o oy e x
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You'll need lightning refiexes fo control the bouncing ball as it speeds round -/

three 25-screen, multiple skill level courses — within a strict fime limit,
Whether you're soaring over walls or crossing insurmountable strefches of
water, you can't avoid the relentiess licking of the sfopwatch ... and you can'’t
take ANYTHING for granted!

SPECTRUM £7.95

OUT NOW FROM

Purnell Book Centre, Paulton, Bristol BS18 5L@
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The Last Word

would publish his word processor,
The Last Word, as he hadn't had
much success doing it himseif.

%ﬂ were very impressed with
Nick's program, but wanted the

manual re-written and __ihe

other periEF&als. Ongs thisBTad

word il file that you
into something tha
understands.

The layout of The Last Word is
very easy to follow, and on loading
you are put straight into OVER-
WRITE mode, This shows the large
20 line text file window and a very
neatly presented status bar at the
top of the screen. This contains all
the information you are likely to
need du the typing in of the
document: cursor status, justifica-
tion, word wrap and soon . .. The
text window width can have 4 dif-
ferent settings, 40, 48, 60 or 80
columns. | found the tiny 80 col-
umn characters tiring to read but
the mode is useful if you want to
see what the finished output will
be like. The actual print line can be
extended ug:ly to 14Bh%olumns if
necessary using t
riate number of ggrsen mm%
accommodate the text.

The Last Word contains all that
the average home and business
user would need, and more. Text
is typed in-as normal but when you
want ta fiddle about with it care is
needed as The Last Word is so

powerful you could find yourself
splicing a textfile in a fewswfﬂ key
‘movements.

Cursor movement is com-

prehensive. with all the features
fougtd in Tasmam I.Eyaxcapt move-
el paragr; raph.
The cursor can be moveaatiaagwp
sentence by sentence instead,
which | found a bit less useful. The
author has also included a useful
option which allows the user to
input a line number for the cursor
{0 jump to — very useful for mov-
ingaround in a large chunk of text.
. Inserting new text into an exist-
ing textfile is gasy, but looks a little
strange at first. As insertion
begins, all the existing text after
the cursor disappears until you go
back to OVERWRITE mode — this
may seem trivial, but | found it very
awkward to use, especially when |
forgot the gist of the original text.
fa{:rlmes for deleting text are
also very comprehensive and all
types of things can be deleted: the
cursor character, to the end of a
:ir:' to end of the file or the whole
1=
The author has tried to dispose
of the laborious marking of blocks

of text and plumped for the optien
98 CRASH August 1986

software ‘tweakad up-of-gefo@ill
pﬂ’ll'l.ts. e gompatibili m

of inputting the line numbers
instead of block markers. This
approach means that blocks of

text can be delgted specifying
e first-andTibdjines. Thisis by far
8 quicks od. Thare isn't

m ﬁmﬂl Block command,
caf be jdone using the
mgﬁat!dai Boftions.
et a Last Word
ECrisfould shnarise is the
BEFORM to firm marker key.
gifectivalil rectifies the mess
pade @ a paragraph that
een @Bving around with
j -lu = whole lot. The
= ost of The
inot rejustify
- been car-
g up in the

WHEDany—ain option that
olld effect your text is chosen a
small window opens up at the top
of the screen into which com-
mands are entered. A CAL-
CULATOR maode allows you to use
the m as a normal cal-
culator. This option is very power-
ful, as the result of computations
may be saved as a BASIC variable
(m1 to mO) or included in the text.
Saved vanables may be incorpo-
rated in caiculations — a powerful
and useful facility. The routine, |
was told, took up a very small part
of memory, so it seems a pity it
isn't included in other Spectrum
Word processors.

The EXCHANGE option allows
words in the text to be swapped
and can also be used to find a
word(s) in the text. If the urge grabs
you, every occurance of a word or
phrase can be deleted. During
exlusive substitution operations it
is necessary to know where all the
words you want to chmwe
in the text as The Last Word just
provides a line number and asks if
you want to exchange the ocour-
ance of the word on that line. If you
don't know where you are in con-
text, youend up guessing! Replac-
ing all occurences of a word or
phrase is straighticrward eno
unfortunately the keyboard buffer
is not cleared and you can end up
with lots of ‘s's over the text. | feit
thiz option was quita limited on its
own — it's only possible to
exchange strings up to 18
characters, and the letters have to
be input in upper and lower case

e
L

il
1 T | R

Ammmmrmnmn-wmm
the right of the screen which indicate the wumm

op for sach screen line (hard or soft). The
siatus area above the text containg the command area:
Just been selected. The first
few lines in the text area tell you what the I:]
Fiullhrmh—hﬁhum.ﬂiﬂhﬁm‘m'm D

correctly . . .

The Last Word includes . an
option that alk:ws a simple vari-
able of an th fram BASIC to
be INCLU E—:‘.f nto the text file. |
found this most useful when |
wanted to include saved calcu-
lated results or very long bits of
text that crop up over and over
within an annotated piecg. .o

script
‘Hf)re Last Word in
afTABULATION ’

look at the s
while typing. Whe
scores particularly hig
compatability  with 8
a'.ren(d{scdﬂveurpnmer i
with it. Every disk system | could
think of, and some I'd never heard
of before were catered for with full
CAT, ERASE and LOAD/SAVE
options; proving that a lot of time
had gone into ensuring compati-
b?rty every programmer's night-

Tha printer options cater for ail

User Friendliness

Speed Of Operation
TabMarkers

Calculator

Mail-Merge
Find/Replace

Peripheral Compatability
Printer Options

Screen Line(chars)
Printer Line(chars)
Word Count

* refers to Microdrive or disk version only

The Writer

8 10
-] 9
10 8
4 n/a
6" B8
10 T
7 8

8

64
127 128
No Yes

Taswordlll"

types of visual output, with 24 dii-
ferent confrol tokens available.
Printer tokens, unlike Tasword Il
take up no screen space and just
invert the letter start at,

an jnverted letter Is encountered
by the cursor, the window at the
top of the screen displays the
mknn that is repmsanted at the
number of
placed on
ta.kmg up no more
Because of this, the

BT fulﬂﬂs its function with no
frills attached: things like the
printer menu and exchange menu
could have been improved. As The
Last Word was written to put anew
angle on the wordprocessor mar-
ket, it may take some getting used
to, but once mastered it performs
beautifully.

The Last Word

TICE
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DREAMWARE

Whatever plans Alan Sugar may
have for the Spectrum, you can
rest assured that the much trum-
peted ‘Loki’ project is not among
them. I've had a few letters from

readers askl about. the
rumoured Sinc Me?amﬂnhlne
By now maﬂy of you will have read

hysterical comments in various
comics, $0it's probably time TECH
TIPS sifted the gist from the gib-

The story so far . . . as SiNCLAIR

RESEARCH slid towards hmmmmgicy

brains wers i to

dream up a wonder-product that

would rescue the firm from extine-
tion.

It was obvious that the a-xlstrng
projects would not be
save Sinclair. Besides the 128
launched in a desperate bid to
stave off creditors early this year,
these proj included a kind of
Quantum Triple Jump follow-up for
the QL, which had to re-use all the
old parts to save money, and a
portable machine called Pandora
which was handi by the
fact that it needed a cﬂsplay that
ft}]dlspit s of dwdupmeni

e six years
gffort. Since the sale of Sinclair's
computer business Amstrad have
turned down the chance to market
Pandora, and Sinclair have — at
last — given up on the display.

A list of really new possibilities
was made, including an IBM Per-
sonal Computer clone — which
may have attracted Mr Sugar's
attention given his intention to
enter this sactor of the market any
day now — and a cut-price version
of Cormaodﬂm’s — code-
named ‘Loki'. If nothing else,
leaked details of those projects
magmhm helped Sinclair to stave

off the demands of creditors for a
while longer.

But as we know, Timex, Thorn
EMi and Barclays Bank didn’t wait;
they chose to over-rule the man-
agement at Sinclair and force the
firm to sell out to Amstrad.

Simon Goodwin looks
at the likeliness of
LOKI, introducesa97p
lightpen to the Spec-
trum, chases CHEETAH,
reviews The Code
Machine and Spec-
trum technical books,
disables BREAK and
dispenses sundry tips!

LOKI THE JOKI

It is not clear whather or not a

one at Sinclair was aware that

= LA T
epitomised in ic —in
any casae, the mﬁ% of
nmmhﬁm&pﬁﬁs%y
other magazines. Here & ’
where we spent a while trying to
play Valhalla before we reviewed it,
we spotted the name from that

Anyvhow, being blessed with lots
of headed ing paper and very
little money, the Thinkers at Sinclair
made a list of trendy computer
features. t list, embellished
with a few charts and tables but a
noticable lack of circuit diagrams
and rea! detail, finally escaped into

been a strong point in magazines
that stii — indeed, tha same
month — print Commodore 64
screen shots in their Spectrum
software praviaw section.

THE PRICE IS WRONG

The fact is that thé proposed
machine would take literally

!plu to build, at a cost of mill-
has taken four years
|.,'&1;"““Ef“ it
iner — a
smraF:Jphist'i-

catsci Atan coin-op arcade
machines — to develop the Amiga.
Relatively little of that time, you
can be sure, um.sapammmgthe
specification

‘exclusive’

appeared | spoke to an ex-Sinclair

designer. He hadn’t heard of the
ect — ‘dreamware’, he called

— and poured scorn upon the
suggastscfpmaofmm. Even if
the machine could sell in the vast

tities needed to repay the
gmbprrmt costs (and the
interest on the money borrowed to

Remember, thia isn't just a

machine with cs
and ‘Fairli sounc? g ﬂsﬂ
boasts a fully-buffered sion

bus, RGB, compaosite and TV dis-
play cu?puts a serial port, two
{5Lgpi|edj thraa dmm'bhtmﬂﬂ
(musical instrument) port
stereo (sampling) sound in and
out, a headphone socket, and a
video recorder/video disc inter-
face. If that's not enough you can
plug in a floppy disk, hard disk,
compact disk, mouse and modem
as ‘extrag’. See what | mean about
a shopping list? ""What! No Mic-
rodrives?’’ | hear you cry. :
When it comes to costing this
sort of thing it's not just a matter of
ﬂuﬂu:(gjdimmugh a catalogues
ng up component costs.
No one can work out a firm price
on the custom chips intended to

gu!:ﬂn the Loki, as they've not
designed, let alone tested

IUCHECTECHONICHECOTECHONICHEOTE

and fabricated. We're talking about
very large, very fast components
— chips with about eight times the
power of the Spectrum's (none-
too-reliable) ULA.
maﬁagMHz n'raﬁl'ﬂange with 5§1K of
memory an asynchron-
ous graphics processor could not
use standard, cheap, RAM chips;
you'd have to use the scarce and
expensive 64K by 4 components
which are ong of the reasons for
the high price of the Ami
There are uncon TUMOoLrs
that Amﬂ;gad n"gy havehoblained
some onNS use the Amiga
chip set. These tales may be true,
and it's certainly ible that
Amstrad may be in the running for
such rights if Commodore was
forced to sell. But the Amiga chﬁ
68500 processer, and. herst
processor, no
practical way to use them in a ZB0-
based Super- m. in any
case, the 'details’ of Loki appear
to have come from Sinclair, not
Amstrad.

THE REAL WORLD

It may be fun to dream about Loki,
but the fact is that it won't i
and nor will anything like it.
All we can look forward to is
Amstrad's Spectrum Plus 2 —the
128 with &8 cassette recorder
“*glued on™, to use Mr 'S own
phrase — and, very likely, a dirt-

cheap Spectrum games console
this Christmas.
But don't despair — we've yet c

see everything the humble

tfrum can do, and we've hardly
explored the possibilities of the
128 at all. Don't belleve all you
read, even in CRASH!
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'S popular machine-
code  Editor/Assembler and
Monitor/Disassembler have been
relaunched by Discovery Software
— a branch :;d mbe&“‘tjl.i' The
programs u to publishied
separately at a price of £8.95 and
£7.95 — you can now get both for
£12.95. The package supports
Microdrives, the Interface 1 net-
work and a very wide range of prin-
ters, but there's no mention of disk

Picturesque’s Assembler first
appeared way back in 1982. Fora
long while it was one of the best
around, used by firms like Quicksiva
and gssis. The program has been
steadily | over the years,
but it's looking a bit dated in 1986.
e O
scrubs mﬁaﬂm but it doesn key
close up the text to the right. Thls
is not as bad a restriction as it
sounds, when working with short
assembler mnemonics, but it does
msanmamhmt{:m-typellm

S0 A
Every line has a four digit

number, which can be automati-
cally generated if you wish. The

100 CRASHAugust 1986
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Connect other sensors here (optionally)

CRASH Lightpen/Sensor Interface

ICHEOTEC

editor works much like the ZX
BASIC editor, with the addition of
single-key commands to delete,
copy and renumber g of
lines. Files can be m from
tape or Microdrive, and you can
list from a.nylinamrnher or from
label— a nice touch.
onmnm‘utsamnotvery
well supported — they have to be
enclosed in inverted commas,
indented on lines of their own.
Labels may be no more than six
characters long — DREDFL!

The Assembler is fairly run-of-
the-mill. You can fit about 25K of
source into — enough to

ate 3 or 4K of machine code.

or Microdrive
— aslow and {with tape) fiddly pro-
cess. You must assemble the code
into — you can't send it

can print or display assembly list-
ings, and the contents of the label

Numbers can be enteredin deci-
mal or hexadecimal (base 16).
Maths is limited to 16 bit addition

and subtraction, plus operators to
macimhﬁhmdlowbﬂesofa
16 bit value. There's no support for

macros or conditional assembly,
but interestingly the aaaa'nbler
does recognise
undocumented Z80 H‘ls'n'uclmna
SLL and various instructions to
handle IX and IY as four eight-bit
registers. As far as | know this is
the only assembler which sup-
ports those instructions.

A Monitor is a program that lets
you test and examine machine
code — your own or SOmeone
elsa's. The Code Machings offer-
ing is BK long, and can be loaded
to more or lass address, so
you can load it with the assembler,

The monitor is also fairly run-of-
the-mill. You can move, fill, search
and edit areas of . There

i and deletin g?rhas
mm? ues must
be snt hexadecimal,
although you can convert from hex
todecmorﬁmmsammaspe-

cial command.

The disassembler generates a
mnemaonic printout or screen list-
rng from memory contents. There

are no labels, so disassembled
ggﬁcan‘l be loaded back into the

When you come to test code the
monitor is usable, but unsophisti-
cated. You can step through code,
one instruction at a time, checking
or changing registers and option-

ng subroutine calls at
one mighty bound Memﬂvely

| cally.

You can't ask the monitor to
ister values as code is
break-

nt, so can't several
%ﬁibﬁe e}u;gﬂu!s mﬂm'{ﬂapstapphg

%i
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through the code, line by line.

The Code Machine has a reada-
bie 61 page A5 manual, written ina
tutorial style. it's clear and well
organised when you're learning
about the package, but it's a poor
reference guide. There are several
summary tables, but there's no
index.

If {aou want a simple, easy to use
package, The Code Machine is a
reasonable buy. But if you intend
to write a lot of machine-code
rou‘na better off paying an extra £2

or 0CEAN'S Laser Genius.

And now for a trip into the TECH
TIPS Postbag. This month a few
tips and hints were lurking,
together with the odd query . . .

Gordon Waddall starts his letier
by saying that Zeus is the best
assembler, but hie can't be too sure
because he asks for a free copy of
Laser Genius in his PS.! Gordon
will have to struggle on with Zeus
for a while, because this month's
prize has gone to Joe Maragh,

Gordon's tip lets you menge two
assembler text files. Load the first
into Zeus as normal, then use the
‘T* function to find the start and
length of the text. Add the two val-
ues together, to find the address
immediately after the first file, and
subtract two, to get the address
for merging. Go back to BASIC
and use LOAD CODE to read the
sacond file to that address, You
subtracted two so that the second
file over wrote the ‘end' marker
fram the first. Finally, re-enter Zeus
and use the renumber and delete
functions fo tidy the combined
text.

it's time to return to the Spectrum
Reset button project, published in
the April issue of CRASH. Simon
Canfer has written in to point out
that you can add the button with-
out pulling your Spectrum apart
and invalidating the guarantee.

The Kempston joystick inter-
face, and others like it, fits onto the
connector at the back of the com-
puter, where the Reset switch is
wired. If you trace the appropriate
pins from the computer to the con-
nector in the interface you can put
the wiring for the Reset button
there, rather than in the computer.
There's plenty of room for aresistor
and a small push-to-make switch
— the switch can stick cut ofa hole
drilled in the plastic interface box.

There was a bit of confusion in
the original Reset button article —
the text said you should connect a
wira to the leftmost edge connec-
tor finger, whereas the diagram
showed a connection to 'a double-
width pad next to the slot on the
circuit board. The diagram was
right and the text was wrong,
although the button will usually
work e WaY.

TECHONICHEOTEC

Bob Pierson of cueemas tells me
that their long-awaited sound sam-
er should be on the market early
in - August, although hardware
delivery dates are' notoriously
unreliable, There won't be a spe-
cial version for the Spectrum 128,
but the standard device should
work in 48K mode. It will ignore all
the extra memory, whichisa crying
shame as good-quality sampling
soaks up quite a few ‘K’ for every
second of sound recorded

Apparently the  soldering
superstars ara having trouble get-
ting the devica to re-tri itself at
the behest of external devices -——
music keyboards, drum machines
and the like. It seems that the
machine coda timings needed for
good results are so tight - that
there's no spare time to check for
interruptions while the gadget is
making noises  Unless Cheetah
solve this one you'll have toprod a
key at Warp gactor Eight if you
want those ‘Ni-ni-ni-nineteen’
effects.

Apart from that, everything is
said to be working fine. The device
will et you load short sounds into
the computer via the supplied mic-
rophone; you can then look at a
graph of the sound {much as you
can with our TECH TIPS Spec-
Drum utility), specify cut-off points
at the start and end of the record-
ing, and a sustain area which will
ba re-re-re-repeated while you
press a8 key. You can store and
recall several short samples at any
time, but the total duration of the
samples is limited to a few sec-
onds.

The electronics will compress
the signal, making the most of the
eight-bit bandwidth, just like
‘budget’ (£200-£500f) recording
studio gear. You can mix & varying
amount of the input signal with a
delayed copy from the computers
memory, 50 echo and reverb
effacts are possible. Fairlight
synthesiser-style pitch-changing
effects are likely to be limited,
because Cheetah want to keep the
quality of the sound as high as pos-
sible.

Many readers will be disap-
pointed to hear that thére are no
plans to allow sampled sounds to
be loaded into the SpecDrum. In
theory this should be easy —
maybe Cheetah are trying to pro-
tact the market for add-on drum
sounds by doing this. if so, | think
they're being silly; as soon as the
hardware arrives |, and doubtless
many other SpecOrummers, will
start. work to.add that feature.
Expect a full review of the Sampler
sometime in September.

As | write (at the end of June) the
new Elecira Kit of sounds for the
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SpecOrum had been released, but
no copies have turned up on the
shelves yet. Cheetah blamethis on
Boots' hatharqic warehousing, and
say that they'll supply the kit by
mail order for £4.99, from their Car-
diff offices.

Two readers have sent in thair
own  menu-driven  drum-sound
editors, based on the listing in the
June CRASH. lan Webster has
compiled part of the code, and
added a rudimentary ‘sound play’
command which lets you listen fo
new effects without loading the
Cheetah drum system. Richard
Maoble has written a utility to merge
two sounds — he says that great
effects can be cbtained by merg-
ing one drum with another very
quiet, reversed sample.

A second cassette from Richard
has just arrived, containing a prog-
ram which lets you create synthe-
tic sounds by mixing sine waves
on the screen. The results are fun
— reminiscent of early OMD
records.

The latest version of the Spec-
Drum software apparently works
‘on the Spectrum 128; Jon Bates
should have details of the upgrade
elsewhere in this issue. At the
moment Cheetah have no plans to
bring out a special 'big drumkit'
varsion of the SpecDrum for the
128, but they may think again after
Christmas.

READER’S

ROBOTS

Several readers are working on
Spectrum-controlled robots, and
one common problem is getting
signals from the real worid into the
c uter. Christopher Chapman
and | Graham recently wrote
in to ask for advice on this, and it
just so happens that Joe Maragh
has come up with a neat solution.

Joe wins this month’s £20 worth
of software for his interfacing
ideas, which are simple but very
effective. Even if yours is a robot-
free zone you may be interested to
hear how you could build a light
pen or computer-controlled burg-
lar alarm for less than £1.

The easiest way to add sensors
to any type of Spectrum is via a
joystick interface. The exact vari-
ety doesn't matter — you can use
aKempston, orinterface 2, oreven
the Instant Interface from CRASH
Issus 23. i you pick the CRASH
interface you should keap the con-
nections as short as possible, to
avoid diverting interference into
your computer.

Each joystick sacket will allow
you to connect up to five switches
or other senso s to your computer.
You can read the sensors on a
Kempston interface with the com-
mand IN 31 —the result is 0 if all
the switches arb open, or a value
between 1 and 31 depending upon
the combination of closed
switches. Interfaces that return
characters can be read with
INKEY$ or IN (as dogumented in
Chapter 23 of the old Spectrum
manual) for combinations of keys.

‘The wiring for the sensors is
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shown in the figure. The wire
marked COMMON goes to one
side of each switch, and connec-
tions Ato E goto the oppasite side.
1 your interface can be read with
INKEY'$ you should make sure that
the sensors are normally open-cir-
cuit, orthe Spectrum keyboard will
be disabled when the sensors are
wired up. If this is a pain you can
always put a switch in the common
wire, to cut out the signal from the
sensors when it is not wanted.

THE ALL-SENSING
SPECTRUM

You can use just about any on/off
device as a sensor. There's no risk
of damage to your Spectrum or
interface, as long as the things you
connect have no internal power
supply. Such devices should be
wired up via a relay, to keep the
power away from the computer.

The interface output is only
about a milliamp at five volts, so
there's ne risk of blowing up your-
self or the sensor. It dossn't matter
if you short-circuit the output —
that's just what a joystick does! in
face anything with a resistance
under 10K ohms will give a signal.

Micraswitches or push-buttons
can be used to detect movement;
mercury  tilt-switches  detect
changes of angle, and reed relays
detect magnetism. All of these
should be available from electronic
component suppliers for under £1
a throw. Joe's cleverest idea was
to connect a Light Dependent
Resistor to the interface.

AnLDR, or photoconductive cell
is a small compenent which only
lets electricity pass when light falls
on it. The electronic parts firm
Maplin sells LDR's for 97p (part
number HB10L). Other suppliers,
such as Tandy, call it an ORP12.

LIGHT WORK

Joe explained how you can usa the
LDR as a burglar alarm, detectin
light in a room ‘at an unexpecte
tima, Of course, you'll need to the
normal BEEP i you want to
frighten the intruder away! Alterna-
tively you could build a light-based
communications link between two
computers — say, across a road,
The LDR detects a flashing signal
(possibly via a telescope) and
software decodes it.

When | tried this, it struck me
that it should be possible to use
the LDRina light pen. It works very
well, although you obviously have
te write your own software.

For test purposes | put the LDR
in a roll of cardboard and moved it
along the roll till the computer got
a signal when the ‘wand’' was
pointed at a black area. Atin cigar
tube would probably be a better
holder. The LDR is qguite sensitiva,
S0 you may need to put some kind
of fiter over the end — | found a
piace of file-paper was ideal.

The LDR is about a centimetrain
diameter, so the resolution is
limited, aithough clever people
could probably fix up a set of
lenses to  improve. this. The
response-time is not very fast —
certainly not quick enough to keep

up with the:dot on the TV screen —
but the same is true of mast com-
mercial lightpens.

You can find out where on the
screen the pen is pointing by send-
ing & flashing line across the
screen attributes, vertically and
then horizontally. You'll have to
experiment to find the best speed.
Once you know the rough position
of the pen you can follow it by
flashing characters around the fast
known pasition till you pick it up
again.

Stray light may cause problems,
but you can minimise them by
adjusting the TV or putting an extra
switch inside the 'pen’, either con-
nected to another sensorwire from
the interface or in series with the
LDH. With appropriate software
you can ignore signals unless the
switch is on.

This idea is wonderfully simple,
but it works! My thanks, and £20 of
software of his choice, to Joa for
the original idea.

UNBREAKABLE

SOFTWARE

Brian Harris says he's been trying
to find out how to disable the
Spectrum BREAK key for the last
two years; finally he's written to
TECH TIPS for help.

I you POKE 23859 with 0 you
prevent the computer from using
the bottom part of the screen —
the INPUT area. Error messages
are printed therg, so the computer
will hang up if you press BREAK,
as the message canl be dis-
played. This trick has three snags:
INPUT, CLS and BORDER all write
to the bottom part of the screen.
You have to replace INPUT with
INKEY$ showing characters in the
top part of the screen, if need be.
You can get the effect of CLS and
BORDER by POKEing colour infor-
mation — the values that ATTR
would return — into display mem-
ory, and using OUT 254, COLOUR
to set the border colour.

Addresses 23613 and 23614 tell
the Spectrum how totidy up' ifan
error — such as BREAK occurs.
POKE 23613.4:POKE 2361461
make the computer reset itself if
BREAK is pressed. Unfortunately
RUN, CLEAR, GO SUB and
RETURN overwrite the POKEd val-

ues, S0 your program must repeat
the PO%ES at once after an?ragf
those commands.

If you want a really neat solution
you should get a toolkit package
such as Supercode i, from cp
Softwere. Most toolkits include
machine coda routines which you
can use to divert BASIC to a cer-
tﬂ.eig line whanever BREAK is pres-
sed.

ROM

DISASSEMBLY

A couple of letters have been
diverted to TECH TIPS from
Lioyd’s Forum. Simon Owen asks
where he can get a disassembled
listing of the Spectrum’s ROM, so
that he can use standard routines
in his programs. The first two
books on this subject, published
by Melbourne House and written by
lan Logan, are by far the best I've
seen.

Understanding your Specirum
contains an overview of the ZB0
instruction set, plus a summary of
the ROM routines and the way
fit together. The book contains lots
of examples, and interesting sec-
tions on floating-point maths and
ROM bugs.

If you need even more detail, The
Complete Spectrum ROM Disas-
sembly contains a line-by-line
commentary on the entire ROM.
The level of detail is very high, so
the book is not easy reading.

| suggest you get Understand-
ing your Spectrum first, and then
the Disassembly if you need more
detail. The prices wers £7.95 and
£9.95 respectively. when | got the
books. You can order them from
any large bookshop or computer
specialist. I'd be interested to
receive alternatives for review.

Christopher Quinn asked for
the address of ziLoa, makers of the

ectrum’s Z80 processor. | called
Zilog UK and was told that they will
not deal with ‘the public’. The best
Spectrum-specific hardware book
is Adrian Dickens’ 5
Hardware Manual (again, pub-
Icijser';aed by h;eibouma ouse). The

initive heavyweight program-
ming book is Rudnagy Zaﬁs% -
ramming the Z80 (syeex), but
there's no shortage of others.
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AN EXCLUSIVE SPECTRUM SOFTWARE OFFER E

FOR CRASH READERS!

Not only can you get your hands on these amazing all-time classics at a new super low
price, but you can have a badge and sticker with each game purchased! And on top of that, if |
you order ALL FOUR of this month’s selection — we’ll send you a fifth game entirely free !

e

3D DEATHCHASE
Pl o mszGﬂE perbly mﬁllll'u ml:}i‘]h o :ha first imated hical adve
7 su ing high speed ever an 8| adventure
TEMS are roloasing four g:dmn where you chase an::;y bikers, t:annk: gli'mm the Sﬂzgtdrun;i p?-fdgted CRASﬁI-!hh?;
and helicopters a tree-infested land- remal a firm chart favou
S e sy bty 4o pl . mrm mli: 'aiama m:.smmmme - ol citly
: axcel and makes ayer rea ere are sev
theirnew CLASSIC 2.99 there, sitting astride the armed and powerful rent quests buried within the ever-changing
ra Each game has bike, hurtling around the mMHh%m landscapes. Commands are undertaken by
el o kb, et ke o TG Sy | el divetars whe, iisisol et
y idea, that ma an [+s] n ea o E: rgain in 5
heen carefully selected game. . yl dhesenf g ool

becausein fis day itwas
a smash hit. Now the
growing collection can
be yours at a super low

8D nE.N
price complete with D E A TL'! CH A S E

badges and special stic-
kers, And each month

M J Estcourt

there will be a fifth clas-
sic title ABSOLUTELY
FREE to CRASH readers
who buy ail four of the
manth’s offer!
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Once again my peace is shattered.
Thera | was, resting quietly in the
Broom Cupboard reading Smash
Hits, well away from these bossy
CRASH people when BOOM,
BOOM, BOOM. Hefty fists start
1:)|;|un|:iin%L the cupboard door and
a pair of large hairy hands reach in
and drag me kicking and scream-

ing into Editorial. After I've bean
ordered to make copious cups of
tea, the CRASH team start to grin
horribly and suggest | scuttle off tc

a dark cornier and write a competi-
tion. Politely | decline, and paolitely
they suggest a guick game of tar-
ring and feathering. Sulking, |
relent.

enerny Dr Blitzen is polsamng
the minds of young people with
subsonic recordings pressed onto
pop singles. Dan sets out to save
the world, and travels in his trusty
airship to the lslands of Arcanum,
where Dr B has setup his HQ. Fran-
tic platform action follows, as Dan
leaps around locking for records
and jukeboxes to play them on —
a password has to be pieced
together and a record pressing
plant disabled if all the young
people in the world are to be saved
from Dir Blitzen's evil influence.

Seeing as the game is all about

records (and jukeboxes) MIRROR-

80FT has donated a genuine Wur-
litzer juke box as the top prize in
this competition — it looks rather
like the one illustrated here, and
comes with the Top Ten records
already nestling in it. It'll also be
set to Free Play, so you won't have
to keep stuffing Ten Pee pieces in it
to hear your favourite tunes. Five
runners up are aiso set to collect
the Top Ten chart records by way of
consolation prizes.

As this competition was written at
such short notice (sulk) | decided
to use my trusty music papers for
inspiration. Below are a few ques-
tions which, if answered correctly,
should put you in the running for
the Wurlitzer Juke Box.

Jot down the answers on the back

Five sets of the
en singles up for grabs!

nning?
4b}e’£-ho wants to be touched {andit
shows)?
5) What recent CND festival did
The Cure, Housemartins, Simply
Red and Half Man Half Eliseull
appear at?
6) Which computer character and
friends are paranoid? _
7) Who wants to go all the way fany
answmmgardthamFoxm#be

B} From wnarsa are these lyrics
extracted: "Ohlthink I've seenthe
housel'dlike to buy /so please say
you'll marry me before lory''?

9) Who's "'too good to be forgot-
an?

10) What is Gary Glitter's real
name?




BRENDON takes a
look at an old

favourite this month,
STARGLOBE, and
allows a few readers’
views to get a wider
airing. ..

PBM FORUM

Since the PBM MAILBOX began in June's CRASH | have received a
number of reader's letters (and also a bit of junk mail). Any which
way up, here is a small selection of the letters which have found their
way through CRASH Towers' post bag to my part of the world.

A FANATIC
WRITES. . .

Bladerunner, | think that the best
way to play StarGlobe is to stay
ﬁ(}‘a}l tto r;'la dDE as you are less
ikely ta estroyed by Bount
Dsar Brendon, ! Hunters — although pirges are g
| was delighted to see your article | permanent threat to all decent and
on the Play By Mail Games world | loyal starcaptains! In England
in the June issue of CRASH. [ very | there are requiar player ‘mests’
much hope that over the coming | {where players get together for a
months your column will shed | chat — BK) but here in Northermn
much-needed light on a subject | Ireland there is nothing like that.
that Is to me (and probably many | Could you suggest something to
others) still something of a mys- | remedy this?
tery. . : Finally, | would be interested to
| quite enjoy playing Dungeons | know which games you play in,
and Dragons type games and | and possibly the names you play
space trading games on my trusty | under,
Spectrum, but | am not a fanatic.
My main hobby is football and lam
quite fanatical about this. My two
favourite games on the spectrum
are Match Day and Football Man-
ager. In his article, John Minson
mentioned that there was one
PBM game called Foatball League
which involved managing a foot-
ball team. This interested me
greatly but no address or detalls | somewhat from vour own ...
were given. Can you help? FLOSS-21ZNAZ (my ﬁég5h:’p} is
John Kelly, Islington, London | most certainly anti-MONDE! | aiso
= | play in Vorcon Wars 57 and
Two addresses of interest to fool- | Rabirth.
ball fanatics are: Football BK

League, The Mailbox, PO Box
DIY PBM

3219, Bethlehem, PA18B017, USA
(83 for rules and startup, $29.5
Dear Brendon,
Myself and sevaral of my friends

pa!.:s for an entire game) and G
read your new column in CRASH

, 8 Wayside Mews,
Maidenhead, Berks [(SAE for
detaiis). There are some amateur | |andwe found it so interesting that
PBM Football games: perhaps | |we degided to wrile 10 you 1o find
someone could enlighten me | [out more about PBMing. We
further with a letter? would like to start our own PEM
BK | [game; aboutten of us waould like to
take part and wa were wondering
whatwe would needioget staded.
We would greatly appreciate it i
Yyou would give us some infarma-
tion on how 1o sel up our own

game;
Graham Souter, Cleethorpes

Gregory Quinn, Portadown, Co
Armagh

Thanks for your comments and
compliments. does anybody in
Northern Ireland fancy arganising
a meet? As players of Starglobe
Two will agree, my psrsonal
approach to the game differs

STARGLOBERS

UNITE

Dear Brendon,
| was interested to learn that
CRASH had decided to produce a
PBM page, and I'm very glad that
they did! PBMing lets your imagi-
natton run wild: you can do almost
anythi ou want. | enjoy the
hogbyn\?erz much and this n}lteans
that | get very impatient waiting for
my latest turn raports to be defi-
vared!

At present, myself and a friend
play in StarGlobe Three. My star-
ship is. called Nemesis, his

This is one of many letters an the
subject of setting up a PBM game.
‘DIY" games aré of a common
broed which | wilf discussina later
issua, but for now | think that you
should play some of the games
already available and gain a deep
undersianding ofthe hobby before
launching your own game, The
first thing you need to get started,
Graham, issome PEM Elpﬁﬂ&ﬂg&:’
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Parl of a viewscreen printout genersted by STARGLOBE,
showing the situation in Space around you. . .
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Producer: Budgie
Retail Price: £2.99
Author: lvan Horn,
Andrew Deakin

abyrinthion features a magic

scroll, a labyrinth (well that's

a shocker), a hero, several
baddies and a scenario that runs
as follows:

Trapped within a dusty labyrinth
you, as the hero of this fair tale,
must escape with your life by
avoiding the far from gentle touch
of the cava's inhabitants. Troublef-
ree travel within the subterranean
passages is heavily restricted by
doors that link the five sectors of
the maze and require four objects
to be in your possession before
access is allowed. A quartet of
compasses, maps or water botties
acts as a key to the doors batween
| sactors, so your first main task is
| to hunt for these objects.

Lots of roaming evil beings troll
from cave to cave insearch of tasty
morsels, and as far as they're con-
cerned you are a very tasty morsel
indeed. The action is viewed from
above, as in Wizard's Lair, to which
the game bears more than a pas-
sing resemblance. Swarming bad-
dies constantly home in on _ﬁ;ou,
sapping energy all the while. Their
energy-sapping activities can be
curtailed with a good old
fashioned blast with one of the two
weapons supplied.

Nine pieces of magic scroll must
be neatly placed in your knapsack

before they will obiighgly point in
the direction of the exit.

@ “ Graphically, this is Wizard's
Lair, the exception of
Pothole Pete, and the flickering
characters found in the
1ab_vrh’rl'h Playability-wise, it's
totally different: Wizards Lair
was great fun! The instructions
are pretty good but aren't
immediately readable. | couldn’t
find enough to do to make it
challenging, and therefore | got
bored quickly General enjoy-
ment, too, wanes after aboutten
minutes. The sound is well
below par, and the tune on the
intro screen is awful. Okay, okay,
it's really cheap, but hle m&
Spellbound any day.
advice and spend your mnna]r
elsewhere. "

® “This game resembles
Wizard's Lair and looks almost the
same but with different monsters
and a different man. Owverall, |
found the fastand lots of fun
ta play graphics ara wall
drawn and detailed, especially
araund the screen edges. Colour
is well used and the sound is good
and claar, with firing and getting
killed noises. As more and more
cheapo games come on the mar-
ket, this is one of the better ones
—I'd recommend it. '

SPORT OF KINGS

Producer: Mastertronic
Retail Price: £2.95
Author: Jeff Calder

port of Kings from Master-

tronic simulates a day at the

races. At the start you must
decide “heﬂ'lerw * m? 'Stal-tt: of ths
cOourse, ghts of joc an
distances are o aﬂvjecl tﬁs
come of each race. The number of
horses running each season is
also in your hands. Obviously the
more horses you choose the har-
der it will be to predict the winner.
Each time the game is loaded the
horses take on different 'per
sonalities’, so studying formis only
relevant during a smgﬂa 888500,
To begin with, horses have no form
cards to check-against so you can
gither run a few races blind or set
the game to autc-run which bullds
up the form for you. Once you have
gone through all the preliminaries,
the game can be played for real. A
menu screen with eight icons giv-
ing access to form cards, the line-
up for the next race and the
balance of your money — £200 is
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in the bank to begin with.
The race information icon
accesses the line-up for the first
race of the day complete with
odds, distance and the going.
Once a likely sounding nag has
been selected, you can check its
form card where all the usual infor-
mation is logged. Then it's time.to
place a bet — on the nose, each
way, straight forecast or a reversed
forecast are all allowed.
The screen shows a race course
with the horses lined up at one end
and a commentator in a boxin the
right hand cerner.if you have a
Gurra speech unit you can also
listen to the commentary. During
the race the screen scrolls from
right to left and furlong markers
show how much of the course is
left to run. When the finish line has
been crossed, tha results are dis-
played. and it's back to the
bookies to claim your winnings or
tear up your betting slip in di
The bookie is a mean-looking
character with a cigar firmly
clenched between his teeth — if
you've lost he grins malevolently,

@ " After a spate of Atic Atac-ish
type games before last Christmas
the craze started to die down, but
of course there is always the
budget market. Budgie have pub-
lished a relatively good product
but it suffers from very bad colli-
sion detection. The colour is well
uged with lots around the outside
and all moving characters of the
same colour. | felt that the play area
should havebeen increased in size
by quite a bit as it only occupies
about one third of the screen.
sound is very basic, just a few spot
effects and a bland tune to
n with. | didn’t much like the
ea of the lives being eaten away
with no gauge or indication of los-
ing the lives. | don't think this will
appeal to all of the adventure
freaks but it is very simple and the
price suits it right. ™'

Control keys: K up, M down, Z
laft, X rghi L fire, P pick up, V
shield, S select, F change weapon,
5 pause

Joystick: none

]
A range of nasties gather round as you hunt for the pleces of
the magic scroll that reveals the axit to LABYRINTHION

Keyboard play: no problems
Use of colour: bright and cheerful
Graphies: a bit flickery

Sound: minimal — just a few
effects really

Skill levels: one

Screens: 256

General rating: Not a bad game
for the money

ghs as Cameron loses some money. Cam
enly got up to £6,080 by reloading the game every time he hit
& losing sireak]

but if you've won he looks very
dangerous indeed.

@ " This is quite a reasonable

game — good value for £2.95,

I'm not so sure about the BASIC

in it though, because machine
code could have got around tha
annoying and tedious ‘please
wait, I'm calculating’ pause
which comes up each
game. Up to five people can play,
and the more people involved
the more fun it is because the
atmosphere is far better in a
group. For the price, thera's not
much wrong with it. Not bad, but
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Clippity clop, the horses cross the winning line in SPORT OF KINGS

i'd rather MAD kept to the sort of

quality seen in other releases
like Spellbound and knight
Tyme. "

@ ' Most betting games are total
trash, but Mastertronics usually
come up with the goods. I'm afraid
the game is a waste of time. This
game is like one of the first budget
games, in that it's slow fo react to
rasponses and contains very basic
{literally) graphics. The icon control
could have been but

in it is let down by the slow

IC calcwiations. | would sus-
pect that Sport of the Kings could
passibly be a fun if you loaded it up
during a party and avaryone had

useful. "

® " Horse racing isn't really my
cup of tea, but after ing
for a while | began to enjoy placing
my betﬁ ;nti wgt?hir}g thg race,
B]ﬂIO'LIQ e fun is limited. iamng
bets, reading form cards and so
on is very easily done with the
icon/cursor set-up, so there isn't
any brain ache remembering what
key does what or how to get
through the various menus, 1%13
graphics used vary from good on

the mainicon page to awful during
the races. The sound effects are
minimal; only the odd spot effect
here and there. This might wall
appeal to racing fans, but | can’t
lreaiiy 86 rnyseg playing it for too

| comments |

Control keys: cursor keys and 0
for fire

Joystick: Kempston, Cursor, Inter-
face 2

Keyboard play: okay
Use of colour: simplistic
Graphics: nothing remarkable,
g}n‘?rla&ar}ima’tion

: clippity clopl
Sklll levels: one

&: main screen, animated
sequence and form data
General rating: Not as polished
as it could be, reasonable fun
though

PODDER

Producer: Central Solutions
Retail Price; £0.99
Author: GA Holmes

quipped with a futuristic
tank, your task is to escape
from a maze which is inha-
bited all manner of nasties.
Their job is to guard the various
pieces of the Pod Monitor which
you need to compiete your mis-
sion.
Scattered around the maze are
various useful objects which must
be collected. The most important

are the pi of the Pod Monitor.
Once all these have been stored in
Eour tank, the Pod Monitor assem-
les itself and all you have to do is
get your tank back out of the maze.
you are travelling

around in a super-tank, you are by
ne means invincible. The nasties in
the game present themselves as
m similar llg" the Ieg;d Wﬁ'dd are
, or as long- spider-

like creatures. These move around

the screen at random and contact
with them loses one of your five
lives. I your tank remains
immobile for too long, a mine is
activated nearby. Fortunately, the
tank is equipped with bullets and
mines, and extra ammunition can
be picked up the way.

At the bottom
score chart records the points
awarded for each object that is

picked up in the maze. To the side
of this, the number of mines and
bullets in stock is shown. It is

to rearm quite often to
avoid gn{; overwhelmed by the
enemy forces.

a couple of years it
doesn’t look too good com-
pared with today's new
releases. But then, for the price,
fair enoughl "

® " Podder is your average
budga@ are
highly detailed but smali. The
sound on the ing screen is

from budget _;Ibundﬂ‘le!
game very easy to get into but
didn't feel that the instructions
went into . The

that they accept more games like
this one. "

@ ' Compared with other games
cs are marketing at the moment,
Podder is much better than the
rest, The tune at the nning is
quite merry, although a Irrﬂ.an:g
after a while. It's easy to m
requires very little brain to
HBtl.iB].{ get started. At the very
worst, it's a harmiess sort of game
which will provide the player with a
few hours of innocuous enjoyment
before the novelty wears off. "

{:onh-clk?:ZIaﬂ,Kﬂgh‘t,Dup.
K down, 0 fire

Joystick: Kempaton, Interface 2,
Cursor

Keyboard play: quite responsive
Use of colour: effective and

attractive

Graphics: simple but effective
Sound: nice little ditty at the begin-
ning and some cute spot effects
throughout

Skill levels: one

Screens: mazes which get more
dstalled as the game progresses
General rating: Quite respecta-
ble, especially at the price

Use of computer

. B4% |

Cameron's tank geis some serious hassle from a long-legged
splder. Will he be able to cross the river without geiting
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Retail Price: £0.99
Author: Zafarullah Karim

hose aliens are at it again!
Why can’t they leave civilisa-
tion alone? In this game, an
intrepid spaceman has to prevent
four cities from being obiiterated
by alien attacks. Single-handedty,
he has to zip around and destroy
the snemy's bombs before they
reach the ground. The only way the
nasties can be zapped is with a
quick burst of laser fire. Howaver,
if your reactions are a bit slow,
there is an explosion and the
spaceman’s atoms are spread
evenly over a small area of space.
Those multi-coloured aliens move
at quite a pacel
Fortunately, the spaceman has
five fives to play with, one of which
ia fost every time he ;ﬁﬂg too inti-
mate with an alien craft. The game

been lost or the four cities have
been destreyed.

@ " The graphics offer nothi
vaguely interesting or new, ]uﬁ

Producer: Central Solutions

is over when all these lives have

@ ' As usual, CENTRAL SOLUTIONS
are assuming that ninety-nine per
cent of the people who buy this
%me are going to be psychic.

ere are no instructions with the
game and it only becomes obvicus
what you have to do after several
attempts at thrashing around

unsuccessfully and getting killed a
lot. The game is also so fast-mov-
ing that you need impossibly fast
reflexes in order to get anywhere,
The whole game seemed to be a
case of whaaaaat hit ma? **

Control keys: Q up, Wdown, O
left, P right, SPACE fire
Joystick: Kempston, Protek or
AGF Interface 2

Kayboard play: responsive
Use of colour: basic
Graphics: poor animation
Sound: the odd beep and tinkle
Skill levels: one

Screens: one

a{‘ibagaml rating: virtually unplay-

Use of computer 36%

Playabilty 250,
aya

Gettin 21%

ooyl o
ue for

Overall 29%

ATRICK OF THE TALE

Producer: Central
Solutions

Retail Price: £0.99
Author: G.A Holmes

his arcade game follows the
explorations of a fearless fit-
tle chappy towards a mys-
terious volcano, He must use his
skill and judgement to navigate his
way around the screens, picking
up the coloured music notes as he
goes. Each different screen must
be clearad of notes before he can
progress to the next one.
The caped hero stomps around
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Wantch out for that blaxing cross because it'll do you 8 mischief.
i you fall on those tomb stones you'll know sil about it too!

the bottom of the screens, leaping
into the air when necessary. In
order to collect some objects, he
must leap from platform to plat-
form — not that straightforward as
some of the levels move to and fro.
Accurate timing is essential if our
hera is not to tumble to his death.

One af his nine lives is lost each
time the hero encounters a blazing
Cross or stumbles over a
tombstone. He has unlimited
energy, but must avoid the nasties
to stay alive.

@ * Gosh! Another Manic Miner
clone! The graphics are

much the standard issue for |

budget games — a couple of
nice characters, littie flicker and
lots of colour clash. Sound is
minimal with only a few spot
effects. Not exa an original
piece of software this but for its
price one can't really grumble. "

® ' The whole look of this game
gives you a sense of very simple
programming. The colour is well
used and everything fits into its
own little U.D.G. space perfectly. if
you look at A Trick Of The Tale as a
sixty pence biank tape and a forty
penc&'gﬁ:me. then vou can't go far

® "' The graphics are less than
reasonable and the sound is
limited to the occasional blesps
and burps. To begin with, this looks
as if it could prove addictive, but
after a few goes it's very frustrat-
ing. Even at ninety-nine pence, this
5 not a game | would recom-
mend. "

Control keys: P start/pause,
SPACE jump, Q left, W right
Joystick: no

Keyboard play: not bad, consider-
ing it's the only option you've

Use of colour: quite a bit of colour
clash

Graphics: lezs than reasonable
Sound: the occasional bleep
Skill levels: one

Screens: fifteen

General rating: An cutdated plat-
form game at a silly price

Use of computer 30%

Graphics 33%
Playability 28%
G started 39%

Addi qualities  25%
Value for money 48%
Overall 29%
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STAND ALONE COMPUTER GAME
AVAILABLE ON CASSETTE
FROM BEYOND

PLAY-BY-MAIL =&
ONE CONTEST
A THOUSAND GAMES

| _
| B ! | Toplay DARK SCEPTRE by mail, just fill in this
- Coupon and post it to Maelstrom Games Ltd., 42
| @&, ¥ y @ B8 Wellington Road, Wallasey, Merseyside, L45 2NG.
| = & Please make cheque payable to Maelstrom
| B e . Games Lid.
t Please send me one DARK SCEPTRE Play-By-Mail Package.
| lenclose a cheque/postal order for £14.95.
| Please debit my Access/Visa AccountNo. for £14.95
[NAME S

|ADDRESS
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4 CLASSIC GAMES FOR THE PRICE OF ONE!

YOUR SPECTRUM WON'T
BELIEVE IT’S LUCK

; BEST OF BEYOND IS AVAILABLE NOW FROM ALL GOOD SOFTWARE
w E 9 DEALERS. IN CASE OF DIFFICULTY PLEASE WRITE TO SPECTRUM 48K
iy . =S BEYOND SOFTWARE FIRST FLOOR 64-76 NEW OXFORD ST. £9-95
LONDON WCTA 1EU




HIJACK

Producer: Electric Dreams
Retail Price: £9.99
Author: David Shea.

his is the age of the terrorist.

Hijacking has become

ubiquitous and no-one is
safe — now an unknown group
has hijacked a vehicle and they’re
making demands. As Head of the
Hijack Division, it's your job to
track them down and negotiate,
using whatever financial, political
or military power you can muster.
And all this within a time limit!

The game set within the Penta-
gon and there are a number of
characters whio can either help or
hinder, depending on how you
handle them. Most important of all
is the President — he's the only
one who can give you the boot. On
the other hand, he might negotiate
with the hijackers on your behalf
{thereby extending the deadline) or
even allow you to use his halicop-
ter.

More information can be
obtained from the FBI Agent, who
can be made to question
e , at the risk of losing
their loyaity. Intelligence work is
carried out by the CIA Agent who
provides reports of varying detail
on the hijackers. Military and Polit-
ical Advisers may be sent to the
scene of the hi%a-ch to help the
Political and Military Assistants,
whio are the real workers. They
have the power to call upon dip-
lomats to jate, or summon
up troops to frighten the bad guys
into surrender. Extra cash which
might be necessary can be raised
through the Finance Officer. Last
but not least is the President's
Secretary — she is really only
accountable to the President, but
you can order her to find an
employee for you.

It is important that public sup-
port is maintained, and the ser-

The Reception looks pretty crowded. Is that a plcture of JA on
the wall? Surely he's not been Hijecking people?

vices of the Publicity Officer are
vital: good Press keeps the Presi-
dent happy. Remember, at any
time he can send you a friendly lit-

tle missive which goes so ing
like “You're getling on my nerves
— you're fired!”

You travel up and down the
Department building in the lift
which links offices, and access
options via a menu and icon sys-
tem. Information, such as news
headlines and top secret docu-
ments, can also be called up.

The faces of all the charactersin
the game are displayed along the
top of the screen, and light up
whenever you are in the same
room as one or mora of the charac-
ters. A clock slowly counts down
to that dreaded deadiine. Just
below, is the lift sign with arrows
pointing in both directions which
light up to indicates that a lift is
available. At the bottom left of
screen, various items are dis-
played which you can pick up,
examine or use on your way

to know . . .

through an office, and the inven-
tory is displayed to the right. A
graphical readout displ your
military, political and financial
strength, which gradually
diminishes astime goes on, unless
support is won.

Once you feel confident enough
to confront the hijackers, the Pres-
ident has to be found and a code
waord requested that gives access
to the helicopter — certain items in
the inventory may prove crucial in
your negotiations.

Success depends on  how
quickly you can co-ordinate
people and assimilate information.
Ona thing, however, is certain. If
you fail, expect the worst: an inde-
finite holiday in some remote
Himalayan embassy perhaps?

@*' From my first look at Hijack |

don't explain everything that they

LAST
UFPDATED

You get to have a quick peek inside an FBI security file. What
an experienced and loyal person this R Harris is. Worth getting

should) the game is stiil fun.
The ;;rap!ﬁcs for the rﬁggf part
aren’t particularly amazing, but
they serve their purpose and could
be a lot worse. The lift system is a
bit of a pain and doesn 't always go
where you want it to, but persever-
ance usvally succeeds. Even with
its few downfialls, | can see myself
wanting to play Hijack for a long
tirne to corne. Hijack is notasgood
as Spindizzy, but is an admirable
attempt af a different sorl of

@ ' This game is very boring to
begin with, but once you start hav-
ing some success with the various
features it gets quite addictive. Ini-
tially, you can spend a great deal
of time just going up and down the
lifts not getting anywhere. Then
everything seems to click and
find yourself totally intrigued.
graphics are good and the colour
clash is minimal. The messages
you receive from the wvanous
characters can be quite humor-
ous, especially when you ask the
President if you can use the
helicopter. On the whole, | liked
this game a great deal becauseit's
one you can go back to again and
again. "

Control keys: :definable
Joystick: Kempston, Cursor,
Interface I, Fuller

Keyboard play: very good

Use of colour: lots of variaty
Graphics: nice detailed graphics
Sound: realistic spot effects
Skl levels: one

Screens: large office complex
General rating: A very original and
compulsive game

Use of computer
Graphics

W"‘YE:. ¥
Vﬂuehrnwneym
Overall
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Producer: Hewsons
Retail Price:; £8.95

Author: Mark Goodaill
and Keith Prosser

ever returned from its clutches,

Unperturbed these stories,
explorer Sir Pey Pemberton-
Smythe set out from England to
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“ Pyiacurse  is- a good
game, and if you're a big fan
of Hewsons' Avalcn and
Dragontore, you'll like this
new game from a new
programming team, Just
wandering around looking
for things is fun, but the size

“of the game makes it a

daunting task to solve, The
graphics are very good,
with nice ‘hidden view'
effects, and the different
abilities of the characters
make the game more fun to
play. This is a very different
type of arcade adventure —
but if you didn't like
Dragontore or Avalon, you
might be disappointed.

authors. The characters all

can be used to restore life.

The charactersin the game have
different personalities: ©'Donnell
is a tenacious fellow, and the
strongest member of the quartet;
Daphnie is good at finding things,
and is a source of support when

tough; the

'.lm s are locking

" Pyracurse Is a welcome
relief from the usual arcade
adventure type game. It's a
smashing mixture of great
graphics  and excellent
gameplay. The scenario is
brilliantly interpreted by the

havea individual
personzlities and you have
to get them to work as &
| team if you want to get
anywhere in the game, The
graphics are of the usual
high Hewsons' standards
and scroll around the
screen beautifully. The tune
at the start of the game s a
very loud two channel
simulation — but during the
game there are only a few
spot affects. I'm sure the
atmosphere. — which s
superb — could have been
improved with a little tune
throughout the game.
Overall, | would say that
Pg;a:.f%rse is one of the most
al ing games around,
Every type of games playar
will love this one, "

moving onto them

artefacts be picked up by

‘onl

theap ia a-ngam_étar.hmr
cm:tm allows objects to
be used: once an object has been
put on the screen it can be moved
angund. . eandeiats :

actionis viewed in isometric
80 through a window on the

‘screen, in such a way that you can
naccessible

see over walls into in

Qo ~scre I
i T e

| nﬁ?mm?mw“‘

| was expecting a great
deal from this game after
watching it being played,
but when | sat down to it on
my own, | found it a fittle
hard to get into. The
graphics are certainly very
good: there are well
detailed backgrounds and
‘moon walking’ characters,
but | was surprised to find
that there was no view
change control — it's
possible to lose things
behind walls. Playing the
game itself is quite good
fun but one feeis a little
awestruck at the huge task
ahead. Generally, this gamse
Is quite hard to get into, but
if you make the effort, it's a
rewsarding arcade
adventurs "

she will be ovi

Control keys: up/aft A-G,
upfright H-ENTER, down/left
B-SPACE, down/right CAPS
WP fire
Joystick: Kempston
Keyboard play: responsive
Use of colour: simple, but
affactive
Graphics; neat 30 sffects,
ood animation
ound: intro tunae, plus spot
efiects
Skill tevels: one
Screens: scrolling play area
aquivalent to 300 screens
General rating: Aquality
developmentonthe 3D
arcade adventure front

Use of computer 898
Graphics 88%
Playability B89%
Getting started B4%
Addictive qualities 90%
Value for money BT %
Overall 90%




New, from the author of Fighter Pilot... a stunningly realistic helicopter
simulation that puts you ing command of an Apache Advanced Attack BY DKMARSHALL
helicopter. You will learn to take off, to land, to manoeuvre and
locate and destroy enemy tanks using Helifire anti-tank missiles.
You will experience authentic battlefield conditions as you en-
deavour to carry out your mission and return safely to base.

g Nk (0 Thank
hnical support

SPECTRUM . - .. ; Please debit my Access/\Visa card no.
Tomahawk 48K 95  Cheques payable to Digital Integration Lid Tele Saies

Night Gunner 48K lenclose acheque/P O.for g
Fighter Pilot 48K Name Expiry date ___ S

Speed King D J£1295  Address %E Patsn D|G”AL
F;uqmt}r Pilot Di 3 5 T“O;ME:M I 'I | EGRA-I—ION
Fighter Pilot Cassetle : enquiries welcome.

e e ey | ianwouianae Weshmgor Tads Con

Fighter Piiot [0 £885 . £ Camberley, Surrey
Fighler Pilot Disk WE= VAT and p. & p. inclusive within UK (Overseas inc. 65p. per cassetie) GLI15 3A)
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deiay processing your order and may result In loss, ¥
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It's been a hectic month all round,
what with complately overhaufing
my bicycle and cleaning the
Hermes in readiness for new pro-
jects. For further details on the
exciting developments that have
been taking place, take peek at the
News pages — | might even be
able to invite you to a party!

There's no spare space to witter
onhere, so on with a look at the up
and coming games. It's still a case
of ‘wait some more' for quite a few
games that have become house-
hold names before getting any-
where near the high street, but
there will probably be a flurry of
releases at the PCW Show next
month. |'m not sure | can cope with
the crowds that such events
attract, but might steel myself and
turn up on one of the three trade
days to find out what's happening
for your benefit.

a more positive note, Gremiin
Graphics are romping ahead with
the have in progress,
and it looks as if Trailbiazer is likely
to ba the first out of the bag. That's
the game | mentioned last month
with the scrolling chequered road-
way and bouncing ball that Girie
Penn from ZZAP! was so impre-
ssad with when he stum off to
Sheffield with the Doc Martened
one. No screenshots available yet,
but next month, who knows?

David Martin from MARTECH
made the epic journey from
Pevensey Bay up to Ludiow the
other day to show us a tasterof the
latest mARTECH project — not
WAR, which is still a little young for
previewing, but a judo game by the
name of Uchi Mata is also under-
way. David hopes to have the

finished in time for the PCW

w and may well have alive judo

demonstration running onthe MAR-

TeCH stand — worth checking out
if you are a beat em up fan.

us goLp have secured the rights
to a quintet of arcade games,

i including  Gauntlef, Express
Raider and Breakthru — no other
news at the moment, but the
CRASH/ZZAP! double act of Kidd
and Penn have booked a trip down
to London and should ba able to
bring full details in glorious colour
back with them in time for next
issue. During August, us Gowp plan
to release Silent Service, Desert
Fox, The Sci Fi Trading Co and
their excellent Commodore
%Iﬂng gams, Leaderboard, but

@ arcade conversions are aimed
at the Christmas market it seems.

The programming team at
PALACE SOFTWARE is not resting on
its Cauldron If laurels — the final
touches are currently being put to
The Sacred Armour of Artiriad.
The mini-comicbook that intro-
duces the game has already been
printed. A ¢ has been passed
around the office and voted “'well
smart'' by the comic afficianados.
News on the game as it becomes
avallable . . .

The crL crew have just sent us
copies of Dekorating Bluesand
Summer Santa, two E1.99

releases due out under their ALPHA-

SBUMMERTIME SANTAgoes

waliabout in the inky night, trying
presenis

wilthout

omeca label. Both games involve
scampering around large build-
ings, in the case of Dekorating
s painting the outside while
coping with a rival painting con-
tractor's attempts to ruin your
work — there are some rather nifty
speech effects at the start of the
gama to keep you entertained. In
ummer Samta the aim of the
game is o deliver presents to all
the members of a family without
waking them up — which involves
lots of to-ing and fro-ing as each
present has to be collected from
your Emﬂo in a separate trip.

Still no further news on fece Tem-
ple from sussLE BUS , but with luck,
we should be able o take a peek
at Moonlight Madness in time for
next issue. No promises, though

Mark Strachan from DOMARK |5
another fellow who made the trip
up to CRASH Towers recently —
he brought the Commodore ver-
sion of Trivial Pursuits with him,
and promised that the official
Spectrum version of the mega-
popular board game would be a
faithful copy of what we saw on
Commodore 64 screen. The game
involves no text input at all — very
good idea — and is a faithful copy
of the boardgame when it comes
to gameplay. There's a neat little
Master of Ceremonies character
who stumps around the screen
organising play, and the questions
involve sound, music and graphics

MANGRAMMERELY

as well as text. We should have a
bit of interesting news for you
about a special guestion tape next
month as well as details of aninter-
magazine competition for a solid
gonmTf‘ sef, so keep your eyes

Finally, how could | avoid men-
tioning a few more details of
puReLL’s list of forthcoming
releases, now |'ve been sent the
press refease in quintuplet! Mike
Richardson’s next game is o be
called Thanatos and is an arcade
action number in which you get to
play the role of an evil dragon who

s around duffing everyone up.
nds fun.

Chain Reaction, like Thanatosis
scheduled for a September
release and is a 3D arcade adven-
ture in which you have to penetrate
a power station, kil off a bunch of
terrorists and deactivate a time
bomb. Chernobylesque, je pense
comrade . . .

Later in the year, Saboteur Il
should afrive with Kilfler DOS, a
game in which you take on the role
of a debugging program, sent
downline into a computer system
to deal with a Killer Disc Operating
System that threatens the i i
of the computer installation.
November should see Sigma
Seven in the shops — a seven-
level arcade ‘adventure/shoot em
up, while Deep Strike, the follow
up to Combat Lynx is expected in
time for Christmas.

YR — A et - T TR AT

MERMAID
MADNESS

Myrtia the amorous miermaid isin lovel The object

her passion i Gormiess Gordon, not yar most
i of divers. Still beggars, or even fal mer-
maids, can't bie choosers. And so begin the wet
pursutt, in this, the latest game from BECTRG
DREAMS.

Overcome with desire{or isit tesror?), Gommiess
Gordon plunges into the murky depths and 5 lost
from sight. Myrtie dives in, in adesperate attempt

o find him before his air-Dottle runs out, Being a
bitof analkie, Myrtle sustains herself by partaking
of & stout or two — part of the cargo from the
shipwreck impaled on the racks benaath the
water. She must aleo pick up-any air-bottles along
the way, which can take to her unfortunats lover,
whoislostin the underwater maze.

Myrtie must also be careful to avaid the nibbly
nasties that patrol the waters. Should they get
their pincers info her nether regions then all is Jost,
m‘r_dmﬁcrdunlsdnnmwtodiai.

Still, at lest she knows when she's gefting nesr
1o her prize because her heart, displayed at the
top ‘of the screen, beats faster and faster, Bul
she doesn't reach him in time, at least she's had a
{jood fime getting there!

AMERICAN FOOTBALL MANAGER

Following the fong running success of Frothall
Manager, ApcTIVE have come up with Head
Coach, an American Football simulation, As the
person in charge, it's your job to take a team to
the very pinfacle-of success which, in transatian-
To achéews this, your team must wina sufficient
number of games dunng the twelve week season
“toyqualify for the play-off saction. if you
throughthat, andthen the first round and “confer-
anoe’ championship which fotiows, your team
hias miade-the final, playing for the Superbow!
Championship.

Initzally, you choose & team from the twenty four
avaltable. Teams are spiit into six divisions, each
division containing four teams. Each of the three
teams in your division has to be mat-on the fisid
twice — if you're a novice o 'roolde’ the play is
Iess demancing thal at veteran ievel, where the
skill of the opposition is greater.

Beforathe game, the first task s to pick themem-

bers of your team, bearing in mind any injuries to
mmwmmmmw
team and the sition. Cn the day of the game
the condition of the pitch and the diraction and
strength of the wind also have fo be considerad,
The match is displayed onscreen with animated

, and a barwhichextends toindicate the
amount of time that has elapsed, During the
match, you direct piay from the sidelines choos-
ing one of the moves indicated at the bottom of
the soreen. Al the end of a matchthe final scores
in the other matches are flashed on screen with
the league tables. A news tem isalsoshown |
detaling any relevant information: injuries, retirg-
ments, new training methods and so on. At the
end of the season you can review your squad, gt
ting nid of arvy weak players and buying new ones
from the Draft,

Oniy three tearms have ever won the Superbowl
thires times ina row —could you coach  team o
the Hat Trick?
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HEWSON'S |

i .

It's action stations at Chateau HEwsoN — they're certainly no '_:
nd laurels, . . . !

FIRELORD

Steve Crow, author of Wizard's
Lalr and ke is currently
slaving away over a hot Spectrum
keyboard, putting the final touches
to his latest game, Firelord, due
for release by HEWSON at the end
af October, & h
mediaeval
the role off
intent on m
happier ani
be. The e
resident d
Firestone,
hurl fi

gwith the
e ability to
8 land of
rorised and

relinguish
ive

ments. Fin
spell, link

the Queen
game is col

1ead of the vikgin Emip
JT 1

strategy/simulation front — we
shed version of

CITY SL'CKER H'ne-ig:j:urnent may be assembled

and to foil the dastardly plot,
Meanwhile, in the fair city of Lin- The map of the game is based on

coln, and David the real map of London — albeit a

Cooke — the fellows behind Teeh-  slightly cut down version, There's
goes into a buildin d and Costa are  no way hundredsiofsquare
subgame has to city streets can be cramm

owner of the e
Galaheart can ba

possess — should
unkeen to trade fo
the hero can alw
appropriate mom

embled a powerful bomb

e threatens to detonate: the
callous murder of innocent people
will be the outcome. A bomb cﬁs—
posal device has been dismantied
and scattered through the city
streets — it's up to you as a Counter
nary, for instance, and act accord- Insurgency Agentto scamperround  dan in search of the components
ingly. town, collecting up the partssothat  needed to foil the evil plot.

“
COULD YOU

BE AN AWAT
ACE?

Hopping on and off public trans-
port — CIA agents don’t qualify for
company cars — you have ta
scamper round the locations of Lon-

ide
whether ghosts are real or imagi-




the game is to stop the Dark
Sceptre falling into the hands of
nefarious Shadow Lords. In
one of the scenarios that Mike sent
us, two Thanes — Thanes are lead-
ers of the warrior bands — are
seenin combat in one of the throne
rooms. As the screenshot reveals,
the characters are huge — the ani-
mation and sound are excellent,
with real ‘clash of stesl' noises
emanating from the hurble
beeper on the office Spectrum.
In the game, you have to recruit
a team of characters who embark
on a quest for the Dark Sceptra.
Eight different type of character

A pair of Thanes slig it out In & throne rocm = part of MWiks
Singleton's latest geme DARK SCEPTRE which fs rapidly neasr-
lmg complation

Acouple of months ,wetooka idea to see what cevelopment
look at magLsTRom'S Dark Scepire,  thera had been since we last spoke
the game Mike eton is cur

rently working on which set in the

are available, sach with a specific
set of qualities and capablilities
and selecting a team is a vital com-
ponent of successful play.

Two versions of the game are
being produced, one a stand-
game that will be marketed

to Mike back in May.

- Just to refresh your memory,
isles of the Western Sea. As the DsrkScﬂtreishasecéamﬁmt
launch date i= rapidly approach-  never-ending story: the battle bet-
ing, wethought it wouldbeagood  ween good and evil. The objsct of

by Bevono and a Microdrive based
Play by Mail version which Mike
will be running. In the PBM version
of Dark Sceptre, two modes of dis-
play are available. Replay makes it
possible for a player to see what
has happened in the game since
his last tumn, while Simulation
shows what might happen if par-
ticular orders are carried out.
MAELSTROM is currently putting
the finishing touches to the game.
As Mike said, *‘we're really at the
stage of putting the jigsaw
together.”’ There are about four to

five thousand screen-fulls, and in
the Play by Mail game, many more.
Bits have been added, and there is
a four channel sound routine,
which “'isn't bad for the Spec-
trum,"”" said Mike. Expect to see
the stand-alone game in the shops
soon ... we should be bringing
you some interesting news about
the PBM version in due course.

WEAPON GUARDING MINION

GOES SOLO

Thln!wagnn written by Graham  tion and a conference is organi
Stafford o m"gﬂ‘ % on Earth to decide how the new
under the name Nemesis. The super-weapon  should  be
scenariofollows an interstellarbat-  deployed. Al the Big Cheeses on
: Earth for this prestigious
plant in the hands of the minion
one largish cheese

er _happens, the Nemesis
weapon must not fall lnfow

“Which s where you come n,
playing the part of the sole sur

g i
ggé. -

g
H

A H
g

odls e the g;
m-—sg usual, we'll Bi:-
afull review as soon as -
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Plignig

STEELING
YOURSELF
FOR THE

ACTION-

Ricky Steel is the new teenage
super haro from MIKRO-GEN, and
his first shot at stardom comes
with the release of Stainless Steel,
a slick shoot em up programmed
by Dave Perry. With the aid of an
amazing flying car and a robotic
arm that t the place of a limb
lost in earlier conflict with the
forces of evil, Ricky has to save the
world from the dastardly Dr Vardos
and his remote controlled android

army.

The screen shows a bird's eye
view of the action with the land-
scape  scrolling downwards
through a central window., On
either side of the main window
status areas keep track of Rick
health, w ry and score. Ric
has four difficult terrains to fight
g i ol o

es as he goes an ng the
andreids sent by Dr Viardos to turn
Ricky Steel into Ricky Scrapmetal.

There are four sections to the
game — the preview c was
missing the final level w% the
confrontation with Dr V takes
place. In the first section Ricky is
on foot, and stomps along a street
searching for his super-car. High
above him swoop the minions of
Dr Vardos. Helicopters from the
evil doctor's arsenal fire homin
missiles which must ba avoided,
naturally enough. Iif Ricky can
make it to the barrier at the end of
zone zero intact ha can leap into
his shiny new motor and take to
the air for zone two.

Once airbormne in zone two,
Rick's task becomes a bit easier
— but not much: fuel has to be
collected to keep the car going.
His motor is equipped with a neat
set of laser cannon and is a
manceuverable beast indeed,
Travelling over a hostile desert ter-
rain, Ricky has to avoid and
destroy helicapters, fighter planes
and homing missiles which a
nasty habit of zooming down the
screen, disappearing from wview
and then turning round and attack-
ing from behind.

e third zone is fought over a
watery channel — fortunately
Ricky's motor is amphibious, and
can scoot along the surface of
water as well as drive and fly. Sub-
marines surface sinisterly for a

couple of seconds before sinking
back into the murky hs again,
and those fighter just

refuse to give up. Ri Steel's
super-car has been ki out with
an im ive weapons system
and with some careful blasting it
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should be possible to make short
work of the flying nasties. The sub-
marines have to be despatched
with well-aimed depth charges.
Ricky Steel has four lives in the
game. One of these lives is lost
every time the scores a
direct hit on the car. When this hap-
pens there is a nasty noise and Mr.
Steel's wonder car explodes in an
i ve mass of twisted metal.
the game is complete, a
fourth section will have to be
negotiated where stomping lizards
and scuttling salamanders join
forces with Dr V's metal minions in
the final confrontation.
The radar at the very bottom of
the main screen displays the posi-
tion of all the nasties on the current
level as well as Ricky's position. At
present, the display is a little con-
fusing, but further refinements are
in progress. A meter on the right of
the play area indicates the number
of nasties that have to be elimi-
nated bafore the zone can be com-
pleted, and ticks down as the bad-
dies bite the dust. Bonus points
are awarded for each android zap-
ped —and bonus points are lost if
baddies remain on the clock when

Ricky motors slong on the right of the screen while a sub-
marine pops up from the murky depths. Zone Three of STAIN-

LESS STEEL

I

B L e e et

it's mean on the streets, especially when DrVardos has sent

you parked the carl Guns biaxing, Ricky spproaches a barrier

in the roadway

Ricky axits a level,

In the final version of the game,
which bears a  passing
resemblance to Spyhunter, force
shields should help protect Ricky
and make the game play easier,
Some of the aliens are likely to re-
appear after they've bean blasted,
and the fire patterns of Ricky's per-
sonal and in-car armoury is due to
be tidied up before the final version
is rel at £8.95 in afew week's

I his minions after you and you can’t quite remember where

time.

Ricky Steel, teenage su ro,
is going to be the star of guite a
few MIKRO-GEN games over the
coming months — plans are afoot
for a whole series of scintillating
software. Meanwhile, should you
wish to meet a metald;armad
superhero in person, nip down to
the PCW Show naxt manth where
Ricky and his mechanical arm will
be signing autographs!

e e AR U TN AP WYV A by = M e i a s Tt 5 5

collected on your tra and a
panel at the top left of the screan

T

COMPUTER

An sotian scresn from mn early veralon of TUJAD. GEN
Mulhﬂﬂ“hﬂm..ﬁ:‘m b

house rather than a software pub-
Iishiggmany,?@dadwlﬂhem

ted by AmoLAsoFT. Priced at
£8.95, the game should be in the
shops during September.




ADDS NEW CHALLENGE TO THE MAGICAL ARCADE ADVENTURE!

On the Quest to rescue the fair Princess from the
clutches of an evil Dragen. You control the action of our
daring adventurer finding his way through the castie of
the dark wizard who has enchanted it with treacherous
monsters and obstacles.

In the mysterious caverns below the castle your odyssey
continues against the awesome forces that oppose
your efforts to reach the Dragons Lair.

= Lead on adventurer, your quest awaits.

AVAILABLE NOW ON
Commodore 64/128

AVAILABLE SOON FOR:

Software Frojects Lid.,
Spectrum 48/128 — £9.95

! Bearbrand Complex;, Allerton Road,
Amstrad Tape £9.95 Waolton, Liverpool L.25 75F.

Tele . 051-428 9393
464/664/6128 Disc — £13.95 SSlepnne: G 488 3000
e = Felex: 627520

DEAGONS LAIR el By Maggicors Tne, ) dsed Dy pormissio) oparighl L Magicon

AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS




“More Arcade Classics
from the Arcade Masters”’

AVAILABLE FOR:
Spectrum (Cass)

Amstrad (Cass) 335
Amstrad (Disc) E‘l4.9;‘5
gommodore 64 (Cass) £9 '95
Commodora 64_{Disc) £14:95
OMmmodore C16 (Cass) £7.95

e
L

1. the worlds foremost

tar
R cturer, cOmes the

[ fa
coin-op manu
worlds foremost arcade game,

“paperboy”’- | jcenced to thrill -

all summer long - getit’.

From the programming team that
brought you the sensational No. 1
“Commando’’, comes the next
coin-op classic officially licenced

| &
from the top coin-op house |CAPCOM ﬁ | e
“Already receiving rave reviews everywhere”. | C— ki TI'E -

g T ——
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Elite Systems Ltd., Anchor House, Anchor Road, Aldridge, Walsall, England. Telex: 336130 ELITEG I



