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Manhattan: 1986. In a vast underground garage beneath Madison Sguare Garden, two men are locked in mortal combat.
~The huge cavern echoes with the sound of clashing steel, for although this is the 20¢h century, one combatant wislds an ancient
samurai sword, the other a broadsword. The duel is deadly earnest, ending only when the loser is decapitatad. For the victor. however,
itisonly one more congquest in a drama he has been living for 450 years.
A unique breed of men fated to duel down the ages to a distant time called the Gathering will battle for the Prize—
power beyond Imagination. The distant time is now. The place, New York.
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place will remain 2 mystery
for ever — at the 128K launch
sinclair Research made it
clear that their new compu-
ter was aimed at the games
player, and the press was
treated to @ roomful of
saftware houses
demonstrating their new
games for the 128 the
moment Sir Clive stopped
speaking. Yet there was no
sign of a joystick port, and no
cassette player on the 128
(although 3 tape loading
meter had been incorporated
into the firmware).

Perhaps typically, Amstrad
have diddled around with the
wiring on the joystick poris
‘glued on’ to the Spectrum
Plus 2. They plan to sell their
own, wittily named, SJ451’s
with the machine. Already,
manufacturers are gearing
up to make converters so that
ordinary joysticks can be
used. One company at least
had a compatible stick at the
PCW Show.

On closer examination, the
cassette unit on the Plus 2
jooks like it might first have
featured in 3 cheapo ‘¢ar
stereo set-up — and thereis
no tape counter! Silly omis:
sion, really. And the way this
relaunched computer has
peen put together hints that
it was designed to sell for
rather less the the initial ask-
ing price. - -

Is the Plus 2 going to sell?
OQver two million people in
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OVER THE TON!

Much celebration and jubilation up
here in CRASH Towers greets the
arrival of the latest set of figures
| from the Audit Bureau of Circula-

tions. During the period January to
June this year, CRASH sold
101,483 copies a month on aver-
age — more than any other com-
puter magazine in the country by
all accounts.

Several pints of Old Flatulence
Bitter will no doubt be consumed

here in Ludlow when we get down

to the formal o ons, but

meanwhile here's a big thank you

to all the people who buy CRASH

!

L THANK YOU

Now if we can only stop groups of i i :

thirty pecple all reading the same N

o el g ON 'I"HE GOVER ﬂh’ice sa faﬂ

Wonder if the Ludiow Mafia is | Fan Craig recently joined the team | Garretas anillustrator. lan first fea-

ready to go national? working in the CRASH Towers ART | tured in CRASH twalve issues ago
in m GI;‘IE'I'I:E OGUEFfeal’umHﬂlis
month, he features in CRAS

BYE BYE (Ish) again, s tme on the cover.

« « w more sort of ‘cheerio & bit'.
And this month is a slightly sad

month for yours truly. All sorts of
changes have been happening in
the Towers this year, what with L. M
starting up and getting into gear
or Christmas, and Auntie
Aggie and the mail order crew
moving to a new office. Gary Lid-
don has scurried off to London to
work for Newsfield's software
rfﬁgl’mh ducgobmat Hgg:
is @ tion at col
Ben Stone has joined the team and
is busity writing comments full time
now he's left school. And of course
CRASH is now the biggest compu-
ter magazine in the land and has
the only REAL Girlie Tipster in the
form of Hannah Smith.
This issue is my 25th as Editor. It
is the last issue of CRASH that has
me at the helm. Don’t worry, I'm

8 CRASHOctober 1986

not defecting — I'm not brave
enough to try and control the Spiky
Haired Ones over on ZZAP! like

Kean was. Gary
Penn is doing very nicely on
ZZAPI, thankyouverymuch, and is
also celebrating a chunky rise in
cirgulation this month. And there's
a good few miles left in Old Crum-
bly's bathchair over on AMTIX as
well. No, I'm not changing

azines.

CRASH Editorial Doc Mar-
tens have been promoted! I'll be
wearing them as Publishing
Executive fram now on, and will be
staying with Newsfield to hel
editorial teams of CRASH, ZZ24
#::k AMTIX keep on praducing
So it's not HEALLY Goodbye.
More sort of, cheerio a bit.

QOliver Frey has produced all
thirty two CRASH covers so far but
has now got so busy, what with the
other two computer magazines
published by Newsfield and the
brand new project, L M, that his
airbrush is constantly overheating,
Being a sensible sort of fellow, lan
brought his own airbrush to Lud-
low with him and should be weild-
ing rlalot more over the coming
months. .
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THE ANNUAL

OLYMPIA EXTRA VAGANZA!

It was Showtime again in the first week of September, and off we all
trotted to the Personal Computer World Show to person (or should
that be Minion?) the Newsfield stand, potter round the show fear-
lessly seeking out the latest products for review, and generally have
a good time meeting people.

Auntie Aggie was there, of course — never ane to miss out on a
picture, and over the weekend Ol Frey and David Western clambered
down from the Artroom garret and wandered round Olympia soaking
up the imagery.

As ever, there was a roaring trade in backnumbers, shirts, caps
and binders and the stand was packed to capacity — people even
had to wait in the paddiing pool to be served.

Paddling pool? Yes, paddling pool. The Girlie Challenge first laid
down by Hannah Smith, our very own Girlie Tipster, escalated when
C&VG Minions were spotted handing out rude stickers on Melissa's
behalf. Almaost instantaneously, Hannah responded with her very
own ““Stop Raving Dame! Stand up Melissa and accept the Chal-
lenge’’ stickers, which soon adorned just about every visitor to the
show. Oodles of green jelly and a paddling pool were shipped in
specially, just in case Melissa made an appearance, but despite
numerous enquiries to the CAVG stand she didn’t show, It seems
that fictitious Tipster Melissa spent most of the PCW Show quaking
in the Ladies — every time we asked where she was, we were told
the dear ?irl was ‘powdering her nose’.

Which led to speculation that Melissa must have a very large nose
indeed. ..

be han
of theira

. Greg Follls, on the FASTER THAN LIGHT stand
i mmtmmummmmmHmmmnc

VIDEO NICEY!

sweetly for the camera. Re.

' dayatthe PCW Show Is about to begin. . .,

e | i
% o \ o

Ace cartographer Kevin Payne collects hi
best map of Sabotaur in the competiti
of CRASH. Tim Hine hands the Hi

i g

1

ady to map Saboteur Il now Kevin?
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Laid bare, with lts works there for alf to see: the Spectrum Plus
2, a tidled up version ofthe 128. On the farleft is the underside
of the Datacorder, mmmemmm

Spectrum Plus Two joystick socket wiring
{view of socket 1 or 2

GOING SHOPPING. . . .

M t the sh mnmmm;m'm d
& ow. razor
demonstrated his new interactive

There were a lot of people at the year —

apart from the ZZAP! nmann.mma-m

handed out leaflets down by the MELBOURNE HOUSE stand,
MWMMIMM;

The winners of the raNBIRD Kart-
ing competition certainly had a
geod shopping trip with Tony Rain-
bird — his wallet contained EE 000
and he spent every penny!
Originally, the winners and their
families were due to fake a trial
spin in Tony’s Kart at the Hoddes-
den Kart Club, but the heavens
opened and rain stopped play as
the sports writers say. So it was off
1o the Zip Kart showroom for copi-
ous advice before much examina-

tion 'of the price lists. Eventually
the two winners managed to
spend £1,000 each on the bits and
pigces that are needed to put
together a competition kart, and it
was time to for a celebration
meal. Soon ?r?hn Hirst and Alan
Myers will be zooming around the
track in their 100mph karts — once
they've assembled the kit of parts
they took home with them. Could
prove a little tricky — thare are no
instructions!

John Hirst, mommmmmnamu travel from
Lancashire to the showroom and Alan Myers, a Windsor lad,
pose by one of the karts in the Zip Kart showroom.
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The Spectrum 128 is dead — long live the
Spectrum 128 Plus Two!

Amstrad’s own version of the 128 sports a
built-in tape drive, joystick sockets, and an
improved keyboard. SIMON GOODWIN
reports in depth on the revamped Spectrum.

Back in April, Amstrad's boss Alan Sugar bought the rights to Sinclair
Computers, promising a new Spectrum with a cassette drive "‘glued on'’
in good time for Christmas. That machine materialised at the Personal
Computer World show on the 3rd September and should be on sale by
the end of the month.

The machine is moulded in grey plastic and looks much cleaner
because the old single-press rds have vanished into the user man-
ual, leaving only RUN, LOAD and CODE marked on the keys. Program-
ming in 48 IC is going to be tricky unless sou krow the k rd
positions off by heart; you will be better off using 128 BASIC, whichis very

mwmsnnwmﬁ-mmum
PCW Hmmm:-umbhmomﬁ-dlmyc.ka
we featured in TECH TIPS a littie while ago . . .

similar but expects commands to be entered character by character. The
manual says that 48K BASIC is 'not recommended for anything other
than a history lesson for the curious.”

KEYBOARD

The new keyboard is excellent; the only reason | can think that anyone
might want to replace it is because there is still no semi-colon key bet-
ween [ and ENTER where touch typists expect to rest their right little
finger. The ‘feel’ seemed fine on every machine | tested, although as
usual for Amstrad there was some variation between individual comput-
ers. The wiring pattern is still an & by 5 grid, so add-on keyboards will
work but | doubt that many people will feel the need for an Lp-grade even
if they use the machine for several hours a day,

CASSETTE

The cassette drive is very rudimentary. There is no auto-stop when you
rewind or fast forward, so you may damage the motor or mechanism if

IiD

with |
standard nine pin ones, but they use a non-standard wiring arrangement
{see diagram). You can re-wire a normal stick to use that pin layout but
you shouldn't try to use a modified stick with other computers: Oneofthe
chan
modified stick could short out the power supply!

along with six g;

£150 for the machine, or £160 for the computer, stick and games. Rumour

has it that Amstrad pay $2 for each joystick — the 5JS1 is cheap and

ﬁr{;ﬁas are the bundled games — apparently so dire that they might as
|

CONNECTORS

Apart from the tape input, all of the Spectrum 128 sockets appear on the
Spectrum Plus Two. There are telephone sockets for the keypad {appa-
rently unavailable) and the combined RS232 MIDI output for serial prin-
ters or synthesizers. Any serial printer will work in 128 BASIC, although
the COPY command expects one that recognises Epson quad-density
bit image graphics, Printer control codes are i

couple of gOK

nored unless you use a
ES —details in next month's TECH TIPS,
@ are sockets for RGB TTL, Composite Video and TV displays, plus

a sound output sacket which carries cassette tones, BEEP output and
notes from the three-channel sound chip. Sound is also mixed into the TV
signal, but there's no built-in speaker and the sound output is much too
weak to drive headphones without an amplifier,

Two joystick sackets on the left hand side of the machine can be read
61438 and IN 63486 — the Interface 2 protocol. The sockets are

pins is used as a power source by other manufacturers, so a

Asuitable joystick, the $JS1, is available as an option with the machine,
games. Prices are not fixed as | write, but should be around

six blank tapes . . .
You waould be wise to get the machine alone and pay £9 or E15 for a

CHEETAH 125 or Mach 1 joystick. Both have autofire, twin connectors —
for the Plus Two or any other machine — and are much more durable than
Amstrad's offering. |
standard stick and a

icularly liked the Mach 1, Alternatively, get a
us Two adaptor from CHEETAH OF FREL,

MANUAL

The riew manual is the best yet, though it Is a pity that it has been perfect
bound like a paper back, rather than spiral bound. It consists of about
200 monochrame pages, with a good index. Most of the material comes
form Stephen Vickers excellent orange manual for the ariginal Spectrum,
but Rupert Goodwins (from Sinclair and Ivar Spital {from Amstrad) have
added full details of the Spectrum 128's add-ons without spoiling the
overall style. There is lots of useful information about the 128 systermn and
the new conneators, although a few more examples would have come in
tr'nand.v. Qverall, though, it is a good reference guide and a helpful BASIG
utorial.

INSIDE INFO

After much bowing and scraping, | persuaded Amstrad to let me dig
around inside the machine — | also managed+to sneak a copy of the ROM
onto cassette, so I've got a pretty good idea how it all works. In essence,
the Plus Two is a tidied version of the 128: the same ULAs form the basis
of the system although they now sport heatsinks and Amstrad part num-
bers. The power
drive — it looks chunky enough to prevent overheating.

regulator heatsink is inside the box, around the tape

There's a power indicator light and a reset button but no on-off switch.

The edge-connector is recessed slightly more than previously, 50 you
should check that add-ons will fit properly — most will connect up with-
out problems, and Sinclair's own Interface One is said to be fully compat-
ible.

The Plus Two packs the 16K Interpreter and 16K Editor/RAM disk driver

into one 32K ROM chip. The BASIC code difters from that of the original

you forget to press STOP. v Spectrum in ten places. Most of the changes deal with the keypad and
Winding is very slow: it takes about a minute to rewind a C15 —50% | the paging mechanism for the Editor. As on the 128, 1K unused in the
slower than the drive on the CPC 464. The tape pinchwhesl is unusually | original ROM contains new code, this will screw up efficient programs

small and will need regular cleaning. Sadly, there's notape counter.

Asmall hole allows access to the Azimuth alignment screw, so it should
be possibie to correct problems caused by minor knocks. The drive is
held together with self-tapping screws, sa you will probably have to
replace the lot if anything serious goes wrong. There is no input for an
external tape recorder, so any fault on the built in drive will force you to
return the whole computer for repair,

that use Interrupt Mode 2 but most software houses are aware of this
problem and can code around it. The othet changes are localised and
should not cause any incompatibility — for instance the maching
announces that it is now ‘Copyright Amstrad’ rather than Sinclair
Research, and the SAVE message

asks you to "Press REC and PLAY’ .
All in-ail this is an attractive up-grade for anyone who already owns a

Spectrum. Unlike the 128, the Pius Two is here o stay.

CRASH October 1986 13
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“There s nothing remotely
Swiss about Llamas, but then
again there is nathing remotely
Swiss about Swiss Cottage in
North London, so it was probably
a logical place for the lig to launch
the HEwson/Jeff Minter marriage.

“Minter, you mumble, equals
Commie-unist. Quite right. And
what was | deing in such unsalubri-
ous circles, othar than watehing
the fleshy, white, wobbly bits of
overweight Holiday Inn-habitants
as they used the exercise bikes in
the pool next door ? Well, I'd heard
rumours that this was a likely
source of sweet satisfaction.

| quickly cornered the very
blonde and very beautiful Juiia
Coombs and quizzed her about
the Fizz Connection, but all she
would talk about was forthcoming
HEWSON releases.

One of these goes by the name
of City Slicker. It aliows you to
roam round all my favourite Lon-

_don haunts in search of the bomb
disposal kit that will stop a iatter
day Guy Fawkes blowing up the
Houses of Parliament — th
why you'd want to hinder a public
benefactor is beyond me!

“You can actually enfer some of

14 CRASH October 1986

HUNTERS ¢
MISSING .

the London landmarks, though the
Holsten Na 1, home of so man
great HEWsON faunches, is sadly
notamong them., Pity asa game of
grab-the-free-food-and-avoid-
the-drunken-hack could have
been most amusing!

“"The Swiss Caltage nosh was
great though, and the blue chease
and grape sandwiches wera pow-
erful snough to melt your socks (in
fact, socks is what they smelt likel)
but not powerful enough for me.
My systemn craved a greater stimul-
ant and, good ol HEWSON . .. my
pra;.rar was granted.

'As is usual on HEwsON ligs, all
of us hacks were handed our own
iitthe press packs containing a
plastic toy and something to
munch an during the long joume!;
backiotown. . .rather fike Santa

i

“Well, this  bah a Minter
extravaganza, we all got piastic
sheep or rams {cue RAM pack
wobble jokes). Then, as | dived
down to scrape the bottom of the
sack, what ather fitting souvenir
did | find? None other than the
required white powder, encased in
candy ﬂy;gg saucers that fasted
like expanded polystyrene. My joy

Amanda

te be when Hunter § isabout. . . .

was complete, | guzzied the lot
befora Baxer Street.”’

At this stage Minson's rambiings
become incomprehensible. Under
the influence of the deadly sher-
bert he dictated the following. |
have made no attempt to franslate
into anything resembling English.

“Right . . . get this. I'm going to
King's College in London, berk
No, Berk. BERKI!! Hero of & new
TV show; Trapdoor. Launching it all
today. I'man my way. "

is a break in the tape as
he steps into a taxi.)

“King's College. Great Hall of
some sort, full of cuddly toys and
kiddies® wellies, with a big TV
screen at one end and what do we
have here? Mandy! Hil™

(At this stage Mandy Keyho of
PIRANHA can be heard talking to an
unidentitiad companion.)

““Oh no! Look who it is. Yes, the
one we digitised . . . Welf, show
fim the game then.”

(Dialogue, mostly indistinct, as

| Minson examines the Trapdoor
| game.)

“Jeesus! This is great. Are you
getting all of this. This is the best
animation I've ever seen on the
Spectrum. This is brilliant, I just
can't believeit. ..

“Try to explain . . . make some
| sense of this, Laszlo , . . cut that
last bit . .. and that too . .. you
know what | mean. Right ... go
a%jn_ You have to control Berk, a
EIG sprite. BIIG! Make him folflow
the orders of the master Upstairs.
Things like getting some eyeball
crush.

'‘Eyeball erush. Reminds me. . .
I'm thirsty. See you later, Mandy.”

{#An audible sigh of relief.)

""Hey, Cookie. Gome here. Isn't

what's the food like?"'

Once again the tape bacomes
virtually incomprehensible, but
using  the latest scientific
technigues | managed to deduce

the following. The food was excel-

Barry, who looks rather like she would make a worthy com-
petitor in a Hunter § Minson eating competition,
newjobas ARIOLASOFT s Press Officer. Press

this going to be big. BIIGG! Hey,.

her teeth into her
Dangerouws thing

lent, in particular a walnut merin-
gue gateau. Minson and his com-
panion entered upon an eating
competition.

“Five pieces. |'ve npever seen
anything like it. They should call
you Trapdoor. .. "

Af this point the tape ran outand
so did Minson, into the traffic of
the Strand, totally deranged on a
deadly mix of meringue and thelin-
gering effects of sherbert.

And that has beenall, apart from
agarbled phone call at4.07am last
Tuasday.

""Hey, Laszio, youold crud. How
are ya? You'll never guess. Hawail.
Wild times, | can tefl you. Surférs
averywhere, And the waves. Wild

“‘But let me tell you. Somebody
just shipped me a capy of some
other Commie publication. ZZIF or
KKRAP or something. Have
seen it. HAVE YOU SEEN IT7? Take
a look then! Some squid called The
Shadow frigs to slag me off.

“‘No, of course I'm not going to
sue. | might do them physical
harm, but sue . . . na { | could
slag myself of better than that.
They've missed out on everything.
Been reduced to fabricating
storigs. It's pathetic!

““And  hiding behind that
pseudonym. Well, | knows that the
Shadow’s nose is justin front ofhis
THALAMUS, but | can keep the Lig-

on.

"“Laszlo, listen. Gotta go. Going
harpoon fishing. Caught a Califor-
nian kid on a surfboard yesterday.
Cooked him myseif. Had him for
dinner.”

Whether Minson was actually in
Hawaii remains unclear. However
it is expected that he will reappear
in time for that spectacle that
makes the decline of Rome look
like a vicarage tea party, the PCW
show!

Laszlo Sandow
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Fake up the challenge and ride the '.‘-..-.’;Ei::r'."

A

of death Vo lave twa things enfvour
side ~ fighi g speed and heavy
firepower — but ta Glast your way through
the 32 events on the space ri alerrdar
youll need cash, skiff and nerv f steel

will vours be the new name gn the trophy?

Another fantastic and visually Stunning
game-by-Andrew-Braybrook, author of 8
Paradrond and Uridium

FOR COMMODORE
CASSETTE £8.95
DISK £12.95




Producer: Vorte
Retail Price: misg
Author: Costa Panayi
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: with anticipation as am:!hef
mapije furry nasty, moving
\orp yis are amongst the

ortex has an enviable repu-

tation that spans virtually

the entire history of Spec-
trurm gaming, largely thanks to'the
programmer Costa Panayi {(An-
droid, Andgroid Il TLL, Cyclone,
Alien Highway and Highway
Encounter) whose preoccupation
with 3D representation has made
each game outstanding and usu-
ally innovative. Now he's turned his
talents to something completely
different with Revolution,

In this 3D game you contral a
versatile bouncing ball and the
idea is ta solve various puzzles on
each game level. The action takes
place. on huge platforms sus-
pended above bottomiess ravings.
Gaps of varying distance separate
each platform, some are small and
easily bounced over, while others
are vast and take a lot of bouncing
to get over. Being a bottomiess
raving, going over the edge always
ends in death for your ball. You
move around by sither bouncing

or rolling. If fer any reason the ball
becomes stationary then you can
get it bouncing again by using
extra super bounce. A red bar indi-
cator 15 provided to show the
height of bounce being achieved,
letting you estimate the amount of

rength needed to reach an objec-
tive.

But what about the puzzles?
They're all identical in concept and
consist of deactivating twa grey
boxes set a distance apart from
each other. Touching a box with
yaur ball turns it white and deacti-
vates it for a short length of time.
Next you must get your ball overto
the other grey box and turn this
white as well before the first block
turns grey ‘again in order to com-
plete each puzzie. All fine and
dandy. However, apart from the
extremely short deactivation time
limit, each puzzle contains various
nasties, someé animated some not.
Like all nasties, they're convinced
that what you're trying to do is
wrong and are all out te stop you.

The animated ones  scoot
around just above the ground at
great speed and any contact has
disastrous results — your ball may
be given a swift nudge, knocking it

L R

=3
EL
i

off course or even be sent over the
platform adge to its doom.
Despite thelr savagery, the
stationary perils are probably the
hardest to negotiate. Arrows on
the ground scoot your ball rapidly
towards the direction in which they
point, This either keeps you away
from the block you're aiming for, or
once a%ain sends you to your
death off the edge. Solid paiches
of grid act as super bouncing
plates and might fling you off the
side or sproing you in compietaly
the wrong direction again. The
furry nasties with their waving

flagella-like protrusion are:
instantly. lethal and if your ball
touches any of these then' a life is
lost.

Each level must be completed
before an automnatic lift transports
your sphere to a higher grade.
There are nine levels in total in the
game, each with progressively
more and harder puzzles. The pos-
ition of puzzies on a level is indi-
cated by red circles on & map;
shown on at the start of a level.
Buring play the-map screen canbe
accessed by pressing the M key.
Your starting position (which is
rarely the same) is also shown on
this map by a yellow rectangle.

Five lives are provided for each
game. When you lose one a new
ball is shunted out of dack and
automatically placed on the lift.
This carries the ball up to the cor-
rect level and it's then up to you to
control where it goes.

On higher levels the deactivation

:

I
8

0
a5t
E

i:

{H
it
o
i

|
i

f%
5

g
z%;
ig_
w8

LE
i

L

i

i

time limit gets shorter and thera is
an overall time limit to each game
shown by the descending green
bar at the bottom of the screen.
Bestde it sits the score chart show-
ing how many puzzles have been
completed. A set amount of points
is scored for each puzzle depend-
ing on its difficulty:

Just because you've managed
to complete the game once don't
think playing it through is a doddle
— sach time a new game starts
the puzzles and their positions are
redistributed -amongst the levels
randamiy!
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Producer: Elite
Retail Price: £7.95

n euTe's conversion of the

arcade game Papertboy it's up to

you, asan ail American skoolkid,
ta deliver the early morning news-
papers fighting against fantastic
odds. Negotiating your BMX bike
around what ssems to be a rather
unsavoury neighbourhood,
hazards have to be avoided — but
lots of points are waiting to ba won
for accurate lobbing of newspap-

s,

Certain households on gjur
round don't order the Daily Sun,
the paper which you are so dili-
gently trying to deliver. This is sad,
but you can get your own back on
these non-subscribers, Pedalling
through the diagonally scrolling
landscape, points can be col-
lected by bunging anewsprint mis-
sile th h a window on a house
with a dark door — the occupants
don’t take the Sun. Well-aimed
newspapers can result in broken
window panes, chopped up tomb
stones and ruffled dustbin lids,
too. Iif you're feeling particularly
vindictive then grannies can be
zapped out of their bath-chairs as
they take the morning air, boys can
be knocked off their s and
flowers flattened.

Households that order the
newspaper get special freatment
— their newspapers must be accu-
rately thrown so that t land in
the mail box. Two hundred and fifty

points are scored for each paper

hood this!

Author: Steve Lamb and Tnn@\nac

safely delivered. The papers in
your da!ivertglag are displayed on
a panel to the right of the screen,
and extra ammo can be collected
by cycling over the boxes of news-
print dotted around the pave-
ments.

But !her::n Fﬁog’ehtu%kibeing a
paperboy ust ng pap-
ers around the town. Careful cycl-
ing s called for to negotiate a vari-
ety of obstacles including
dustbins, fire hydrants and garden
ornaments. And then there's the
people. . . . old folk seem to walk
into your path deliberately; work-
men cant hear you because of
their ear-plugs, and have to be
avoided. Skateboarders can be
fairty lethal as they scoot around at
breakneck speed, and runaway
tyres and exploding bombs also
crop up from time to time. Contact
with the nasties results in a crash
and the loss of one of your five lives
— as in the original, a scrolling
message reminds you what a silly

have been

mlgac,h day of the week, the paper
round has to be attempted before
paperboy can go out to play onthe
BMX track at the end of town.
Bonus points can be collected for
hitting targets dotted around the
BMX course with a well-aimed

newspaper.

At the end of the day's work the
paper shop prepares a report on
progress. For every paper wrongly

Approaching the graveyard, a bomb explodes. Fortunately the
bundle of repircement pspers is unscethed. Nasty neighbour-

On the BMX track at the end of town. 250 points have just bean
awarded for a direct hit on a target, the paperbag is full and

there are ramps ahead . . .

delivered, a house cancels its
order and if too many of the houses
cancel it's the sack! However, on
subsequent rounds if all the pap-
ers are comectly delivered you win
back one customer, but the game
gets that little bit harder en sub-
sequent days. It really is mean on
these streets . . .

@ ' Paperboy is one of the
arcade games that just didn't
appeal to me. ELTE, as usual,
have done an excellent m of
corw'arﬁn? from the orig —
the game is quite pretty, and the
action is generally fast and furi-
ous. The graphics are
detailed, scroliing smartly in 3D,
and the characters are well ani-
mated. The colour is unfortu-
nately in boring old blue ‘n’'
black-o-vision a little bit of
magenta thrown to add a touch
of colour clash, The sound is
good, with lots of spot effects
and a couple of tunettes. | didn't
find this game as addictive or as
g:nayubla as it should have been,
it certainly is worth a look if

it in the
you enjoyed playing

@ '’ This game is well wicked. The
graphics are a bit of a wimp-out on
the part of ELITE, but the game has
a sirange amount of addictivity to
it. Though losing a lot in compari-

son to the original arcade version,
Paperboy offers a good deal in the
way of long term entertainment.
Things fike the racetrack and the
old grannies make the game all the
more fun to play, and the level of
frustration is just right. When a
drunkard comes wabbling down
the road and knocks you off your
bike, the urge to try again is still
there. not as good as the
Ghosts and Goblins and
Bombl‘]ack conversions, Paperboy
is still a pretty good game, and
worth the asking price, "

@ '"Although the game doesn’t
contain lots of different things to
do, Paperboy. like most of the ELiTe
games, is fiendishly addictive —
and once yo%'hw started there's no
stopping. e graphics are
ax‘lrama? well drawn, and despite
them all being very small, most of
themn are recognisable. | felt more
use could have been made of the
Spectrum colours. Control was
quite hard to get used to at first,
but after realising that you can’t
brake and turn at the same time,
things became quite fluent. The
prasentation is quite bare, apart
from the high-score table and the
very well drawn front page of the
Daily Sun. The sound was more
informative than good. I'm sure
that anyone buying Paperboy will
play it for hours — but come away
with the feeling ‘not much to
that!" ™

COMMENTS

Control keys: Q accelerate, A

brake, O left, P right, N throw paper

Mk: Kempston, Cursor, Inter-
-]

Keyboard play: fast and respon-

siva

Usa of colour: monochromatic,
for the most part, so as to avoid
clashes

Graphics: nice characters, with
fair scrolling

Sound: tunes, with the usual spot

effects

Skill levels: ong

Screens: scrolling township
General rating: Another slick,
playable conversion from eure




Can you meet the ultimate challenge?

NEW Specirum £9.95 tape

NEW Commodore 64 £9.95 tape, £12.95 disk
Amstrad CPC £9.95 tape, £14.95 disk
BBC/Electron  £9.95 tape, £12.95 disk

ﬁ%iEﬁqﬂ?ﬁj?? Purnell Book Centre, Paulton, Bristol BS18 5L.Q
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Fastchnslmasthanfretnﬂ

%msl Er’t“salbm very faithfully on
game with a
mﬁ?ﬁs and adaptations for the

computar. ;
Like the board game, the basic
idea is for players to travel around
the board answering questions
and trying to collect six wedges,

one for each subjact. instead of
throwing dice, when a player has a
gamﬂrabu&mmuathapmsasd
to release a dart which lands ina
numbered section of the screen.
The player can fhan move his or
her courter to the highlighted
space on the board. Once a
player's token lands on a square a
question is asked.

Vitell, the question isn't actually
askbdhytheoomputarbuhnstead
by a very cute litthe character cal-
Ed TF&TF du:_: ?_tiﬁaent caps

iepen an which subject
arssttar:gting Questio nsmaa.wcg
aub]eot can be straightforward

text, graphical or musical, and
when your choice is made, thelittle
master of ceremonies scampers
gﬁstnﬂwa&hnﬂwmﬂﬁms
guestion at anagree-
able little’ chap and is full of con-

gratulations if you answer cor-
mdhrmdﬁalofcammhamﬂ@nsrf
you don't, There's no typing in ta
do — shout out the answer before
the time limit expires and you are

asked whether you got the comect
answer or not. ng Y for yes or
Nﬁarnod&cmsthagmtuprog-

menu heads up the

m ﬂorfgtéﬂému laBmar
& names

whi Inhgavamsﬂxeordarﬁfmwn?\

game can be continued or re-

started. To make things just that bit

mora compaetitive you can alter the

amount of time available for
answering a question. The real star
of the show is TP, but he can be
senttaban:l!‘l ou want a bit of

ce and — after all his job
veryﬂﬂng'\bucmahomw
sound down if you're pla on
ﬁlsyingﬁatelntothen and
warit to keep the neig ursup.

_/ CRITICISM
| —

uﬁ;gn ; h there are lots of
g onsin bmgam.mn—
tually you will have attempted

them all. When this happens, a
new block of gquestions can be
loaded from the second cassette

m;:mkage_andﬂmereas-

in
settefuls of questions are prom-
ised.

The screen ut is admilw
to actual boardw W are
six sections, eash the
different question suhpecm'm\u
are Art andHLmaratma m
sursand inment. Atthetop
of the screen in the right hand
corner a chart shows how many

wedges each pls has won.
When a set of six hasbeen
coﬁecmdthaalrnlstatrytagmto

the centre of the board and com-
plete the game by winning,

Asin wabcardgg';nq’e am
an compete a

when the counter has been landed
mnﬂsaf subject headquar-
ters th schoolroom TP asks
YG tions. A clock shows you

hon o b s

laﬂtuamwerthe current guestion.

One feature on the computer
game that isn'tprssaminthstab-
letop version is the score board
which keeps track of each player's
performance and can be con-
sulted at anv stage !
everything's going and who's cur-
rently in the lead.

Now, which sport was itinwhich
there was an outcry when skirts
were raised. .. . 7
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Nichibutsu

"SPECTRUM

COMMODORE &

AMSTRAD

| 'Nldllhutsu’s arcade hot-shot on
- your home computer now!
If you havn't already played it in the
arcades then you're in for a real surprise
—if you have then you'll be going Mag
Max to load it info your micro.

Mag Max could be a mean machine if
you've got what it takes fo put him
together. Build him up and his fire-power

increases — you'll need it! — beliey




Producer: Macsen
Retail Price: £8.95
Author: Armand Jammot

re you a whizz with words,

nifty with numbers, a giddy

gamester of the computer
kind?. Then perhaps this game i3
just up your street, especially if
you're a fan of the Yorkshire TV
version. A game for one or two
people, Countdowr {or
Onwuontcdif you're an avid anag-
rammer} is a jumbily jaunt through
vowels, consonants and knotty
numbers.

There are nine rounds in this
game, the first three of which
involve unravelling an amagram.
The idea of these is to get the best
word pessible from a selection of
ning letters. By pressing the Car V
key a player can choose a conson-
ant or a vowel, then there are 30
seconds — the Countdown — to
make a word using some or all of
the lettars. A green bar along the
bottom of the screen which gradu-
alfy shrinks as time passes, tuming
red when it ngars the end. Below
the anagram, the computer gives
variations so that alternative com-
binations of the letters are
revealed.

Mistakes may be deleted up to
the [ast moment, and words
enterad are checked against the
computer's own  dictionary.
Should the word entered not be in
the dictionary, it must be verified
by ‘The Guardian of the Dictio-
nary" — someone who has baen
appointed by the player or players
to check the accuracy of words.
The word can then be accepted or
rejected simply by pressing the Y
or M key. If the computer can make
up a longer word, it is given at the
bottom of the screen at the end of
the game. The cumulative scoreis
indicated in the left-hand corner of
the screen.

Having won the'word gamas, it's
time to test numerical skills in the
Numbers round. The player
chopses six numbers from four
rows,; the first of which contains
numbers between 25 and 100 of
which up to four may be chosen,
or none at all. Rows two, three-and
four contain numbers of a value
less than 10, Having chosen these,
six numbers are displayed in a row
of boxes at the top of the screen.
Then it's time for Cecil to do his
work — Cecilis the unseen spinner
who produces a random number
of up to three digits to the left of
the screen. It is then your task,
withir the 30 seconds available, to
abtain thig number (or the nearest
you can get) by adding, subtract-
ing, multiplying or dividing the six
numbaers, at the top: Fortunatety,
you don't have to use all the num-
bers. When time is up, the player
has to enter the calculations. [fyou
can't get close enough, Cecil dis-
plays a perfect answer just to
show you how gasy it really was.

Foliowing this, there are three
more word rounds followed by a

numbers round. The climax of the
ame comes with the Countdown
onundrum in which there are 30
seconds to unscramble yet
another anagram.
So, pit your wils against the
computer or take on a friend oris it
drienf . . .or maybe enfrid . . .

@' The TV programme is a very
good, audience-involving show,
but although it looks like an idea
you could translate to the com-
puter it lacks that certain some-
ter:?that makes you want to get
it the shelf and spend a long
time playini it. Countdown
should only be played against
another person as this is the
only really competitive part of
the game. | found myself stuck
on long words in the
Countdown, but easily getting
the ten points available for
obtaining the correct formula to
form Cecil's random number. A
skill ievel option is sadly needed
..+ Countdown will appeal to a
limited few who like a fun game
for parties, but | reckon it'll
prove a little expensive for the
average Countdown watcher. ™

@' Countdown is quite good as a
words and numbers game, but
there are no frills, and very féw
thrills. The theme tune rendition is
absolute BASIC rubbish, and
other than boxes to highlight let-
ters, | didn’t notice any graphics,
which could have brightened up
the rather drab screen display. |
got very little entertainment from
it, and even If you rea fan of the TV
series, | doubt if this would appeal
to you much. I'm a little surprised
that Channel 4 are giving the rights
to such a game as this, because
although it impersonates some of
the series' features quite well, |
think. that this game would deter
me from watching the TV.show. "'

@1 used to watch the prog-
ramme on the telly a couple of
years ago, and 'msarry to say that
this does the show no justice
whatsoever, The original's spirit
has been lost along the way
through the very slow play that
makes it exiremely monotonous.
There are no graphics to speak of
and the sound effects are
inadequate — nice tune though. If
you like the TV series and are a bit
masochistic you'll probably get
along quite nicely, but in general
I'd stay well clear of it, "

Control keys: whole keyboard
Joystick: none needed

Keyboard play: very slow input

Use of colour: below average

Graphics:; hardly any at all

Sound: some weak spot effects

and a passable rendition of the

theme tune

Skill levels: one

Screens: three: the anagram

%ame; the numbers game and the
ountdown Conundrum

General rating: Definitely not the

best of TV conversions

Use of computer 40%
Graphics 33%
Gqﬂhg started 49%
Addictive qualities  30%
Value for money gggz

CAPTAIN SLOG

Producer: Alpha Omega
Retail Price: £1.99
Author: David Walton

{ueprints and Captains seem

to be the theme this month:

there's Captain Burt and
now Captain Slog — similar jobs
too. Slog supervisas the construc-
tion of spacecraft on his assembly
line deep in space, It's the same
thing week in week out. No wonder
he's a bit bored, However, the sol-
ution to his tedium is not quite
what he expected — suddenly, the
robot controlled space ship seems
to take on & life of its own. The
robots throw down their tools and
decide that enough is enough and
they're going to rebel against their
human oppressars. In the midst of
this chaos is Captain Slog. And
he's not happy at all. But before he
can get away and abandon his
Sspace craft, he has to find nine
biueprints which will enable him to
fix the transporter. This is not an
easy task, however, because the
robots are out to get him. Although
they can't shoot at our hero, they
gradually sap away his vital life
Energy.

Apart from the irritating and
potentially lethal robots who roam
ground, the complex itself seems
to have taken on a sinister person-
ality of its own. Barriers of varying
colours stop Slog from getting into
different locations where the all
important blueprints may be hid-
den. These barriers can be
removed, however, by collecting
the barrier key in the relevant col-
our, Other useful objects can be
gathered along the way — extra

energy may be picked up in the
form of miniature spacemen.
Bonus peints can alsc be col-
lected, but bewarsl Some
artefacts sap the Captain's energy
when they are in his pockets,

The troublesome robots can be
axterminated by a quick blast of
laser fire and points are scored for
avery robotic nuisance who is sent
to that great scrapyard in the sky.
Howevar, once a screen has been
cleared of robots and is re-visited,
hey-presto, the nasties have been
reincarnated!

Captain Slog moves around the
multi-roomed star ship by way of
his jet pack which transports him
nicely upwards and downwards
and hepefully eut of the way of the
patroliing rebots. With the aid of a
map you canfind your way around
the ship but the brave Captain can
only consult it when the map icon
is lit up at the top of the screen.

Once a game s finished, a score
screen shows just what percen-
tage of the game you have com-
pleted based on the numbear of
blueprints ‘that have been cal-
lected, The chart also shows how
many of the meddlesome robots
have been killed off. Thera is a tima
limit to the game and ebviousty the
quicker it's completed the higher
your score is,

@' | didn't expect much from
Gaptain Slog. | didn’t get much

ther. The game is awful. The
characters move about like




AL .

idiots, and the whole game plays
like a five year old's first attempt
at BASIC programming. The
Captain has been swiped from
Project Future, and though the
game has some nice ideas, the
finished product is something
that isn’t even worth a half of the
cash asked for it. Captain Slog is
the sort of game that really gets
up my nose. "

@' Captain Slog resembies a
game that was around a year or
two ago called Project Future
Unfartunately, this one is not half
as good or halfas playable, it plays
quite siowly so it isn’t very exciting
or compelling. Graphically, things
aren't much fun either; the
backgrounds are drab and the
characters undetailed. The sound,
on the other hand, is very good;
there are a couple of tunes on the
title sereen and a selection of spot
effects during the game. Gener-
ally, this one will probably keep
you Interested for a wet afterncon
or sa and for the price you can't
really complain. "'

@' Grrr! They were good when
they first came out but can't the
budgét software companies take
the phrase ‘arcade/ adventure'
out of their programming vocabul-

are the same, all consisting of
small, uselass graphics. The colli-
sion detection on a range from 110
100 would get 0. The sound is of
the basic beepy type and none of
this helps in a game that cannot be
played progressively — you either
solve it in the first session of play
or you find it so impossible that it
goes into some dark dingy cup-
board and Sou never see it again.
Harsh words, you may think, But
it's time the software companies
grew up to the fact that the
software scene is changing.
Nearly every arcadefadventure
budget game is the same. Captain
Siog is all of the above and less. |
just feel sorry for the people that
don't read CRASH. They are the
people that buy these awful games
and encourage the budget
software companies to publish
more. End of complaint!

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

Keyboard play: slow

Use of colour: drab

Graphics: small and undetailed
Sound: above average

Skill levels: one

Screens: over 100

General rating: Simply awful

eview3

ary. Most of these budget games

Use of computer 48%
Graphics %
Value for money 34%

24 CRASH October1986

1942

Producer: Elite
Retail Price: £7.95
Author: Dominic Wood

he Second Werld War is hot-

ting up between the wartorn

countries. Out in the pacific
sporadic dog fights between the
warring factions rage up in the
skigs, enemy forces are seri-
ously building up their airborne
craft and it's up to you to try and
limit their numbers before they
obliterate the goodies for good.
Yup, ELITE have turned their talents
to converting 1942, a very early
Capcom game.

You are taken into enemy Zones
on the deck of an aircraft carrier.
When the situation becomes too
dangerous for the carrier to go any
further into hostile waters it's time
to fly up into the skies to meet the
enemy. As usual they appear 1o
outnumber you grossly,

The enemy are pretty mean
shooters and do their best to blast
heroic pilots right out of the air.
However, if this wasn't enough,
those dastardly baddies are so
committed to their cause that
they've turned into Kamakazis and
will' willingly sacrifice their own
lives . . . They set acollision course
and if they meet up with you in
those lonely skies then it's cur-
tains, and into the drink. One more
life is lost froma dwindling supply.

Fortunately, ammunition s not
in short supply — it's seemingly
endiess, Firepower can be souped
up by collecting POWer points that

pear at random on screen.
Just as well, as the aim of the game
is to fly over enemy islands and
stretches of sea shooting anything
that appears in your path. The
enemy are quite sneaky and
sometimes appear from the rear
and often follow quite random
paths of flight so you never know
where they're going io pop up
naxt.

When each level is completed,
return to the aircraft carrier and
you are transported to the start of
the next level where the fun starts
again — and there are thirty two
levels to fight through. There is
also a two player option in the
game S0 you can cormpete against
someone else, and see who wins
superiority in the skies first,

Apart from being able to move
the plane backwards forwards and
from side to side on the screen,

i

o E 2

.
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Neaaow Dakka Dakka Boom! Fig
endless waves of enemy aircraft
rid the skies of the Bad Guys

you can also perform rolls which
come in handy in tight spots. Pick-
ing up a white object in the air has
a smart bomb effect, and abliter-
ates all the enemy planes on the
screen. Another chance to be a
hero of the skies comes your way

@ ° After the brigade of great
arcade conversions, | expected
a little more from the father
company of classics like
Bombjack, but it seems that they
have let their standards slip a lit-
tle. Paperboy maybe wasn't
quite as good as it could have
been, but 1942 is definitely lack-
ing. The graphics aren't amaz-
ingly good, but the game is aver-
agely playable and addictive. |
probably wouldn’t go out and
buy 1942, because all it is is a
fancified shoot ‘em up. i you're
really amazingly into “blast the
enemy until they are nothing but
a clutter of misplaced pixels
games,’ then there’s a fair
chance that this game will
appeal to you, though it doesn’t
exactly grab me. But then there
wasn’t that much to the arcade
original in the first place ... "

® “This game didnt really
impress me in the arcades, so |
wasn't that interested when 1942
poked its head around the office
door. I'm sorry to say that s seems
to have last a lot of its addictive
qualities and playability in the con-
version to the Spactrum. The vari-
ous characters used are not

g ﬁ’
itk

=

ing your way through the
th a mission to survive and

detailed so they look a little on the
shoddy side and the use of colour
is suspect. The sound is a big dis-
appointment as there are no tunes
and only a few effects. Generally, |
am a shoot em up fan, but this one
doesn't really appeal to me as it
simply isn't fun to play.

@ ' This must be one of the worst
games to come out of the EUTE
offices in yonks. 7842 contains
extremely basic graphics-and col-
our that is used very unimagina-
tivety, The seund is not too excit-
ing, and does more to get on your
nerves than compliment the game.
The presentation of the game is
the usual BUTE stuff, consisting of
all the options and anice little high-
score table. | can't say that I've
seen the arcade game, but if this is
all that it contains then I'm not
looking forward to it. The game is
not very responsive and the colli-
sion detection is appalling. | also
noticed that planes can often fire
at you even if they're in their own
explosion. 1942 has none of the
addictivenass that all the recent
ELITE games contain and they have
tarnished their good name with
this releasa. "'

Control keys: redefinable direc-
tions, 0-4 to Roll

Joystick: Kempston, Cursor,
Interface 2

Keyboard play: responsive
Eno

Use of colour: lots of colour,
resulting in terrible clashes
Graphics: small, but fairly detailed
Sound: fots of ¢licking sound
effects

Skill levels: one

Screens: 32 scroliing play areas

General rating: A reasonable
conversion of a game that wasn't
very good to start with
Use of computer 70%
Graphics 3@
Getting ) started 68%
i ctive qualities  61%
Value for money 64%




HOWTO GET YOUR
WEEN SPECTRUM REPAIRED FOR ONLY £19.95
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+ While you wait service including * Flve top games worth E33.00 for you to
computer spare parts over the counter.

+ All computers fully overhauled andfully  * Werepair Commodore 64's, Vic 20's,
tested before return. Commodore 16's and Plus 4's.

* Fullyinsuredfor the return journey, * The most up to date test equipment

« Fixedlow price of £19.95 Including post, developed by us to fully test and find ail
packing and VAT, (NOt a3 berween price faults within your computer,
of really up to £30.00 which some of our * Keyboard repairs, Spectrum rubber key
Ccompetitors are guoting) boards only £8.95.

= Discounts for schoolsand colfeges. * Imonthwritten guarantee on all repairs,

ARE YOU ANOTHER CUSTOMER - fed up
waiting weeks for your estimate?

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 cur new fully

equipped 2,500 square foot workshop, with all the latest test equipment available. You
are.more than welcome.

Wewill repair your computer while you wait and help you with any of your technical problems.
Commedore 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, nota between price like some

don't [ust repair the fault and send your computer back, wWe glve your computer a--

OVERHAUL WITH EVERY REPAIR WE DO:-

and packing. No hidden extras whatsoever, We don't have to boast too much about our

service. Afirstclass reputation for speed andaccuracy. Don'tforget, 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.

SPARES FROM OUR D.LY. SECTION

BEST PRICES ! |—{ Tran:
ORDERg

other Repair Companies offer. We don't shock you with repair bills £30.00 upwards, wel &

We correct Colour, Sound, Keyboard, Check the loading and saving chip, Put new feet on
the base if required, Checkfor full memory, Check all sockets Including ear/mike andreplace | Jntckanianie s sepsrate iomE10.95,  OF computer £9.95

where needed, All for an Inclusive price of £19.95 Including VAT, all parts, insurance an post
SEervice as we have thousands of customers from all over the world highly delighted with our S

PURCHASE THE SPARES FOR YOUR

COMPUTERS FROM US. THE ONLY MAIL ORDER ,,,ﬁégjos ;
E COMPANY SELLING SPECTRUM SPARES. &t S

Same day despatch service on receipt of orders.
You can order by Access card or call at our Reception

enjoy and play with every Spectrum repair.

56 Way

ribbon cabile to
extend your ports for
your peripherals

£10.95

plus £1.50p & p

RUBBER MaT - et
E6.50 piusersop s,

REPLACEMENT
OWER SUPPLY

VSPECIAL OF FER!

_r,u”nsnn: u!apanmr\emstﬁum =
ﬂl’mt“n?:ﬂ FEW?‘#TE:EEN.‘?S " sﬂwum Wome“t
purchased togethes. Spacial offer | POWET transformer
.—Juﬂl\iﬁ‘lﬁi_%rrmnlr\q pép suitable for ali makes

plus Interface aatlabee 35 TeDaratn (tem PlusE150p&Ep
E9.00 otusst 500k p

%\ spectrum keyboard
membranes

E5.50pluse150p & p

SPECTRUM SPARES COMMODORE SPARES
igggé::#i ; ﬁ.ﬁ 6526 CLA 25.00
6510 Processor 23.00
Sl 28 | esm1-siacnip 2300
D Y PowerSupply Transformers 995 06114~ House Keeper 25.00
sla [ ] ULA GO0 3 1650 | 301225-Graphic Rom 23.00
;IL:Llrm phis £1.50 Podt ana Wcu-nsnsu 91226~ Basic Rom 2300
16, &
CORNER | &cuamemsrane e
SpELErUm 550 x
We reigret we cannot E;!J'p'noard membrane g;ﬁj:rasmu;;]r:emor\f 300
show all the component ectrum Plus memborane 12,90 ;
avaliagre_t JE f?gi&- usa 3 Metal Tempiates 550 | Transformers 29.00
calland we can quote you | Seydoirdiats 3t M gur prices nclure VAT byt ieaseado
¢ . E Y ed O O COver pos
%ﬁi;'}%ﬁgggg&.uﬁ.”ve” service Manua EX0.00 Racking 303 handling charges
VIDEOVAULT HEALTH WARNING!I

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

140 High St West, Glossop. Derbyshire, England
Telephone: Glessop (STD 04574) 66555/67761

Spectrum Plus spare
keyboard membranes

E12.90 pluse1.50 p&p
ZX 81 membranes
E5.00 pluse1.50p&p

Ccommodore
replacement pow

er
transformer £29.00
pluse1.50p&p
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RUGBY MANAGER

Producer: Artic
Retail Price: £2.99
Author: J Wilson

he aim of this game is to win
promiotion to the first divi-
sion no mean feat.
There's plenty of compstition, so
you have to be on your toas. Hav-
ing chosen a club to e, a
breakdown of your squad is given,
with a numerical assessment of
the skill and ability of the players,
To start the match, the cursor is
maoved to the matchstick icon on

el
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SOUAD 14 PLAYING 13

the main menu and then you sim-
ply watch your team perform, At
the ‘end, the final score is given,
with details of attendance, gate
receipts, players' wages, and loan
interest. This is followed by match
results for the whole division, and
the current league table.

. By moosin% the pound si
icon you can find out about l%
club’s financial situation. Loans
can be used to buy aplayerto build
up your squad. transfer list is
br-aufght up by choosing the
and form icon. This gives details of
the player for sale: his skill and
energy rating, the sellers, his cur-
rent value, and whether other

R TG o 13

i

= fi

fat

clubs are interested. Alternatively,
you might want to give a player the
old heave-ho, in which case, you
choose the booticon on the menu.

The season is long and hard,
and only the most determined
manager can hope for promotion.
Only you, as rugby manager, can
discover if you've got what it takes.

@ aanic should have stuck with
their all-action International
Rugby (Union) and not tried (for-
ghre the puni) :I.}h go into the

League a very poor
copy of Football Manager. The

ntation of R Manager
g a cursor
for options — but the game itself
is very poorly structured. The
actual match is badly done, with
the same three defenders
against one attacker on every
attempt. "

® ' Thers is nothing in this one
that Is mildly interesting and | cer-
tainly coulan't play it for longer
than one game. The graphics are
well below average, the characters
are small and undetailed, and the
use of colour is so bad that you
can hardly make out the other
team from the pitch. The sound is
pitiful — if you are lucky you may
hear a beep or two during the
course of the match. | didn't feal |
was actually participating. "

@ " Rugby Manager is nothing
more than a joke. The graphics are
abysmal, the sound non-axistent
and the whole game very boring
indeed. The cursor is the best bit
because icons, strategy, enter-
tainment value and all the usual
stuff are just not there. Even at the
price, it's awful value for money,
grld it's not in the least bit addic-

- T

Control keys: Q up, A down, O

4
g

left, P right
Joystick: Kempston, Sinclair
Keyboard play: responsive
Use of colour: bad clashes onthe
match scrssrr‘:ad
Graphics: unadventurous
Sound: virtually non-existent
Skill levels: one
osbion gl SO
nera B av
Rugby fans i
Use of computer 34%
Graphics 27%
Playability 26%
started 36%
tive qualities 27%
Vaiue for money 37%
31%




THE GREATEST
SHOW ON EARTH

Producer: Central
Solutions

Retail Price: £0.99
Author: Barry Jones

he show is about to begin

.. . but wait! Something terr-

ble has happened. All the
stars have been struck down with
the dreaded lurgie. There's only
ane thing to do — you'll have ta
stand in for them.

Enter the ring as Tightrope Ted.
Balanced on a uni- , brave the
I-H'ghkwir?I and its perils. Than, a
quick change in the dress
room, and emerge as Sidney tir!:g
Strong Man. Are you a wimp, or
can you manage to pull a 100 ton
truck? Succeed at this and

assume the guise of Marvo the
Mindreader — unscramble an
anagram and type in the correct
answer.) Enter next as Co-Co, the
Knife-Thrower. Try to score over

u don't
I Next,

ten points but make sure
stab him in the bread bas
risk life and limb by taking the
place of Charlie the Human Can-
nonball, Make sure he lands in the
net or there'll be a nasty splat on
the sawdust. Yuld

Providing you last this long, all
that remains is to dazzle the audi-
ence with your final act! Wonder
what that can ba?

worth playing for. The different
screens are all basically very
bor'iryg. L

@® " This game, even for budget
software, is below standard,

graphics are sloppy, single charac-
tar blocks or large unanimated
figures. The backgrounds, whers
f are any, are dull and unin-
teresting. The sound is poor —
only a few spot effects here and
there — and it is irtating as well
because you can't turn off the

screeching effects on the title |

screen. There is not enough in this
to entertain me for more than five
minutes.

@ “ Hardly what | would call the
Greatest Show on Earth, despite
the title. The colour schemes are
terrible, the characters very basic,
and the game generally lacks
polish — but the idea is a good
one. Although | would much rather
have a better, and consequently
more expensive game, TGSOEis a
simply a cheap bit of fun. "

Control keys: varies from screen
to screen
Joystick: keyboard only
Keyboard :I)s‘ly- responsive
Use of colour: fairly colourful
grapl-:caé:co basic b

ound: not very good at all
Skill levels: cne
Screens: six
General rating: An interesting
idea but lacks finesse

Use of computer N %
Graphics 28%
Playability 33%
Getting started 49%
Mdiﬁvo ive qualities  32%
Value for money 41%
Overall 3%

el e et e S s e T L
Ry .

SPECTRUM TAPE and DRIVE TRANSFER UTILITIES

TUS - ESSENTIAL for ALL Spectrum owners - our tape utility for backup and drive

EONVErsion.

" Simpla operation for fast loaders — accurate aven if over 48k. (fone and baud rate
measirer)

® Integrated header reader, manages headerless blocks.

* Denls with elicky loadérs — converts COMPLETELY tonermal for tape load (plus easy
drive transfer with TP2).

-PLUS MANY OTHER FEATURES — A UNIGUE PRODUCT!

COST only £6.99 on taps or £7.89 on m/drive cart.

TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANSFER

Package of programs INCLUDING TUB, other utilities, allows drive transfer of
many programs.

2 ails given on transler af 40 programs.

* Manages virtually all clicky leaders. Bytes chopper/splitter, headar reader, eic.
State nams of drive system s%em'ﬂrlve. Opus cisc, mxg

ONLY £11.98 on tape OR £12.98'on m/drive cart, INFORMATION SHEETS £1 sach) up
o No. 18 avallable) includes many top 20 hits — SAE for list,

MICROTRANS - M/drive utility

Two programs - a must for il midrive'owners. Fast and EASY DRIVE to DRIVE back-up,
TAPE T0 DRIVE (inc tizadariass) - doea NOT GONVERT PROGRAMS, Multipls erase
program [inc true cat, printer autput) etc, stc.
Oaﬁt&ﬁ)m tape, £4.50 on cartridge
OVERSEAS: add £ Europe, £2 athers for sach, UPDATE SERVICE - SAE for details,

CARRY OUR MONEY BACK GUARANTEE [not updates)
LEAM, DEPT CR, 11 BEACONSFIELD CLOSE, WHITLEY BAY, TYNE AND WEAR

=
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COBRA

STRIKE FORCE

Producer: Piranha
Retail Price: £9.95

ped with- a DLB, a digital lock
breaker, which can help crack the
combination that gives access to

Author: Five Ways Software| the main computer. The more of

he World is in mortal danger

from a evil genius known

only as The Enemy. He has
hacked in to the world's defence
computers and is now threatening
to unleash the world's nuclear
weapons and destroy everything
and @ ody unless his
demands are met.

The Enemy has kidnapped top
computer boffins, and holds them
hostage in his four-level head-
guarters complex. Each of the sci-
entists knows one. digit from the
secret code which opens the entr-
ance to the fortress’s main com-
puter room. If someone was
courageous enough to penetrate
the complex and destroy the com-
puter, then the The Enemy's plans
wiould be thwarted . . .

The Powers that Be decide to
fight back, and a force of top com-
mando fighters is assembled,
code named COBRA. Eight com-
mandos are in the team and your
first task is to select a quartet to
undertake the mission. As the
Strike Force enters the fortress the
alert is sounded and The Enemy’s
deadly computer program starts
running: the countdown ta oblivion
has begun!. . .

The aim is to explore each level
of the complex, working as ateam,
and locate the computer scientists
held ~prisoner. Pressing the
appropriate number changes the
team member under the player's
control. Each commando s equip-

the code you have in your posses-
sion the guicker the DLB can break
the combination. At least six digits
are needed to give a realistic time
scale, and whenaver a commando
finds a scientist, another digit is
collectad.

The scenery scrolis in 3D as your
agile commandos leap, roll and
walk along the corridors. Windows
can be leapt through and some
doors can be kicked down, while
others are operated by switches,
like the inter-level lifts. Switches
are marked with a D (Doors) and L
{lifts) and are often some distance
from the door or lift they activate
— teamwork is called for,

Guards and droids patrol the
comidors and rooms, and need to
be avoided or taken out with a
quick burst of machine gun fire or
the lob of a grenade. Some rooms
contain fiendish auto defence sys-
tems, such as mobile lasers and
electro-blocks, and puzzie-solv-
ing skills are needed te get through

safely.

Details of the digits already col-
lected and the status of each
member of the team are given on-
screen together with the number
of the commando currently con-
trolled and the time left before
oblivion. Extratime can be won
disabling remate computer termi-
nals, and first aid kits can be useto
build up tha strength of wounded
fighters.

Good luck prospective agents,
you'll need it!

Cameron selects Kawailski to help him with his mission. Can
you spot John Minson in the line up? He was digitised along
with other eminent people — there's a comp this issue if you
reckon you know which commando is Minson . . .
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Your commando kicks in a door to get away from that nasty
looking dalek creature behind him

@ “ It's not often that | play a
single game all afternoon, but |
just couldn’t pull the plug on
Strike Force Cobra. | found the
gameplay very complicated at
first, but after a while it all
became very clear. Controlling
your commandos is a little on
the tricky side to start off with
but it soon becomes fairly easy.
The graphics are detailed
although they are notas clearas
they could be. The characters
are nicely animated and full of
detail. The sound is a bit of a dis-
appointment as there are no
tunes and only a couple of spot
effects. | enjoyed playing this
game as it is very original and
compelling. "

@ " Stike Force Cobra is an
extremely complex game that
takes a lot of time to get into. If's
very well sented with lots. of
pretty graphics, and a screen that
contains quite a lot of colour —
without any colour clashes. The 3-
o eﬂhcf:f are very good and give &
feei distance and perspec-
mﬂe,rgram are lots of touches that
bring the intended atmosphere 1o
life — kicking doors and jumping
through windows adds fo the
flavour of the expedition. | was a
bit disappointed to see that the
game suffered from locking up on
you when there was a bit of activity
on the screen, orwhen it was trying
to make a few feeble sound

— this made the game very awk-
ward to play. | think that Strike
Force Cobra has a very promising
game In it somewhere — but
whether you'll get to find it fs
another matter! ™

@ ' The very first time | played

Strike Force Cobra, | didn't rate it
all that much, but perseverance
has really opened my eyes to &
good strategy arcade game. The
PiraNHA label is obviously gong to
be one 1o be reckoned with, First,
they launch a quality fun game like
Trapdoor, and then a good
strat shoot-blast-bash ‘em up
like this. Strike Force Cobra, |
think, isn'ta game that youseaina
shop and say 'gorra get a copy of
this like soon’, but if you buy it, |
think it's a pretty likely bet that
you'll play it for a good while, and
enjoyit.

Control im%s: up/feftE, R. T;
downv/right D, F, G; up/right¥, U, I}
downfeft H, J, K:jump W, 0, 5, L;
dive Q, P, A, ENTER; shoot gun V,
B: throw grenade CAPS SHIFT,
SPACE; crouch C, N; stand X, M;
kick Z, SYM SHIFT

Joystick: Kempston, Interface 2
Keyboard play: needs practice,
but responsive

Use of colour: neat

Graphics: good animations, tidy
3D effect

Sound: spot effects

Skill levels: one

Screens: scrolling play area
General rating: Complicated, and
tricky to getinto but well worth the
effort

Use of computer 84%
: 87%
Playability 81%
. started 75%
Addicti a 849%
Value for money 81%
Overall 83%




Based on Judo, UCHI-MATA, is probably . Brian Jacks received his black belt,

L ¢
“£02% the most advanced and challenging Mt b i
martial arts simulation to date. Having won the British
- TR - = : Championship eleven times, the
All the skills ‘'n’ spills — without the bruises!!! i Open Championshg five times, the
¥ Eurapesn Chmpimshtp four ;
Commodore 64/198 Cassette £9.95  Amstrad 464/664/6198 mfj':ea:;{’mmz;ﬁ”
Disc £12.95 Cassette £9.95 Disc£13.95 3
Spectrum 48198  Cassette £8.95 MEX Cassette £9.95 = ;ﬁalmgst eLonentof Jutlo
Technical consuitant, Brian Jacks, P
completing a successiul UCHS
MATA, one of the many exciting
throws incorporated in the game

Martech is the registered trade mark of Software Communications Limited,
n ‘ cc martéch House, Bay Terrace, Pevensey Bay, East Sussex BNG4 GEE
TRADE ENQUIRIES WELCOME. PHOME: (0323) 768456 TELEX: B78373 Martec G
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GEN 19 is the most sophisticated
combat droid ever built (since
Maggie Thatcher!) Now you must
use it to repair the completely
berserko computer, TUJAD —
before it destroys you! user
friendly eh? We think not!

AMSTRAD 464/664/6128: Cass £9.85
Disk £14.95

SPECTRUM 48/128K: Cass £8.95

™~

--h’""‘-\-—..-

G Y

Aaaghh! Where am i? What’s my
name? | have been transported
back to the world of King Arthur
and Camelot. Land sakes! | now
have to fight my way through
forest, lake and caves (phew!) to
Camelot Castle where | can find
the key to the whole mystery!
Tempting eh folks? It’s coming,
so keep up the paper round!

%G

AMSTRAD 464/664/6128; Cass £9.95
Disk £14.95

SPECTRUM 48/128K: Cass £8.85
»f-'-‘_:'a‘.‘-"" -“-n._.

AVAILASLE FROMALL GOOD SOFTWARE RETAILERS = [FITS NOT THERE. PLEASE DRDER 1T~ ORIN THECASE OF DIFFICULTY SEND ¥ OUR-.CROSSED CHEQUE P.O. MADE QUTTO
ARIQLASTOFT UK, LTD,, INCLUDING YOUR OWNNAME AND ADDRESS, TO ARIGLASOFT. P.O. BOX 467, LONDOR NW 1 ZND

—Trownb~O—




_E%;‘&ic

w3

NEXOR

Producer: Design Design
Retail Price; £7.95

hhihrr, once again Earth is

being threatened by nas-

ties from outer space. This
tima however the situation is far
from tirmid.

The interstellar battle between
Andromedan forces and good o'
Mother Earth has reached its
climax. For rs the war has
raged throughout the universe in

etween asons of stalemate.
Earth's commanders have
decided to put an end to the con-
flict once and for all by attacking
the. crucial Andromedan lifeline,
the Hyperspace route between
Andromeda and Crion. Because it
provides them with essential
supplies without which they would
be unable to continue the war,
annihilation of this route would be
disastrous for the Andromedans,
Ashrawd move on Earth's part you
must admit. However, in order to
accomplisn this daring attack
Earth has had to devise a totally
new sort of Super Weapon code
named Nexor after the planet
which was used to house its
development. It is very secret
indeed.

After manrmfeasiblﬁty studies
and an awful lot of planning Nexor
eventually reaches committee
stage. A date is set and all the
Nexor Big Cheese staff potter
down to Earthfora Io’n? and boring
conference over lots of cups of tea,
Mexor however, leftin the hands of
the minion workers, becomes a
prime target for a counter attack
by the Andromedans (not so secret
after all). The dastardly enemy
launch a huge attack on the
unguarded planet, hell bent on
seizing the Nexor plans. The attack
rasults in carnage, and all the

=

Author: Graham Stafford, with graphics by David Fish

workers bar one are killed, This
sole survivor of the Andromedan
attack realises there is only one
thing left to do. He must somehow
locate the ten modules (scattered
around the Nexor complex faor
regsons of security) that make up
the Super Weapon and transport
them down the Matter Transfer-
ence beam to the nearest Earth
spaceship along with the all impor-
tant blueprints.

This is problem encugh, what
with the complex gradually being
invaded by Andromedan combat
droids. But the sole survivor has
another problem. The Matter
Transference Beam has been dam-
aged during the fighting and must
be fixed before anything can be
beamed to safety. Naturally there
5 a limited amount of time to
achieve this before the Androme-
dans take over.

At the game's start you are bles-
sed with eight lives but contact
with the invaders' equipment or
the invading droids themselves
results in one of these being lost,
S0 courage must be com-
plemented with skill. The Nexor
complex is made up of hundreds
of separate rooms, each of which
is an individual puzzle in itself. As
the game progresses these rooms
g:]a ually become filled with

dromedan droids determinedto
prevent completion of your mis-
sion.

Apart from increasing numbers
of Andromedans, the rooms are
populated with an assortment of
nasties. which must be avoided.
Some exits are inaccessible
unless objects are used to reach
them. Chairs and blocks can be
picked up and dropped at

aerous part of the complex —
ach ene just waiting to be

strategic points to reach higher
places. Conveyor belts take you
right into the path of danger and
seemingly harmless objects sud-
denly zapp you ri<|jht out of exis-
tence. Inanimate blocks spontane-
ously sprout legs and scuttle offin
Fursuit of semething far removed
rom what you have in mind and try
and flatten you into the bargain,
Whether they're Maggie Thatchar
look-alikes or the more conven-
tionally shaped droids, the nasties
are all equally dangerous,

If agame is prematurely aborted
a status report shows you how
much has been completed and
how many essential pieces of
equipment you have managed to
find.

The quest takes place in a vast
three dimensional maze flanked
with steep walls leading to more
levels: These can be reached by
way ‘of rather unorthodox lifts
which disguise themselves as
bubbles or blocks. By jumping
ontoa liftit's possible to reach new
parts of the maze, thus getting you
a bit nearer to safeguarding the
Nexor secret for ever and certainfy
keeping it cut of the clutches of
those inserutable Andromedans.

®'* Good stuffl. If you're into Fil-
mation games, then Nexor will
appeal to you in a big way, | think.
The graphics are very good
indeed, but some parts of the
game behave rather unrealisti-
cally, such as when your bloke
falls way down through fifteen
screens and, on impact, walks
off with no damage whatsoever,
Despite this unfortunate aspect,
the game isn't bad at all, and
unlike the Amstrad version, it is
perfectly possible to die. In
places, Nexor is very like Bat-
man, though the latter is
superior, due to a greater degree
of playability. That said, Nexor
has its fair share of both playabil-
ity and addictivity. Worth a look,
if you're not yet bored by the
mega millions of 3D games that
have already appeared on the
Spectrum.

® ' it's all very well saying that 30
games are great, but after the
amount that 've pla I must
admit that if it isn't the best 30
ame so far then 'l easily get very
red with it. Nexor has all the
potential to be one of the great 3D
games but is let down by the fact
that it is very unplayable — and as
a result becomes boring afier a few
games. The problems that have to
be encountered are sasy to solve
once you get to the room contain-
ing them. The only difficulty ] found
in the game was the actual trudg-
ing around the maze of rooms. The
graphics are definitely the best ale-
ment of the game — vary well
drawn andanimated. As 30D games
goitswell implemented, but unfor-
tunately | couldn’t find anything dif-
farent enough fo make it stand
out,

@ "' | was slightly shocked when |
loaded this one up and saw that it
was in boring old Filmation. Have
DESIGN DESIGN gone soft ... are
these the same people that
brought us such fast and furious

mes as Dark Sfarand Rommel's

evenge? After playing it for a
while | was not surprised to find
that it p!a;ad in & similar way to all
the othier Filmation games — there
is a nice featurs though, some
times you can walk from one raom
to another without a doon The
graphics are up to usual Flimation
standards, excellent, very large
and well detailed and the Nexor
complex has nice wall paper taal
The sound is minimal with no tune
and only a few inaudible sound
effects, Generally if you like this
sart of game then | recommend it
to you, however if like me, you are
bored to tears with Knight Lore
look/play-alikes then stay well

clear of it as thera is very little here
that is naw or interesting. "'

Control keys: definable
Joystick: Kempston, Cursor, Inter-
face 2
Keyboard play: pleasantly
responsive
Use of colour: the same ol
monochromatic Filmation mask-
i
G?nplics: very good 30, as usual
in this sort of game
Sound: like most DESIGN DESIGN
ames, minimal
kill levels: one
Screens: 128
General rating: |f you're not yet
bered of Filmation games, then

check this one out

Use of computer B3Y
G, o
Getting started 82%
Addictive qualites  78%
Value for money B80%
Overali 81%
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We’ié mnnocmnﬁtn the World's
Best Selling JOYSTICK ...

e a..._;.’Quick Shot 2 Turbo

EXTRA b  I2MONTH
PRECISION WARRANTY

4

TURBO . SIXMICRO-
RED BASE | SWITCHES

| SIDEGRIPS  AuTO-FIRE

'smnmsnw
CuPs

m APTOR REQUIRED)
COMMODORE PLUS 4
mmrmn REQUIRED)
oMSX
L AT!\FH HOME COMPUTERS
® ATARI 2600/5200 VIDEQ GAMES
‘SYSTEMS

* SPECTRAVIDEO SV1 738 X PRESS
® ACORN ELECTRON (INTERFACE REQUIRED)
*BBC (INTERFACE REQUIRED)

SRP e 13! 95 INC VAT
Available from:

W.H, SMITHS @ BOOTS ® JOHN MENZIES ® LITTLEWOODS MAIL ORDER ® TOYS RUS ® ALLDERS

DEPARTMENT STORES e SPECTRUM @ LEISURESOFT ® RAM ELECTRONICS @ SILICA SHOP
.andother computer stockists,

'SPECTRAVIDEO LTD. ST

FHOLLY OWNED SUBSIDIARY OF aSH L NEWMAN LIMITED )

165 Garth Road, Morden, Surrey SM4 4LH, England. Telephone:01-330 0101(10lines) Telex: 28704 MMH VANG Facsimile:01-337 5532




KNIGHT GAMES 2

Producer: Black Knight

Software
Retail Price: £2.99
Author: Quantum

Productions

n interesting approach fo

budget software, this one

— it's P?‘o mmpiizg]iion OII.E
three games: tector, Syrinx
and Moorraker.

Protector is a Defender-style
shoot em up which ra-employs
many features familiar to Defender
fans, including a scanner, smart
bombs and dematerializsing capa-
bility. The aliens swoop down from
the skies trying to pick up energy
cells. Once captured, the cell is
carried by the alien to the top of
the screen where it regenerates
the meanie into a higher fife form
that suddenly develops a powerful
urge to locate your exact position
and biast you out of the skies.

The green doobries pounce
down on the harmless enargy cells
and drag ‘them kicking and
screaming into orbit to produce
the more sophisticated red droids.
The yellow blocks lay mines which
cause dreadful problems later on
unless they're well and truly
biasted. Maximum points are
scored for killing the magenta
aliens. ifthese are hit they explode,
releasing lots of smaller aliens.
Cyan oblongs locate the shuttle
with pin point accuracy and one
touch spells destruction.

The second game, Syrinx I, is
full of dangers. Before you can
extricate yourself from an unpleas-
ant situation, fifteen keys have to
be found. These are Scattered
around the maze-like tomb of
Syrinx and take a bit of hunting out.
The place is filled with lots of harni-
bie monsters who guard the keys,
and make life difficult.

You start rour migsion with 89%
energy. Colliding with monsters
loses energy. You have, however,
been provided with a nifty laser,
aithough indiscriminate use is
unwise since it also uses up
energy, and the game ends when
energy is at zero. Collecting a key
replenishes energy.

The last game in the trio comes
complete with a separate program

of instructions . ... A survey indi-
cates that a moon at the edge of
the galaxy contains rich mineral
deposits. Rival mining corpora-
tions despatch teams of mining
and fighting equipment to plunder
this mysterious and wealthy place.

When the rival corporations
arrive on the moon, the mystery
deepens. For the moon is inha-
bited by machines and not
humans., A desperate batile
begins between the rival groups
and the natives of the moon.

The two-player game is played
on a grid with each player control-
ling one of the rival mining corpo-
rations. Mines must be captured
and the rival corporation pre-
ventad from capturing other mines
by blowing up opponents’ Moon-
raker shuttles or taking over mines
already used by the locals. And the
robotic natives are understanda-
bly miffed at having to share their
lucrative moon with a bunch of
power crazed rmining corporations

Three different games, each
with a different style of play and
action, all rolled into one budget
package — bit like the cld days,
really. ...

@ ' This tape certainly offers
great value for money; two play-
able arcade mes and a
strategy game for a quid each.
None of the games are excel-
lent, but they are ail good fun for
ac of hours or so.
graphics on the whole are about
average. The first game is a very
playable Defender clone with
small and undetailed charac-
ters, but they scroll nicely ail the
same; nice spot effects too. The
second is a fairly unoriginal
‘fetch the keys' arcade adven-
ture that plays quite slowly. The
screen scrolls in quarters so it
can be quite hard on the eyes.
Characters are small and they
move about badly.! The tt'lm_r:lt
doesn’t really appeal to me, as
is wvery cnm ., On the
whole | recommend this pac-
kage as it will probably entertain
you for as long as an expensive
game, without costing so
much. ™

Can you escape from the nasty dungeons by collecting keys,

zapping and avolding monsiers and keeping energy levels
tapped up? SYRINX If from Black Knight

SYRINE
RERQVY =40

KE¥VS =01

@ ' Protector, though looking like
a game from the dawn of =
trum time, is amazingly addictive,
but | suppose that the credit for
that ought really to go to the origi-
nal authors of Defender. That said,
Protector is a fair, i not brilliant
clone. Syrinx Il isn't particularly
stunning, but the last, Moonraker,
though not graphically anything
new or eyve opening, has certainly
a great deal of scope for play,
especially for non-arcade freaks.
Overall, for the price, Knight
Games |l represents quite good
value for money, but if you bu

expecting to get three sup,

well programmed, professional,
polished games, you're going to
be disappointed. ™

@ *' Three games for two pounds
— can't be that bad, | thought.
Protector is a not very accurate
translation of the arcade game, but
plays superbly and extrernely fast
on the higher levels. This game
alone is worth the asking price.
Unfortunately it's let dawn by a
couple of games that are much
below the standard. Syrinx Il is a
very boring arcade adventurs
aggravated by quarter screen
scrolling. Moonraker is a wvery
complicated and time consuming

affair consisting of very small,
unimaginative characters. It may
be three for the price of one —but
1o my mind, only one of the games
is worthit.

Control keys: vary from game to
I3
gzl:sttck: Kempston, Cursor,

Interface 2

: fairty responsive
Use of colour: attractive
Graphics: good on the first game
and acceptable on the other two
Sound: spot effects on all games
Skill levels: 26 on the first game:
one for each of the others
Screens: scrolling on Protector
General rating: interesting and
appealing combination

Use of 59%
jetting started ;gg
Value formoney  73%
Overall 66%

MOONLIGHT MAD-

Producer: Bubble Bus
Retail Price: £7.95
Author: John Cain

nother game from the
author of mega-selling
Booty! The story is setin a
strange house owned by a mad
professor who invents weird and
wonderful gadgets. His home is
full of them, and some are very
sinister indeed as our hero finds
out when he unsuspectingly pays
a visit during Bob a Job week.
The hapless Boy Scout trots up
the garden path full of good inten-
tions and rings the rusty bell, An
old man wearing huge horn-rim-
med acles answers the door.
Just as the lad is explaining that
he's come to do some good fumns,
the old man suddenly slumps to
the ground whispering, *'My pills,
my pills. .. "

It's a race against time to find
the pills which are locked away ina
safe. First, sixteen keys have to be
found . . . and there’s a time limit: if
you take too long then the Prof
might not pull through.

ret inventions hidden in the
house are possessively guarded
by bite of machinery, and the ser-
vants who help with the upkeep of
the house don't limit themselves
to doing the housework and a bit
of gardening. The old man's min-
ions are highly trained individuals
who have been instructed to
attack anyone who enters the
house. With all this to contend
with, the little Scout is going to
have quite a hard time locating the
and combination.. . .

ach room in the house is filled
with strange creatures and
gadgets which are seton removing
the young infiltrator from the pre-
mises. Three lives are supplied.
Contact with the odd-ball staff is

CRASH October 1986




genarally fatal, and jumping too far
down onto lower platforms also
spells death. To get around this
irritating problem, the Scout must
master the use of mobile platforms
controlled by bellpushes. By pres-
sing the appropriate button, a plat-
form can be moved into place to
bridge anallimportant gap or sum-
mon a moving platform to your
rescue.

Secret passages link screens,
but where they lead is a surprise in
itseif. Predictably, the keys and
important items in the game are all
carefully guarded by the scientist’s
mininng who have ne idea that you
are actually trying to help their
master.

@ "1 was expecting Moonlight
Madness to be a fast all-action
arcade adventure/come
shoot'em up, but on loading it
turned out to be a slightly disap-
pointing uel. After the
usual initial struggle to master
the controils and Ilsarn the
physics’ of the game, it became
quite fun to play and even addic-
tive to a certain extent. The
graphics are large and colourful
but there is a lot of character
clash which does get on your
nerves after a while. The sound
is fairly well done: there are
some nice effects and a tune
plays continuously. Not a bad

game, overall,
remarkable. "
@ ''Booty was a real classic in its
day, being easily the best cheapie
of its time, Hasn't John Cain come
down irthe world! Moonlight Mad-
ness isn't anything fike as good.
The title screen plays a nice tune,
and has got some pretty anima-
tion, but there were some prelty
bad bits in the game. The main
character moves.at an amazingly
varied pace, as if theres a force
ten gale blowing to the left. When
any attempt is made to move right,
all the moving characters on the
screen sfow right down, and the
man reafly has to slog it out against
this powerful ‘wind’. As far as
drab, boring, um;tgﬂv&a gmn-
teresting, . overp arm
gamss go, Moanlight Madness is
pretty good, By normal standards,
though, its dire. "

® “Busse sus have been
reknowned for their great arcade/
adventures, so when | saw that
the{ had teamed up with the
author of Booty, | was really look-
ing forward to seaa'qgawhal tn'eﬁ
had come up with — the end resul

is extremely disappointing. The
presentation of Moontight Mad-
ness is well up to scratch; great
inlay story and picture, and a good
loading and title screen — but the
game leaves a bit to be desired.
BuesLE wﬂ; seem to have pﬁ this
game: in wrong range, Moon-
light Madness should be in the

but nothing

Minibus range — it has all the
makings of an average budget
game. graphics are none oo
exciting, consisting of celourful
but flickery characters. The games
drawing point is the sound, and
there are a few good tunes — one
continuous throughout the game
— and neat spot effects. To my
mind, Moonlight Madness is an
over-priced little garme that could
be beaten by many a budget
title, *

Control keys: redefinable
Joystick: Kempsion

Keyboard play: slow and unre-
sponsive

Use of colour: lots of colour
resulting in lots of colour clash
Graphics: small and uninteresting
Sound: little tunette plays through-
out, good spot effects

Skill levels: one

Screens: 43

General rating: a sequel to Booly
which doesn't seem to have prog-

ressed from the first game by John
Cain
T
Playability 55%
tting started B4%
alue : 55%
Overall 56%

ZYTHUM

Producer: Mirmrsoft'
Retail Price: £7.95
Author: David O’Conner

nto the mystical lands you must

venture in search of the secret

potion of Zythum. This is a very
anclent ;Ykgf of beer which gives
the part mystical powers and
possibly even eternal life. It has
beenlost for centuries in this weird
and wonderful landscape and
mary have searched for it before
ou, but it hdas never been found.

a of the main reasons for this is
that the country in which it is hid-
den is inhabited by various guar-
d:gns who possessively guard the
elixir,

Four separate landscapes have
to be crossed during the journey
to the potion location. Three lives
are available, anda life is lost each
time you make contact with one-of
the guardians that pursue you mer-
cilessly on the journey — you
return to the start of the current
land when death comes . . .

Setting out with a burning desire
Fto locate the Zythum you are
equipped with a fist full of fire crac-
kers and a limited number of
bombs. Firecrackers seem to go
on forever, but use the bormbs spar-
ingly becatise once they're gone
there ain't no more. A magic staff
that wards off evil spirts is
amongst the useful objects that
can be collected on the way: a
chalice confers the power of levita-
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tion and a cruclfix gives short term
immunity from the custodians.
Money bags and treasure chests
are worth bonus points.

There’s no time to hang about
and enjoy the scenery, however, as
sach of the four levels must be
completed in just eight minutes.
Take any longer and it's back to
square ona. Apart from the custo-
dians and guardians this couritry
contains many natural dangers.
Quicksands suck a hapless travel-
ler to a sticky death while boftom-
less pits must be skillfully jumped
over or else — wheeel Dead.
Marsh mud sticks to your feet and
ternporarily saps jumping abilities,
while spring pools send you
caverting into the air. Hidden land-
mines, buried in a sneaky attempt
to get rid ef unwanted traveliers
alzo have to be avoided. The vege-
tation is also a bit weird because
some bushes make you invincible
for a short while.

The action takes place inascrol-
ling window in the top half of the
screen. An arrow points to your
position ona map along the base
of the the screen, below the status
area. ft'd better be a good brew,
this Zythum — you'll need a good
drink on arrivall

@ “At first, Zythum held a
reasonable appeal for me. After
playing for a length of time,
though, things started fo get
crazily frustrating. The game
seems to have been written so
as to make it as unaddictive as
is possible. If that was the
author’s abjective, then he's cer-
tainly succeeded. The graphics
are pleasant enough, but you
really start wanting to belt the

life out of your Spectrum when it

Trapped between the guardians and a nasty locking bush,
you've got three lives left and lats of bombs sayou might make
It through okay, if youw're lucky!

kills you off pixels before the end
of a stage and sends you right
back to the beginning, time and
again. The idea for Zythum isn’t
the best ever conceived —butis
definitely not the worst —
though after playing the game

u might need some convinc-
ﬁn of that. Quite good in all its
facets except addictivity This
isn't a game | would recom-
NM! "

@ | found that Zythum was well
prasented but ed a very chal-
fenging or addictive game. The

5 are detailed but the
colour s completely wrong, The
blue on white screen fs very hard
to see and sirains the eyes. | felt
that you had fo be good at the
game to really enjoy it, because the
distance you have to cover ta get
anywhare in Zythum is quite large.
The graphics are the most impres-
sive part of the game, as they are
large and recognisable but could
have had some better animation
to bring them alive. The game
didn't consist of much to keep me
playing for long — it was just a
case of judging distances and
shooting baddies. Zythum is a very
basic 'up and down' gama that
requires little mental abifity and is
very easy io feave. ™

® ''Oh no. Oh no! | can't play this
ame any mora; its just S0000000
rustrating, its unbelievable! A spiit
second of misjudgement, and it's
back to the baginning again. Okay,
so some games are equally as
demanding in their necessity for
accuracy, but they don't penalise
mistakes guite as harshly as
Zythum does. The fact that it's so
maddening is quite a pity, consid-
ering the game has got so much
potential for playability. Graphics
are passable, and the scrolling is a
bit unfortunate, but wisually in
avery other respect, Zythum has
no serious downfalls. Playing the
game soon makes you realise that
not hing that looks okay
plays well. Such a pity, after the
excellent Dynamite Dan If. "

Control keys: definable
Joystick: Kempston, Interface 2
Keyboard play: respansive

Use of colour: mainly monoc-
hrome

Graphics: large and wiry

Sound: minimal effects

Skill levels: cne

Screens: scrolling play area
General rating: Zythum Is agame
which you may find appealing at
first, but is frustrating when played
to any great length

Use of computer 67 %
Hmhliw %ﬁ%‘?
s,

qualities  52%
Value for money 53%
Qverall







Battle for Midway, Battle of Britain, Theatre Europe AND NOW - r.,

<. DEMO TAPE OFFER
7/ - See below
for full details

o
r'___'_,__—'-"'-_.-

P

Command the Afrika
Korps vs. Computer

2 Player game,

TOBRUK, a key 2 Computet

port to Medit- __game using|
erranean 7o W Networked
Amstrads

S‘FrateQ? and (extra cable
vital to Eln'f,? il i g k. : Gy el required),
supply in the | N S | } thull leovstick
ey E & = o e 3 ol, Phased game,

dESE‘:I‘t NEAL: 1Q % [ RS g ONER it : "= Optional arcade

Againstallt Vi et - B sequences, Full tank
odds, by July MW R LY e 3 simulator including:
1942, Field Marshal Rofnme - - —— — 4 Driving, Main Gup|

Machine Gun,Resupply
phase, Mine laying
Jifting, Air phase

crashed through the Gazala 11n g
| taken Tobruk and forcedthe =~
British back into Egypt. Are you

-:;.;u—a- . = including: Ground attack
| that good? ;ﬂ..,,?"'_-""" _ Au to Air, Long range Bombing,
i AMSTRAD SERIES // v_\l o T —'» Engineer phase, Green Screen
€ 73 o option (Amstrad only),

£9.95 (C) £14.95 (D) erno'/ ,_,---_.r “‘335"'5‘ == Tank recovery/sabotage, Save game

TANK DRIVING ~ __ TANK ATTACK TOWN ATTACK

To receive your FREE DEMONSTRATION TAPE of this game and a
catalogue of our other products, send a self addressed envelope (at least
11cm X 22cm) with a 17p stamp to :

TOBRUK DEMO", DEPTC, PSS 452 STONEY STANTON RD,
COVENTRY, CV6 5DG. Tel (0203) 667556

(Offer only available while stocks last).

SPECTRUM AND CBM VERSIONS AVAILABLE SOON
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ith everyone returning weary bul
1'éwhu:n.'\ll' :Wz been stuck here hcinf"j“ég 't‘

ed pla , 1 find 7 I

s wadhg ?é?t?r:} The triumph | mention refers 10 the
‘ampaign where repeated commando-

and some very good
highly successful sticker ¢

i P stand at the sh hatHlanndh
;ﬁﬂﬁﬂﬁ;ﬂ?ﬂﬂ;’; Ravenflame is the only REAL Girlie Tipster
Despite the repeated gaur_met throwing, t
ailed to put in an a;:tp:a:;r;.:',
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STARLETTER 3 ¢

IN PRAISE OF THE
GURU

Dear Lioyd, 3

Inreplyto John Pinkney'sietter ish
1)l must pointout that the Forum
would not be, without the so-cal-
led ‘manners’. OK, s0 most letters
in the Farum are moaning ones,
but whan most peaple are ha

and contented, they don't usua
make a song and dance about it,
do they? Bul when something
Lpsets them, or someone says
that & thing they enjoy is bad or
wrong (no smutty innugndao

int , than most pecple feel
they shouid moan about . | should
know, it's for this reason that I'm
writing this tetter] Also, does the
aforementioned (LMLWD) person-
agerealisethat he is contradicting
himself by moaning about moan-

And in reply to Mr P (brain)
Schofield, what is wrong with

— — — — — —

ARETHEY JOKING!!

Dear Lioyd,

ram hoping that you print this lettar
in full with no bits edited as if you
don't it will mark a sad episode in
the life of CRASH and you don't
S86m to want to publish any con-
troversial letters (which are often
maore interesting).

| have just been reading Sinclair
Userwhen, | came across a letter
which critises your magazine a
great deal, After reading it | felt |
mustimmediately write to you and
put the record straight . .

This letter (in the September
1386 i=sue) makes many ridiculous
points, First it says Sinclair User is
more readable and amusing than
CRASH which, it most certainly

t triumphant from this year's PCW
he fort in their absence as |
yself with a bulging mail bag

ow made it clear that Hannah

the much vaunted C&VG
leaving our very own
the day. I'm toid that it
the NMewsfield stan:
dnesday and Thursday whic!
\::g:;heveg. Typical underhanded

— your letters, and this

women in CRASH? Whara would
CRASH be without the subscriber

setta Mcleod? And, | think many
reacers would agree (including
Helen and Sara Beckett, Lisette
Menage, Liz Soames, Sarah Grace
and Becca Davies of Somerset)
that Hannah ‘Eat your heart out
Melissa’ Smith is in fact BETTER
than Robin ‘Roger Kean Follower'

Lloyd, keep up the moaning -
letters

Slion ‘Ioan moan’ SalvEn
Hor::un, Hampshire

What! Me contradict myssifi? I'm
the epitome (look that one up) of
thiri) & 2

logical thinking, reasoned argu-
e e
@ folly nice s why I'm
software this month for your spian-
ﬁmcg of all things

Slelsfiofsisiles
are just foolish and immature
unlike some of yours which are
actually funny.

It proceeds to say that Sinclair
Liseris more colourful and interast-
ing but, | must complain and state
that CRASH has as much colouras
Sinclair User and is definitely more
interesting with it, also lasting a
longer time to read and re-read
(also, having 20 or 30 more pages)
while, Sinclair Userjust gets
thrown away.

This letter carries on . . . Now it
says that Sinclair User's reviews
are better than yours but, as any
sane person must realise yours are
alotbetter, more descriptive of the
game in question, more detailed
and longer though you could
improve this by showing the

is't as all Sinclair User’s ' Jokes'’

reviewers' initials by the review.

There's more vet! Apparently,

our letters are written by people
with Qs less than 75 (not me nor
most of our other readers), all
printed by teenage bays (| don't
think sol) never say anything
worthwhile (somebody's got this
wrong! Sinclair User’s are all stupid
and include rubbish by the 5o cal-
led leader of the Humanitarian
Democratic Communist Party!
That says alot!) CRASH letters are
supposed to be unwitty and come
across as """ (ha hay).

There's morell Qur clear con-
tents page and excellently drawn
covers (most of them are good) are
meant to be unclear and less read-
able and informative that theirs
which is rubbish as Sinclair User
covers could be drawn up by a
blind man in five minutes and the
contents page is one hell of a
mess.

Also, itcomments, Sinclair User
covers every aspect of computing,
butthis is stupid as most of the
magazine is adverts and Playing
Tips which ramble on and have
ancient pokes which look like
they're nicked out of back issues
of CRASH. | bet | could send an
August CRASH poke and get it
published in about November's
Sinclair User, One nameless per-
soneven sent the same map off to
both magazines,

CRASH is better than Sinclair
Userin these ways: Better maps
(not inch high ones), letters, cov-
©rs, reviews, contents, decent
adventure (even though my classic
game wasn't reviewed), Tech Tips
that wark, more colour, Lunar Jet-
man, readability, length, value and
Playing Tips.

By the way, good luck to your LM
magazine which | shall buy and to
Hannah Smith in her battle with
infarior C&VG Tipsters.

This girl letter-writer to Sinclair
User (her name | am tempted to
print), is the worst traitor since
Mark Roberts of Ealing all those
years ago. She says Sinciair User
is better value as it is 2p cheaper.
Now let's see. . .

At that rate you'd buy a new
garne in just over 41 years NOT
counting inflation! She also claims
toread gRASH 50, |hope she sees
this and realises her many mis-
takes, if |' was her i'd go back and
crawl in a hovel.

Finally, try and print my letter
and not just chuck itinthe bin as; it
contains brilliant valid points and

my name's never baen in CRASH,
Michael Sutton (loyal CRASH
fanatic), Maipas, Cheshire

Wow, that’s some analysis
Michael. I'm afraid | must confess
to hardly ever reading S U, so |
haven't seen this particuiar letter.
I'llbet S Udoesn't havenice gran-
nies writing in like we do— 12 year-
olds indsed. Well some na doubt
are, but don't forget the average
reader age is actually 17.5. The
next writer also has a few similar
points to make.. . .

LM
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BRING BACK

CANDY

Dear Liayd,

I wish Candy would return from his
new pastures and come back to
his old job, because | hate Hannah
Smith. The thought of a woman
taking over a man's job embarras-
ses us readers as we think that
CRASH is such a brilliant
magazine, but the thing that bugs
me is that us (fabulous) readers
never get to see manﬁphotos of
you or anyone else who writes for
CRASH.

If you make any stupid remarks
about this latter I'll personally Kill

You.
Daniel Kydd, Spixworthy, Nor-
wich

Hannah's very keen to.get her
hands on your fulfaddress, Danigl!
After several bouts with Mefissa
HRavenflame, she could take you on
with both hands tied behind her
back. Man's job indeea! Robin
Candy still pops into the offices
after college some afternoons, but
he's taking a fong sabbatical
{LMLWD) from CRASHIng. (Inci-
dentally, he thinks Hannah's doing
a Iarear job).

L
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Dear Lloyd,
What has happened to dear
CRASH? | am talking about that
very disgusting letter YOU
PRINTED (gasp) by Mr P Schofield
saying that women are only hereto
clear up after men. We're not
machines youknow, we do have a
mind of our own.

| wear jewellery, make-up and
do other feminine things but have
never picked up a pair of knitti ng
needies in my life. Mr P is living in
the 19th century: and if he thinks
womenwould like to clean up after
his disgusting self he's got ashock
coming, Has he ever noticed the
squillions of women authors
around? Judging by his letter he
isn't too intellectual himself. He is
also very boring as well as a very
disgusting maie chauvinist pig.
E‘lair Ritchie, Dalkieth, Midiot-

ian

| couldn't agree with you more,
Clalr, but you mustn't be angry with
me for printing his letter. After all,
it’s got your dander Up enough to
write and refute his chauvinistnon-
sense!

LM

CRASH COMPARISON & B ¥

Dear Lloyd,
First of all | have a confession to
miake, | actually buy computer
magazines other than CHASH.
Now before you screw this letter
up and throw it in the bin please
read on.

| have been buying CRASH and
Sinclair User for over two years
now, and from time to time | have
also purchased other mags such
as Computer & Video Games and
Your Sinclair. What has compelled
me-to write to you is a letter that |
readin Sinclair Userconcerning its
new look. It states that Sinclair
Liser iz becoming more colourful
and interesting to read andis over-
taking CRASH in these respects.
Whilst | accept that the magazine
has improved vastly over the past
few months, | find the statement
that Sinclair Uiser is actually better
than CRASH very hard to digest.

The ‘New Look' that so many
magazines have adopted of late —
ie much more colour, bigger
reviews, playing tips, greater
emphasis on games reviews than
hardware reviews — is not new at
all. | have seen it in CRASH

AND NOW 5 SINS. . .

magazine for years now.

It seems very ironic that mags
which used to boast that they were
not just comics, and treat them-
selves very seriously have now
adopted the 'CRASH Look™, It
would appear that these mags
have at last realised that although
the humble Spectrum can be used
for many serious applications, the
principal use of the computer isin
games playing.

Keep up the good work CRASH,
and although | will continue to buy
other computer mags yours is still
the best.

Andrew Thorpe, Sheffield, S
Yorks

Thank you for the kind commaerits,
Andrew. It has been interesting for
us up-here in the wilds of Shrop-
shire to watch other publications
foifow CRASH's lead. I'm not try-
ing te suggest that we.are all bril-
fiantly clever oranything {cos we're
nat really), all we did at the outset
was fook at the market and realise
na-one was taking games as seri-
Ell.rﬂs-' Iy a5 they deserved,

Jurmirmy

sfferts worth while and mal

blotee wniles : sk in

2

X-The
1k

rf;r,\’orkm. Fingm woy ity wirtht e avtgovver Talped
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| able in the role of Space |

Living on the edge of an
efernal galaxy, battling with
opponentswho seemtobe
reading your mind, you are
about to captain your ship

| through one of the great

edge-of-your seat adven-
tures of the 35th Century.

Sifting on a mother lode of
richmining deposits, anew
quadrant called the Parvin
Frontier.isameccaforsefi-
lers; enfrepreneurs onboth
sides of the law: and some
of the worst scum in the
universe.

captain of the Psi-5 Trading
Company; because, need-

| less to say, these maraud-
| ers are not going fo take

too kindly to any last ditch
efforts to spoil their little
intergaliactic carnage.

| So, if you're ripe for a stiff

challenge and feel comfort-

| Freighter Captain, your ship

justcame in.
Choose your crew care-

AMSTRAD DISK £14.95
CASSETTE £9.95

SPECTRUM48K £7.95 |

These space carrions have
been the scourge of the
shipping lanes; and as
things stand now they are
on the brink of starving out
| the entire guadrant and
holding it hostage.

No wonder the inhabitants

of the Parvin Frontier will
payalmostanythingtoany-
onewhocangetthroughto
them with a freight ship full
ofsupplies fromthe outside

| world.

| But it's a tall order to fill,
even for the experienced

B e L = e B e T e e T PR TR S TR R Rt
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PSIS SEMPANY

fully. For 10 years Al Zott
has been shooting enemy
attack cruisers fo smither-
eens, but will his hot temper
be your final undoing? Your
choice for weapons expert
is critical. You have awealth |
of talent to choose from; i
but will your pick hold upin |

the heat of the batile?

As captain of the Space
Freighter, you must cons-

throughout the mission.
With space outlaws on the
horizon, what do you repair
first—the defence shields
OF your weapons?

@ Keyboard or
Joystick Controlled

e Choice of
Specialist Crew

@ Inter-ship video link

e External view port |

e On board Computer

. @ Navigational
tantly delegate authority g

Cockpit
@ Superb weaponry

Monitociured under licence by LS. Godd Lid
Unit 10, The Parkwiry indusiriol Centre
Heneoge Stree!, Beminghaom B7 40,

{BOL;
s M




US Gold American Software
Unit 2 and 3 Holford Way
Holford

Birmingham

® SIR CLIVE RETROSPECTIVE

@ Dear Lioyd,
The nation is in a State of Panic
and why? (As if you didn't know).
Yes its true Sir Clive Sinclair is out
of the horme computer market (in-

& dustry). And no one cares. Well let
me just tell you about Uncle Clive.

® In 1980 the world saw the launch
of Sinclair's first computer — the
ZX80.Then within 12 months of the
happy event the ZX81 was

@ launched, but this was only the
beginning of a great era. With this
Clive produced his ace in 1982 and
what an ace the Spectrum is. By
doing this he had created the
Eritish heme computer market.
Just think, if Clive hadn't made his
move Commodors 64s would still
be selling for £350.00. Amstrad
might still have been muckin
about with Hi-Fi and | muid%a\-\e
sat around waiting for a miracle to
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happen. Even good old CRASH
wouldr't be around. Sir Clive
Sinclairmay not have beena great
business man but he is a computer
genius and no ane can question
that. Sir Clive Sinclair may be gone
for good, but he will live on forever
in the heart of my Spectrum.
There will never be another com-
puter like the Spectrum.
Richard Hargreaves, Owismoor,
Camberley ;

{To be spoken to the sfrains of
‘Land of Hope and Glory')

1 don't think anyone would den
the truth of what you say, Richard.
As to whether Sir Clive is gone for
good is another matter — he's
bounced back time and time

A NICE GRANNY WRITES. . . @

|
Dear Lioyd Mangram, . | I
The June issue of CRASH Forum contained a letter from a lady and you

asked for any other ladies to write into you. Well | am a Granny and enjoy
CRASH mag and of course Forumn. My children are much quicker than | am, . |
but my grandchildren 10, in all, also enjoy trying to do the games which teach
them patience and skill,

As a warden of elderly peopie | found | stayed at home much more, 50 .
decided | would teach myseli the Computer and it has given many hours of
fun. My age s 51 and though not old yet, it does surprise many pecple when
ls%_y I'm going to play with Monty Mole, Popeye or my favourite Chuckie Egg.

hank you for your news pages in CRASH, it's a super mag and explains

50 well that you seem to know what you are buying.

Cheers for now .
Joyce Smith, Upton, Poole, Dorset

Nice to hear from you Joyce (did you know they nameda computer afier you .
— well they dig, well done). Periaps you should try out some adventure .

Eﬂnas, you right find you 're quicker than your grandchildren on them!
_NO MOAN AREA g

Dsar Lloyd, ! would brighten up without the i
No I'm not writing to complain need for bug box {yucl). Stop using
Forum as a moaning column.

about the fall and rise of Ultimate,
or to winge about the price of Jo O’'Donovan, Croydon, Surrey
software, or rabbit on about

seftware piracy. And.na I'm not

going to moan about my CRASH
arriving in like second post (oreven
lateri!), or try and stop poor games
being reviewed, or complain about
games being late for release, or
about Oli's artwork. And I'm not
going to write a stupid male
chauvanist istter. I'm not even
going to complain about the 'dis-
usting' pictures scattered

Too right, Jo. You tall em,. How
about some really constructive let-
ters for a change? All this moaning
and groaning is beginning to give
me acompiex, and you know what
happens when | get a compiex, |
get mad and rude and (what was
the word some nurd used a few
months back, ah ves—) FLIP-
FANT. And all that does Is cause

through CRASH and from now on
if everyone thought this before o
they wrote a letter to the Forum it LM

mora moans. Ah well, such is life

FMAGAME/! I I EE E S S EEEEEN

Dear CRASH,
Iam one of the unfortunate teenagers who have just taken their O Level/CSE
axams this surmmer with whom Robin Grant so kindly sympathised inthe
August issue,

yway, a few days argo | was playing Pentagram when it suddenly
dawned on me that my life is slowly transforming into a plot devised by Ulti-
matainatypical adventure gama of theirs. You know the plot —evilspreads
over a kingdom and poor old Sabre Man has ta risk life and limb trying to
piece a Pentagram or a similar item together in order to bring happiness and
joy back tothe ill-fortuned kingdom which darkness and evil has possessed
for the time being.

This plot roughly resembles the unfortunate situation that | have found
myself in. My mum has wamed me that if | don't get a certain amount of O
Level passes then my faithful Specc?r will be banished to the loft while 1 am
forced to do retakes. What's more all my copies of CRASH, plus my future
subscribed issues, will ba following my ili-fated Speccyinto the dark realms
ofthe loft as well. This, of course, will bring gloom and despairto life as [ know

it

So eJou see, in my case, 8 number of good exam results have to be col-
lected in order to ensure future happiness and joy in my life otherwise evil
consequences will prevail. Sabre Man does have an advantage over me
because he can have as many goes as helikes in order toachieve his target
but as for me, | only have the one chance. Hannah Smith’s Playing Tips could
probably help Sabre Man out, if his life gets that iittle bit too dangercus in his
adventuring, but there is no way she could help me out on this ons,

So its 'cheerio’ from me folks, if my luck runs out which thera is a pretty
good chance that it will, It would probably be of some conzolation to me to
see this lefter printed in your great magazine because the September lssue
of CRASH could be my last CRASH for quite a long time and it would be
pleasing to see this letter printed somewhere in its Forum.

Y Andrew Callaghan (18}, Forest Hill, London
Bt
@ What an absolutely horrific tale. Tell your mum that if she does anything of

the-sort I'll use all my influence with the Ludlow mafia to get them to change

@ hermind. I'msure you've had your results long ago by now, and we alf hope

they were good. Incidertally, Robin Candy proved fo be a real clever boots

again, perhaps he'’s gotanother @ by gefting loads of O levels. ] always knew that boy would go a long way and

ace up his sleeve. Who knows?
LM @

dg‘ubrressry all of it downhill!
L



(O REGIONAL EDITIONS?

Dear Lioyd,

Is there a Welsh CRASH? Having
bought the August edition in
Derby, | took it on holiday.

. When | returnad my friend had
bought the same edition but he
had bought his copy when, ' Gad-

. zooks! cried my friend, as we
turned to page 83 'OnThe Screen’.

. Inthe bottom left-hand corner of
the page-was the screen dump of
the castle courtyard. This was col-

. oured pink and purple. So what?
YO cry.

Well, after a quick cycleround to

. myfriend’s house, he produced his
CRASH and Yes! The castle cour-
tyard inhis edition was indeed yel-

. low and green!

50, is there aWelsh CRASH? We
demand an explanation! |
M Edwards and R Powell, Bar- |
row-0n-Trent, D

Welll think you're jolly lucky, it's like |
having a rare, wrongly printed
stampi No, there's no Welsh edi- |
tion of CRASH, what's probably
happened is that you have one of
those very few copies that get out
when the printer changes paper
rolls in mid-run. A faw get slightly
ruined, fora second or so it can
take the prinfing plates to get the

ink balance comrect again result- |
ing, here and there, in some odd
colour combinations. |
M O

WHERE HAVE ALL THE PEOPLE GONE?

msugﬂmrzrmv YYYVYVV

I 'am sick and tired of reading people praise and slag off Ultimate avery
month. | myse!f was a true Uitimate fan up until the release of Pentagram.
This gamie was a complets wasta of monay i’s exactly the SATE a5 ayery-
;gmgejeamndat‘ﬁm moment, However, itisnot faultthat once great
N wcﬂmm,mmwﬁﬁm intoaslump, andif they truly are
area vill recover. )
I'think peaple should stop going on about Ultimate and take more notice
‘of Odin for in my view they ara the | nig software housa In the country, |
Imust hiowever, thank youfor telling us abiout the Loki being pure ribbish |
gmm_-isd : re&med1g$( awner.
PS You had batter publish this or I'll keep writing until you'do.

l%ﬁpmwﬂ%sﬁsﬁaqwrhg.mmm'tmmm—m.."mno:a_m
| totally agree with you, however. What do other CRASH readers think?

FOOTBALL MANAGEMENT STRATEGY GAMES
from E & J SOFTWARE

48K SPECTRUMS

3 quality football games for serious enthusissts. Each gams uses the full available
mamory of your or Spectrum-+ and is packed with genuine features.

PREMIER LEAGUE

OUR COMPREHENSIVE AND EXCITING LEAGUE GAME — FEATURES INCLUDE:

Training, Team Sedection, Substitutes, Hall-Time Scores, Fuli ad Details, Namaed

Goal Scorers, Taam ea, Save Game, Financial Problems, 5 Skili Lavels, Transfer
Market, Injuries, Continuing 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 Substitutes Aliowasd, Extra Tima, Penalty

Shoot-Outs (with sudden death), Match Injuries, Injury Time, Match Penalties, 5 Skill

Levals, Pre-Match Reports, Team Selaction, Nemed Goal Scorers, Save Game, Printer
Option, PLUS MANY MORE!

¥ J h SPECIAL FEATURE 4 % %
Transfer your PREMIER LEAGUE winning sids info
EUROPEAN TROPHY

Bath these games can be played separately or as COMPANION GAMES
¥ % W Games £5.25 esch 7 9 &
SPECIAL TWIN PRESENTATION PAGK OF BOTH GAMES AVAILABLE AT OhLY £9.95

andnow!  WORLD CHAMPIONS

An axciting World Gup Football Menagement simutation teking you from the first wanm-
up friendlies through the qualifying stages, Tour Matches and onto tha finals, LOOK AT
THESE FEATURES! Select Team from Squad of 25, Pre-Match Team News, Disciplinary
Table, Full Results List, Mateh Su ons, Change Pi ar Team Name, League
Tablas, 7 Skill Levels, Save . Prirter Option, PLUS MANY MORE!

WORLD CHAMPIONS faatures & superb comprahensive taxt match simulation inglud-
Ing tha foflowing: Match Timer, Named Goal Scorers, Goal Times, Corners, Free Kicks,
Injuries, Boakings, Penalties, %iwﬂm' Extra Time, Penaity Shoot-Out.

ALL THIS ATTHE ATABLE VALUE OF £5.95 %

Al mas now in stock for immediate despatch - order your
no:df‘unowf

FANTASTIC VALUE - ORDER ALL THREE
GAMES FOR ONLY £15,95

All prices include postage and packing (sdd £1.00 outside UK. dwali-
able by mall order omly.

E & J SOFTWARE, Room 3,
37 Westmoor Road, Enfield, Middx, EN3 7LE

48k SPECTRUM
Fed up with ordinary fruit machine games?
i NOW
A fruit machine simulation with the most up-to-dats features,
sound and graphics

FRUIT 2010

¥ For fruit machine experts to fun players
% The most advanced and realistic fruit machine simulation
FEATURES: Real reels —Gold Rush — Roultte-style-gambile — £100 jackpot
— Holds - sasy keys - Nudges - HIGH-spead Spinning Reels — Save Down -

Large Graphics — Mystery Box — USES ALL 48K - 12 different fruits — super
Number board
PLUS LOTS MORE

Please send £6.95 which includes P & P
Cheques or PO, to—
ROSSWARE (CR), 846 London Road, Westclifl, Essex 550 SHW
FOR FAST DELIVERY

Software from ROSSWARE

|
|
|
|
sound — Cash Run — MULTIPLE ODDS — multi-colour — MAX. NUDGES — |
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- HUNTER RULES KAYOED

Dear Lioyd,
Letmeintroduce mysell. My name
is Geraint Jones and | am
dantufmaHuntﬁSMhsuntan
‘club. Chrsmeain'imh?alsw
utamagraﬂmnhmw
drinking hiabits and fo 8l
those who oppose him. So,
Mtwaw,awm-nmmlrawyon
lts way to Norfolk to seek you out.
Ewnnt:ewmsmatmad
I@ﬂaﬂ ; and Lambargh ane
5 may

c}uskwgmm our abode; If

lhm anoa;gumln-
son youa pairof con:
amhstms\%ﬁ:&epw”mgg

Suehlsﬁﬁiﬂteafthaaem
against Hunter 8 Min-
Sody has ever said that our

aia&ydnun’tgivsr&awﬂmfm
_wunlm(nm‘ﬂ:at-rwgl long

T -iﬂﬂ)‘ dwmf
anmguy an
. your kneecaps broken.

: l‘.hmlnl Jones, 16 Bloodymary
mmlo. Lﬂlﬂ'lklﬂ

Iwaumidwnafprhthg
another anti-Minson letter aver
a@ahaslm?ummxm for
kneeling on. I can

mtmmgmrha
few times I've bumped into him |
haven't been abfe to see anything
Mugmhe g from those &

rshirts. Still, you

mnrammwm t,mu?anorma
orﬂyraadarafarmada
Attwooditude

Dear Lloyd, e,
1think the opinionvaicad inthe let-
ter written by JA Attwood, from
MNorwich was in itself excessive.

MHunlaru?é Mmﬂ ,W%I As
ngajob, a
pwrnal&st he paints a colourful

picture of life behind the scenes in

0000000000000 00000000O000O0OO0

HANNAH HAS
GREATTIPS
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umn: It's

'GHASH lﬂr

the computer wol
nmhﬁmﬂﬁunﬁsmmﬂm
$ Minson's behaviour is slightly
belew par at launches | can assure
hirn that he is not the only one to
‘Behave in this mannar. | know two
or thrae journalists and fromwhat1
have gleaned from therm Hunter
hﬂmmisammnmparedw

fheoﬁerafafranmenlmdfme

Hma is ma* ‘view on Minson's Col-
ifferent, funny and m
toread bmusahsgam‘inh

wherever he goes (games
Mnmsmgmmhssas
Therais nothing elss like this col-
umn in other rags so, well done
56 many diffe-
% the mnﬁazin&

Dear Lioyd
nm’t-'m'-.lnhn Minson.
Alex Marsh, Billericay,

._..wm.'—.

Dear Lloyd

Mr Minson can relax because |
am certainly a fan of his. His col-
umn is entertaining, amusing

- and a piece of professional jour-
‘nalism. I'm sure his column is

mmmmmem

rwr out and
-mmu onvuvu?%om
nnhrohi!afﬂmmd

Mﬁmtwhﬂwmﬂmﬂl
about?

AndlookatT'zerin ¥5. Har col-
umn's written in similar style and
nobody complains about her.

Lynda Matthias, Liegh, Lancs
Ibappmedmreaddﬂmtwmd'a
‘on the excellent column

Humnrs Minson. l'can't tﬂll;.‘o%

how utterly embarrassed | am
livia in Norwich. Iﬂndﬂambdnw--

'ﬁ' Mﬁdtwoed and CH Evane —
Paws off Huntér S Minson! The
Mwm%mpaﬁlncm}{

is the page | first E.\nhurqu

el ot g D

tics, if you want to read serious
news turn o the news saf
GﬁASﬂ MrMhm:;lwbv
CRASH's answer Niqunan'bpa—
te:wﬂthmdLaaﬂmgb&ng
the CRASH Bﬁ:{dM ore free
Mnohmmdqu onestoo to his

miﬁp emn.ad Sudbury — right

. v but whats this!?

Fvﬁr;ﬂuyd of view on Hunter
my poirit of view on Hu
SMinson's'Faarand Loathing’, as
&mumsmmm
was all that about? Reading it
fut gmhr urfr?ammuwan
it to home |I1ley3
wwuwmﬁﬂmw
Pisase remove Hunter 3 Minson
from this column er tr nnﬂgeﬁ'ﬂm
ta write more

Richard
Bstter watch out for those lifl ol
lg:mapsﬁa‘mﬂ: f

e, >

HELP AN ADDICT
Dear Lioyd,

| write this letter because no-one
glsehas doneit. Someone’s gotto
be firat, it might as well be me.

You seel am addicted to compu-
ter magazines. Well that's not too
serious you might think, but it is
driving me nuis. | read CRASH,
Sinclair User, Your Computer,
Computer & Video Games and
about six Dutch magazines you
hawve never heard of. | hardly ever
read anything else. Thera isn't
time! As soon as | have finished
reading through one load of
magazines the next load appears.
My greatest fearin life is that | miss
one issue of a magazine. | read
them leng before | even owned a
Spectrum, yes | do own one now,
but playing games? Hah! Even if |
would have any money left to buy
programs | probably wouldn't
know what to buy: 1 am spoiled for
choice: Smashes, Star Games,
Classics etc, all of them programs
no self-respecting Spectrum
owner should be without, Well, |
am!

My family havie been very under-
standing, but right now they are
trying to get me to talk to a "very
nice gentleman’. You've guessed
it: a shrink.

So here's some advice to all of
your readers out there: stickto one
magazine (CRASH is not a bad
choice), or you could end up like
me. You wouldn't want thatto hap-
pen, would you?

Michel van Staveren, 1012VH
Amsterdam, The Netherlands

Perhaps you should look at it the
other way, Michel, that it is the
others who are mad and you who
is sane. The Dutch are enormous
magazine readers anyway (pity the
British aren't the same!) and you
may just be suffering a slightly
advanced condition of being
Duteh. If you want to put your
‘shrink ' off, just ask him fora read-
ing list of international psychology
magazines. ..

LM

. .
THOUGHT THIS
WAS A NO-MOAN

AREA?

Dear (Urgh!) Lioydy Poos,

Don't read this smelly old piece of
papercos it's totally meaningless.

Moan 1. Don't let puffs like Mr P
Schofield write a load of sexist
crap like the stuff you printed on
page 35 of August issue. Most
famales are human except for my
sister (Hello Lindsey) and her
friend (Hello Batie) whoisa distant
refative of the cherry (her nose isa
cherry).

Meoan 2, This has nothing to do
with computers or CRASH. Would
you please tell my cat to use the
garden arid not my bed for a cat's
duties.

Moan 3. Have longer reviews
and the reviewers name after every
comment.

Moan 4. Kill the Ed, Graeme

&

@
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Kidd, Robin Candy and yourself & 1. Minorities.

and send me Hannah Smith's Peter Shields in the Frontline

(bissy kissy) address. Also kill the g Forumsays the Frontline and other

pervy who only gave Pyracursea minorities should be finished. This

one page review and 88% for A is not good. The different parts of
raphics. it deserves atleast95%. , the magazine is what makes it
just lurve them zombies wiv the A interesting. Finishing them would

stakes driven through their hearts. A make it all the same and make a

Moan 5. Don't print my address ™ boring magazine, si?
cos ldon't want Mr P Schofinessle 2. Budget Games

writing to me to complain. The reviews of budget games is
Remember to send me Smithie's stupido! Why does the price of the
address and give her mine. game hardly affect the *Value for
Paul Rocball, East Ham, London l Money' score? Example: Podder,

99, overall 54%, value only 58%.
3. Manngramm
What does he think he is mak-
ing?? He never answers the seri-
ous letters seriously but is getting
angry on the joking letters, eg the

Hannah is very flattered you want
her address but unfortunately she
has no home to go to, sleeping and
working at her computer. Other-
wise you're right, I never should

have read this smelly bit of paper. _ Gitlie Takeover letter, issue 31.
LM Eom GRASH_pe?pls 3.:_13 F?wing
e does not exist, lam thinking it's
ASPANISHVIEW  _oiioineddnct o
4, Fear and Loathing
Dear Lioyd, What is all this moaning about
lama 16 year old Spanish boy and

Minson? He is the best thing in
| have been reading CRASH for 18 [l CRASH.

months. | have many friends whoe La saluda atentamente,
read CRASH and we think itis very g Miguel Martinez, Girona,
Enoo::‘ | saw the issue 31 which my il Espana

glish penfriend buys and | have

waste paper bin, young Spanish
gent. How dare you cast asper-
sions on my abilities. I, Lioyd Man-
gram {please note the English spel-
.'rng) am whatmakes CRASH what
it is, if you don't mind. As for that
brightly coloured Hawaiian but-
terfly of a roving journafist called
Minson — well you can have the
kneecaps back — so thers.

some points to make: I Paint 3 nearly got your letter in the

{§3Wol 09 095
The SLenE'frash Gwers.) [ LLoms QFFICEN

5T

En EMTERED -
PEREK BREWITER WITH
HIS S ANK Y BEW IMAGE
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ARUNDOWN

Dear Ll
Have no fear, Lioyd, | am not writing to say that I'ma male chauvinist pig
[causs I’m not).

Mo indead, | write to congratulate you and thank you for an excellent
magazine, that has kept me enthralled enough to pay a pound each month
for the last two years and to write this letter.

‘Yetlam saddened at the loss of Robin Candy and Robin Candy's Playing

Tips, which he brought from puke to pokes (as the saying goes), Butwait, let
us not talk about this young attractive new tipster by the name of Hannah
Smithwhohas saved Playing Tips and what a great job she has done of it as
well and hopefully she will bring it to the highest standard in the future.

lalso congratulateyou on the PBM mailbox and what a great job Brendon
Karanagh has done of it.

All the other re_?ulara are Brill as well, Meraly Mangram, SM’s Frontling,
DB'’s Adventure Trail, Forum, Tech Niche, Lunar Jetman (how about Termi-
nial Man |1} to name but a few. And every one deserves around of applause
Oh Yes! And a spacial thanks to Graeme Kidd (May his Doctor Marten Boots
reign the carpets of CRASH for many a year to come).

&ll Cameron Pound to keep up the good work because his photos com-
pliment the reviews like Laurel and Hardy compliment each other.
§ Davies, Rhondda, Mid Glamorgan

Graeme's boots have cerainly ruined over the carpets of CRASH for some
tirne now. Hate to think what his bigger ones are going fo do to the fush,
hotel-guality pile. Actually, I'd betler be good now that he’s turned into
another Power That Be's. (Have you noticed how many times I've been pas-
sed over in the promotion stakeés. Justas well I'm not the sort to moan and
wcump.ram}.

--------‘-—
mannwmml.m

And talking of recharging
leather dustc

aname lr-u-_' that)? I
xt month ...
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PROGRAMMED BY TEACHERS

| It is interesting to see that my favourite programs this month Andy Watson has been interested for many years in the |

| were designed, written and produced by practising teachers. potential of the computer in the classroom, and as a teacher |

{ Andy Watson in Aberdeen and Bill Elliot in Plymouth, have of English, and more recently, working with remedial chil-
both become aware that much of the educational software dren, he has built up tremendous expertise in his field. Bill

| on the market is not really what teachers in schools are look-  Elliot also, has reaped the benefits of his computing know-
ing for, and so have come up with their own products. If you ledge. Seventeen out of his class of twenty-eight children at
expect these to be amateurish, you'd be wrong — Expose  Southway Junior School ewn Spectrums, and indeed, are

| and Nightmare/Potholer are both extremely professional pac- avid readers of CRASH. Over to them for their comments on

| kages which have been thoroughly tested in the classroom.  Patholer and Nightmare:

“Iike Nightmare because of all the different monsters in it fike the ""Pothole is a game for ail the family. It is well put together and is a flong
Number Gumber who knocks you for six.” game."

Ben Davey Sarah Green
“"Every time you got killed by monsters you just couldn't wait untityour it is good how you have to work out plans fo get overa river and try to
next go to find out what would happen next."' Simon Rash  rescue your friends. "’
il 3 ; Steven Morris
""Nightmare has a lot of riddles and fots of different monsters. This game

is very interasting for people with an imagination. ' | like it whan the computergives you funny remarks, thenwhen you get
Carl Bates clues, that is when your brain has to work. "

Jason Rowe

NIGHTMARE and
POTHOLER

Producer: Southway find out the capital citie rance;
Software Turs Fortugel. The. e 3
Retail Price: £6 3 LR
Agerange: T | Tl
puter befare go
plete an assignment
The game js extremely enjoy
: | able, and the graphics -
LY, = : it \ 3 Time to choose; to go left or to go right, that is the question in
r:‘.}n tm.m.,__Tu 5 held the pia : ion, In Potholer *

adventure. offers 'a w 1 slus of & cade cbtainabls |

» for art work, as the. gro fro th £l N successtul
to produce; for exar completian

| cave paintings of strange ar 5. | whieh wou | “hildren

v If the: piayers complete ther mis- | immediate B85 to the approg- |
: essiully, the) 1 | nate point

L C?I"".
| thoig

DF LiSE 3] 3 Control keys: kept s

oomandathome. Theonlyreser- | young ehildren to operate
vation |‘have is that after compliet- | Keyboard play: d

( ) : Graphics: exci
Use of colour: eye-catching
General rating: Boih games are
outstanding examiples of educa-
tional adventure programs; Don't
miss them!

Sing words
sinister, poricullis an
| art work, sol
| activities, and even research tQ
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EXPOSE

Producer; Key Software
Retail Price: £4

Age Range: Designed with
the 10-14 age group in
mind, but can be adapted
to suit any child who can
read.

ry primary schoel and every
endary English department

| ought to invest in a copy of this
; The writer, Andy Watson,
1e7 of children with special

g needs and he has devised

5 program especially to help
children.  with their  language

development, particularly with the |

2 program cont g
| selection of passages in which all
the lower case lefters have been
repiaced by blanks. The plaver can
Lz vanety of methods to recon
struct the whole text using know
ge of spelling and comprahen
sionto predict words and phr;
There are 36 passages to chose
from, loaded ingroups of nine, and
s cover a variety of interesting
from fiction and non-fiction
. When the main menu
appears, the user cand gchoose
Instructions,. Play game, r{'}rn?u're
text, or End
2 Instructions detail the keys
. autlining the differerces
n those for the Spectrum
th pectrum Plus. A very

the passage with blanks is dis-
played, together with a starting
0 and abonus which can

m 0 te 100
ar then has 4 options
which reduces the
bonus but has the
revealing  all
25 of a given letter. Guess
he player to type in a letter
or group of letters which cannot
mnelude any existing displayed let-

& 1
Buy ale
spore. and

ters — if the Guess is correct, all
the instances of the letters in the
Guess are displayved and the scaore
is increased. Type is similar to
Guess, but this time if the playeris
carrect, the other instances of the
letters are not displayed, but the
advantage of this option is that,
unlike Guess, the bonus is ot
raduced. In order to obtain a High
score, the user has to balance the
advantages and disadvantages of
the waripus options. The Heip

option reveals the letters that have |
previously been bought or cor |

rectly guessed. This game format
makes the program interesting
and enjoyable for children, work-
ing efther indwidually or in small
groups.

The Create Text option is invalu-
abie for teache 10 can either
alter an existing sage, or can

by new one. The
nstructions:-are 5o clear in fact,
that pupils themselves could
create passages for others o try
The need for correct spelling
would then be immediately relev-
ant for them. Expose comes com-
plete with a detailed manual outlin:
ing the aims and objectives of the
garmg, and a full program descrip-
tion, There are a number of prog-
rams on the market based on the
same idea, but this is by far the
best | have seen. Send off for it
now to:  Andy Watson, Key
Software, 33 Hilton Street, Aber-

| desn ABZ 3QT

Control keys: clearly described
onthe screen and easy for children
to operaie

Keyboard play: good

Graphies: nane

Use of colour: kept simple so as
notto distract

General rating: An excellent, pro-
fessional program with a number
of user-friendly features such as

extensive error-trapping and clear |

screen layout with a choice of

typetaces. It has been theraughly
tried outin schools, and at only £4
this is a program which everyons
can afford. Highly recommended!

Trying to bulid up a purple passage of prose by guessing or
buying leiters to fill the gaps. Expose isthe name of the game
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' STARTER

WORDSPLITS AND

JUNIOR

WORDSPLITS

Producer: Sulis

Retail Price: £7.95 each
Age Range: Starter
Wordsplits 4-8 years;
Junior Wordsplits 8-11
years.

Beth of these programs are aimed
atimproving word recegnition and
speiling by matching up . two
halves of  words. In  Starter
Wordspiits, there are 14 different
categores to cnogse from, such
as Sounds, Movement, Animals,
Mature and People. Each category
has 18 words to be completed —
more than enough to hold a young
child’s interest. The word ending
appears on the right of the screen,
and can be brought in hine with its
beginning by using keys 7 (upjand
B (down). To make the two haives
jain up, the child must press 5.
Juntor Wordsplits is a more
difficult version of the same game,
and you can choose o practise

baginnings such as forfore/four |
and des/dis or endings like — ary/-

| ery/-ory and -ance/-ence/-ense.

Each game beagins in black and |
white, with colour being intro- |
duced for each correct answer,

| With each completion of a section

the time taken is given. The prog-
rams are easy to-operate and usea-
fulin their own way, but | would like |
to have seen a more imaginative |
use. of graphics in Siarter |
Wordsplits~ to  motivate  the |
younger children.

Control keys: 7 to move up, 6 to
move down, 5 to make the word
Keyboard play; good

Graphics: very limited

Us&-of colour: buiids up from
black and white at the start
General rating: Useful inalimited

| way: bul rather unimaginative.

Splitting words to do with movement in Wordsplits. Cam, our
photographer, is not famed for his movement — wonder why
he chose this particular screen to snap?

THE GRAMMAR

TREE

Verbs and Adverbs

Producer: Sulis
Retail Price: £10.95
Age Range: 13

Verbs and Adverbs is the second
of a trilogy of Grammar Tree prag-

ns, the others being Nouns and

iectives and Sentences. All
three are intended as a popular
learning kit for '“anyvone who
wants to organise all thoze half for-
gotten bits of infermation about

basic grammar into a straight for-
ward, cohesive system of gram-
mar

Although the. accompanying
booklet gives information about
‘eorrectness’, the screen text mis- |
speils the word ‘beginning’, and: |
the booklet includes a sentence
which is.grammatically incorrect!
When the program has loaded, the
following  profound’  sentences |
appear on the screen: “'In the l’
beginning was the sentence (the
CRASHOCctober 1986 49




isl

GENTEMCE
#ﬁ_&_

ALM

**{L-}*ﬁ-x***

e

_-—n-—”—."”_’“"l(_

CATE
PRED Eis
LR o

EREEERREERERD

Age Range: O level pupils

““Could put you off grammar for life.. " Menry looks as if he may

well have a lea circus!

calls it the W

.a'uc‘rt"rht*':k 5
group 01 words

sl |l‘:1|||q J\-'

ct t..,rr cul _l'_.'|'<i!1'lll'|-"].'
the latter

cl at le

Graphics

| ple diagram

Use of colour: |
General rating: Agox
the user eff studying

he choiceisfrom: | life.

SUPERCOM

| Producer: Atlantis
Retail Price: £1.99
Age Range: 12-Adult

Lqu ot a speci CI'I,

C,i.-:rl.;aml',f b
encourage ther
ng skilis

1 }\'\ a -}

the car 1[1\111 £0F l.-t.m'h adis
The only information you
are given 1s°an incom-
pRone number ;up') i
5 agent WO Was
riat mi M ile smitting what he

| Supercernm is |1".[|I:L'|, it cont
| new codes, no twWo games
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O LEVEL MATHS

Producer; GCE Tutoring F‘LII,: aid _[3.»}qr“mlu.
Retail Price: £5 HATE b

these. g

help that word
pjl-:eufS at the

rourd-
squEre

GraphlLs: |
Useof coh:ru
ngonay
General r.:mrl

E8§ ORION PHOTOCOPIERS

LTD EER

SEE OUR NEUW EXTENSIVE FTHM9 RANGE

OF PROFFESS
MACHINES IONAL PHOTOCOPY ING

WE HAVE A

MACH
BUDGET AND INE TO SUIT YOUR

UE DELIVER DRILY

SO COME ON IN AND SEE US AT
o

Jdes FARODMNAGE FROA

vexss THANKS FOR RINGING ORIOM vos.

Hacking awayin anattemptto foil an evil plot involving nuclear
warheads, you get in touch with a photocopier firm!

F

Conirol keys: number and letter
keys are used to input the codes. Z
returns you to thie menu
Keyboard play: good, though it is
impossible to delete if you mak
mustake

Graphics: none

Use of colour: re:

General rating:; This

cheap little program

senisvery goodvalu

wakild be enjoyed by olde

and adults.




BEING A HERO IS EASY.
STAYING ALIVE IS MORE DIFFICULT !
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Sid Meier—
Author of the
highly acclaimed
F-15 Strike Eagle
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SHORT ‘N’ SWEET

Several people wrote to defend FRONTLINE from the ravages of a letter from Peter Shields a couple of months
ago, which suggested Rosetta and yours truly went to join the dole queue.
There is only one game to have a look at this month, so there’s plenty of space to devote to the Forum. Keep
writing in. Most of the letters were full of interesting suggestions but unfortunately, these were unprintable.
Thankyou. I'm one year old this issue and it's good to be here and know people enjoy the column.
As | prepare this intro we're coming to the end of a fairly miserable summer. The PCW Show looms on the
horizon (once | finish this column, it's off to Olympia for me). Next month, I'll give you a full run down on the

goodies you can expect for Christmas. See you then. . .

JOHNNY REB Ii

Producer: MC Lothlorien
Retail Price: £9.95

This is the first offering from Lothie-
rien for some time and is a follow
up to one of their oldest and most
successful titles, Based on the
Amarican Civil War, Johnny Reb il
is a one or two player strategy pre-
senting the player{s) with a “typi-
cal' action rather than a recreation
of one of the many historic battles
such as Bull Run or Gettysburg.

For those in need of a quick his-
tory lesson, the ACW was the
result of differences between the
Northern and Southern states of
the USA mainly (but not entirely)
over legalised slavery. Neither side
actually wanted the confrontation
which lasted from 1861-865 but
both were caught up in unavoida-
ble conflict in a war so bitter and
complex, it literally set brother
against brother. It holds interest
from the strategists’ point of view
because it has been called the first
‘modern’ war.

This terminology is used more in
the context of new weaponry than
anything else. Repeating rifles
were rare during the war, but
gained in numbers towards the
end. Gattling guns, the forunners
of the modern machine gun were
also used occasionally and
cavalry, whilst still maintaining an
effective rolein combat was armed
more with sluq_tt'hrow'rng weapons
than swords. The war was further
complicated by the fact that whilst
the North possessed the industrial
might and numetical superiority,
the South was better organised
and trained and had fewer commit-
ments, All this explained Lothio-
rien's first foray into this era. Their
excuse: this time was increased

sophistication and better gamep-
lay. So, how have they done?
Well, the most obviously notable
feature of the new game is that it is
apparently 100% machine code
{something unheard of in the pre-
Cambrian days of the earlier ver-
sion's release) and it loads very
quickly indeed. A passable fitle
screen is then succeeded by a
menu that allows limited modifica-
tion of the game's parameters.
Just about eveything is user defin-

able from the control keys (or
Kempston joystick option) to the
balance of forces, the terrain fea-
tures of the battiefield, where and
when the various reinforcements
arrive, game strength (on the one
player version) and screen colours.

| was most impressed with the
choices available to the player.
When playing solitaire, the player
may choose either side thanksto a
flexible computer opponent
({though | later discovered that the
opponent is not actually that hard
to beat on the first two levels).
Safety features ensure that you
cannot after the force played by
the computer to make things
easier on yourself. It's possible to

have hidden movement on the
single player game but all units are
always visible in two player mode.

Once the game begins, play is
very straightforward. in this is
due o attention to detail in presen-
tation. Under joystick control, a
cursor iz simply placed over the
unit to be ordered before pressing
the fire button. Information about
the unit is then presented on the
screen in a colpur code to show
levels of ammunition, morals,
strength and efficiency. This dis-
play appears below the ‘action’
screen. To the right of the screen, a
series of icons appear, each indi-
cating a possible action such as
dig in, advance, charge or fire (not

e e
S
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all these options are available to all
units, as you will see). Joystick
movement allows selaction of the
reguired order with confirmation
coming from a second press of the
fire button. Some orders may be
elaborated upon. For instance,
when advancing, you are asked
ﬁwt'leﬁw t?‘heh;r-ﬁt is to advat?‘;g
iring or not. As units out their
cn!rigrs on the main ggrr?en at the
end of a turn, the unit symbols
themselves will change to show
the current status of those units.

Limited sound effects are

n&ed during combat. This is
combat though

me}ee |s pussfble between adja-
cent units. Units may retreat,
become routed or be dss!myed
depending on their performancein
combat. The unit types are infan-

, cavalry, artiliery and supply
(these units cannot fight). The
exact scale of the units is never
really explained throughout the
game or manual but by the nature
of movernent, | would suspect it
lies somewhere between platoon
and company level.

There is a standard gcenario. A
Confederate force is a.ppruachmg
a vastly outnumbered Union outfit
which must defend its side of the
m&p while reinforcements arrive

nglclhs course of the game. it's
but flexible arrangement
Sl
challenge in a player game.
The one player version only really
comes into its own on the hardest
level. The on screen presentation
is both logical and clear but the
tiny instruction booklet is both
cramped and badly laid out. There
is no key reference so setting up
can be slow until you become
accustomed to the procedures.

Johnny Reb I is definitely a
worthy successor to the original
but at £9.95, | can't say I'm overly

impressed, especially considering
Rabelstar was only £1.99 and that
was a better game. The best
advice is to buy Rebelstar first. If
arnu have that and are looking for a
lexible, well presented and
interesting game , . . get this.

PRESENTATION 84%
Cramped and badly laid out book-
let but wonderful on screen pre-
sentation

RULES 85%
Some ommisions but otherwise
well suited to the game

PLAYABILITY 85%
The unobtrusive icons are useful
and fast, especially with a joystick

GRAPHICS 80%
Simple but effective and colourful

AUTHENTICITY 82%
The various unit strengths and

proportions capture the essence
of mid-war skirmishes

OPPONENT 79%
Flexible but not too demanding

VALUE FOR MONEY 81%
The most you could ask for this
game

OVERALL 82%
Very reasonable in most respects,
admirable in some. What a shame
th h, that in the wake of a

of good budget games,
people seem to be putting up their
prices rather than bringing them
down




In which Peter Shields is well and truly hammered by
FRONTLINE readers on the offensive; tips for Chaos and
Rebelstar and the great computer opponent debate are all
dealt with in inimitable fashion. Roll up, roll up!

Dear Sean,
Putting anti-strategy game letiers

iin gcur Forum is undoubtedly
strategic itself because it prom-
otes  further letters of anger/

defence etc! Afew notes therefore
foliow Mﬁah i faat are relevant to
the |

rs‘t,iam&eﬂbatocw-l only

b&'émnra\dewsand takes sen-

4 Mwmafa? 5 ; linear plot than
even the most flexible of adven-
fures, becauise you tend to begin

; mmg whole story and wark

~ There can be several paths 1o
L le- game. It must
itted that there is not, at
ueh. good material

be? The most certain fact is that
the existing situation will change
and tncédy's minority, (a8 was
last month), may yet

beoume a majority, | think this is
particularly relevant to the multi
r aspect of game interaction.

| done CRASH for staying at

the frant, and full marks for printing
the articles about other game
‘areas. Its only a matter of time

before they mergs.
And to  who still doubt the
wisdom of CRASH Towers, | pre-

dict when the computer game
world changes, if they keep up this

superb diverse approach, what-

azine will
be the leader. Don't
if you haven't fully tned
%am | bet Derek B didn't play
Chaos with some merry friends or
he would have surely been won
over by the fun,
Here's to the future:

Andrew Hughman, Catford, Lon-.
don | M&oww?'? Because of memory
@aﬂo saarch for RED SHIFT expan- | -

user-friendliness and it has not
spared complexity at the cost of
these. The small graphics are ani-
mated beautifully, and the sound
is better than in most arcade
games. The computer opponent
handles its forces very skilfully,
and it is a joy just to watch eight
computer players slugging it out
between themselves. Many more
people could .gain. from Chaos,
and s0 | urge you to give it a proper
review in FRONTLINE and award it
the Smash that it deserves.

Here are some tips for an*’
players: early players (the ist or
2nd in a large game) have the
attacking and spell casting initia-
tive, but later ones can cast an illu-
sion with less chance of following
players disbelieving in it, lllusions
are no good towards the end of the
game, since wizards cast disbelief
often, when thay have few other
spells. Protect your wizard with
armour and a shield, or shadow
form and a castle, since they are
very weak at the start. The compu-
ter is wvery cautious with its
wizards, and they do stay alive for
4 long time!

Also, try to get a magic weapon
s0 you can attack undead crea-
tures. if you have no magic
weapon and wish to disengage
combat with the undead, try pres-
sing | for info and then enter &
direction. You will attack that
empty square and move onto it.

Magic woods allow you to get
some new and powerful spells but
remember they are not anybody's
proparty and any wizard can use
one. Fire and Gooey Blob can win
(or at least save} the game if they
are used properly. Walls can be
used to build fortresses to hide in,
but can be flown over. A good way
to start is to magic bolt another
wizard, or to cast someathing next
to-him. Players 2and 7 can have an
attack on five players by castinga
shadow wood tree next to them.
The final trick, discovered by a
friend of mine, is how to get an
undead wizard. If you can become
undead, you stand a good chance
of winning. You must raise a mount
of some kind from the dead (a
harse is easiest), then get on it. If
your mount is slain or vengeanced
then you yourself are undead!
Maho like to start aﬂg:

in your pages.
important is the computer oppo-

the opponent is not to
then the game must
e restrictions imposed
& whlch isultra-com-

duction. If the situation warrants it,
'l prepare a full review of the game
immediately afterwards. One of
the advantages of computer wa;_
gaming is the option to play so

itaire. Perhaps the best option is
the kind used in Rebelstar where
one side of the tape has a single
player option while the other is a
two player game. s

Dear Sean

| have got to reply to the stupid
letter written by Peter Shields in
last month's issue. It annoys me so
much that he can be so single
minded, and it also surprises me
that you should print such trash, or-

is it that you want to receive a |

whole lot of angry Isatlar; m@m
then ask for a pay rise bacause of
all the axtra workload? (It a fair

cogeter Shlalds seems to want
everything amanged for him and
has no consideration for uthaar
people, Even humbla me, who

hardly ever reads Hsgmr 880~

tion or CRASH |
mel;sef;ﬁnassaﬂhmto pgm!p

whoplay wargamesor
Bmm Fmberel naigmtaswell
yﬂau soma aggro. Don't worry,
a bit of constructive criti-
cgarn » main reason for people
dfsrogard your measly three or
four pages is the appearance. It is
too grey and drab. Why don't yvou
press for a colour page or two, or
even afawcolourphotos I mean,
Derek Brewster did it

you?

For. instance Just take a guick
loigk at last issue and compare the
CRASH Smash Rebel Starwith the
CRASH Smiash Bobby Bearing.
You have to agree there is a big
difference in colowr and raz-

zamatazz,

I think it's time to revolt. The only
way to get more readers is o
attract them, and if the other slime.
eaters at the CRASH Tower say
you don't have enough readers to
warrant spending alittle cash, then
gither kick their feet away or stick
gaur fingers up their noses.

Bedford, Thornew
Wakefield, West Yorkshire

PS Do you maii:,r look like Don
..Inhnston of Miami Vice as your

portrait by Oli suggesis?
Lsr‘:!makeada&lshaﬂwe?rw't

fhagarm;wdalgarmemmwto
you as fast as ible and make
do with ?trior-
mally plump for the latter option.
However, | do hope o brighten

. why not |




Dear Sean

I can't help but write to you comp-
laining about the letter from a Mr
Peter Shields of Manchester. He
asked whether war/strategy
garmes are worthy of their own reg-
ular column in CRASH. | say yes,
very much soinfact. I'd rather have
a specialised person who knows
his job well, giving his criticisms or
comments t a wargarme, than
an arcade freak doing so amongst
the other arcade games. | know
that wargames don’t appeal to
averyone; nor are they as widely
produced as arcade games (pity
though!), but it's just no reason to
have their column ‘abolished'.
Although the column may be bare
at times or mightn't have a CRASH
Smash every month, it still should

exist, after all is CRASH always
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absolutely packed to the brim with
CRASH Smashes every month.

He also said about wargames
being far inferior to arcade games.
Yes, | admit that too for a majority
of them but not so for such games
as Shadowfire, Lords of Midnight
and so on, which were gghly
acclaimed and got into the CRASH
Headers Awards.

Having cleared that up, I'll put
forward some of my views on the
Forum. | was very glad to see you
take over from Angus, as your
reviewing system is far better, and
| very much liked the idea of the
Forum. | think the Forum is justtoo
small, and although space is alimi-
tation it could be enlarged by using
up the wasted space that a Mr Min-
son writes his gobbledigook on (no
offence White Dwarfl)

Generally wargames on the
Spectrum are improving, but agre-
eing with Steven Cook’s point that
they are generally For
instance  in  LOTHLORIEN'S The
Bulge, | find that the computer is
slow torespond to the order key,
etc. Another point | would like to
make is that some people were
complaining about the SYS-
tem being very similar to D&D or
ADAD, yet nobody has com-
plained about HotM (Heavy on the
Magic) using the FF books’
g;;htmg and requisite system, that

SKILL, STAMINA, AND LUCK?

Finally, | would like to ask you a
few guestions. What type of war-
games, RAPG's etc do you like/
play?

Is there any news of ary other
games coming out from J. GOL-

LOP soon?
Wil u be reviewi Dark
Sceptre? and Do you PBM?
David Kelly, Belfast

Ooh, my head is getting so much
bigger! In answer fo your gues-
tions, Traveller, Skyrealms of
Jorune, Call of Cthulhu, Rolemas-
ter, AD&D are my favourite RPGs in
that order, though | play and collect
many more. Conventional war-
games inciude SPis Starforce Thil-
ogy Star Fleet Batties, WRG mod-
arn miniatures rules, Warhammer
and my favourite game overall is
Go. Yes | do PBM but the games |
play are my business. | never form
alliances or make my presence
known when it can be avoided. At
present it would ar that I'm

not reviewing Dark Sceptre though
that fen't definite
SM

Dear Sean

| have long held the opinion that
people who dismiss wargaming
and RPGs as boring must be unin-
telligent andfor unimaginative.
Peter Shields sounds like one of
this cursed kind. He sounds as if
he cannot enjoy computer games
unless half the universe is
destroyed by him in the first five
seconds.

| am not knocking Arcade

ames indeed | enjoy a good many,

ut | do like te have some measure
of intelligence in my games, | am
happy to set a new house best at
Quazatron, but much more
enjoyed winning Arnhem against
the computer.

Point 2: Swords & Sorcery can
not be a true RPG because you
can not use the standard Role play
technigue of lying your way out of
trouble. An example of thisfollows:

In one game a friend and | were
caught searching the baggage car-
riage of a circus train. Two guards
came in . .. in a computer game
we would have had to get into a
dangerous fight and kill them to
stop them sounding the alarm.

In the RPG we explained we
ware the flying Karamazor
Brothers, and were checking over
trapezes for that night's perfor-
mance. Computer gamesuiust can-
not handle tha aspects of a) con-
versation and b) all the natural laws
such as gravity.

T
Ian%luppinn, Weston, Herts.

| agree that current computers
cannot ibly ever create a true

RPG. haﬁ rgg;’nf is that com-
Pputerised development isn't
being camied out on Crays. its
being handled on machines of
comparable power to the Spec-
trurm. It will have a very important
rofe to play in the future of home
entertainment as games become
ever more realistic. Role playing is
the most sophisticated form of lei-
sure invented by man. lts birth in
the home computer field (which
will expand) is surely worthy of

coverage.

Finally, this closes the case for
FRONTLINE. Peter Shields' opin-
ion was not backed up by any of
the correspondents. In fact, {'ve
never had such an enthusiastic
response to the column.
you to everyone who wrote. |
guess it was the acid test

RONTLINE will continue to grow
and improve while I'm writing it. As
a famous Vulcan once said, ‘Live
long, and prosper!" s




48/128K SPECTRUM

BY R.J. SWIFT

TT Racer is a spectacular motor
cycle racing simulation that puts
you on the hot seat of a Grand
Prix bike. Experience the unique
thrill of racing with its stunning
over-the-handlebars 3D view and
state of the art solid graphics
Set-up your bike and practice
hard on the 12 famous tracks,
until you're ready for the
challenge... To race against the
other cool professional riders for
the winning fiag and the world
championship

Even the top Suzuki riders like
Paul Lewis and Kevin Schwantz
have been amazed at the
accuracy of the tracks and the
authentic feel of the bike.

Spectacular over-the-
handlebars 3D display
All 12 Grand Prix tracks
All 4 solo Grand Prix
classes

Challenge the computer
and race against 15 other
bikes or with networking
7 of your friends

4 different levels of
competition

Full Grand Prix season
poinis scoring

SPECTRUM AMSTRAD CPC 464, 664, 6128 VAT and p.&p. inclusive within UK e

TT Racer 48/128K O %9_95 Night Gunner ] £7.95 (overseasinc. 56p per cassette) sen D‘GETAL
Tomahawk 48/128K [1 £9.95 NightGunnerDisk O £13.95 Telssaes -

Fighter Pilot 48K O 795 Togmahawk 1 £BQ5 (0276) 684959 E et |NTEGRAT|ON

Might Gunner48K [0 £6:95 Tomahawk Disk £14.95 Please debit my AccessiVisacardrio,  Yvatchmoor Trade Centre,
COMMODORE 64 Fighter Pilot £8.95 sty ol

Fighter Pilot Disk O £14.95 Fighter Pilot Disk £13.95 i GU15 3A)

Fighter Pilot [ £9.95 ATARI B Al e s LT o

AMSTRAD PCW 8256/8512  Fighter Pilot Disk [0 £12.95 Cheques made payableto Digital Integration Ltd _ Ttade and Bxport enquiries
Tomahawk Disk 0 £19.95 Fighter Pilot £9.95 lencloseacheque/P.O. for Total

o BT el A e £ o e S M P I W T et b I P )T
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This month our play by

Comguest is a human moderated
game of, well, conquest. The land
of Rall upon which the game is
played is mapped out onto well
over 10 A4 sheets, each sheet con-
taining 29 hexes of land and sea.
Initially, the player is given a nation
compromising of a few hexes, and
is told the type of nation ruled, the
'Parsonalities owned, the nation's
religious and magical tendencies
and troop strengths, along with
information regarding the hexes
and cities governed. player is

CONQUEST

‘Combat in Conguest is a well

thought out affair — victory does
not necessarily go te the largest
force!

The player's hexes and cities ar
termed PROVINCES. In the pro-
vinces, loyalty-crushing taxes can
be enforced to raise the gold
needed for econemic develop-
ment and investment in infrastruc-
ture and armies. Economics is the
strongest feature of Conguest,
and international trade is an impor-
fant key to successiul play.

i

e

mail expert fights for
and wins two pages —
it's PBM FORUM time
again! Brendon also
takes a peek at
Amateur PBM games,
looks at CONQUEST
and gets on the

. touchline for a new
league in SOCCER STAR

AMATEUR PBM

GAMES

Amateur games are of a breed that
| have avoided mentioning, mainly
because they tend to be human
moderated games of a simple
nature. These games are generally
run by PBM fanatics with a fittle
spare time and money.

The principal of amateur gaming
ig the same as in 'professional’
PBM, which after all, developed
from amateur PBM — the only dif-
ference is that the results of all the
players’ orders are published
together in a "zine (normally in the
form of a table of figures for the
players to interpret). These games
are very cheap to play — the only
charges being a couple of pounds
startup and a few more pounds for
4 'Zing subscription, Turnaround
varies from every three weeks to
every two months, depending
upon the “zine.

If you are interested in playing
any of the variety of amateur PBM
games available (many of them
derived from board games such as
Diplomacy, Sopwith and Railway
Rivals), or if you would like any
further information about amateur
gaming, then | suggest that you
send an SAE to Martin Le Fevre, 1
Wellesley Nautical School, Lyth,
Northumberland MNE24 3PF
along with a letter asking him for
details of the amateur PBM game
directory which he edits.

And Lloyd has passed a letter
from David and Michael Bradley
on to me — they've got three
games on offer: a cowboy game, a
football game and a space game
which are apparently free to play
50 long as you send SAEs along

with your turnsheets. The games
are meant for beginners and
people who want to play by mail in
a simple way, so il you're
interested, send a SAE to David
and Michael at 17 Temple Road,
Hounslow, Middlesex 3 1XS
for details.

Amap from CONQUEST in which the aim of the gameis. . . con-

quest!

also givenacopyofthe (somewhat
daunting) rulebook.

The main nation types are: bar-
barian; nomad; superior barbarian
and civilised. Each type of nation
hasits own advantages and disad-
vantages. For example, a superior
barbarian nation can raise civilian
population at 80% of the normal
economic costs, while its prosper-
ity is low compared to that of a
civilised nation.

The personalities are the leaders
of nations and armies, and they are
used by the players to actually 'do’
things in the game — conducting
spying - or espionage missions,
trading and so on. Normally the
player has about 10 personalities,
but this figure can vary. They all
have ‘Du ns and Dragons'
style attributes which give different
Personalities different uses.

Nations’ troops generally come
under two headings: INFANTRY
archers and marines for instance,
and CAVALRY which may com-
prise chariots, elephants and so
on. The nation type and geographi-
cal description decides the troop
type-of the nation. Fleets of ships
such as galieys and coastal raiders
are available for maritime battles.

CONCLUSION

Conquestis a well run game which
requires a lot of careful planning
and diplomacy to win. Thegameis
guite difficult to understand at first,
but after a few months play and a
bit of diplomacy with experienced
players you should get used to the
game. A word of warning if you
choose to join: don't expect the
world to be easy!

Conguest is played on a
monthly turnaround and each turn
costs only £1. Startup costs £3,
and as a special offer to CRASH
readers this fee includes an extra
free turn not normally included in
the startup package (rulebook and
first turn free). Matthew Brunt,
who GMs Conguest, also pro-
duces an informative game news-
letter called THE CONQUEROR —
well worth reading and why not
contribute articles too?

it you would like to play Con-
quest then send a cheque/postal
order payable to M Brunt for £3 to;
CRASH CONQUEST STARTUP,
CONQUEST GAMES, The Firs, Wig
Lane, Boxted, Nr Colchester,
Essex.
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PBM FORUM

TURNS AND

ADVERTS

Dear Brendon

My interast is PBEMing has grown
immensely since your column
started a few months ago. How-
ever, there are a few things about
the hobby that | do not fully under-
stand. When you use the phrase 'a
turn', what does a turn comprise?
When a turn costs over £1 then
suraly it is more than, say, "'l will

unlock the door to my left"” — or
does a player go into greater
depths to describe a fist of
activities?

Secondly, whilst reading WHITE
DWARF magazine | came across
several adverts for PBM games.
One that caught my eye was for a

ame called Capitol by KJc GAMES.
%ha advert reads ‘Capitol is fast
becoming the standard against
which other space warfare games
are compared’. The advert
inciudes other comment praiging
the game no end.

| read your review of Starglobe

ACTION BHEEY - (Btarélight) - FILL IN AND RETURN
Gang accodnt number 229 StarGlobs Thres

B Kavanagh
Summerfield Farm
Mantwich Road
Broxton

Nr EHESTER CH3 9IH

Credit balance BEFORE today’s report (e

Starship number &1

Named The Getawsy Captain Oe Burgh in command

Actions possible in starflight.

EITHER

in CRASH 32 and found it interest-
ing; | even thought of joining the
game. But | then noticed that
Capitols turn prices are cheaper
and the game sounds as exciting
and as playable as Sitarglobe.
Could you, if possible, advise me
as to which game is the most
suited for me — a gamer. with a
little PBM experience.
Steven Vickers, Carshalton, Sur-
rey

Depending upon the game in
question, one can do a number of
actions during any one turn — as
ilfustrated by the Starglobe action
sheet seen on this page.

Starglobe and Capitol are
difficult games to compare: they
are both d games but they are
very different to piay Capitol
requires a lot of diplomacy and
strategy if you wish to enjoy the
gama, while Starglobe  fjust
requires a bit of imagination and
perseverance — diplomacy and
strategy help, but they're non-
essential to enjoy the game.
Capitol was discussed last month
— | suggest that you reread what |
wrote then before you decide
which game (if any} to join. Bear in
mind, however, that there are some
hidden charges to Capitol . . . ot

A typical STARGLOBE action sheet illustrating a range of

options available to a player when preparing a turn

1.2¢ Status Standard

These drders dated _ﬂ_ﬁﬁs_{_

Home on star naned _(VICNIIC | on arrival orbit planet nameds (Give NAME, numben will not da) ﬂ;_:_ﬂ.u__eﬂai
i ]

F1y through star named

Reset thrust commands.

with acceleration on/off/reverse
and after close fly=by head in direction of star
OR (Por advanced players only) -

Give up to 3 periods of acceleration.

State acceleration vector, #,y,2 and number of ship years.

Mull wector (9,0,0,vears) for engines off.

u= y= = b Tab
i= Y= i= yBaArs=
e e 2= yEArSE

Flesse send information module dns=

Hroadcast ohe local mespage (audible ul
Vg I‘.’L i '."1‘}'

PRLRILSER

planet named

{Intention is to fly to star

l"'UH‘-.\_b{:j

CASH,

Fhiew Lmﬂ o )

Raquest informat fon on & ship/star pystem/set of Dams entities

H g - f.LLJ’T'JL'_Lw\
L i
HIJ.' W !IL
- Vi Shuy

i t"(.w\f vec e

o the
-D:’u{"‘;fm

Bive an order to the ships company

Shuipie ﬂf\“ri (s

Sand a message to MONDE
Gh et ViR

]
(DI Bty Cauegts

chavier
+hain CEWN ﬂu‘-"ifi;;;_i_g

lessehs  oue b

e shis o,
Clenoiv vetum

Yiswscreen range | (150, eagnification 2 1)
Alert status is on a:gutmati:. Drder special alert status

Poot ko~

Time Patterns

7% Deveonshirs Road
Handsworth ;
Birmingham B28 2RG

FULL TIME

Dear Brendon

Being something of a PBM fanatic
I'm really pleased to see the grow-
ing interest in the hobby initiated
bt CRASH. | play Vorcon Wars
(games 35, 43, and 53), Super Vor-
con 68, Stargiobe Three, Spiral
Arm 2, Where Lies The Power,
World Of Vengeance, Saturnalia,
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021 523 4445

it's A Crime!, Explorers of Orion
and Whitegold. I've also played
Starmaster, Starweb, Starlord and
First Light. If anyore would like to
get In touch with me then | would
be pleased to pass on my views of
these games (SAE pleasa!)

As for PEM football, | suggest
writing to Ray Norton at 75 Bristol
Drive, Battle Hill, Wallsend, Tyne
and Wear, NE28 9RG who is start-
ing a new United league.

Phil Shuking, 58 Hampstead
Road, Dorking RH4 3AH

Playing all those games, I'm sur-

cenhowe
ildiyes et el g
iizen
T\c'\m‘u} caikl

iQeel  Alert

T R

Ve (3 TRTRRCY o .'
S {;L_m’u-dg%

prised (vet grateful) that you found
time to write in! {'m alse in Super
Varcon 68 — perhaps an alliance
is in order!? S

BUDGETING
BEGINNERS

Dear Brendon

| read your column with great
interest. Not playing any PBM
games myself, | would like to know

peedgael b Peneirs |

to 1@ 1ight 'vears without special receiving egquipment)i—

hegies Lt Lot all
If :w{_ P

rcuel

Hn L?{ﬁtfrﬁ. whe  clam
Hl

{a{:‘,{l}\‘, 7l
,‘f tobnat l.'l.'l—-'fl_ |:*:T|','_||__|:.‘;_

if there are any low budget games

suitable for beginners — and, If

possible, the addresses and

prices. | would greatly appreciate

this.

Michael Pacey, Gorebridge, Mid-
lothian

In my view (and according to the
FLAGSHIP Factors), Vorcon Wars
is the best value ‘low budget’
ame available — see CRASH 30
or further defafis,. Conguest /8
another good low budgei game —
sea this month's game ovsm‘sv; -




Smash your way threugh an immense, hostile world where Iin;n and Shoguns Fie in ambush
and wild animals crouch ready to strike! Take the ch: unly you a true FIST master
; can survive to the top! (] the £9.95, Disk £14.95,
s, Soon availahlaiw R : a

! e e
ShitiiiiiifEEaLRRARERARTERL
kil LCRCRRRRLERARRERRL
LR e LA ERALERRARARAREY

I | pacuses= i

The Home of e Hits !

Meloourne House (Publishers) Lid. Melbourne House 60 High Stree! Hamplon Wick Kinaston Upon Thames Surrey KT1 4DB. Telenhone: (0119433511 Telex: 935425 MELASO Facs: (011943 268t




~Hawah St
LA

Luckily, my cold has now cleared up thankyouverym
word from that Ravenflame pseudonym — although | did read a sca-
mmw;mmlnmmmc&msmmmmm

probably had ail of three days here in Ludlow. In fact the
nearest I've got to jetting off to exotic, pale-sanded beaches was an
afternoon spent at Birmingham llmmmth&

The good news this month is that there are two Top Tipsters
because | really couldn't make my mind up who most deserved the
title. The bad news however, I:sllmtyoullnnlrbnmmhgt‘!ﬂof
Soﬂwtuaaeh mdnnmonmolyﬂumhudmnm know.
gouphm are Paul Phillipsan-Masters from

hadatulfnrhis x Tips and Chris Smith and Jason Bean (The
Industrious oml-lmthymd Pocklington) for their POKEs
mmm Split Personalities.

Cal of the month is Gary Orgen for his map of Dynamite
Dan Il mappers this month who deserve credit are Howard
Dean from Littleover in Derby for his Cauldron Il map, fan Hunt from
Purley supplied another part of the huge Core map and
Morris from Luton sent in one of the first Universal Hero maps. Quick
work there, indeed . .

STARTY

SECTOR. |
CERRICK AUSTIN

FiNISH '; lli 1
e M ‘-1

TASON BEAN &k CHRIS SMITH]

DAN DARE

PILOT OF THE FUTURE
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“GAMES AT THE
SPEED OF LIGHT..

LIGHTFORCE is for VENGEANCE.....
LIGHTFQRCE is the Punishment Arm of
Galactic Fighter Command.

When a Terran-settled system at the edge of
the galaxy is seized by an alien force revenge
comes in the form of a lone
LIGHTFORCE fighter.
LIGHTFORCE confronts alien in a dazzling
battle above the strange landscapes of the
Ice-Planet the Jungle Planet Alien factories
and the impassable Asteroid Belt "
LIGHTFORCE — at the speed of Light

from FTL.

. 4 r
L3
SHOCKWAY RIDERS are the pick of the
street gangs - ATHLETIC,AGGRESSIVE &
ARROGANT -as they cruise along the
triple-speed moving walkways that circle
the great MEGACITYS of the 21st Century.
THE ULTIMATE AIM OF EVERY RIDER
isto go "*FULL CIRCLE’’ - to do that he must
fight off the Block Boys,the Cops and the
Vigilantes - as wel! as negotiating the Speed
Traps and Rider Ramps erected by the angry
local residents!
SHOCKWAY RIDER is the most original
arcade gamé of the ygar
THE ULTIMATE FUTURE SHOCK!!

- _,.

LIGHTFORCE AVAILABLE SEPT. '86
P F SHOCKWAY RIDER AVAILABLE OFT ‘86
ﬁ SPECTRUME?7 .95

AMSTRAD & COMMODORE £8.95
ngrgn.rﬂnﬂ.uc,ﬂf FTL FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES,
bl s SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tek 021-520 2981 (4 lines)




Tipster you need a hair-

First ﬁihb.ll;lmrﬂlrlh
drier mirror in the office, Just to make sure you look your
best. Hannah

STAINLESS STEEL.

Gosh, no sooner had we all sat
dmtoh'ynndgatnnck Staai

through the various perils that

await him in Stainless Steel
when these POKEs arrived from
the incredibly studious Hackers

from Haxby and Pockli
Chris Smith and Jason Bean
devised a way to

until it is finished. Gollee.

5 REM C SMITH AND J BEAN
10 REM STAINLESS STEEL
POKES

20 RESTORE

S0LETTOT =0

40 LET WEIGHT = 1

50 FOR | = 32768 TO 32814
60 READ a: LET TOT =
TOT+WEIGHT*a
TOPOKE|,a: LET WEIGHT =

e
infinite fuel,
infinite lives and infinite shields
for Ricky and his car. This
mun: that Ricky can never die

and can continue in the game

WEIGHT +1
BONEXT
90 IF TOT<>125222 THEN
PRINT “ERROR IN DATA:
BEEP 1,1:STOP

100 CLEAR 24899
110 PRINT = 1; AT 1,3; “START
STAINLESS STEEL TAPE”
120 LOAD “CODE
130 POKE 60632,3240
140 POKE 60633,255
150 RANDOMIZE USR 32768
1000 DATA 33,128,1,33
1010 DATA 0,17 237
1020 DATA 1786,195,213,236,175
1030 DATA 50,15,190,50,16
1040 DATA 190,50,17,190,33
1050 DATA 0,0,34,98,187
1060 DATA 50,100,187,34,132
1070 DATA 187,50,134,187,62
1080 DATA 195,50,103,183,195
1090 DATA 68,97

STAINLESS STEEL
CHEAT MODES

Apartfmm h%%

which
i m"""b,"*a‘;ﬁi‘.?‘“{“o.s""""
at once
‘the has started g
lives. Richard Drew fron'l
and Wear wrote to uy'lhut
ulol ame has bogun.

gnu Inou Euu:
TAINLZX You will now
have an infinite number of lives
and be able to use your shields
as many times as you like. Typ-
lmSII..K all at the
start of the the same
thing, as William Mitchell from
in Scotland soon dis-
nw;r-d,m Jason Kitchen
reckons keys
QAJKLIOP-’:I“ R all at

once when the has loaded
ﬁnnmwhﬁm , and by

o it
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Daringly Original Arcade Adventure. It's What You've Come
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| Available now for Commodore 64 and

available soon for Spectrum 48128 and
mavad rlE:ElRE]

I +' Firsbird |& 4 Argishered Trae Mark of Sritish Telscommunications pic FIRST FLOOR, 64 ?5 NEW OIFGFI'D S'I' I.QNDON WE1A 195 , 64-76 ORD BT, LONDON WC14 1PS.
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DYNAMITE DAN Ii
mf"f TIPSJ They go very nicely with the map
which lan has very kindly been

Here are some bijou mini tips for working on “"up in Art"’ with the
Dynamite Dan ii as sent in by help of Gary Orgen who sent the

Paul Mathews from Watford, map in to me.

island One
The torch lets you become
immune to theft for & short time.
The drill uncovers a secrat pas-
sage back to your airship indi-
cated by an exit sign.

The food mixer gives you an

endless supply of food.
Bombsblow away safe doors,
Magenta monsters steel
magenta coloured objects and
red monsters steal red objects.
Clever,eh?
The torch, drill, disk and food
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mixer can never be stolen. When
you have found the disk, go up
to the juke box and a tune will
play. find the fuel and,
using the secret passage return
to your airship. Walk towards
the right and you'll be magicked

to the next island.
istand Two
The ruby uncovers secret pas-
sages on this island, one of
which leads to the juke box.

The skull makes you invisible
for a short time.

T (T L ,l,'] 7B
e ]

Oxygen stops you from dying
when you fall into the water. You
will, however, return to the
screen underneath your airship.

Secret passages are quite
aasy to find. Just watch out to
see whether a Nasty mysteri-

ously walks through a solid wall
and then you'll know that there's
a secret passage there,

Tips and maps of the rest of
the islands would be greatly
appreciated for the next issue of
CHASH. Pretiy please.
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DYNAMITE DAN I
Infinite Everything

There | was about to sit down
&dagt mmodb;ofrullfrom

mbs e newly adopted
CRASH “canteen”), when the
phone rang. Unfortunately all

the extensions have recently
been changed here at CRASH
Towers so making or receiving
a telephone call is no mean feat
anymore. Anyway, it tumed
out to be none other than me ol’
mate, Phil Churchyard with a
rivetting routine for MIRRORSOFT'S

Dynamite Dan . Being a decent
sort of person | decided to put
'Iaw?y lunch a::atype all this
n, just for you, r com r
games POKE!’. -

10 CLEAR 2600
20 BORDER 0: INK 0:PAPER 0:

CLS

30 PRINT = 1; AT 0,3; "START
DYNAMITE DAN TAPE"

40 MERGE “*

50 RESTORE

60 100 LET prog = PEEK
23635+ 256"PEEK OF 23636
110 POKEgrm+1m.201
1}2;3}RAND MIZE USR {prog =
130 POKE 40077,201

140 RANDOMIZE USR 40000
150 FOR i = 23296 TO 23301
160 READ a:POKE i,a:NEXT i
170 POKE 29544,201: REM NO
CREATURES

180 POKE 29002,182: REM INFI1-
NITE ENERGY

190 POKE 33170,201 REM NO
BLITZEN

200 RANDOMIZE USR 23296
500 DATA 49,36,94,195,144,108

Mr Churchyard also telis me that
when Dan picks up a pair of
Magenta boots it will enable him
to walk on water. With a bit of
fancy side stepping it is also
possible to walk from one island
to another without having to
solve all the problems first.

CON QUEST
Infinite Lives

Dearek Brewster, our ace advean-
ture person's latest game, Con
Quest is a bit of a brute to get
through. These infinite lives
POKEs kindly sent in by Peter
Baldwin from Wimborne in Dor-
set might help you get further
into the game. Type the program
in and RUN. Than delete it line
by line by typing in the line num-
bers and pressing ENTER. When
you've gone through ali the line
numbers up to 170 then type the
RANDOMIZE USR statements
{printed after the main program)
and then start the Con Quest
tape.

10LET c=0: BORDER 0: PAPER
0: INK 7: CLS

20 FOR a = 23206 TO 23355

30 READ b: POKEa,b: LETc =
c+b

40 NEXT a

50 IF c<>=5806 THEN PRINT
“ERROR IN DATA™

60 DATA 221,033,000,064,017
70 DATA 000,027,062,255,055
80 DATA 205,086,005,221,033
90 DATA 000.064,017,000,027
100 DATA 062,255 055,205,086
110 DATA 005,221,033,162,093
120 DATA 017,032,078,082,255
130 DATA 055,205,086,005,221
140 DATA 033,224,171,017,031
150 DATA 084,062,255,055,205
160 DATA 086,005,062,060,050
170 DATA 177,150,186,137,132

Type RUN then delete each line
and type:

1 CLEAR 23999; RANDOMIZE
USR 23298: RANDOMIZE USR
23347

start the Con Quest tape.
NOTE: DO NOT “NEW" THE
FIRST PROGRAM.
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THULLNEVER DREAM
YOUWRE ORIVING AGAINT
THE IMCREDIBLE DEMON 1 154
SCORCHER DF A VEHICLE THAT JUST
WAEN'THUILT FOR PLAYING GAMESTBUT

HERE LT IS HURTLING THRROUGH THE wiERD;

MULTE-COLOURED WORLD OF MIGHTMARE
RALLY, AND MERE YOU ARE BEHIND THE
RELATIVE SAFETY OF YOUR KEYEOARD,
JUET AJOYSTICK Wy FROM, .|
MOTORMAMNIAL i BILTE AND
BIDE WHEELHE WILL ONLY WET LR
SFRETITEAS YO WDRE YOUR Way
THROUGH THE GEAR X TOREADH
SPEEDE AND ST LHCH AS THE DORK-
SOREW, SFIN- B THE HEAL TE TAL
BRAIN BUSTE WATCSH THE TERRAIN
e i w el ] 1BE HE G FOR S
NIGHTMARE IN HYPERSFADE OR
EOMPLETE 3

TELEX: 665977 ODCEANG

OCEANSOFTWARE 6§ CENTRAL STREET
MANCHESTER M2 SNS TELEPHONE: 061 B3Z2 6633

SIIIERY
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EverymonthELITE SYS-
TEMS are releasing four
budget games under
theirnew CLASSIC 2,99
range. Each game has
been carefully selected
becausein itsday it was
a smash hit. Now the
growing collection can
be yours at a super low
price complete with
badges and speciai stic-
kars. And each month
there will be a fifth clas-
sic title ABSOLUTELY
FREE to CRASH readers
who buy alf four of the
month’s offer |

ZX SPECTRUM

JASPER

This is a twenty-two screen arcade adventure
which includes platforms and Jet Set Willy
type ropes as well as a host of nasties to
avoid. You play the part of Jasper, super
mouse extraordinaire and have to scamper
round collecting and using objects in order to
complete the game and travel through all the
screens. Awarded a CRASH Smash back in
November 1984, this game was written by
Derek Brewster . . . you know, the fellow who
writes about adventuring for us!

AN EXCLUSIVE SPECTRUM SOFTWARE OFFER

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 !

3D TANK DUEL

The trio behind reaiTiMe began to make their
mark as masters of 3D techniques with this
Battle Zone clone. Arriving after Rommel's
Revenge and 3D Combat Zone this version of
the arcade classic was adjudged the best of
all by the CRASH reviewing team in August
'84. Wire-frame graphics on the Spectrum
haven’t been quite the same since this game
was launched — rated 83% Overall Tank
Duelis a game no self-respecting Battle Zone
arcade master should be without.
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Subscriber No

Sorry—only ONE voucher perorder!

W - Sysiae

You

CRASH MAIL ORDER FORM

Telephone Ludiow [0584) 5620

Please send me the follawing items: BLOCK CAPITALS please!

Please note: some software reviewed may not be available until its release

date. If you are in any doubt abputarailabi{ity,m:em

cannot be held responsible for delays resulting

first \We
on-release of

titles when reviewed or previewed before then afficial release dates were

known.

from the
Largest Range
of Software

Could Ever
Wish For!

Title Software House

i the squnvalent of 70 per

per item ondensd,
Ounside Eurcpe, please write first so that we
ma;,-adwsempaﬂ_agemms.

Al prices are 35 quoted Under review Please make cheques of
oF knenwm retail prices and inciode Vﬁm i auersm 1o
Wﬁmchwgefgrpqﬂtm inside the . Pieass

HOpe should

Sub Total: £
Less Discount. £

Total enclosed: £

CRASH MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB

Please do NOT enclose this form/payment with any other correspondence to CRASH Magazine editorizl, as It will only

delay processing your order and may result in loss.

“--'------------I




MY GOD IT’S WAR!

Destruction is the name of the
in MAREECH's latest offer-

waiktir panswery to
DﬁﬂthEyour craft fo
.&NHMLAFIE all rssmanm
mna.ge to survive their
BEFEREE systems then you
up high and

wh'lch Is

cs.n hold your
return home a WERS.
will be yours. So head for the
&FABs (twinkle twinkle) and
‘LAUGH f(ha ha) in the face of
BEARL . .

Below is a specially adapted
word square designed by your

aver faithful minion in the sternal

le to bring you lot lots of
freebies. This time those cheerful
chaps down at MARTECH are giving
away 50 copies of their game
WAR, which is previewed this
month along with five \I'Br¥ stylish
MARTECH T shirts for the first five
entries pulled out of Graeme's Doc
Marten Boot. Once you have
found all 14 words pap your entry
into an e e and post it off to:
WAR, CHA;& MAGAZINE, PO
BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB. Get them in by
October 23rd and you'll soon find
yourself going to WAR!

CRASH WAR WORDSQUARE
r x K .38 8 ' __J
w @ R ¥'C 8

'-no

Z2 Z rPlO|w

E
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0

rogwuoxn

-0 0O Z

O rrmx
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MAKE SURE YOU
TRAMPLED IN THE

This month sees a slight quietening of activity on the !@ﬂ
el LTSN front — the Editor of the Journal has
nipped off on her hols, and theres no Journal for subscribers this

month. (BOD!) But the good news is, there should be a mega poster
from PIRANHA as well as an A4 WAR posterette courtesy of MARTECH

included with the copies of CRASH sent to owners of a | MYSTICAL]
UBSCRIBER NUMBER WCTICLYYTH
ext month, normal service should be resumed on the journal, but

for now we can offer a tempting array of US GOLD and ULTIMATE

goodies if you haven't yet got your very own IEIELH TR E
A veritable sta

of software hits, some 0ld GOLD, some bright and

shiny GOLD are on offer — if you subscribe this month for the very first
time, or want to renew the power of your IEE SRR
for another twelve whole issuies of the CRASH course o

reology, then now's not a bad time. You can choose ONE game
from List A or TWO games from List B when you send Guru Denise that
chequipoas for £14.50
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4

ON'T GET

(US) GO

§ Dear Guru Denise
§ I've been busily ticking boxes to tell you what I'd like you to do for me:

e |

311 would love to take advantage of this GOLDen offer. | would like
& j you to have a ¢ iet chat with your computer and issue me with a
personalised IEEREESEES =155 WNNEISEE as soon as you
If .uan.lwouiﬂl a you to send me CRASH every month, starting with
: .mﬂo. ........ {But | realise that you need to have received this by 3rd

October if my subscription is to start with Issue 34.
I | have ticked ONE box against a game from List A OR two boxes
1 from List B and would like you to arrange for Auntie Aggie to send my
1 game(s) to me in a jiffy bag, totally separately from my first copy of
. BCRASH. Aggie's eversuch a busy giri these days, so | realise it might
} I take a little teensy while for my games to arrive. I've also enclosed a
i icheque or postal order for £14.50 made payable to NEWSFIELD
ii 1 PUBLICATIONS

]
gl |l already own a MYSTICAL SUBSCRIBER NUMBER RigeRtly')
" and it is:

g

| IHO: ........................................................................................................

~}But 1d stilllike to increase my US GOLD collection. So I've ticked

ﬂ’  EITHER one game from List A OR two games from List B and would

* Miikea jiffybag full of goodies to come winging its way to me, sohere’s

M a cheque or postal order for £5.50 made payable to NEWSFIELD
l: PUBLICATIONS.

'IDW N ES NGRS is well poorty. Itis:
1]
B! oocooeissarsmanrans s enssmsassmsnmabus sasdn 4 A FE T H S SRR AL 4B RS AR F ARS8 SRR A TETE D

]
|andi'dIlkaynutnrechargaHGumD,Sohnm'smyGquorpoml
|o|ﬂnrfor€14.ﬁoandI'vstmkodElTHEFlumgmtromu:tAOHm
ggames from List B. | understand it'll probably take Jiffybag Aggle a
aet my goodies off to me. Meanwhile, please try and

.can—lrsa 3¢ that if you
Ihavatowalttillluuaﬁhoﬁ:m
|afﬁﬂngif~aﬂ1amaﬁanain...

1 e e

LD RUSH
Y % _

@m‘p 7

—----‘----ﬂ----ﬂ------

[JWINTER GAMES
] PENTAGRAM
[[]KUNG FU MASTER

OR

LISTB —TICKTWO

[]JBOUNTY BOB

] BRUCE LEE

] RAID OVER MOSCOW
[]SPY HUNTER
[]TAPPER
[]IMPOSSIBLE MISSION
[]BEACH HEAD Il

MY NAME1S: icoiiioiionissiisnsicuinmamisnssrmsstinnssss Suatasninasnnirnass
T Y = R s e SRR e

...........................................................................................

..........................................................................................
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| ZX SPECTRUM Lk

BACKNUMBERS

Fill That CRASH Gap ...

3:April B4 @Missile Command games@Living Guide@®Code Name Mat

4:May 84  @The GQuill Utility@Graphics utilities@Microdrive®* Pengo’
games@®Living Guide

10:Nov B4 @Batilefield Joystick — comparisons®Deus Ex Machina

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

18:Jul 85 @Gremlin Graphics profile@®Artist Bob Wakelin®Sinclair
TV@Tape Magazines@Leonardo utility parl two®CRASHBACK looks again at
games in issue B@Gyron Map of Atrium@®Modems round-up@And the cover
that had the Jehowvas Jumping!

19:Aug B5 @WITHOUT PAGES 123,124,125 and 126. WITH: @CRL
Profile@Pull out Dliposter — Fghting Spectrum@®Mimorsofl Profile@inside
the Timex 2068@Round Up of BASIC compilers@0n tha Cover Artist Rich Shen-
field@®Maps of Dynamite Dan and Shadowfire

20:5ep B85 @ALIEN 8 and DUN DARACH maps®Elecironic Pencil Company
Profile@®Part Two of BASIC Compilers Round-up@®The 64K Spectrum@Design
Design Autoprofile, Part 1@Rod Cousens interview

21:0ct 85 @Previews of MARSPORT, ASTROCLONE, ELITE@NODES OF
YESOD map@Holegrafix profile — how to make a Hologram®Crashtionnaire
analysis@Platinum Productions profile

22:Nov 85 @Feature on small computer magazines — looking at the
opposition@Microdrive tips and hints in TECH NICHE and part two of the fast
storage feature@Susan Rowe is on the Cover@An inside look at Fantasy
Gamebooks

23:DecB5 @Visitto Methourne House@®Minson goes Surfing@The Design
Design autoprofile ends@Computer graphics feature — On The Cover is Dave
Beeson from Central TW@Scary cover and Scary Preview of Friday 13th

Xmas 1985/6 ®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 Consuitants profile@Short story@Festive Fun and Frolics

25:Feb 86 @Durell — the profile®A chat with the Microsphere
team@Double Dose of Jetman@®Gremlin Graphics bring a Ninja to the Spec-
l.'ruml:TEGH NICHE looks at a FORTH add-on and examines extensions to ZX
BAS|

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

27:Apr 86 @Massive 23 page Playing Tips Suppiement®1985 Readers
Awards resutts@mMel Croucher interview®imagine profile®Round up of 128K
games®A visit to the first Play By Mail convention

28:May 86 @Update on the Fanzine scene@MARTECH profile and
PLANETS preview@®DIY Composite Videa Interface@®Inside Cheetah's Spec-
Drum@FRONTLINE Mini Strategyback@CRASHTIONNAIRE 86 analysis

29:Jun 86 @First PEM MAILBOX and CRASH GALLERY@SpecDrum list-
ing@®Homegrown software@REALTIME profile®Compilations com-
pared@®Maps of CYLU, SIR FRED, SABOTEUR and Parts 1 and 2 of TANTALUS

30:Jul B6 @More CRASH/RAINBIRD Gallery®More Homegrown
Software@®THE BIRTH OF A GAME: some early entries@Good Games by
DESIGHN®@®Luna Jetman retumns

Issues 1,2, 6, T, 8, 8, 11, 12, 13, 14, 15, 16 are now out of stock SORRY!

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

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

PRICES AT
BACK ISSUES NOW £1.20in nyg
::Il'tm:wi 1985/6 CHRISTMAS _SP‘ECIM.
which is £1.95 and includes a giant ?nslnr.
@0verseas orders: £2.00 per magazine
l -
ﬁﬁm&ﬂnﬁ still apply, so get in uick!




THE PERSONALISED ST CLIVE

Text from the first prize winner.. . .
to go with his St Clive Madallion

Can turn any menial into a
gleaming medallion man! Sim-
ply bare chest and hang it out
{..The MEDALLIION!)

Itis a one off design, made in 24
carat gold and finest platinum.
Studded within are African

T

(TR S

diamonds and randy red rubies.
Troubleis; it turns you into a gib-
bering bankrupted failure if
worn in the bath . . .!

It comes complete with an
economy tube of gin-flavoured

EXTAA SPARKLE!

Only £4,000,000

The Saint carries 3 Speccy of sorts across the river of troubles. Glimmer Shine Glistan

PCW SHOW FREEBIES

Those winsome winners of 40
freabie tickets to what they cor-
rectly answered as being the 9th
PCW Show, will have already been
and gone by the time they get their
sweaty little mitts on this issue. But
justsa they're not disappointed by
not having their names repro-
duced, here’'s a list of the lucky
forty:

J Khan, Ellesmere Rd, B'ham &;
Tom Oliver, 5t Mary’s Way, SG7
&JF; Mark Bettis, Shire Close,
CM1 5FN; Christopher Stone,
Abbexhill Rd, DA15 9AX; Mr H
Jones, Fountains Garth, RG12
4RH; Paul Taylor, Holme Close,
AL10 8IQ; Jamie W Cook,
Sarum, Berkshire; Noel Chiftini,
Middlegate Rd, PE20 1AR; Nick
Laslett, Chislet Forstal, CT3
4DT; Paul Reeves, Regent Drive,
BH7 7RW; Paul Johnson, Lucey
Close, RG3 6FF; Mr G P Craig,
Finlow Terrace, DD4 9NQ; MJ
Parker, Western Way, SG6 4SR;
Paul Johnson, Milton Crescent,
RH19 1TL; J Clayton, Mayfield
Rd, Cheshire; D Plait, Hawks
Hill, SLB 5JQ; Andrew Cal-

laghan, Como Rd, SE23 2JW;
Kenson Low, Langham Gar-
dens, HAO 3RG; Andrew Dudley,
Kingston, BN7 3LW; Gavin
Cameron, Cruickshank Cres-
cent, AB2 9BS; Andrew Cal-
laghan, Como Rd, SE23 2JW;
Philip Hancock, Charlemont Rd,
E6 4HE; Adam Vaughan,
Whittlebury NN12 8XQ;
Richard Haslock, Dial Mill Rd,
BS21 7EW; David Prescott,
Minard Rd, SE6 1NR; Elliot Rose,
Clayhill Avenue, IG5 OLD; Chris
Lewis, Oakhill Rd, KT21 2JG;
Anthony Stephens, Ralph Rd,
B’ham 8; Jamie Eastman, Stoke
Lane, BS8 3DN; A Ellerton, Love
Lane, DY82DA; L Phillips, Bower
House, Birmingham; Paul Har-
&rm. Sel Way, HP13 5XR;
r Siuwah Li, The Woodlands,
N12 0DU; Paul Laslett, Tudor
House, CT3 4DT; Nicholas Hart,
Airedale, W4 2NN; S Brayley,
Redway Drive, TW2 TNN; Khalid
Akram, Shelley Rd, OX4 3EA; Mr
Vinh Quan, Mitner Square, N1
1TW, , D Martin, Munster Gar-
dens, N13 5DT; Malcolm
Stewart, Palk Walk, CH2 2EH.

JUKE BoX JUVE

The Dynamite Dan N comp
attracted a lot of entries all of
which showed a fairly comprehen-
sive knowledge of music. The first
name out of the minion's hat
though was Miss T Robinson of
Leighton Rd, Hove who will have
received her jukebox at the PCW
show - presented by Captain Kidd
himself and Pat Bitton of Mirorsoft.
| only hope that they offered to give

her a hand to get it home. The run-
ners up will all receive a set of the
top ten singles,

RUNNERS UP

N Tarbox, Eimshot Lane, SL15QZ;
Craig A Morgan, Ward Place,
NG18 5RF; W Van Rest, Hanbury
Rd, B93 BDON; Tommy Carrie,
Forth Cresgent, DD2 4HZ; M Harri-
son, Maple Close, S0O51 8RZ.

128 SPECTRUM WINNER

auicksivacffered a 128 Speccy as
first prize for the person who gave
the right number of lock units on a
Tantalus Map. The most numerate
bod, who came up with 32 as the
correct number was Anthony
Cawood of Daleside Avenue,
LS28 BHD. The ten runners who
will receive a Quicksiva games pack

are
DA Smith, Chichester Rd, DN35
0.4J; Simon Tierney, Crawford St,

WiH 1AL; Stephen Charles,
Elston Hall Lane, WV10 9HA;
Andrew Shand, Calder Place,
EH11 4LR; Card Frew, Riverside
Rd, OX4 4UF; Alison Kent,
Langford Grove, SN3 1BT: Jeffrey
Belt, Falcon Lane, Stockport-on-
Tees; Kyle Heath, Witherford Way,
B2a 4AW; Adam Muir, Main St,
LAG 2AE; Denise Weeden,
Chichester Rd, DN35 0JJ

MINION
STRIKES
BACK

CRAL and ST BRIDES came up
with a mmpegkg: with which 1o
gat my own on the purile
pranksters in the Crash office. The
winner was Richard Palstow who
must be fearead by most of
Dimsdale 5t, 5814 1PH after
seeing all the fiendish ideas for
revenge he gave ma, An enourm-
ous joke kit will be sent to him and
runner up jokette kits will go to the
following.

JOKER ES

Stuart Garland, Yew Tree Drive,
BS15 4UA; Stephen Grant,
Qsborme. Rd, BN1 BLR; Martin
Read, Love Lane, Hants; Savvas
Tombouloglou, Girdlestone Walk,
N19 5DP; Stuart Hayes, Boulton,
BL13LB.

CHOCCY LOKI COMP

The scummiest competition in last
issue was set by Sirnon Goodwin,
our very own sweet-toothed Tech
Tipster. He's besen known to
demand several pounds of choccy
chomp for writing just one page of
tips Unfortunately as yet

though, he refuses to work for
peanuts. The lucky winner who
ts a chocolate computeris Neil
ith of Robert Ave, PE1 3XY. No
prizes for runners up in this com-
petition but then who would want
what’s left over?
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can see from the picture,

Maglmem Hook of Bromsgrove,

ﬁ lli a 5t Clive which was just

{ ing to brighten up the other-

} wIse monochrome existence of a

Crash team minion and will receive

a £125 jewelry voucher for his salf-

less act courtesy of RAINBIRD

and LEVEL 9. The fifty quid sec-

ond prize went to Claire of

Midlothian who made her medall-

ion which now adorns the Cemp

Minion's neck. Peter Cousins of

Kent took the third prize for his

dra?on jewellry and receives £25
ittering goodies.

Beautifyi ngh? minion is not a task | theywere offering solid gold prizes
to take lightly and ramemp and | fo anyone who could design an to Matthew Hook of Rocky
LEVEL 8 {who are currently produc- | -item of jewellery to brighten them Egneg Worcestershire. The second | EH22 1NQ and the third prize of &
ing Jewels of Darkness) know this | up. First prize of a £125 jewellery prize winner, who will pick up afifty | E£25 worth of glittering goodies will
to be the case with the non- vaucharmspend beautifying him- uid sparklies chitty, was Claire | “0on be adoming Peter Cousins
designer Crash team. That is why | self at the expense of H Samuels gitehlo of Arthur View Crescent, | of Shirfley A‘-"EHUB in Kent.
D T T e e o ey e e e e e e e e e e s =
: ADVENTURE CHART WRITE-IN COUPON |SRAACERMIERICHELER LS |
| Please use block capitals and write clearly! |I
I TITLE VOTE OUT OF TEN |
I e e R R o S e R
| ) |
RO Rl S iy i Sk dn e |
I 2 I
= S ST A O ol e LR ot : |
I postcode TSHIRT SIZE l
| 4 I
i Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SY8 1DB |
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I— ———————————————————————————————————————————— ]
| CRASH HOTLINE WRITE IN CQUPON My top five favourite programs in descending order E
| Please use block capitals and write clearly! are: I
T e S ey o ol i e e et TITLE PRODUCER,
I
| ASOESs s e e R e S e 1 II
et TNl i e e 2 |
! |
% e o o i et 3 I
T I, 4 |
| Send your coupon to: CRASH HOTLINE, PO BOX 10, |
| LUDLOW, SHHOPSHIRE SY8 1DB |
_____________ e e TR e s e R
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The bug caught Jon very quickly
— he spent a week staying up till
two in the morning, motoring
t h the manual that came with
Lhe _ht1,than scamperad outand
[s] a RAMpack and abook on
maﬁvlne code.
Within six months, Jon's first
m complete and Namtir
iders (Ritman backwardn._ﬁ?d—
dit?) was launched by arTic. Then
the Spectrum came along and Mr
Ritman, flushed with the success
of his first attempt at serious
es programming, wrote a
m game — Lt was
never released, but his second
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Spectrum game, Cosmic Debris
made itinto the shops on the armic-
label before CRASH appeared in
newsagents. Three more Ritman
games were published by arnic
during 1983 — 3D Combat Zone,
Dimension Destructors and Bear
Bovver. Bear Bovver established
Jon as a class Spectrum program-
mer, scoring 90% Overall in the
days before Smashes (lssue 3), it
was a hgilsy addictive platforms
and lad game with state-of-

the-art animation and excellent
graphics. Mr Ritman was soon to
referred to as ''Ace Programmer”'
on the pages of computer

FROM NAMTIR RAIDERS, TO
A BIT OF BOVVER WITH
BEARS THEN ON TO BAT-
MAN . . . AND BEYOND

As was so often the case, it all began with a
ZX81. JON RITMAN was workingasaTV
engineer with Radio Rentals when they
decided to do some market trials on renting
out Ataris, Thinking there would be a need for
specialist engineers if home micros caught
on, Jon bought himself a ZX81 in January
1982 to find out for himseif what these com-
puters were all about .

magazines. . . .

In 1983 Chris Clarke, one of the
founder members of CRYSTAL COM-
PUTING Which evolved into the pre-
sent day DESIGN DESIGN, moved to
aRTic, working on the business

side of games are, rather
than as a programmer. Chris and
Jon and were involved in the mar-
keting of Bear Bovverandthey got
chatting about the sort of games
that should ba written on the Spec-
trum. They reckoned a good foot-
ball gamie was called for.

The duo looked at the Commo-
dore 64 game, International Soc-
cer, and talked to distributors who
backed up their theory that what
the Spectrum needed was a
decent footie game. Chris had
been programming on a ZX81, and
after a bit of t he and Jon
decided to go it alone, leave aRTiC
and write that Spectrum football
game.

One week after they started seri-
ous work, ARTIG released World
Cup Football. Disaster loomed up
large. . . ordidit? '"We weren't too
waorried, once we had seenit”, Jon
confesses.

Jonand Chris beavered away at
Match Day, confident that they
could write a highly playable foot-
ball game. When it arrived, before
Christmas two years ago, the
CRASH reviewers wers well impre-
ssed but didn't quite give the game
aSmash. Amistake, A mistake that
we all now admit in CRASH Towers
— more than eighteen months
after it was first released, Maich
Day still makes regular appear-
ances in the Hotline Chart and

Lloyd still gets the odd nagging let-
ter, saying the we under-r, it
way back in Issue 13! A definite
classic. . .

Jon's basic approach to writing
a game explains, in part, why
Match Day is still so popular, *'|
don't like games with difficult con-
trals —it's like having an adventure
Ithat dogasn't undm:tnﬁnd wordns;‘cll
ike producing a good game,

I'm a perfectionist. One of my
specialities is playing games, |
suppose, and | getannoyed if there
are foo many controls to agameor
if it's not fun to play. | get really
aggravated, so when it comes to
writing agame | take alot of carein
getting the feel right.”

Jon starts a new programming
project by planning the gameplay
— S0Mme programimers are prog-
rammers first of all, and tend to
write for their own technical satis-
faction: they're keen on program-
ming and gameplay often comes
second. Simon Bratell, of bEsIGN
DESIGN works that round, and
finds a game to go with a techni-
cally excellent programming feat,

I build the gameplay first and
then fit a story around it in the last
week. People who just write a
game to a scenario have gotit all
wronginmy opinion. . . weended
up spending nearly all the time get-
ting the gameplay right on Match
Day”

Match Daywas very successful,
which took some of the financial
pressures from the Ritman budget
and Jon found he could afford to
work at a more leisurely pace. ‘1




A classic 3D game: BATMAN. Jon Ritman writes
in a modular fashion on his Mhpmmm with the

saw Knight Lore soon after I'd
finished work on Match Day and
decided "this is the sort of world |
liketosesagamein—it's iua'l like
playing a Disney cartoon’ "' The
germ of an idea that became Bat-
man nearly eighteen months later
had been sown . . . Serious work
on the new game began around
Easter last year.

Jon worked with a friend of his,
Bernie Drummond on the Bat-
man project — ' Bernie used to
draw just for fun,” Jon explained,
“‘anid | asked him if he would be
interested in “dg some graphics
for me. He agr and | let him
have a copy of my drawing utility
for the Spectrum. Acouple of days
later he came up with the first Bat-
man graphics.

“'Bernie works in an unusual
way — he just sort of scribbles ran-
domly on the screen and then
looks to see what's there. it's a bit
like the Rorschach test, where
people are shown ink blots and
asked if they can see pictures in
them. Bernia might spot some-
thing that looks like, say, an eyeb-
row and stanbuiidmg up acharac-
ter. Two hours later he's got a
finished graphic! He's a perfec-
tionist too, though, and can easily
spen id a day changing a couple of
pixels.”

Batman took an awful long time
to write. "'l tend to work in intense
spurts,"" Jonadmitted, *'| don't like
toput a problem down until it is sol-
ved. And | did have three months
off between August and October
Jast year — | just wanted arest . . .
There was a one month delay over
the licence as well — Batman is
not a superherc — he's got no
superpowers — he's a detective.
The people who own the rights are

very careful about what they let
people do and ing had to
gotothe States firstforapproval."”

Batman wasn't a stunningly
original game in terms of concept,
but it fared very well at the hands
of reviewers — h‘t;hg has
appeared on the Spectrum,
Ali?nstrad. Amstrad PCW and on
the Einstein. '*it's difficult to create
something different. There are only
six or so basic types of game, and
three of them are down 10 ULTIMATE
— | have got a lot of respect for
them. As games designers, Chris
and | are always looking for new
directions in terms of gameplay
butitis difficult tomove offina new
direction. I'm not an innovator —|
take & synthesis of good points.
With Batman, take a room for
instance: everything you need to
solveitisinthe room. | fry to design
a game for everyone, for the
games buying public. | get a lot of
satistaction from writing a game
and pleasing people — although
the money’s nicel”’, Jon adds.

““Alot of people spend six or,
eight months on a game and then
two or three days at the end, put-
ting the rooms together. The end
result may be technically good, but
the gameplay is often bad —
people seem to get fed up witha
projectand want to get it out of the
door. | can never really tell how
long it will take to complete an orig-
inal game. in the last week of the
project | get some friends along to
playthe game and then alter it—in
the case of Batman, | swapped a
lot of rooms around when my
girlfriend had played it.

“*It's difficult to remember that
not all players are experienced
game playars, and not everyone
has seen Knlghh‘_oremmecaseof

Batman for instance. | need to
watch someone who's never
played that sort of game before —
the most simple problems take
some people ages to work out.”

What of the future? Nowadays,
the team or project approach with
lots of people co-operating on a

mﬂle game seems to be popular
some companies. Could Mr
Ritman find himselfin a staff job as
rt of a team, rather than a free-
nce working at home in front of
hls Micro Mini development sys-
tem? *'No. The trouble with the
team approach is that the game
designer doesn't know the imita-
tions of the programming. | enjoy
being a jack of all trades, playing
the intellectualtechnical role f you
like, as well as the creative side. |
look at the market an then add
technical expertise.”

No doubt Mateh Day fans have
already spotted the Match Day
challenge lald down by Chris and
Jon — we should be inviting a
selected few high-scoring readers
1o Ludlow for a play off againstthe
programmers in the next few
weeks. Jon and Chris still play
Match Day themselves, but
against humans rather than

inst the computer: "'l can still
&F:y Match Day against a human;
it's no fun piaymg man or
Match Day against the machine
any mare. In the next football
game | hope to have the machine
intelligence at a level where | won't
beabletobeatit..."'

MNextfootball game? Yes it's true!
The men who brought you Mateh
Day are currently working ona
football simulation which has the
working title Three and In because
the gameplay follows the rules of
Three and Inl Barnie Drummond
has been roped in to help on the

raphics and Chris and Jon hope
1o have the game ready in time for
this Christmas. There will be two
players t¢ each side, and the ani-
mations are going to be large. At
the start, the first task is to pick

your team — the computerised
footballers each have their own
playing and passing skills, and the
choice of players will influence the
outcome of a game. One, two or
three people will be able to play. it's
early days in the development at
the moment — but Jon is kean to
get as much realistic detailinto the
game as possible: the players will
run around looking behind them,
for instance.

"I wanted to incorporate
machine intelligence into Three

andin”, Jonexplained, ''but | was
a bit scarad to begin with. Then |
sorted out a few of code

which basically Instructed the
computer player to run for the ball
and then kick it. Thirty seconds
after the little program had been
loaded, it scored a goal against
me. lI laughed for fifteen minutes

Foot and Mouthis the other
game currently under production
at chateau Ritman. The game stars
thetwo halves of a symbiotic crea-
tura — Foot, and Mouth — and
1heg look like a human being split

& waist when they are
together. F and M have been split
apart by an evil being, and the ulti-
mate aim is for them to reunite.
Each half the the composite crea-
ture has special abilities and there
will be two control methods in the
game, one for Foot and one for
Mc-uth

agama is going to use the
same 30 viewpoint as Batman,
and will be room-based, only this
time Jon is aimi foratleastthree
hundred rooms. Three kinds of
puzzie are planned for FEAM—one
kind of puzzle that Foot can solve,
anethat Mouth can overcome and
a third that can only be soived by
Foot and Mouth together, once
they have beenreunited as acom-
posite being.

Two games from 'Ace Program-
mer' Jon Ritman in time for Christ-
mas! Now thera's a treat for Match

Dayand Batmanfans . ..
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Mr Bates takes a peek
at a couple of books
from the BABANI sta-
ble, invites youtodo a
bit of delving into the
works of DATEL’s
sound sampler and
rounds up some 128
musical software.
Next month he reports

on a micro music show. . .

OW THEY RUN

. . or 48 into 128 won’t go

As one or two of you have been at pains to point out to
me (and as our TECH TIPS wunderkind has explained)
not all music software and hardware runs in the 48K
mode of the 128. What is needed here, | thought, is a
swift roundup of the more common music utilities and
a bit of advice on what to do if yours won’t run on your
newly prized 128. Just for good measure I've thrown in
some previews of what will be happening on the 128

MACHISMO AND
THE ART OF ZED8O

If you were born with a soldering
bit in your teeth and spoonfed with
flux, then RA Penfold has written
|ust the boaks for you. Computer
Music Projects and MIDI Projects
are two short but densely-packed
books full of techno-speak regard-
ing the construction of add-ons for
the Spectrum, amongst others,
that will turn your computeér corner
into a mass of hi-tech spaghetti
inside a week.

The music projects book is
roughly in three sections. One
deals with older synthesizers and
how to build interface devices that
use the control voltage infoutput
of the synth as a controliing
device. The second section gives
a series of projects that build up to
form the component parts of an
electronic (analogue) drum kit
again micro controlled while the
third gives ways of building your
very own sampler and, albeit a bit
crude, a digital synthesizer. There
is-a final chapter to this book all
about MIDI the author ebwviously
thought the better of this and, it
became the first chapter in his next
tome MIDY Projects.

This popular (well i is in two
books!) chapter deals with the

basic format and protocol of MIDH
and its modes. A sad omission
here is the lack of a complete
breakdown of codes common to
all MIDI instruments. The rest of
the book deals with building a MIDI
interface and how to interface
MIDI instruments. All fascinating
stuff, | hear you say.

Az we all know, the big thing with
all interfaces is the governing
software, and here the inventive Mr
Penfold is horribly thin on the
ground. A novice could have the
impression from reading this that
all a MID! program for real-time
sequencing needed was about

| eight lines of program. Although

the author does sort of explain
what s needed, the coverage
given is very, very simple as
regards the programming.

I suspect that the fun is to be
had getting around all the
headaches that do-it-yoursslf
electronics plus programming can
give you. Both these books are
published by Babani Books Ltd
and cost £2.95 each. Interastingly
enough, the Computer Music Pro-
jects book has a copyright of 1685
— so it is obviously a return toVic-
torian Values for these circuits.
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|Spectrum 128 owners could use

This month Simon
Goodwin passes on
tips for 128 owners,
programmers, Spec-
Drummers and joys-
tick junkies.

SHORT
AND SWEET —

Tips Galore

BREAKING NEWS

In July | printed soma tips on dis-
abling the Spectrum BREAK key.
I've had a flood of letters saying
that the best answer is KE
23613,82. That makes the Spec-
trum ignore the BREAK key com-
pletely — but, as | suggested orig-
inally, it's not much good in serious
programs, because it leses its
effect after GO SUB, RETURN,
RUN and CLEAR, and it probably
won't work at all if you've loaded
annhlng into the top of memaory.

ark Jones came up with the
best compromise between this
and my original suggestions. His
code causes the computer to reset
if BREAK is pressed. CLEAR and
RUN disturb it, but GO SUB and
RETURN work fine.

Mark's tip overwrites the ‘return
address' on the stack, which it
finds by looking in the system vari-
ables. Unlike the others, it works
when there's code in the top of
me . as long as you CLEAR
space before you execute these
lines:

LET TOP = PEEK 23730 + 256*
PEEK 23731-3
POKE TOP, O:POKETOP + 1,0

You can make the computer run a
machine code routine, instead of
resetting, if you put the address of
the routine at T and T+1. This can
be useful if you're using a bit of
BASIC to save and load informa-
fion from & program that's mainly
written in maching codea.

STEREO
SPECDRUMMING

NEW RHYTHM
METHOD

':‘-lal‘t off by

pattern, containing :

Code to replay Specdrum samples.

1000 RESTORE 1050: BASE = 59000

1010 FOR | = BASE TO BASE + 23

1020 READ C: POKE |, C: NEXT |

1030 STOP

1050 DATA 17,0, 12, 33, 175, 104, 243, 6

1060 DATA 9, 16, 254, 62, 128, 134, 211, 31
1070 DATA 35, 27, 122, 179, 32, 241, 251, 201
1100 POKE BASE + 2, 8 + 4* (T=130 OR T=132)
1110 POKE BASE + 8,9

1120 PAUSE 0: RANDOMIZE USR BASE: GO TO 1120
1200 POKE BASE + 2, B + 4* (T=130 OR T=132)
1210 FOR I=1 TO 14

1220 POKE BASE+8, |

1230 RANDOMIZE USR BASE: NEXT |

rams. in ..|ur|r. | printe
1240 STOP

ode routine tha
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SPECDRUM
EFFECTS

L

L the re
d a soun

Miles Jacobson and Stephen Hill

have written in to ask how they can
redefine the entire character set
used by the Spectrum, rather than
just the 21 user-defined graphics.

The first step is to load your cho-
sen character set into memory. A
standard set containg 96 charac-
ters, from code 32 (space) to code
127 (copyright). Each character
definition consists of 8 bytes, just
as for a user-defined graphic. So
the whole font takes up 96 " 8 =
768 bytes.

Assuming there’s  nothin
already loaded, CLEAR 64599 wil
resarve space for a font from loca-
tion 64600 upwards. From now on
I'll say BASE instead of 84600 —
substitute whatever address you
have chosen.

If you've already designed a new
font, use LOAD """ CODE BASE to
load it. Otherwise it's a good idea
to copy the standard font into the
new memaoary, so that you can see
what you're doing as you re-define
characters. This code copies the
standard font:

FORI=0TOQ 767: POKE | + BASE,
PEEK (I + 15616): NEXT |

Finally, you must force the compu-
ter to use the new font, rather than
the oid one. You do this by POKE-
ing a value 256 less than BASE into
addressas 23608 and 23607:

AUTOFIRE JOYSTICK WIRING:

View from solder side of interface circuit board

SLOT

Back of Socket
I @ &
& ® [
Extra Wire
® 2@ @ o008 @\ @ @
® 0 0 @ @ e ee L I
ﬁ

EDGE CONNECTOR

NB The joystick socket may be the other
way up on some interfaces
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POKE 23606, BASE-256*INT
(BASE/256)
POKE 23607, INT (BASE/256)-1

‘You can now redefine any charac-
ter by POKEIng addresses from
BASE onwards. The first asight
bytes describe the SPACE charac-
ter, so POKE BASE + 7, BIN
01010101 will put a dotted line at
the bottom of every space charac-
ter, and so on.

AUTOFIRE




Lead the toughest commando squad of all time in a desperate battle to save the World
from destruction. Time is running out as you fight your way through the Enemy’s
labrynthine fortress. You'll need skill, firepower and raw courage to find and destroy the
vital computer complex on which the Enemy’s terrifying power depends.

Spectrum - Commodore - Amstrad * £9.95

Available

from your local :

software stockist. =

In case of difficulty, direct from John Danvill

Macmillan Distribution Ltd Houndmills, Basingstoke RG21 2XS.

Make cheques and postal orders payable to Macmillan Limited and state the
machine version you want.
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'Chips” Direct Data Ltd, 53 Ru
Road, Worthing, Sussex BN11 SNB.
HS SCA

Ultima, Unit 28, White Lion Walk,
Guildford, Surrey. HS SCA

Suburbia, 268 Streatfield Road, Kenton,
Middlesex HA3I GBY . HS SCA

{SJ:medysoﬂ, The Blacksmiths. Rndna?:
mon, High Wycombe, Bucks HP14
4DH. & 3703, HS SA

Software Plus, Liberty Shopping Mall,
East 8q, Basildon, Essex; .‘!3% Chartwell
Square, Southend, Essex; T2 North
Street, Romford, Essex; 22 5t Matthews
St, Ipswich, Suffolk; Boulevards, Har-
r Centre, Bedford, Beds; 49 High
treet, Gillingham, Kent, 5 sCa

Software City, 47 Cheap Strect, New-
bury, Berks, RG14 5BX. 5 SCA

Slough Computers, 245 High Sir t,
Slough, Berks SL1 1BN. & 2%'94. =

HS SCA
Shekhana Computer Services, 221 Tot-
tenham Court Road., London WIR
QAF . B 01-800 3156, HS SCA

Saga Systems Lid, 2 Eve Road, Wolkin,
Surrey GU21 4T. HS

Readers Dream, 100a Harlington Road
West, Feltham, Middx, 2 01-844 OTR0,
HS SC

Barry Paul, Leather Lane Music Shop,
67 Leather Lane, Londen EC1. 2 01-
405 1270, § SCA

Octopus Software, Unit 31, In-Shops,
High Road, Wealdstone, Middiesex,
HS SCA

The Micro Workshop, 12 Station
Approach, Epsom, Surfey KT19 BES,

el. Epsom 21533, HS SCA
Harlow Computer Centre, 17 Staple
Tye, Harlow, Essex, CMIB 7TLX.

JKL Computers, 7 Winsor  Street,
Uxbridge, Middx UBS 1AB. HS SCA

Games World, 129 King Street, Ham-
mersmith, London W6 91G. & 01-741
4467, HS SCA

Gallery Software, 15t floor, 140 The
Arndale Centre, Wandsworth, London
18, HS SCA

M. D, Cooper, Computer Software and
Retail Sales, 63 High Street, Kempston,
Beds, & 0234 SSZGSIT. HS SCA

Canvey Software, Harmer Arcade,
Roman Road, London E1. HS SCA

Canvey Software, Canvey Market, Hi,
Street, Canvey Island Essex. HS

Alan Bedding Photography/Software,
37 Mile End Enad, Colchester, Essex.
= 0206 851030, HS SC

Bracknell Computers, 44 The Broad-
way, Bracknell, Berks, RG1Z2 1AG.
HS SCA

Nimbus Computing, 6 Station Road,
West Wickham, Kent. # 01-777 3160,
HS SCA

Discount Software, 120 Lord Street,
Hoddesdon, Herts EN118NP_HS SCA

Logic Sales Ltd, 19 The Broadway, The
Bourne, Southgate, London N14. & 01-
4542, HS SC

Virgin Games Centre, 100 Oxford
Street, London WIN 9FB. & 01-637
it

Virgin Games Centre, 157-161 Western
:1}205530;3 Brighton BNI BB, ® 0273

Virgin Games Centre, ¢/o Burtons, 140-
144 High St, Bromley, Kent. 8 4606895
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Virgin Gamies Centre, Top Man, Oxford
Circus, 172 Oxford Street, London Wi,
= 01927 7826,

Morth West

Stewart Electronics, 83 Penny Meadow,
Ashton-under- Lyne, Lancs. 2 061-339
(504, HS

P.V. Microcomputers, 104 M:b!:{
Street, Accrington, Lancs. . HS

MeSoft, Unit 46, Moorgate Indoor Mar-
ket, Moorgate, Ormskirk, Lancashire,
HS SCA

Mach 11, Langam's, St George's Pre-
cinct, Preston_ga % SCA

Lancashire Micros, 89 Euston Road,
Morecambe, Lancs. HS SCA

Computer World (UK) Ltd, 208 Chor-
ley Old Road, Bolton, Lancs BL1 3BG.
HS SCA

Book Barpains, 31 St Andrew's Road
South, St Annes, Lancs. SCA

AA.  Discount  Software, 112
Marlborough Street, Ashton-u-Lyne,
Lancs OLTOHA . 8 061-3302376. 8

Bit Byte Computers, 144 Witton Strest,
MNorthwich, ieshire CW9 5N9. WS
SCA
City Software, 66 Lime Street, Liver-
pool L1 1IN. § SCA
Computer Games Shop, 3 Royal Oak
Buildings, Waterloo Road, Blackpool
FY4Z2A0. ®m0253 48738, 8§

The Littlewoods Organisation ple,
Church Street, Liverpool LT01AQ (and
selected stores). HS A

H & B Software, Unit 191, Upper
Rochdale Market, Arndale Centre,
Manchester M4 2EB. 5 SCA

H & D Services, 1338 Ashion Old Road,
Higher Openshaw, Manchester Mi1
G, 5 SCA
H. W. Luxton, 236 Smithdown Road,

Liverpool L15 5AH. & 051-733 1135.
S 'SCA

South/South West

Kash-Kuts, 77 East Street, South-
ampion. S SCA
Computerbase Co., 21 Market Ave,
City Centre, Plymouth PL1 1PG, 0752
672128, HS SCA

Gatewsay Business Sg-slems Lad, 6 Sta-
tion Road, New Milton, Hants BH25
BILL HS sCA

Gerard's Software at Corsham DLLY,
Centre, & The Precinct, Corsham, Wilts
SNIF0AS. ®0249 712650 HS SCA

Montage, 8 Holyrood Strept, Chard,
Somerset TAZ024H. S 8C

Manor Park Enterprises, #2 Mellstock
Avenue, Dorchester, Dorset, HS SCA

K & K Competers, 32 Alfred Street,
Weston-s-Mare, Avon. B 0934419324,
HS SCA

Kintech Computers, 5t Tudy, Bodmin,
Comwall PL30 3NH, HS SCA
Judya Records & Computer Software,
Umit 29, Exmouth Indoor Market,
Exmouth, Devon. 8 Exmouth 264593,
8 SCA

Fal-Soft Computers, 8 5t Georges
Arcade. Falmouth, Cornwall. HS SCA

Games  Inc, 9  Frankfort Gate,
PFlymouth, Devon, PL1 1Q0A. § SCA

The Fuse Box, 67 Sidwell Street, Exeter,
VO, HS ScA
Computer Services, 9 The Green, Credi-
ton, Devon EX173LH, 8 8C

Virgin Games Centre, 18 Merchant
Street, Bristol BS1 3ET. #0272 204779,

Virgin Games Centre, 103-105 Armada
Way, Plymouth. & 075 2262817.

Midkands

Soft Spot Lid, S5 George Street, Ban-
bury, Oxon OX169YT. B 0295 68921
HS SCA

Honeysent Computers Ltd, 17 Union St,
Heretord. HS SCA

Fast Forward, 29 Smiith Street, War-
wick, Warwickshire. HS SCA

Fast Forward, 39 Parsons Street, Ban-
bury, Oxon, HS SCA
ComputaCenta, 17 Campbell Street,
Belper, Derby DES 1AP. HS SCA

0. 1.5. Micros (Mail Order), 28 High St,
Harrington, Northants NMNe 9NL
S S

Gardon Harwood Computers, 69/71
High Street, Alfreton, Derby DESTDP,
HS SCA

Morthampton Home Computer Centre,
58 Wellingborough Rd, Northampton.
HS SCA

The Software Centre, 1 Lock iijé\‘ard,
Deerby. SCA

Allen James Computers, 831 Stratford
Road, Sparkhill, Birmingham BI11

ADA. B 021778 5737, HS SCA
Comtaria, 204 High 5t, Dudiﬁy. Wt
Midtands DY1 100, S SCA

Bull Ring Computers Ltd, 1 Waterloo
Terrace, Bridgnorth, Shropshire WV16
4EG. HS SCa

R & B Computer Software, 6 Waterloo
Road, Hinckley, Leies. HS SCA

Computer Market, 27 Goosegate, Not-
tingham. & 586454, HS SCA

Honeysett Computers Ltd, 17 Union St,
Hereford HR1 2BT. HS SCA

Intoto, 1 Heathcoat Street, Hockley,
Nottingham NG1 3AF, HS SCA

Long Eston Software Centre, 91 Col-
lege Street, Long Eaton, Nottingham
NG104GE, HS SCA

Microware, 5 5t Peter's Lane, Leicester.
Also at Venture House, 7 Leicester Rd,
Loughborough, and Fords, 191/195 Vic-
toria Centre, Lower Parliament St, Not-
tingham, HS SCA
Virgin Games Centre, 98 Corporation

Strg}e:t. Birmingham B4 65X, & 021-236
157

North Fast

L, K. Software Exchange Club. SAE to
15 Tunwell Greave, Sheffield §5 BEBSC

Treasure Chest, 220 Beverley Road,
Hull, N. Humberside HUS 1AH.
5 SCA

Tomorrow's World, 15 Paragon Street,
Hull, N. Humberside HU1 Sﬁsh.
HS SCA

Thirsk: Home Computer Centre, Royal

Oak Yard, Market Place, Thirsk, ™.

Yorkshire YOT7 1HQ. 2 0845 25332,
HS SCA

System 7 Electronics, 664 Anlaby High
Rd, Hull, N. Humberside HU3 ﬁ{JZ =
0482 S0B687 H sc
A & A C Siobbs tcmf“m Dep(_ll, ki)

Upper Precinct, Blaydon-on-Tyne,
Tyne & Wear NE215BT. 2 (091 4143107
HS SCA

Stockton Software Lid, 14 West Row,
Stockton-on-Tees, Cleveland TSI18
1BT. B 0642 606166, HS SCA

Starsoft, 2c Walnut Road, Thorne, Don-
caster, 8. Yorks DNR 4HW. & 0405
816970, 5 SCA

P.E.A K. Electronics, 222 York Road,
Hartlepool, Cleveland. HS SCA

Micratron, 9 Gillygate. Pontefract, W,
Yorkshire, H& SCA

Microbyte Software Shop, 36 County
Arcade, Leeds L.S1 6BH, and 19a Lower
Warrengate, Wakeficld, W. Yorks,

5

MarChif Computers; 43 Stockion Road,
Sunderland SR1 ANR, ® Sunderdand
TRYTS. HS SCA

David Liewellyn, 24 Winchester Close,
Great Lumley, Chester-le-Street, Co.
Drurham. 35

Ken Green (News & Computer
Software), 26 Fowler St, South Shields,
Tyne & Wear, HS SCA

Datamate Ltd, 2 Delaval Terr, Blyth,
Northumberland NE24 1DL. 8 365846
HS SCA

The Computer Shop, 7 High Friars,
Eldon Square, Newcastle upon Tyne
NE1 7XG. % (091 2616260. HS SCA

The Computer Shop, 224 High Street,
Northallerton, N. Yorks DLY I'IISU

C.H.IPS5. Computer Shop, 151-153
Linthorpe  Road, Middlesbrough,
Cleveland TS1 4AG. HS 8&!
Virgin Games Centre, 94-96 The Brig-
gate, Leeds LE1 6BR, & 0632 432606,

Topsoft, Computer Software, 3
Hambletonian Yard, Stockton-on-Tees,
Cleveland, HS SCA

East Anglia
Sudbury  Micro  Systems, 64 North
Street, §udbu.ry.5u alk, HS SA

Logic Sales Ltd, 6 Midgate, Peter-
borough PE1 1TN. & 0733 496596,
HS SCA

Micro Phone, 14 Plowright Place, Swaf-
tham, Norfolk, and Aldiss Furnishing
Centre, Norwich Rd, Fakenham, Nor-
folk. HS SCA

Viking C{!mﬁuter&, Ardney Rise, Nor-
wich, Norfolk. HS SCA

Wales
Cameglot Softwiare, Cae Ymryson, Caer-
narvon, Gwynedd LL55 2LE, §8

Cwmbran Computer Centre, 34 Ven-
oy Road, Old Cwmbran, Gwent.
HS

R. M. Ehrenzelier, Sounds Good, 1
Middleton Street, Llandrindod Wells,
Powys, & SCA
J.C.G. Software, 23 The Courtyard,
Riverside  Market, Maverfordwest,
Dyfed, @& 0437 2543, HS SCA

Merthyr Computer Centre, 110 High
Street, Merthyr Tydfil, Mid Glamorgan.
= D6BS 52230, HS rgcﬁ

James Clark, 6 Bridge Street, Dun-
fermline, Fife. S SCA

The Computer Depot, 205 Buchanan
Street, Glasgow GI 2JZ. & 041-332
3944, HS SCA

ter Centre, 5 Meal-
nverness IV1 1THT. &
HS SCA

Inverness Co

market Close,
226205,

The Micro Shop, 257 Dumbarton Road,
Partick, Glasgow G11 6AB, & (41-334
6163, HS SC

Eﬁ::kmgnhﬂcmﬁs (Marketing) Ltd, 1 East
eet, Bishopmill, Elgin, Moray.
HS SCA

Soft Centre, 2 Bruntsfield Place, Edin-
burgh EHI04HN, S SCA
Software Connection, Argyle Centre
Market, Argyle Centre, sgow G2
8AU. S SCA

Vics, Independent Computer Supplies,
31433 South Street, Perth PH2 EPD.
|OTI8 26704 HS SCA
Virgin Games Centre, 172 Union Street,
Aberdeen AB1 10T. & 0224 645851

Virgin Games Centre, 28-32 Union
DS;rﬁ%et. Glaspow G130 & 041-204

Ireland

Charly’s Cumg:.ler Corner, Clareab-
bey, Clarecastle, Co, Clare, ® 065/
2‘}506. S SCA

Darryn Reid, Leisure World, Romanos
Building, 6 Queen Street, Belfast, N.
Ireland. HS SCA

ymputer Studio, Kosanéifev Venac
1a, 11000 Beograd, Yugoslavia. 8 S8CA
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Piransa have just released Strike
Force Cobra in which four com-
mandos stomp around & robot
infested complex trying to extri-
cate a number of digits which
make up a password that might
just save the world. Naturally this
mission is no easy task, so an elite
group of mercenaries has been
recruited for Strike Force Cobra.
At the start of the game you have
to choosa who to include in this
superteam from a list of names
and case histories presented on
the scraen.

When the game was still being
written, PiRANHA invited a few
select members of the computer
press along to become digitised.
Sounds painful, but all it means is
that certain ‘celebrities’ had their

“WIN
PLAYING SOLDIERS..

ugly mugs incorporated into the
frontscreen of the game. And one
was none other than our own
hack/mercenary, the man with the
dirt on everyone, John (Hunter S)
Minson.

What we want you to doistell us
which of the mugshots on the
Spectrum screenshot featured
here is based on Mr Minson. . . It's
not as easy as it might sound
though, because John's visage
was heavily painted and little bits
were stuck on just to make identifi-
cation a mite harder!

And there's more. We want you
to come up with a colleague for
“'Mad'’ Joe Kawalski, Esther Stern
and their chums. This could be a
mamber of the CRASH team, or a
fictitious Ramboid character of
your very awn creation. Whoever
Fou decide should join the Strike

orce team, send us a piccie
{photo, drawing, digitisedimage or
videotape — whatever you like) of
them. Include a few lines of biog-
raphy like the ones at the begin-
ning of the Strike Force Cobra

ame, and we'll judge which onbe
is best suited to join the team.
(We've supplied an example hare.)

And the prizes? Cooo, im-
press-ive. Two winners will get the
chance to spend a day playing
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Combat Zone courtesy of PIRANHA.
The idea of this is to fling yourse-
Ives around a combat area shoot-
ing the opposition. Fret not, gentle
reader, for no blood is last in this
conflict. The guns used to shoot at
‘the enemy’ fire paint, not bullets,
s0 by the end of the day a very
messy timeis had by all. The even-
tuial objective is to capture the
opposition’s flag and declare
yourselves the victors. These two
winners also collect their very own
PiRANHA Sweatshirt, anall. . . .
ZZAP! and AMTIX are going to
come along with their Strike Force
Cobra winners, so the day should
be a good one! We may eveninvite

Melissa Ravenflame so that the
battle of the Girly Tipsters can be
sorted once and for all. She'll
probably wimp out though, like
she did at the PCW Show. . . .

Fifty copies of Strike Force
Cobra go to the runners up, so
don’t be too disappointed if you
don't collect one of the top two
prizes. . . .

Send your entries to SPOT THE
MINSON, CRASH, PO BOX 10,
LUDLOW, SHROPSHIRE, SY8
108 so that they reach us no later
that 23rd October. Make sure your
e:!?ry fights to the top of the pile,
eny

— va‘:'-‘h‘-‘w'
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NAME: SergeantRoss "' Crusher”’
McWatt

NATIONALITY: British

DATE AND PLACE OF BIRTH: 8
June 1957, Glasgow, Scotland
HEIGHT: 510"

WEIGHT: 178 |bs
BACKGROUND: Combat experi-
encewiththe Scots Guards during
the Falklands campaign of 1982.
Transferred to the SAS in 1983.
Expert in counter hi-jack and hos-
tage rescue techniques. Currently
training NCO at SAS Hereford.

IME ........

ADDRESS
#

I POST CODE......cusunns.. SHIRT SIZE I
| THINK JOHN MINSON IS I

L L/, R N _B N N | J
CRASH Cctober1986 91
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the ‘don’t tell them it's an adventure we want it to sell like an arcade’
syndrome. This mental angst has it that games sell far
less than arcade games BECAUSE they are not called arcade
games, and takes no account of the facts which only relate how very
poor adventures sell next to none and adventures sell very
well. It just s0 happens, due to the likes of the Quill, there are more
opportunities for the uninitiated to produce poor adventures.

The syndrome is sad because many adventure games really do
sell in tremendous numbers; Heavy on the Magick is a true adventure
and it has maintained a healthy chart position for months. If it con-
tinues to do well no doubt it will cease to be an adventure and slide
over to join Lords of Midnight in the 'successful strategy’ camp.

Redhawk, from MELBOURNE HOUSE, was deemed too important to be
classified as an adventure, and so was reviewed as a mainstream
game. The game can not be counted a chart success and so the
attemn to confuse games players, and to ensure no adventurer
plays it, have presumably succeeded.

Dark Sceptre is the latest non-adventure about to hit the streets
and the latest release not to take into account the public’s total
disregard for such classificatory pedantics — they will buy a good
game no matter what the title. Let’'s hope for less text and graphic
products, and more adventures.

NE WSTRATEGIES

o t really can be fun to watch the microcomputer
‘E games world from a removed vantage point. I've
i touched n this ground before but let's just have

-y a little look at the latest manifestation of an age-old
il marketing dilemma.

If you have a listen to your local commercial radio
1 station (for we must take the commercial airwaves
4 as a suitable comparison), you will notice music
4 programs concernad with Folk, Cnuntry & Western,
and parhaps Jazz, tucked away at the end of the day's schedule.
Most of the music on these programs is specialist interest with only
the occasional well-known tune coming up. However, when a well-
known tune does come up, you think no less of it for being on a
specialist program, you just accept it for being the highly pleasant
material it is. No-one thinks any worse of Sting for producing a
jazz-inspired album, and it certainly was commercial, as its Number
1 position in the American charts testified.

Now, back to computer games, and we have another outbreak of

MINDSTONE

Producer: The Edge
Price: £8.95
Author: John Pitcher

Te Epce have brought a touch of
class to the staid old adventure
with & wide choice of options on
play and some pretty pleasing
graphics and sound effects. Load-
ing up presents you with the
pptions  of Kempston/Sinclair
o?tlck or Keyboard control,
though the icon option with joys-
tick and little on-screen arrow may
be the slicker looking of the two, it
is in fact the keyboard option
which, once all the key assign-
trnants are mastered, plays the bet-
.

You are Prince Kyle leading your
band of loyal warriors in search of
Nemesar, your younger brother,
and the Mindstone he has stolen.
Members of the trusty team which
accompanies you are called upon
by pressing numbers 1 to 4 in
Keyboard Mode, a mode made all
the more attractive by way of its
keeping the strength and payche
attributes of a character up on the
screen (making the 8 for Status
key superflucus). Gold reserves
are also shown on screen but this
is the same for each tearm member

as it is a team figure. The team
consists of Kyle, who has average
to high values for strength and
psyche at the start, Merel, who has
the highest strength but lowest
psyche, Quin who averages in
both, and Taina, who has the low-
est strength but the highest
psycha., Strength, clearly, is a
measure of competence in com-
bat but you may be puzzled at the
word ‘psyche’ which turns out to
bean indication of how well versed
the character is in spell lore.

During play all atiributes can be
altered with strength being
increased by eating and drinking,
psyche assisted with meditation
under the right conditions, and
gold pieces can be accumulated
by mining or alchemy. If you are
finding it difficult to attain gold by
these means it's worth noting how
buying provisions and ariefacts
can be made less damaging by
bartering, which entails offering
slightly less for an item than has
been quoted. For example, |
acquired a Royal Orb from a pixie
for the bargain price of 36 (a dis-
count of 3 gold pieces) while a gol-
den arrow cost 53 as opposed to
the 56 gold pieces price quoted by
a voyager.

EXAMINE and LOOK are two

commands used often in this

game. EXAMINE tells you some-
1h|$ about the location | you are in.
It tells you if something is blocking
your way (a con ile, locked
door, or block of ice and s0 on) or
whether a trader is present. LOOK
tells of any objects lying within the

present location but spells, being
of the magic world, are transpa-
rent to LOOK command.
Instead spells are indicated by a
brief flash of a spotted square at
the side of the screen, possibly the
only example of tatty presentation
and design in the whole game — it
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very much has the look of a feature
grafted on late in the developmen-
tal stage of the game. The 'hand’
icon, indicating the presence of an
object, isn't much better, and
these two features together
require a certain amount of vigi-
lance for what is otherwise a
slowly paced adventure game.

There is some animation within
the picture window along the top
third of the screen. A character
selected to parform moves across
the screen from far left to right
either to take a drink from the bar,
attack a wolf or an orc or whatever,
or-cast a spell to smooth the way.
The animation wouldn't win any
cartoon awards but is amusing
enough.

Mindstone is a game which
really impresses graphically, In
play, as well, it is most engaging
{although this comment can only
be attributed to Keyboard Mode
which is far more playable then the
slicker looking lcon Mode) with

2222

Producer: Mastertronic
Price: £1.99

Authors: Clive Wilson &
Les Hogarth

Yau might, like myself, be pleased
to learn that masTeRTRONIC do not
put out Quiled games in the belief
that people, even at this price,
expect fter. Giving games
players a little bit more is com-
mendable as this offering not only
has quite good graphicsanda

readable redefined charactafv:g
but also provides icon control over
the common adventure com-
mands. Thera are, unfortunately, a
gguple of things which let the side

WL

The storyline isn't as appealing
as it might be with the excuse that
you're having a dream (see title)
papering over a whole host of
unconnected locations and prob-
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Fhe pull down option menu

the botiom hall of the screen

some very pleasant sound effects.
The game doesn't allow for the
team to go their separate ways,
and the poster on offer can only be
described as a waste of paper (or
a joke), but moestly everything else
about Mindstone is truly impres-
sive.

Difficulty: easy

Graphics: good

Presentation: superb

Input facility: keyword oricon
Response: fast

General rating: slow start but
really engaging once you getintoit
Atmasphere TT%
Vocabulary 89%
Logic 93%
Addictive quality 86%
Overall 89%

lems. But by far the most damning
fault of the game is the input sys-
temn which almost defies a comrect
input. The auto repeat effect on
entries and the curious DELETE
system, which enters your input
when you're trying to correct
words, conspire against you to the
extent where you feel like giving
up before you've really started. On
some occasions lines seem io
enter themselves as if the compu-
ter was fed up with you struggling
with the program’s inadequate
input routine!

The look of this adventure is
really quite sophisticated for a
£1.99 game. The icons are well-
designed and fit nicely around the
picture which, if not always
detafled, is generally colourful. All
of the compass directions can be
chosen via arrow icons, cassette
functions can be called upon via
the quit icon and everyday adven-
ture commands such as LOOK,
ENTER, LEAVE, GET, DROP,
EXAMINE, HELP, USE and PAUSE
can be called upon via shapes

ranging from a clenched fist and
magni ng lass to a bed (this last
is for PAUL Ej
You kick off in the place where
every human being is at their best
— safely out of harm's way, hap-
pily snoring in bed. Here though,
‘happily’ may not be the right word
as it looks like another adventure
nightmare. ‘A sudden thirst awa-
keng you and rising for a drink you
fall aut of bed info an ocean.
bed drifts away into the mist. You
see shoreline ahead’. After
struggling with the input system
for ages you might pick up a
spade, dig the sand and get a face
smiling at you from a bucket.
Avoiding the jaywalker's fate you
might then get around to working
out how the bike can be started, or
5 you just push it away
{well, | thought you deserve a clue
if you've struggled with this input
system for anything longer than
five minutes). At the checkpoint
you will no doubt meet the follow-
ing: ‘You step onto the gravel path
butthe crunch of your steps wakes
the bandit and vou are arested for
non-possession of passport. You
are sentenced to hang from a tree
uritil you wake'. Needless to say,
any atternpt to do something as
useful as CUT ROPE comes up
with the witty “Your sword is being

ZZZ77 js not such a good game
because it fails in the one area
which is vital to smooth, unruffled
adventuring — a competent input
system. This game’s entry system
is fraught with difficulties and one
or two inconsistencies (like the
question of the comment which
says you can't go north when you
had no recollection of attempting
that direction). As such the game's
viability must be questioned even
at such a low asking price.

Difficulty: the most difficult thing
is coming to terms with the atro-
cious input system
Graphics: alright for a cheap
g?':;in'la i

tion: good
Input facility: verb/noun and icon
Response: fast
General rating: flawed

Atmosphere 45%
Vocabulary 50%
Logic 65%
Addictive quality 55%
Overall 58%

FRACING MNORTH

YO STAND BESIDE
SOUNDS EMARNATE FROM

D ISCORDANT
THE DEPTHS.

A DRRK PIT.

YOU ARE HANGING FROM THE TREE BY

YOUR ANKLES.

-

GET
YOU STRND OUTSIDE AMN
IS VERY COLD TO THE TOUCH.
INTO ONE URALL IS

YOou
THE SPRDE
=

IGLGOD UHICH
INSET
A HATCH.

Snow Place Iiks Home. There's a lot of advanturing to do

before you get back to the comfort of your own bed in ZZZZ!
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Without music, graphics
and sound the Board
Game has become the
most popular in the
world.

Now it has them.

FIAT
¥ WE _-,..- _{ 31
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“Over 3,000 questions of no vital importance.”

Available now on
Spectrum 48/128K Commodore 64/128K €=
BBC ‘B’ Amstrad CPC

Cassette and Disk and all local stockists m
e TRIVIAL PURSUIT isa Trade Mark owned and licensed by Horn Abbot International Lid. . |

DI OR ARBOT ENT BN TIONAL Published by Domark Limited, 204 Worple Road, London SW20 8PN, Tel: 01-9475624. DOMAREK
Trivial Pursuit was programmed by Oxford Digital Enterprises,
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HUNCHBACK THE
ADVENTURE

Producer: Ocean

Price: £7.95

Author:lan Weatherburn,
Simon Butler

As you might expect from a firm
like ocean this is a step above the
usual adventure game in terms of
presentation. In many other
respects, however, it is pretty run-
of-the-mill stuff with the usual
blend of objects and problems to
be tied up together (although the
first part of this three part adven-
ture has more objects than prob-
lems). The game follows in the
foctsteps of its arcade
namesakes, but this offering has
more in common with Never End-
ing Story, what with its "events’
window on the left of the picture
and up to six objects displayed on
the right. These are laid ontop ofa
tableaux depicting Notre @
cathedral and can go as far as car-
toon-like Biffs and Bops emanat-
ing from the scene where you, the
hunchback, take on one of the
many guards. As with Never End-
ing Story, | think the trendy display
and atmospheric redesigned
character set ?ﬂ' a long way in
compensating for any flat-footed-
ness in plot.

In short Quasimodo has to find
and rescue Esmerelda. This
entails completing the three parts
in the correct order. Firstly hun-
¢hback must escape from the
cathedral set in the heart of Paris,
made famous by the Victor H
novel of 1831, This involves side-
stepping or disposing of the
guards sent to harass you by the
evil Cardinal and his spineless ac-
key the Bishop of Notre Dame. If
you survive that ordeal you then
make your way under the city of
Paris until you reach the Cardinal’s
mansion. Finally you challenge the
Cardinal an rescue  your
sweetheart Esmerelda.

Not only is the game itself
polished but the instructions on
the cassette inlay are truly superb.
The story-telling and gamesplay is
related in a much mora profes-
siorial way than is often the case
with adventures, and useful details
like acceptable verbs ara included
making it easier to make a proper
attempt at the game.

Mot all gamesplay is sweetness
and light though; the silent key
entry is error prone. This isin some
way countered by the DELETE not
needing the CAPS SHIFT depres-
sion, but not entirely. Another irrit-
ant is the lack of an EXAMINE
command without which much of
the interaction with the adventure
is lost.

By the far the greatest offering
Hi hasas an adventure is
its humour. Take these two loca-
tion descriptions in the first part:
‘Standing in the front aisle youcan
see to the east the altar and to the
wast the canirre aisle which is
pretty impressive considering you
have only got one eye' and '{:oau
find yourself in a bedroom that is
decorated in early gothic tack. The
wallpaper is garish and clashes
with the duvet, and the fluffy slip-
ot uby Al e R L
on 5a 8
book entitied Evil Wmm for
Beginners'. Even the Inventory list,
which complements the picture
tokens above, shows some good
turns as in ‘An old music book enti-
tled Bell Ringing for the Deaf’ and
how about Zen and the Art of Guil-
lotine o.ltfginfamnce, a book which
no doubt predates the one all
about flowers and motorbikes and
how to link them by going loopy.

Hunchback the Adventure is an
attractive, stylised adventure with
much hurmour and a great amount
to play, what with it coming in three
parts. It won't enthral anture
freaks but it will keep many a
novice chuckling before they get
the hump.

| comenrs

Difficulty: not difficutt

Graphics: unusual, very attractive
Presentation: very pleasant
Input facility: verb/noun -
Response: fast

General rating: superior adven-
ture

Atmosphere 90%
Vocabulary 78%
Logic B86%
Addictive quality B5%
Overall 86%

uardsin HUNCHBAC
from the little m

not THE BOGGIT
lastmonth's col-

FUTUREZOO

Producer Clwyd Adventure Software

Price £7.95

A new company of keen adventur-
ers, this one, set up to produce
challenging adventures which
keep to their own critical stan-
dardsand providavameformonerl.
There's only one thing wrong wit
the company's stated philosophy
(ignoring the fact that this game is
nothing special just for the
moment) — the price of £7.95 is far
and away above what other similar
teams are asking for similar stan-
dard games.

In the middle of the 215t Century,
after years of patient research,
Hugo Skoltz, a brilliant scientist,
finally succeeded in producing an
interstellar drive unit thearetically
capable of propelling a ship
thrw.gh space faster than the
speed of light. The first ship to be
fitted with the Skoltz drive was
loaded up with a cargo of test ani-
mals and despatched under com-
puter control to a destination ele-
ven light years from Earth.

The test ship had been program-
med to remain in the target area for
24 hours and then return, so the
World settied down to wait for its
expected reappearance, around
14 months after the departure.
When the ship returned, its mis-
sion completed after only fifteen
days, the human race now realised
the shackles chaining it to Earth
were gone. Man's age-old dream
of conquering the stars was about
to become a reality.

The race to build the new star-
ships began. With the rapid
advances in technology over the
previous fifty years, the technigues
required were already available
and Governments, Private Corpo-
rations, in fact anyone who could
raise the huge sums required, all
became engrossed in Mankind's
latast adventure. One by one, and

manned now by human crews, the
ships slipped away to explore the
stars,

¥Yet the flow was not one-way.
The great ships that now departed
the Solar System with their car-
goes of human seed did not return
empty. The wealth of a hundred
worlds flowed back to the Mother
Planet and Earth became a world
of plenty. Although a few speci-
mens of alien life had already
found their way to Earth [t was not
until 2130 that the idea of a vast
zoo filled with such creatures was
first conceived. Billed as the
Futurezoo it met man’s craving for
ever more bizarre forms of enter-
tainment but then, in the vicinity of
a small and largely unregarded
solar system, Mankind met the
Senissa, a strange alien race of a
siméiartschnoiogmal level as Man-
kind.

Against the background of the
ever-increasing threat of interstel-
lar conflict, the two races signed a
peace treaty during which the
Great Seal of Senissa, a most
revered artefact, was handed over
tothe Earthlings asalasting tribute
to the treaty. The Earth Ambas-
sador took the next avaitable flight
home, a freighter transporting
glien life-forms to Futurezoo. As
unlpading began on Earth a freak
accident released the cargo to
roam free aboard the ship. it was
during the investigation into the
accident that the urity Forces
were alerted to the fact that one of
the creaturss destined for the
Futurezoo had taken the Great
Seal of Senissa. As head of the
invastigation you are the one now
responsible for the Seal's safe
return.

Being a sensible chappie you
decide to begin your investigation
at the Fulurezoo. An inventory
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shows you are wearing a warm
ceat and a nearby robot is selling
fickets. A shrewd player will have
these swapped in no time to
ensure access to the zoo grounds.
No sooner have you entered the
grounds when another passing
robot gives you a raffle-ticket (all
these robots seem a trifie careless
with their tickets) which no doubt
will be put to good use later. Sadly,
it won't be long before you meet

-another robot who isn't so friendiy.
It man-handies you out of the park
whenever you trample on the
flower borders or transgress (how-
ever unwittingly) the park’s rules.
Gettingback in isn't an easy matter
aither. This is not the only danger
as you wander round collecting the
torch, spade, red fish and (totally
unyielding) step jadders as a trip
through the carnivorous plants
building will soon show.

One of the better aspects of this
game are the wonderfully evoca-
tive location descriptions, one of
which runs like this: “You are in the
centre of a wide paved plaza, near
afountain which sprays water high
into the air. Vigitors sit st low tables
nearby and several small children
scamper after a ball thrown by a
patient robot-nurse maid. To the
west a row of red and yeliow
booths stands at the edge of the
plaza'.

Futurezoo is a game which has
been well presented for review but
sadly the adventure is not quite up
to scratch. In text-only adven-
tures, the memory released from
the ehore of forming pictures can
be expended on providing a
desper game with friendly voc-
abulary and atmosphere-creating
EXAMINE and LOOK commands,
Unfortunately  Fulurezoo  has
neither a friendly vocabulary, nor
an BEXAMINE command worth
mentioning, and therefore can only
be described as disappeinting.
The player feels alienated from the
game as not much beyond 'Sorry,
| don't understand. Trﬁ some diffe-
rent words ' can be achieved in any
reasonable length of time, and try-
ing any other words doesn't seam
to do anything. The lack of a HELP
option just adds to the feeling of
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Eu}ayihg a most unhelpful adven-
re.

Only having the main compass
dirgctions (N, E .S, W}, and using a
bright yellow background o
black print {like trying to read the
print on a light bulb), with a con-
spicuous lack of proof reading are
not damning features on their awn,
but put alongside the unfriendly
vocabulary, in what is a text-only
adventure, then the evidence for

FUTUREZEN

The entrance to FUTUREZOO — what strange allen encoun-
tars lie before you?

the prosecution becomes over-
bearing.

Futurezoo iz available from
CLAWYD ADVENTURE SOFTWARE, 14
Snowdon Avenue, Bryn-y-Baal,
Mold, Clywd CH7 65Z.

Difficulty: reasonably easy
Graphics: none

Presentation: poor, no highlights
of inventory etc

Input facility: verb/noun
Response: its that quick Quilf
again!

General rating: poor; a story in
need of an adventure programmer

Atmosphere 75
Vocabulary 30
Logic 65
Addictive quality 41
Overall 43

GRIMBLE

Producer Microtech
Price £2.20

This is another game in the ‘here’s
another Quiled game in a cheap
cover and if you're good we might
tell you how much it costs —go on
then, guess’ category. However, in
this case the authors have got an
excuse — they are unguestionably
mad and make no attempt to
cover up what's blatantly obvious
from the outset, To put it succinctly
the guys at MicROTECH have lost

their marbles. itis not like the other
humorous games reviewed this
maonth; there are no: subtle lam-

here more a blunt blud-
geoning of the senses with an
inexorable onslaught of
loonyisms.

The madness begins with the
cover which is mad; the wrang
way leaving you s ingtoopen
the cass:?ts bu:lfj??om the right
when it is to the left. The loading
screen shows a mock pound note
where ‘| promise to give the bearer
on demand the sum of one's san-
ity' quite rightly has you wonder-
ing on what you've let yourself in
for. S0 how does this adventurs
describe itself? ' Sensible, down to

garth, original, unexaggerated,
truthful, unerring, undewviating,
precise, undistorted, henest,

unbiased, fastidious, never wrong,

always right, rational, we
rounded adventure’. Oh, | see, a
thesaurus style listing which can
anly be said to be in direct con-
tradiction to the evidence, as hav-
ing pl some of this game, |
can safely say it is the most insen-
sible, pie in the sky, unoriginal,
ed, untruthful etc etc

game | have ever played.

Following a very chirpy rendition
of The Entertainer (st d by
pressing the BREAK ) the
adventure immediately confronts
you with its first absurdity, an
Irreverently long list of things you
can see. Justc out this laany

list. “You are in the closet. You can
also see: a silver candlestick (high-
lighted), an elactrical piug, a blue
coathanger, a two handed battles-
word, an elephant’s vest complete

ou are
second hand
Exits:

Bow Saﬁg ins.
what ,my

o tanding
dingy plLant tubs
tyres.
rtheast ,South.

You can also see: —
BiLL
3

an exit from a location with NE, E,
and S exits will as often as not ba
something like UP! What is more,
dropping objects is sometimas the
only way of picking them up and
there are a number of ‘Wrong
Commands' especially formu-
lated to keep you amused on
trip to insanity. The text itself isn't
exactly on the straight and narrow.
Take two of the milder examples (in
the hope of leaving you sane for
the rest of the column). ‘Sat in
amongst the Sour Willlams you
gaze at a garden gnome wha is
fishing in someone’s Perno and
Black. The smell of the freshly
uncut grass is a somewhat pleas-
ant sight'’. And . . . 'Here you aren't
in the outer garden shed where
plant pots sing quietly to them-
selves whilst eating apples that
smell a funny colour . . . You can
also see & HW Smiths C15 tape
with a PIRATE copy of Jetpac'.
There are a few contemporary and
Eaiitical referances in the mayhsm
ut don't look to hard for any slant
or pronounced bias, the message,
if any, is lost in the twists and turns
of the satire, anti-satire loony-go-
round.

There are a few graphics scat-
tered about in this adventure but
they are more symbolic than accu-
rate. However, this adventure does
present a colourful face to the
world and in any case the game is
out for only one notoriety, to be the
most crazed, mixed up adventure
on the market and for my money it
gets the prize.

i is now available from
MICROTECH at B Whitley Spring
Crascent, Ossett, Wast Yorks,

eliow Crimbl ite?

with holes, a tattered old scroll, a
stained map, a screwdriver, a 13
amp fuse, some 7/8 spring-loaded
washers, abag of sparks, abubble
from a spirit level, a long stand, a
set of ‘Go Slower' stripes, a
puncture repair outfit’. Now you
won't be too amused to find that
QUILLED do not support the
GET command but not to
worry, the game plays a little tune
after picking up only four iterns —
and that's your whack.

There is one drawback to trying
to review Crimble and that is the
danger of exposing you to the sort
of crazy writing which s powerful
enough to turn even a speed
reader into a gibbering moron.
Directions are never as stated so

Snails with TV aerials are fust one of the strange beasties
encountered in GRIMBLE, a very strange adventure indeed.

Difficulty: leaves you fesling like
you've been trepanned
Graphics: abstract but passable
Presentation: fair, colourful
Input facility: verb/noun
General rating: should sell fike
hot cakes in loony bins (Crash
Towers?) :

Atmosphera
Vocabulary
Logic

Addictive quality
Overall

3883
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for queries balmg THE BOGGIT,

KENTILLA amd SEABASE DELTA.
Starting with SEABASE DELTA,

John Blakeley from Leads

How do | wake the hen?

How do | mend the conveyor belt
on the second floor?

|have found a deep lift shaft and
dropped the washing line, but
what do | do next?

To wake the hen, CMPX
CVCCMF with TPGU HVFZ
HVN. To start the conveyor
belt you will need the GPSL,
then TIPSU TXJUDI. | don't
think you can climb down the
lift shaft but you can get the
disc by fixing the magnet to
the line.

Willy Byers of Sunderiand
asks:

Please could you give me some

help in zzzz (hope | spelled this
rightl). How do | get the bike
without waking the guard asitis

too heavy to carry.

Try XIFFM CJLF.

Jon Clarke from Dudley
writes:

In MOUNTAINS OF KET, how do [ get
condition

past the wall in mint

or enter the skull when in the
cave under the mountains?

You must carry the XBOE and
TBEZ QPMP.

The large number of queries
o THE BOGGIT were mainly

| recently bought the excellent
follow up to BORED OF THE RINGS,
THE BOGGIT. After many hours of
play | still couldn't get out of the
round tunnel at the start of the
game. | would be very grateful if
you could relieve my frustration.

Triy DMJNC DIFTU then SFBE
EJBSZ. You now have the
combination. Simply TBZ the
relevant number.

A couple of gueries on the
ratheroldveLnor's LaR. Murray
Furtads from London asks:

How do you clear the rocks and
what do you feed the sharks on?

mmmwmm
mar fu.lndol‘
Msnﬂﬂaﬁah

How do | get across the river?
Whatdoes it say on the adjacent
wall? On the plank it says
EXTENDERE, what does this
mean?

crocs. mrﬁlﬁ;ﬂmmnt
including you! 'd say a freshly
killed Orc or Ogre would be

best. To see the writing on the

Steven Smith of Oldham is
difficulty with numer-
ous adventurss and asks:

Please can you halp me, I've
been stumped on loads of
games lately, could you help?

#ENTILLA — | have reached the
large stone door but can’t find
the corked bottle needed to get
past it.

MORDON'S QUEST — What is the
procedure for making a blow-
pipe?

waRLORD — I've worn the torc
but | still can't get past the
armed warrior.

MINDSHADOW — How do | get
across the quicksand?

RED MoON — How do | kill the
platinum dragons and what dol
do with the Moon C ?

You will find the botiie by
FYBNJOF EFCSJT. In MorRDON'S

why not take it home?

Simon Davis from Hemel
Hempstead is one of many
adventurers

Val Dowie from Redcar is
on the same

hawing
game and writes:

if the Rattling Quarg can save

me from the dreaded tentacles
how do | get the Quarg across
the river rﬂ?Ehamn‘tubligs
and I've waited and waited and
waited for him to cross by him-

lan Dixon from Wallasey, Mer-
seyside writes to say that the
crate InSORCERER OF CLAYMORGUE
CASTLE can be By
throwing it whilst in the loft
above the baliroom. When itis
opened you can GO CRATE
then GO HOLE and you're

Tﬁﬂflf‘ﬂ,m
DFOUSF, ESZ NF.

ENCRYPTE&N ccﬂNER
I¥'s easyto speak Brewsten!

ENGLISH: ZRBLPEFGHITKL
| BRGWSTER | A8 COEFGH 1IKLM

'ENBLISH : MNOPGRSTUVWRY
Jm{sﬁt NOPQRSTUVWRYZ

That’s all there is time for
until next month. Any ques-
tions you have as well as any
help you can offer to:

SIGNSTUMPS
POBOX 10
LUDLOW

sysa1DB

3 ¥ ¢r & i J{’
Sl-PERHERDES
The games Mindstone and The
Boggit have attracted quite a
heated competition for the
coveted award of Superhero.
The Mindstone superhero just
pipped Oliver CGollins of Lon-
don (August 1) and Mark Thilby
of Leicester [August Z) to the
title. He is none other than P
Goodman of Lancaster who
successfully tied things up on
the 31st of July at 1.20pm. The
end messageis ‘Well Donel You
have guided Kyles team to the
Mindstone. Now the world will
be free from the evil Nemesar'.
The Boggitsuperherois John
Wilson of Rochdale, Lancs who
turned out to be just that much
more experienced than the run-
ner up — lan Harrison of Lian-
dudno (another column regular)
who finished the spoof on the
26th of July. John's record per-
formance was complete by July
21, at 8.36pm. The final screen
is:- "Well done! Hooray! Woop!
Woop! You have completed The
Boggit, you hear? You! See you
in Sceptical 2. For your attempts
you are worth 104 Lenslock
devices. You have entered 664
profound utterances. And so,
amid assorted whoops, cheers,
rasps, gongs and whistles the
sun set on another improbable
chapter in Muddie Earth’s sor-
did history . . . Are you going to
try again or ¢an we go home
now?

It is indeed timeto go home,
see you next month.
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CHEAP TRICK

Dear Derek,

lnﬂbmmmhmlw-lta

copy of my Spectrum Quilled
Star Trek, to a firm

However, since
then | have been unable to
any sort of reply from them. I find
it ﬁntlhmwaﬂnd

Mﬂt.lﬂl.ntmmml:uf i

MORE DEADLY
SINS

Dear Derek,
mmmhmutoyw

Sins column last month | have
Mamﬁmmuoﬂ:
Your Hands Are Too
writersare resorting to stopping
youfrome the necessary
‘aquipment to a problem,
rather than making the prablem
more difficult. The usual allot-
maent of four items is not
enough; by the time you've car-
ried a source of light and a
weapon it leaves you little room
to experiment. Much better is
the system in mnomn;hm
you can carry as much ju
around as you like.

Time. ..[snore). .
mmhgmmmm
entertainment objectiveis when
a program is so complex or has
detailed graphics to the extent
where it slows down the

response time. This is infuriat-
ing, especially if you are killed
and have to start all over again.
One example of this is Lord of

wouldn’t load; well we all know
S

nea a
nervous breakdown because he

t\m m““::é::.?.‘ﬂw

FLOWING QUILL

Delﬂ)uuk.
gotover the initial shock

smn%"'(’.’m. ssie 31 saw e

Quill routine to print out text. |
miﬂ\thnlntwuhd
Quill routines,
ed adventure

icrodrive:
1) Find the length of the saved
adventure by subtracting 25000
from the second number given

0 from the menu,

ﬁ rmrounto

R&lum cTypolnihu
following and itto car-
tl"dao
REM drive loader
CLEAR 24999
LET d = PEEK 22766
I.ﬁ.lll“'ln";dj"ﬂhn-m"

wmmmmw
(25063 for serial C)

4) CLEAR 24996, LOAD “"
cDDEonﬂwmcdadrnern

E’J‘.?&.LEB,"H.“ niromsiop 1
m
Mﬂrgm used, than

fullow 2and 3using 25083

CLEAR24999:L0AD """
mﬁlm""cﬂﬂEmh

"'e“o’ =

inthe call,
Then:




database.
3) Return to BASIC, inthe

following program and save itto
tape:
;gmw-.t

CLEAR 24990
30 LOAD “‘name’’ CODE
28000

40 POKE 23606, ** — 286 *
INT (***/258)
B0 POKE 23807, INT (**/

aou‘:munlulnnnno
(25063 for serial C)

4) SCLEAR 24999. LOAD "
CODE on the saved adventure
from step 2
LOAD “‘chset'” CODE ***
Save the entire block of code
with:
SAVE “name'’ CODE 25000,(***
+ 768) — 25000 onto the cas-
mi! maﬂarﬂulmlns.

ey

PVE BEEN GAC’d!

later | eagerly loaded it,
mﬂumud-tmo

sophistication of it but gradu-
ally, as 1 got used toit, | found a
few faults with it.

a) There isn'ta WEAR command
as such. You have to mix com-
mands and use SWAP. This just
makes life a lot harder and uses
g]il? :fhﬁm and memory.

s you are typing in your
adventure, you accidentally
press X on the main menu, GAC
prints ‘It will destroy all your
dnh,m?’.ﬂir:u N then
the main menu p&ﬁ.mw
good. But if you press Y or
other key then it takes it as

and all your data is
What should hap)

pen in my
ity
apart »85 NO, to stop your
data being erased accidentally.
Because of this silly bug | lost all
the data from my adventure by
accident, and at half past two in
the moming that's no joke!
c) There isn’t 2a GET ALL or
DROP ALL command.

After all that, there are a lot of
excellent features:

a) Multi Sentence Input. This is
the only adventure creator |
know of that has this excellent

facility. For nxAuKngh, u can
type N,S,W, T, Hlﬂyg,

EXAMINE IT, WEARIT.

b) Being able to use the word IT
is also a useful feature as it cuts
down on the amaount of typing
needed and thus lets you get on
with adventuring.

c) The response time is almost
as good as the Quill, and this is
hardly noticable.

TOLKIEN TAMED

Dear Derek,
| would like to reply to David
Bovill's letter (August issue) who
criticised both mELBOURNE
House'S excellent Enrnnn, The
Hobbit and Lord of the Rings.
He says that both do
not come close to the book and
there is no atmosphere. This is
totally wrong. The
in games are superb, there-
fore the atmosphere created is

/8

—
Tt

second to none.

The small bugs in the game
are excusable as it is obviously
very hard to create a database
like that used in The Hobbit and

Dear Derek,

After totally destroying Lords of

Midnight with my short pokes

Rehad It ot otolers ) murk oy
turn

talented sword onto m@y

turboload
i “START
MAGICK

301Fa<>1THEN POKE b,a:
LETh=b+1:GOTO 20

g DATA 472285, 33, 54, 153,
ﬂ:mu 149, 169, 34, 159,
42DATA 34,171, 169,850,117
43DATA 129,50, 182, 129,24
44 DATA 156, 221, 124, 254
:amuml,az,fu.nam
ugamunua. 24, 10, 50,

1

ﬂ_?lu 170,24, 173, 221,
52DATAO, 24,96,47279,221
60 DATA 47288, 121, 184

85 DATA 47016, 225, 47164,
:onnunmm,uau,o.

80 BORDER 0, CLS
80 RANDOMIZE USR 47000

Paul Stephenson, Loeds
This month's £20 software

prize goes to David Bovill for
his Quill routines. "
[+]
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THE SERIOUS WORK BE

The judging’s over, the euphoria of winning has subsided and the harsh realities of a commer-
cial scheduie begin to bite home, The first GENESIS
ram by mid-October to be a commercially viable re
GRAEME KIDD sat in on the first meeting between game designer and game programmetr. . . .
by the time you read this report, the programming '

will be almost complete!

JONATHAN EGGELTON,
designer of KAT TRAP — Planet
of the Cat Men harboured a
guilty secret down in his
hometown. Being collected
from Milton Keynes by pesian
DESIGN programmer GRAHAM
STAFFORD and driven at high-
speeds to Birrninﬁham fora
meeting is enoug

one up: during the journey,
Jonathan came clean. ..

the IEENt H3313 Blgtg ;@’Gaﬁa =i
competition, an spite the fat
that his game desi was«ﬁaiﬁggld
by the judges as thefirst onato be
programmed, Jonathan didn't
actually own a SpactrumbNor was
Jon a regular CRASH reader!!
Ofcourse, thisundesifable state
of affe ¥8s quickly remedied —
aphone call to pesion pesian haad -
Qquarters had a Spectrum winging
its way down south almost
immediately, and Mr Egge

¢ ol { TTG | ﬁlﬁj-l -.. iy
m;&’ oo Rowaic MMQESH i
F rsOn ¢ compet-
mﬁ%f%mmmatﬁaw
sinful fellow — as-a Commodaore
88 uri Ha lade. ZEA evory

fook at the latest CRASH at schiool,
where people tend to read the

=gl spofted a competition in

P! where the idea was to
design a game, but | never ?o_r
around to entering it. Then | saw
the GENESIS competition in A
CRASH, and aithough | realised it
wias going to be rather more
difficult, seeing as | didn'town g,
Spectrum, | thought I'd have a go.
and try to takeinto account the
Spectrums capabilities.”

After a few fiours spent thinking
up basic ideas, Jorathan drew
some sketches.of the central
character, MT-Head. And perhaps
not owning a Spectrum helped
Jon get into the appropriate frame
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tosofenany-

Although he was joift winnerof

ton has

and generally gets a good

magazine in groups. *' A fittle while:

ter with prac thered
"about programming.much — I'va..

of mind for designing a game
which could actually be written on
the machine — according to
Graham, there were an awful lot of
entries.that would have required
an interface from the Spectrum to
aCray 1toimplement . . .
Basically, KAT TRAF features a
Botic hero on a quest to
chum who has baen

ed by tha.evil Cat People.
He has # ﬁ%ﬁ{éﬁw@g
umpteen hostilezones, frée his

chum, and get iome safely, . . The
basic designs for the ch rain
th}ggam Ve L first:
henm g up
withthe g dalot
of variety. gs
etting re lained.
"in the final de. urteen
diffarent b ol they

St ity o

ware all made up 8s | wentalong,
Jopathan'smind wasgoncen-

tratedon his task, partly as a result
of the fact that he didn't have the
copy of CRASH in h he'd first

spotted the competition — it
belonged to a friend of his, lan
West. {Then [ 2O Ngeraochec;

read the closing date wrong, and
was working to a%&;ie one month

efore the actual deadline. When |
e Elitf‘."ﬁﬁﬁugm ‘What a

- Thejudges were impressed by
theipresentation of Jonathan's
entry as well as by the content of

- the actual game design he submit-
‘ted — it included a table that

detailed the attributes of the nas-
tiés in the game, setting out which
creatures could be killed and haw.
Froma programming point of view,
Graham Stafford was well impre-
ssed with the level of detail con-
tained in the design. The artwork
was' s

- g to

Graham and Jonathan watch the

played around with an Assemblar
on'the Commodore, but have no
desiretoactually write
During the drive up to Birmin-
gham, Graham had explained
what was involved in preparin
graphicsfor agameand Jonathan
had already agreed ta get involved
in designing scenery and anima-
tion frames, Graham explained:
"Jor's role to me s to do with the

rams.'

game design has to be turned into a prog-
lease for Christmas. At the end of August

presentation of the finished game.
He's not gaing to tell me how to

write the game, but conversely, I'm
not going to tell him how the game

should look. He's got clear ideas
o how the graphics should work,
and it makes my life easier if sorme-
one is working on the graphics

=
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turn him munw har

while | write the code.
"I'mgivingJenathan a copy ofthe
graphics utility we use; he’s going
to go away and play around with it
for acouple of weeks. | need three
or four times as many graphics
producing as will end up in the

— there's no way you're
going to.get therm all right.
" For seenery graphics, the idea is
to do fots, and then we can sit
down together and pick the best.
Animations need to be refined as
you goalong really . . . "

Interms of actual programming,
Graham had spent about four days
working sclidly on KAT TRAP by
the time of the meeting — it might
not sound like much could be

achieved in such a short time, but @’

afair bit of programmer-type think- |
ing had been geing on inside the
Stafford mind before Graham
actually set to.

Obviously, games programmers
build up a library of routines, and
Graham had bolted together a
framework, the scaffolding of the
game, which borrowed from exist-
ing code. Having decided that
smooth horizantal scrofling was
not appropriate he had plumped
for aflip screen appreach tothe
game. Taking into account the fact
that /AT THAP is played throu

maon background, he opie
hcl-r!zontal arrangement
butes wi

due, thera was someﬁﬂ uip

and both Jenathan and P'were

impressed! The prototype MT-

head sproinged around the screen

in a very convincing manner.
While we watched MT-Head do

his stuff, Graham explained how

! the 48K of memory available tohim
| | would probably be used up.

"About 7K is used for the screen

daround 1K as

memory — the stack
and babs fit in there.

2 e game. All the
ata. Graphics eat up mem-
dup#caﬂbn has to be

Fanim
Twenty two frames o
in the original game desrg:e
game, there will prabably

nk about ity
if you thi for ducking and jur

in a different orderandina
SCPEef. . « «

sequencas

* vou don't do things you don't have

to ..?_I g lcouldnt believe [ was going to

ation for MT-He

two different sets of graphics
stored away. There will still be
some eighteen frames of anima-
tion and the animations will proba-
biy ocoupy about 2K — which is a
sixth of the size of the core prog-
ram that runs everything!"

When it comes to writing the
code for KAT TRAE Graham is
using a Gemini i
underCP/M

characters Icng
Half the number of bytes :
ba in the final Spectrum program
had already been collected
together in time for the meesting —
"'the framework is there already’’,
raham expiained, *‘the next
gé fs:to put in the mechanics of
. By early Ociober we
id start to have aplayable ver-
d it ought to be very nearly
tober 15th—that's
, we have a cotpie
&bie for tidying up,
tion version has

this is a highly struc-
ach to writing a prog-
atfmakes a good program-
s far as ' concerned a
rogramimer isn't someone
can write fast code —it helps
but a good programmer is oneg
wio knows how to do something.
The maost important thing is to
think things through properly so

The whole task has to be
seen in a global sense.”

Graham and Jonathan huddled
together over the Spectrum
screen as the workings of the
DESIGN DESIGN custom graphics
utility were demonstrated. Then,
with the first project meeting aver,
it wass time for us to go out sepa-
rate ways. At last, being a winner
of the GENESIS Birth of a Game
competition had sunk in, and
clutching a cassette containing
the art utility, Jonathan steeled
himself for the drive home. " | had
a phone call saying | had won
something in the competition the
day befora | was going on holiday,"
he remembered, "' | coufdn't
believa had won the top prize —|
hadn't got the copy of CRASH
which gave details ofthe prizes, so
{ wias up all night wondaring what
the other prizes were and what |
had won, and then | phoned lan in
the marning and gat him to look it

lact at least £1,000."

« SPECIAL OFFERS

A SPEC TRUM/PLUS/128K

INCLUDING INTERFACE
PLUGS STRAIGHT INTO

onLy f’iw POSTFREE

* TOP + TRIGGER FIREBUTTON

* AUTO FIRE MODE

* KEMPSTON COMPATIBLE

* STABILIZINGSUCTION CUPS

* SPECTRUMORPLUS » UNBEATABLE OFFER
SENGFORINSTANT DESPATCH

PRICEBREAKTHROUGH

SWITCHABLE JOYSTICK
INTERFACE
oney £8.99 vost e

* ALL THREE SYSTEMS AT THE FLICK OF A SWITCH
* ' KEMPSTON' —'CURSOR' — INTERFACE I’

* ACCEPTS ANY 3PIN JOYSTICK—INCLUDING
RAPID FIRE MODELS » SPECIAL OFFER!!

Buy with QUICKSHOT Il complete foronly fj‘g

hymmhﬁniww
o Microdrive of Tape.
® Siogdy piess o bation 10 “eer” (e prageam
g * S 1o mino dime o Lipe
* Sperial groggam comparting Iechrsgues
* Cioe Inspecier alows jou o beere the
axction, add pokes and et e game again
Alsa prck barisy,
» il bachups will restant bom the

posnt sy warn aaved
ROBOTICS & MODEL CONTROL  £29.99 Rﬁbul,
POET EACE W

Made sasy on your Spectum
# A ndepmneaily comiolisbie sulguts dor sabbhes, Soteis, khls, #1C

= § ndigenan| wputs 1 Semeg f

= Tk o (v i T 1 (B peblcaton Malie ang Program ot own
Bkt s Beid on = Complete witk il cables @ Famy 16 use

Now you can create Superb Graphics easily with

the New Lightwriter
ony £14.99

POST FREE
Lightpen comes
complate with
Interface & Software
® el g e tihe D Lag o cafasrdng ol O GRS SRS, PR tanigles ke
EUADRED RN Gr O, Doy TR SRS, CIQ AR TN, DD, CONRLYE "SHW.WJ\-’.'
VELT o P Sty RS e G s P O SR R dahes 0 e i pear
T GARTRES. AR L0 ST I S0 S8 ST W T T T
* Linbestable value. » Nothing marelo iy
SEND NOW AVAILAELE FOR IMMEDIATE DELIVERY

Tt
vt cichs ericiien oy fouoed,
1 3BT e Al e

o Feppie 5

WHILE
FGSTFREE STOCKS LAST
MULTHFEATURE INTEREA
SPEECH SY'NTHCSHZEH Er JOYSTICK INVERFAGE
w Gposch Syatheson with b wecaidiry
= Jopusck datpvlacs Kmgato Systani ® Bt Da
waung fom gamis thimeeh TV speakars?| AL1 fh OXE
LNAT AEAILARLE KOW"!

Ry f.']:i?g FEIST FREE

Games Ace features:
WENSTON COMPATIBLE = JOVETICK INTERFALE
ALCEPTS ANY § PIN JOYSTICE RCLUTHNG RAFID

USUALLY SAME DAY 24 WA CREDIT
DESPATCH ON ALL ORDERS CARD LINE
SEMD CNEGRIES TP.0's T0:
LUNITS 89
'FENTON INDUSTRIAL ESTATE,
DESUSBUHY ROAD. fanton,

KEE‘.:‘HTH TEL:O782273815 romniononoems
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| Those ever-so-modest people at

| erL were rightly proud of their bril- |

liant game Tau Ceti and asked
Pete Cooke to write yet more
gamesall tying in withthe Tau Cet/
mythos. So he's working on a

| Spectrum version of Room Ten

| which, as any Galaxy-hopping
man-about-the-cosmos will tell

| you, is the room in the Galcorps
leisure complex thatis reserved for

| the very popular sport of low grav-

| ity Glyding which is similarin many
respects to playing low gravity
squash,

In this respect, Room Tenis a
futuristic sports simulation where

| youplayagainst either a human or
an unforgiving computer without
having to moon-jump around
yourself like some futuristic Jonah
Barrington.

Of course, at CRASH Towers
the leisure industry has a faw
unwilling converts. Yes, if you're
talking fitness then half an hour in
the CRASH office should make

| you think seriously about high fibre
diets and four evenings a week at
| asports centre.
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Girlie Tipster, Hannah Smith has
beenmaking an effort totrim away
those extrainches and build up her
stamina for another gruelling day
at the CRASH Towers. She's
bought a Girlie exercise lape and
late at night the sounds of pulsat-
ing music can ba heard wafting
over Ludlow as she jumps around
getting very hot and sweaty doing
aerobics and other strange gyra-
tions. In the mornings she can
often be seen limping through

| Ludiow as the results of the night

before make themselves appa-
rent.

|  Garth Sumpter, chief Database
| Minion, is also jumping on the Get
Fit bandwa%gon. Having not seen

his feet for the last few weeks he
decided todo something about his
Guinness paunch, and took up
jogaing. However, a nasty side
sffect of this is that his stomach
keeps flying up and smacking him
inthe nose and he coughs for next
three days. Methinks he should
stick to the odd sprint whenit's his
turn to buy a round in the'pub . . .
| The closest that Graeme (he of
| the Doc Martens) Kidd gets to
| exercise is a sort of aerobic drink-
ing. Every day after work he takes
aleisurely strofl fora spot of gentie
weight lifting with a pint of Oid
Flatulence in one hand and a large
sausage sandwich in the other,
This form of exercise usually con-
tinues for four hours or so when,
exhausted by his exertions, he is
caried home-and tucked upin his
snug, warm bed.

| All this talk.of fitness and leisure |

| must be leading somewhere . . .

| Roorn Ten's producers caL, like

| theidea of Galcorps corporation
giving fitness and sport such a

'| high profile within their organisa-

tion and the loverrly Leslie at chu
knows the benefits of axercise
bacause she's very fit herself!

She's offering the definitive
squash outfit comprising shirt,
shorts, shoes, socks, racquet and
warmed squash balls to the lucky
person who designs a leisure com-
plex for the year 2050. Not only will
the lucky winner be asked by Les-
lie for personal details like chest,
waist and shoe size but she'll also
arrange a couple of free squash
lessons to get you started on the
pathtofitness — as well as a copy
of the game if you feel like taking it
easy for a while.

Mot everyone will be able to
become the pride of the squash

| courts, however, so forty runners

up will gach receive a copy of
Room Ten so they can Glyde
effortlessly from the safety of their
own fiving room.

Commit your designs for the lei-

sure compliex of the future to a
piece of paper no bigger than A4
(that's 210mm x 300mm) and seind
itto: CRASH, ROOM 10, PO Box
10, LUDLOW, Shropshire, SY8
1DB to arrive no tater than 23rd
October,

-
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STAND ALONE COMPUTER GAME
AVAILABLE ON CASSETTE
FROM BEYOND

- 2

PLAY-BY-MAIL
ONE CONTEST
A THOUSAND GAMES

To play DARK SCEPTRE by mail, just fill in this
coupon and post it to Maelstrom Games Ltd., 42
Wellington Road, Wallasey, Merseyside, L45 2NG.
Please make chegue payable to Maelstrom

« Games Ltd.

| Please send me one DARK SCEPTRE Play-By-Mail Package.
| lenclose a cheque/postal order for £14.95.
| Please debit my Access/VisaAccountNo. _ for£14.95

| NAME
| ADDRESS

| omawheMayaum-i

setzaﬂ'ramk&:epm

._:Gn microdrive

ismaain
imﬂ Using our unigue |

- foresight-hindsight sys- |
tem, you waich action |
| replays of events past,

and then simulate the
| futures at your fingertips

h_ in "praplays" ﬁf ayant.?: o

have your wariors met.
their doom? You break 5

| openthe seal...
| All you need to play is |

access to a Spectrum |
microdrive (you don't
have to own one). All you!
need 1o win are lashings

" of flalr, nerve and aud- |
'amsrThoDarkSmpw'
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OLIVER FREY POSTERS FOR
YOUR WALL!

A superb series of famous covers by
Oliver Frey can be yours in poster form.
Printed on one side in glowing colour,
they each measure a giant 80 x 57 cen-
timetres (about eight magazine pages)
and come carefully rolled up in a postal
tube (useful for all sorts of things) at a
mere £2.50 each (p&p and VAT inclusive),
Butif you orderall four then you get them
foronly £7.50— four for the price of three!

1. " ZOMBIES oF
THE NiGT OF
Q-SDM.GHT

OLIVER FREy p . oy
. Fasstsfend me g;fgum?nsggf“ OFFER el 1

ver Frey Poster(s)
. . All 4 Pagpery (£750)
ALL POSTERS 5 ;‘;‘;;Eg OFMARS (£2.50)
£2.50 EACH 3. RED Moow ey L{250)
(inclusive) 4;} fﬁ}tﬁagms OF THE ;\ucm (£2.50)
OR . fl"!lr:;i::eﬂot; Wiz e Made payahie fo Newsfialg
1O ¥
ALL FOUR s mw‘:it:""]ﬂu;::;grza e UK, please add £1 per jte
FOR ONLY N : ;
o A, i
(UK Mam;nn_d poices) . .............................................................................

. ............................................................. Postcade .,
TOSIR OFFE avo o
LUDLO R, NEWSFIEL 1y
POSTERW SHROPSHIRE gyg igi? BOX10,
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FiresiRD's latest release due out
for the Spectrum everso soon is
Druid. The game puts you in the
role of Mr Druid, out to defeat the
Evil Princess of Darkness. The
nasty ol princess has unleashed
her wrath in the shape of four
skulls (wouldn't you just know it7?)
which have infested the lower vau-
Its of a huge eight storey tower. Mr
D, along with his faithful (but not se
clever) companion Mr Golemn, has
to fight zillions of meanies and cast
spelisleft, right and centrein order
to transform the world into a happy
and peaceful place. Sounds great,

= F"'EE"FE'@

eh? Yes it does.

Aryway, some kind ‘n' clever
chappy at FIREBIRD had a really
neat idea. What he wants you oh-
so-cool-and-artistic people to do
is design a final congratulatory
screen for Druid. The bestest entry
will be programmed into a special
one-off production copy by the
authors of the game. (gosh! Just
imagine: if you win, you could own
a personalised copy of a best sel-
ling game! Impress your friends!
{Nyah! Nyah! Look what |'ve got).
Amaze and astound your relatives!
(Look Auntie, look what | did).

2“ Firebird T Shirts also up for grabs!

Tell you what, just to give you a
few ideas what the screen could
look like, here are a few things that
the Druid will have to encounter
and overcome to complete the
game. ..

The creatures include ghosties
(eekl), skeletons (ocohl), big 'n’
nasty beetles (ahi), skuils {aargh!),
witches (shriek!) and all sorts of
traditional scary thingies (sounds
like a normal day at CRASH
Towers). When a druid arrives at
this final screen he will have risen
through the ranks to become a
legendary Light Master. So, get

TAKE UP THE CHALLENGE AND

YOU COULD WIN A PERSONALISED
COPY OF DRUID!

your art kits out, scribble a screen
and whisk your emblazoned
pieces of paper off to: DESIGNER
DRUIDS, CRASH MAGAZINE,
PO BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB.

Entries must arrive no later than
the 23rd of October. Best scribbler
wins their very own copy of the
unigue game. The next best 20
masterpieces  each win their
creators a FIREBIRD T-Shirt to love
and to hug, so0 don't forget to
include your T-Shirt size, Well
then, what are you waiting for —
get toit!
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VORTEX — A W1

OF 3D GAMES ..

COSTA PANAYI isaname you tend to remember,
and in Spectrum circles it is a name firmly '
associated with 3D es. Games such as TLL,

Cyclone, Android

, Highway Encounter and of

course, this month’s Smash — Revolution.

Costa isthe main man when it comes to program-
ming at VORTEX, the Manchester-based software
house, while LUKE ANDREWS takes care of the
business affairs. Costa and Luke came to Ludlow
with one of the first copies of Revolution for us to
review, and while they were here Graeme Kidd
seized the opportunity to talk to the duo with a per-
sistent reputation for producing quality games.

Like quite a few software
houses, VORTEX began life as a
hobby. Costa Panayi first got
interested in computing back in
the ZX81 days at the end of
1982, He was working asa
mechanical engineer and
bought one of Sir Clive's home
computers, played around with
it and swapped programs with
£X81 owning friends. Then he
got together with a few friends,
lhey?ﬁacided they could write

rograms and gradually the

ob%)y started to pay for itself:
Ot first games were Pontoon and
Othello —small BASIC games—
and we sent them off to a publishers
and started earning royalties! Onge
we'd wriltlen and sold those games e
bhought books on machine code and
started learning. Then the Spectrum
came oul and we wrote Cosmos and
Android I,

*“Seon, we realised that writing
programs was okay as a hobby, but
when we tried to run a business on the
side it was taking up too much time.
Weknéw Luke, who was & teacher at
the time, and he was thterested in the
business side of things . . ..

Luke takes over the story: “J
got involved on the business side to
allow the lads o program — every-
thing was still being done on a part-
time or hobby basis and with the
talents that sveryone had, everyone
[fitted in quite nicely so we just prog-
ressed. Everyone who'’s been
assoctated with us has really helped
and éncouraged us— peaple have seen
that we've worked hard and that
we 've poi the product, and everyone’s
pushed and said “well done " whick is
great. Sometimes, a ot of people just
say ‘ok don’t bodher’ or whalever,
which is a bit demoralising, but we
never had io face that. $

Gradually, what was a fairly
lucrative (and time consuming)
hobby grew to the point where it

was a backroom industry and
then, during 1983, the team got
together, decided on a plan and
began to run VORTEX profes-
sionally. It was clear the com-
pany was successful enough to
warrant people giving up their
‘day jobs’: ** Yes, we bought frre-
mises, employed people and 5o on. In
SO ways we te cautions on the busi-
ness side, as e are on the program-
ming side, in the sense that Cos has
alwways come out with excellent stuff;
and 1we are more geared to quality
than quantity’”, Luke explains.

* Naturally,we all had a few regrets
when twe first started out writing and
selling programs full-time — if
you've got a secure job and are doing
well in # and it comes to the paint
where a pari-time job suddenly has to
at lzast equal what you were doing
bhefore, then decisions begome a bit
difficutt. We got to the stage where we
thaught io ourselves that we'd sue-
ceeded so far and got to a certain level
and we had to make a decision. We
couldn’t really turn back, though . . .
The biggast worry wes whether the
compuler craze wonld die out over-
night. Quite clearly, that isn’t going
to be the case.”

Costa Panayi’s games have
been the backbone of VORTEX '3
success, although ather releases
like Alien Highway have involved
other programmers heavily . . .
Obviously, a company such as
VORTEX gets senl quite a few
programs for evaluation. Have
they never been témpted to start
a budget label, for instance?
Luke explains: **f suppose we
could easily have started another labe!
on the budgel side, bul it’s not the sort
of thing we wani to do. How can you
one day be sal dowon werking out
something really complicated and
new, and two howrs later try and pro-
mote a game that sells for £1.997 Your
heart’s not in 1t. Maybe some people

The Casual Ap&mch To Pillar Leaning as demonstrated b

Mr Panayi on

e left, and Mr Andrews on the right. Coul

set a whole new trend in Ludlow, this. . . .



can work that way, but I don’t think
wecould . . .7

Working as a design engineer,
Costa was mvolved in 3D
geometry on a daily basis, so
when it came to programming
games it’s 1ot oo surprising
that 3D techniques came quite
naturally o the fore. **H'm guite
Sascinated with 32— i always
liked to have things neatly arranged
and geometrically correct, and I sup-
pose my engineering background ali
tied in with programming,

Costa first took the plunge
into 31 with Andreid [T and since
then all his games have been in
3D. 1t Just seems like o step back-
wards fo returnto 20 now — [ find
St geta feeling of space when you're
warking in 30, and 1 don 't think [
conld write in 20, [t would be easy
enough to do, hind T wonldn’l want
I

With a string of successful
games behind him (the lowest
overall rating Costa collected
was 79% ), he's invested a fair
bit of time, effort and expertise
into developing 3D technigues
on the Spectrum. But it's not
just a question of keeping
routines and adding te them —
Highway Encounter meant start-
ing from scratch again, and
Revolution is another fundamen-
tally different style of display
and programming. *[like fo take
acompletely different approach to the
way Lhandle the 30 in each game,”
Costa explains, ““ Tt would be nice
fo.come up with some sort of new sys-
fem which pets out of the mould. We
did it with Highway, and then we
decided that we had to come up with
something diffevent, totally away
Jfrome the shoot em up type game, After
Revolution, it would be nice to do
something completely different again,
1s axmuch a matter of looking at the
game [ypes and the way games play as
actually looking at the environment
— yorcan keep producing 31 games,
the same games with a different
scenario, but the difficulty is in com-
ing up with semethung different.”

Revolution was designed with
lastability in mind, so far as the
gameplay was concerned, Each
time a new game starts, the puz-
zles are shifted around between
levels and their locations on
individual levels are also
changed randomly. “*Shiffing the
puzzles round and creating a new
landscape, or set of levels, each time
yau start lo play— it’s trying lo make
the game something more than sther
games on the market,”, Luke says,

*“epen with our old games, you always
had the first level, second level, third
level and so on, and you knew what
was coming. Alien Highway, the
remix of Highway Encounter
started us thinking that way, and
with Revolution [ think the changes
in the puzzles and landscape are jc
main atfractian. j;f someonie picks up
the game and can’t get past the first
level, then the game can be played on
level one and the player still gets thirty
et puzzles — so you can still enfay
it, even if you never gel past the first
lewell.”

VORTEX appear every six
months or so — two games a
year is about all Costa ean
handle on his own. They take a
different approach to designing
pames too; there’s nevera
storyboard to work from: ** Well,
1 come out with ideas— as doer every-
body,”” Costa explains, *“and toe
throw them about and we always seem
to reach a point where we say ‘that’s
a good idea, why don’t we go ahead
and see what that brings forward?’,
Ideas that we find in the meantime are
throwm in as well.”

“IUs a process of continual design
rather than coitinual refinement,”’
Lukeadds, ** For instance we might
decide to do something that has lwe
animation stages in if, and Costa goes
aiway and works for about two weeks
on it and comes back with five stages
of animation. We say to him ‘I
thought you said it could only be two
stages " and he'll say “yes, well it’s
different, there’s five now ! "'

“ Witk Revolution we thought
there are no bouncing ball games, so
wofey doit 't we have o g0? And suddenly
all these ball games started appear-
ing! They all tend to be rolling rather
than bouncing, so there’s o differ-
ence,” Costa adds, ' The same
thing happened with Cyclone — it
seemed a natural progression from
TLL and then there were dozens of
helicopter games on the market sud-
denly . .. ™
l'hings are moving for VOR-
TEX. They’ve just signed a deal
with US GOLD, who will be tak-
ing care of the marketing side of
things for them in future, and
they plan to expand: ** Now that
the market s moved on to Europe, and
we v moved on, VORTEX kas oil-
grown the VORTEX team and with
this deal, some of the pressure is taken
afff us. We can really concentrate on
producing the saftware, and the aim
is to build a team azound Cos to keep
producing the same standard of
games, We have our awn standards,
and intend to stick o them. We're
looking for talented programmers up
in Manchester, so if anyone would
like to get in touck , , .’

Obviously, with a six month
lead time on a Costa Panayi
game, there's unlikely 1o be
another release in time for
Christmas. But with the plans
for taking on extra hands, who
knows? Luke and Costa left for
Manchester smiling enigmati-
cally. They may have something
in the pipeline for the festive sea-
son afterall . . .

F
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World Cup Garnival Won world cup .

Rocco Completad : e
Match Day Won final 10-0
Rnn&oCumpd—eﬁsd 48,175
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Beaten CPU on level 5§
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Producer: Lez Peranto Ltd
Retail Price: £15.00 inc P&P
Author: Les Hartridge

U can

aluton readers! As

vidas, mi estas lernanta

Esperanto, per la heip de
Esperanto First Half, a computer/
audio cassette package. This has
been produced for the Spectrum
by Les Hariridge, a retired school-
master from Croydon, who is one
oftwo directors of LEZ PERANTOLTD.
For those of you net fully conver-
sant with the subject, Esperanta is
an international language which
was invented just under a century
ago by a Polish chappy called Lud-
wik Zamenhof. It was his desire
that Esperanto would become a
lingua franca (just as Latin had
been in the past) so that nations
would be able to converse in a
common  tongue. This, he
believed, would foster good rela-
tions between countries and con-
tribute to world peace.

Esperanto is a phonetic system
butunique in that one letter always
corresponds to one sound and
one sound only. There are twenty-
eight letters in the alphabet,
twenty-two of which are the same
as ours. Most of the word roots are
Latin-based (but don't be put off if
you did Latin at school as there
aran't millions of declensions to
mermorise).

Somewhat refreshingly,
Esperanto contains none of the
iritating  idiosyncracies  which
make our own language and that
of other nations so problematic.
You won't find any silent conson-
ants, irregular verbs or perverse

rammatical constructions  in

speranto. The whole system is
entirely logical. For example, all
nouns end in ‘o, all adjectives in
‘a’ and the present tense of all
verbs in ‘as’. ldentical to English,
the definite article, 'la’, remains the
same whether the noun is mas-
culine, feminine, singular or plural,
which, if like moi, you hated French
at school, has got to be a plus!

Esperanto First Half comprises
three sections: Espotext, Espog-
ram and Espoword, which are
designed to educate the student
to what in relative terms would be
GCE 'O’ level standard.

Espotext is a ten lesson course,
which provides a thorough gram-
matical grounding in Esperanto.
There is a short infreduction on the
origin and development of the lan-
guage and then the lessons begin.
The lessons detail the wvarious
parts of speech and their respec-
tive endings. Other sections deal
with compound verbs, adverbs
and other essentials of grammar.
However, the grammatical slant of
the program’s content is by no
means obtrusive. The text avoids
jargon and is easily understood —

all grammatical terms are clearly
explained and accompanied by
useful examples.

Conveniently, you have some
control over the pace at which you
wark — at every e you have
the option to continue or to return
to the index where all the various
sections are listed. The text, there-
fore, never disappears before

PROCERD? viiN

Inhouse language expert Tony Flanagan (well,
he used to be an English Teacher), takes alook
at a new package which aims to impart the
rudiments of Esperanto. . . .

background. Obvicusly, too much
colour would only get in the way of
the text, 50 it's probably just as
well. In some sections, however,
graphics are used to good effect
fo facilitate understanding. In the
Prepositions section, for example,
a colowrful bridge scene helps
clarify what these items of gram-
mar are and how they are used in
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ESPERANTO — THE FIRST WALF

FROGEEDT Vmiy : rons
v ReLative B £
i o A T
ol ; ;
o :
g = = ;
I
| | ——
Hurndn  aiE
dod ihnde
Yiro sy
B IS E s
Eised ahf
Fagh L
FREFOEITEON folldued By FGLIRE =0

you've had time to read it; indeed,
you can read it as many times as
you want before you move on, To
consolidate the leaming process,
there are a varety of exercises
designed to test grammar, voc-
abulary and translating ability. V4
Screen-wise, there is nothing
novel about this program — most
of the time it’s text on a blank

A little graphical assistance is provided when it comes to
learning about Espéeranto prepositions . , .

Esperanto.

Once you have worked your way
through Espotext, you can test
your grasp of Esperanto grammar
by loading thé Espegram prog-
ram. In the lower half of the screen
igthe beginning of a sentence con-
taining one, two or several blanks.
Given at the top of the screen are
twenty numbered suffixes. The

blanks are filled in by pressing the
appropriate numerical key and in
this way you build up a sentence
of'which there are fifty stored. Any
errors you have made are shown
at the bottom and any corrections
are briefly explained. Your score is
also given at the bottom of the
screen.

As well as improving your gram-
mar, the package — as any lan-
guage package should — aims to
increase your vocabulary. This is
where the Espoword program can
help. It consists of 729 Esperanto
words and their English transia-
tions all of which are relevant to
everyday life. On manual display
there is a chdice of any of nine
blocks (eighty-one words), In Auto
display you choose one-third part
of any block, that is, twenty-seven
words, and you choose the time
interval before the answer is given.

Clearly, the written word is only
one aspect of a two-horned beast.
The audio tape, therefore, intro-
duces the learer to the pleasuras
of spoken Esperanto. First of all,
the Espohear section,
demonstrates nineteen Esperanto
sounds which are either new to the
English aar or whose use is limited.
These are then demonstrated
using fifty-seven words. With
Esposay, you are required to pro-
nounce each of these. First the
tapa gives the word number listed
m the notes, you pronounce the
word and then the tape pro-
nounces the word as it should be
pronounced. poself and
Esponext give some indication of
what semtences of fluent
Esperanto sound like.

Supplementing the tapes are
detailed notes which reinforce and
expand upon what has already
been explained. These contain
some marvellous ice-breakers for
the avid party-goer — such gems
like, ‘Do yau eat water?’ or 'Is your
mather a man?'

Stifl, it is easy to be flippant
about Esperantc because it's an
‘artificial’ language. But when one
considers there are over 100,000
speakers world-wide, over 30,000
books published in Esperanto and
approximately 50 national assoii-
ations, someone somewhere must
be taking it seriously. Therae is an
idealistic  thrust = underlying
Esperanto that alone sats it apart
from ‘natural’ languages, and its
adherents reveal somsthing of a
missionary mentality. Indeed, you
may have found Les Hartn'cége
spreading the werd {or wordo)
from his mini-stand at the PCW
Show this year . . .

Allin all, this package is bursting
at the seams with information and
is well worth getting if you are
interested in mastering Esperanto.
There's even a brain-twisting
arithmetical puzzie game thrown
in for free — Flipit
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HEAD COACH

jé}a-zaa’r?

Producer: Addictive Games
Retail Price: £8.95
Author: Simon Davies

s Head Coach, it's your

task to manage an Ameri-

can Football team to the
heady heights of success. You
nead to keep a keen eye on the
player market, getting rid of use-
less players and snapping up the
odd bargain. Careful study of other
teams is also needed 1o select a
squad to counter the strengths of
the opposition and take advantage
of its weaknesses,

Initially, you are given a choice
of one of the twenty-four teams
which are grouped in fours, in six
divisions, There are four skill
levels: novice, rookie, veteran and
all-pro. A thirty-two player squad
is made up of kickers, quarter-
backs, running-backs, defensive-
backs, line-backers, offensive
finemen, tight ends, wide receivers
and defensive linemen. Players are
numbered according to their posi-
tions, with offense, deferise and
special team groupings listed on
separate screens. The team lists
display various information  on
each of the 1500 players in the
program — age, skill rating, fitness
and form. Trading, the equivalent

Producer: Mastertronic
Retail Price: £1.99

Author: John Darnell and
Simon Freeman

I n the days of the wild and woolly

West times wera hard. If you

happened to be the sheriff then
times were doubly hard as people
tended to have a healthy disre-
spect for anything or anyone in
authority. In this game, Kane must
try and make peace with the
Indians and keep law and order in
his town. Kane needs a steady
hand, a sure eye and-a fast gun.
What with runaway trains, ghost
town ambushes and the perils of
the prairie; he really has his work
cut out for him.

The game is divided up into four
sections, each of which must be
completed befere you can prog-
ress to the next one. There is a
practice mode, where you can flip
through all the screens before
playing the game for real.

Section one involves shooting
birds with a bow and arrow — tha
feathered ones are traded with tha
Indians for lives in the later stages.
Kane starts with ten arrows and
leses one for every bird that is mis-
sed. Every time he hits a bird, the
number of arrows in his pouch
stays the samé, The birds are shot
by lining them up in the maobile
sights before pressing fire. Points
are scored for every bird impaled.
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of the British soccer transfer sys-
tem, takes place on weekdays.

Before sach game, the com-
parative strengths of both sides
are detailed on the screen. The
pitch condition and wind velocity
are also glven before kick-off —
important when deciding which
‘plays' to go for. The success of a
field goal depends on the kicker's
gli‘s_.?lance from the posts and his

ill.

Matches are played out graphi-
cally ‘on the green gridiron. Your
team plays in blue against the
oppesition's black. A red bar
across the top of the screen indi-
cates how much of the game has
been played. If a game is drawn,
thera's a tie-breaker in the form of
gxtra-time — the first sidé To score
wins.

After the final score has been
flashed up on screen, the results
of the other matches are given, fol-
lowed by the league tables show-
ing each team's current position.
This is somstimes followed by a
news item suggesting new training
techniques or that a player has
become available on the trade
market.

At the end of the twelve game
season, six division winners plus
one extra team from each confer-

Section Two Is a ride across the
prairie. With his trusty steed
beneath him, the sheriff must jump
the obstacles which present them-
selves in his path. A misjudged
leap results in the horse throwing
Kane and a life is lost. If the
treacherous patch of prairie is
negotiated then Kane arrives in a
deserted ‘?hosttﬂwn. Butisitreally
deserted? Some mean outlaws
start taking pot shots at you. You
reach for your gun and start blast-

ng.

Ten baddies in the town must
be shot. The number of men killed
is shown in red on the |eft hand
side of the screen, while the
number of mean critters left shoot-
ing at you is shown on the right.
Kane has six bullets in his gun and
must run to tha right of the screen
to ?et more bullets. Baddies pop
up from the saloon, the bank and
the general store and need to be
shot before they disappear or
shoot you instead. Onee all ten
baddies have been sent to Boot
Hill; you can progress to the Train
Journey in section four,

A train is out of control and only
you can stop it and save the help-

San Diego play the LA Raiders — it's no score all round and a

Field Goal has just been missed

ence enter the playoffs leading to
the Superbowl final. A twenty day
period follows, set aside for the six
rounds of the College Draft in
which about thirty players are
available per round.

@' On the whele | don’t really
get on with games like this as
they are often too complicated,
brain taxing or just badly pre-

less passengers. Kane has to
negotiate another nasty piece of
prairie, strangely similar {o section
two, jumping over all the obstacles
on his trusty nag. The frain must
be caught up with and stopped
within a certain time limit and once
the passengers are safe, the first
level of the game is complete.

There are three lavels to the
game, sach increasing in difficulty
and speed. Have you the guts and
determination to clean up the wild
West or will you end up on Boot
Hill instead?

@'’ MASTERTRONIC seem to have
taken their time transiating this
on to the Spectrum — and to be
honest they shouldn't have
bothered. Eyewise the game is
fairly atiractive, with lots of cal-
our on the screen and some
smoothly animated characters.
Sound just consists of a few
spot effects which are very
accurate but sound lonely in a
game that doesn't involve too
much frenzied activity. The first

Kane rides like the wind due to all those cowboy beans — he
must stop the train and jump the desert vegetation that gots

in the way

CORCHES
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sented — this is one such. Head
Coach does not require a great
deal of user participation so it"s
very hard to get into or play suc-
cessfully — it gets quite
monotonous. The program
responds slowly to keyed input
and there are long delays in bet-
ween some screens because
it's written in BASIC. The
graphics are generally sloppy.
The sound is also minimal — a
few spot effects during the
game and a few trashy tunettes
on the title screen or when you

stage — shooting the birds, is
very inaccurate and | found my
arrows constantly going
straight through the belly of the
bird without affecting it at all.
The first jumping stage is far too
easy and getting past the
‘shoot-out’ stage is a doddle,
but the final jumping
proved far to difficult to warrant
plodding through the first three
parts. The game is very basic
and doesn't require any brains
at all. Kane may appeal the the
younger games player, but
wh r even they will be
addicted encugh to load it up
again is very much in doubt. "

@ This game suffers from a lack
of sereans. It would be fun if there
were abouf ten more sections to
battie through. As it stands, there
isn'treally any lasting interest after
compieting the first four screens,
which are very easy. The graphics
are a mixture of nicely animated
lumpy characters and garish col-
ours which, on the whole, fail to
please the eye. The sound s alsoa
bit fimp. There are no tunes and
only a few spot effects. | don't
recommend the game as it gets
591')( mongtonous after a short

@' | can’t say, | like Kane much.
The graphics are pretty bad, and
the game lacks enough content,
despite its four stages, to make it
addictive. Playability wise, Kanais
fair, but even for £1.99 it doesn't
seem like much value for money.
The horse riding sequence isn't




win. On the whole | didn’t find
this game playable or compel-
ling so | wouldn’t really recom-
mend it. "

@ Well, it had to come sometime.
How could anyone live without a
follow-up to the mega Football
Manager? Looking at Head
Coach, | know that | certainly
could. It's got abysmal graphics,
and fs very difficult to get fnto,
especially if vou're net heavily into
American Football. Head Coach is
fun to play, howeaver, if yvou've got
the time to get started and once
into it | think it highly likely that it’ll
be & long time before you're out,
Addictiveness is one thing that
ADDICTIVE garmes do have, even if
they are lacking in every conceiva-
bie technical detail. Worth a look if
you're a real Am Foot freak, but
otherwise, unless you really flio-
ped over Football Manager, I'd
recommend you stay away. "

@' Now look guys! | knows a thing
of two about American Footy, and
you have guarters in the game.
Head Coach doesn't! It also tells
you that your next play is the last
one of the game. This is just noton
— American Football also has two
minute warnings, throwing the ball
out of play to stop the clock and
time-outs. The gamaisinaccurate,
and the player selection is tarrible.
| was unhappy to see that you
can't pick individual players for
each position, and you can't give
players names. Head Coachis not

gxactly difficult, and the gun
fighting bit isn't any good at all.
The first part is probably the best,
and even that i=n't up to much.
Though it might just be fun for a
while, | don't think Kane is really
worth the money asked for it.

Control keys: Q up, A down, N
left, M right, Z fira/jump
Joystick: Kempstan, Cursor,:
Interface 2

Keyboard play: average

only inaccurate, but terribly boring
1o play. If pecple buy this thinking
that they are getting an American
Football game, they'll be unhappy
— it does nothing to enhance the
image of the game in this country.
Fancy an arcade Am Foot game?
Get Superbowl. A bit more on the
strateqgy side? You wouldn't go far
wrong with the arcus game, but
ApDicTIVE have got it all wrong. "

Control keys: most of the
keyboard used

Joystick: not really needed
Keyboard play: slow responses
to input

Use of colour: very BASIC, only
necessary to decorate the text
Graphics: mainly text, with a few
pwetty pictures here and there
Sound: few spot effects, with an
awful Yankee Doodle tune

Skill ievels: one

Screens: field screen plus menus
General rating: Neither a very
playable nor accurate simulation

Use of computer 22%
Graphics 31%
Playability 36%
Vdmforgow- 2332

Use of colour: good, lots used
Graphics: not amazingly good
Sound: spot effects

Skill levels: thrae

Screens: four

General rating: Not terrible, but
nothing special, either

Use of computer 48%
glraprﬂm ' ﬁ%
otti %md 58%
‘Addictive qualities  47%
'Value for money 53%
Overall 54%

OLYMPIAD ‘86

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

ere's another sporting simu-

lation designed to test your

skills in five events, this time
at a budget price. Weight lifting,
canoeing, the 200 metre sprint,
shooting and discus throwing all
feature, and what's more youdon't
need any fancy eguipment or
months of pre-season training to
compete.

At the start of the game three
lives are supplied, and a life is lost
each time the player fails to qualify
in an event. After each event the
scoreboard appéars on screen,
updating the points won and

number of lives remaining, and at
the end of a circuit round the five
events, a high score table
monitors performance and medals
waon.

This pentathlon commences
with weight lifting, and a well timed
press of the Q key is needed to
build up enough strength to heave
the weights off the ground. Ahand
on the power clock at the top of
the screen whizzes round and has
to be stopped at the ‘noon’ posi-
tion for maximum power. If a lift is
successiul, you keep going until
the qualifying weight is reached.
Failure costs a life and a smug
helicopter flies past with a banner
that reads " rubbish".

To get through the canosing
event the O and P keys are used to

Poor old Cam. He prodded the Q key at the wrong moment,
stopped the clock too soor and gave the helicopier pilot the
chance to fly out and be rude . .

manoeuvre a kayak down a slalom
of boulders which pcke out from
beneath the water. A meter af the
bottom of screen shows how
much of the course is left to get
through, and contact with a boul-
derresults in failure.

The 200 metre sprint has your
runner scooting along a seemingly
never-ending track. Speed and
distance bars show how the race
i5 going, and the power clock
method is used again, this time to
build up speed — misjudge the
timing of the prod on the Q keyand
speed is lost, but get it right and
the runner accelerates. At the end
of a race the qualifying time and
actual time taken are shown, and
the rude helicopter pilot flies past
if youfail . . .

Skeet shooting puts the player
in control of a cross hair sight and
the idea is to blast the gualifying
number of skeets out of theair. Lit-
tle meters at the bottom of the
screen reveal how many skeets
are yet to be released and the
number of shots remaining.
Skeets whizz into the air, launched
alternately from a position behind
traes on either side of the screen.
As usual, the chopper pilot is wait-
ing in the wings to mock. . . .

e fifth event, the discus,
invalves two little power clocks —
one has to be stopped dead on
‘noon’ with the A key to determine
the angle of the throw, and another
stopped with the Q key to deter-
mine the power behind the throw.
And yes, the pilot's waiting!

@ “* This game is bad in every
sense of the word. The graphics
are awful, the colour is messy
and unattractive, the scenario
unoriginal, and the whole thing
is just one big lump of unplaya-
bility and unaddictiveness. it's
not a joystick-killer — but the
clock stopping is rather inaccu-
rate ... Hint: prod the Q key
when the needle is at the 10
o'clock position during the
sprint for maximum power,
rather than when it is at noon.
Even for a couple of pounds this
game is poor — you might want
to persevere until you've seenall
five screens, but | doubt you'd

want to come back to it

® "' The graphics are some of the
best ATLANTIS have ever produced
— ot such a hard feat — andcan-
sist of'a good loading screen and
some fairly large, smoothly ani-
mated characters. The sound is
very basic, involving some sound
loops up the musical scale, and
then some down the scale —
WOW! What varisty . . . Olympiad
86 contains very iittle to keep the
armochair sportsman interested
further than seeing the loading
scregn. | expected moré
keyboardjoystick bashing, all |
got was a consistent pressing of
keys at long intervals. | didn't even
feel panicked, never mind break-
ing into a sweat! "'

® ' The trend for track and field
games ended months ago, and
this latecomer doesn't add much
to the genre, evenat the low asking
price. The gameplay is very slow
and on two of the five screens you
enly have to use cne key so it all
gets very monotonous. There are
no tunes, the spot efiects are min-
imal and the gameplay is hardly
exciting . — a mix en
unplayability and impossibility. I'd
keep well clear of this one if | were
you, as it is very primitive. ™

Control keys: Q, A, O, P, SPACE:
varies from event to event
Joystick: not applicable
Keyboard play: not always an
accurate response

Use ofcolour: lots of it; a bit garish
Graphics: nothing special
Sound: BEEPy spot effects

Skill levels: gets progressively
harder

Screens: five one-screen events
General rating: Even as a budget
title this game adds nothing to the

decathlon/sports genre

Use of computer 31%
Graphics gg%
m qualities gﬁ
Overall 26%
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KNIGHT RIDER

Producer: Ocean
Retail Price: £7.95
Author:

t's here at last! Knight Rider has

finally been released by OGEAN.

Michael, his co-ordinator Deven
and the super car Kitt are once
again on the trail of baddies, At
their Atlanta HQ the duo receive a

from Deven, informing
them that a bunch of terrorists are
up to no good — Deven also hints
that the terrorists may have
designs on world domination . . .
Eeek!

Michael and Kitt set off on a
perilous mission to try and stop
those darn terrorists from starting
Worid War Three. The only trouble
is; nobody actually knows where
all this terrorist activity is taking
place, so Kitt and Michael have to
drive like mad things all over
America at insane speads, collect-
ing clues before the time limit on
the mission runs out.

At the beginning of the game
you are presented with a map of
the United States and a menu of
cities which can be visited. Kitt
passes on a message from Deven
suggesting a city in which there is
terrorist activity. Now it's upto you
and Kitt to zoom down to that par-

ticutar city as fast as possible to
see what's going on. Kitt is a preity
unusual car and unstoppable.
Once on the road, enemy helicop-
ters rise up from the horizon trying
to inflict serious damage. A meter
on Kitt's dashboard clocks up the
damage and when the level Qﬁts
too high you have to aet Kitt
repaired at the next town — which
is rather time consuming.

Mike can drive with Kitt firing the
lasers, or Kitt can drive (more
slowly) and let Mike do the shoot-
ing. A digital speedometer reveals
the rate of travel, and another
milometer ticks down as the desti-
nation city gets closer. Lasers, of
course, overheat and too much
shooting leaves the car defence-
less while the lasers coal.

On arrival in a city the view
automatically changes. Mike
enters a building patrolled by
guards. The action is viewed from
above, and as Mike never carries a
gun, he must avoid the enermy by
sheer =kill and some speedy foot-
work as he picks a route to the
other side of the maze. Contact
with a guard sends Mike back to
the beginning of the current loca-
tion — very time consuming. New
orders scroll across the bottom of
the screen once a maze has been
negotiated and it's off to the next

SLORE
BRiIER

city, on the trail of those power-
crazed terrorists.

The opening menu allows you to
select a plot to the game; or the
scenario can be allocated at ran-
dom. A time limit, monitored by a
cleck on Kitt's instrument panel, is
set and the mission fails if the time
expires before all the locations
have been visited and maze prob-
lems solved. Then it's back to
Atlanta, and time to start yet

another mission to save the world.

Zooming along the yellow brick road to the next city with Kitt
looking after the lasers and Mike in the driving seat pulling
240 mph. Blow the choppers out of the sky . . .

@® " Well, | wonder how many
people will be disappointed with
Kright Riderafter waiting over a
year. | didn't really expect that
much from this game, as Ameri-
can-all-action-TV-series games
are normally pretty dire. This
one was a shock! The graphics
are appalliing on the driving

BULLSEYE

Producer: Macsen
Retail Price: £8.95
Author; GBA Cyf

ACSEN specialise in pro-

ducing computerised

versions of well-known
TV game shows, and this dars
game hosted by Bully the bull in
his cute striped overall first
appeared on TV sets tuned to
Central TV. This two-player game
has four rounds, with a practice
option available to help you gain
confidence when throwing the
darts at the dartboard.,

There are nine skill levels in the
game, selected at the starl before
the players' names are keyed in.
Darts are aimed by using the cur-
sor keys to move a hand below the
dartboard to the left and right. A
strength bar display in the status
area monitors the power of the
throw — the harder the throw, the
nearar to the top of the dartboard
the dart lands. The strength meter
rises when the Cursor Up kai is
held down — releasing the key
throws the dart.

Each player is summoned tothe
ackey in turn by Bully, A dartboard
with ten sections labelled Ato J is
provided in section one. Each let-
ter represents a different subject.
Select a subject to answer ques-
tions on and then throw a dart so
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that it lands inside the segment of
your choice. A miss means you
must answer a question on
whichever subject your dart lands
on. Score a hit, and bonus points
are awarded before the question
is asked. There is only & certain
amount of time in which each
qguestion must be answered, but
players usually get two attempts.

ound two cansists of regular
darts throwing, Each player is cal-
led to the ockey three times and
throws three darts, going for the
highest score. Whoever has the
highest score after each turn gets
to answer a general knowledge
guestion which wing mare paints if
answered correctly. An incorrect
answer gives the guestion over to
the opponent. Then it's on to
round three . . .

Whoever is winning at this stage
in the game has a bonus question,
and the chance to collect more
points. On round three the player
is presented with a dartboard with
sixteen segments onit, eight black
and eight red. Each red ant is
worth bonus points, while the
black areas den't matter. Nine
arrows are supplied and the bonus
value of ared area is won if asingle
dart lands in it. However, if you hit
the same red segment twice, the
bonus value is deducted from your
sCOre.

is purely for

Section four

CAMERON
TO THE

OCFKEY

Cameron Pound plays with yet another Alter Ego, this time
taking himself on at BULLSEYE

gamblers., The leader is asked
whether he or she wants to gambie
the points collected so far —
gambling is optional and if the
leader declines then the chance
passes over to the other player. A
regular dartboard |s presented on
the screen, and scoring over 110
points with the four darts supplied
doubles the score if you decide to
gamble. Score less than 110 and
the score amassed is halved.

Two additional guestion files are
supplied on the cassette should
you get too familiar with those in
the basic set, and a mini-league

table records players’ progress in
the games played during a ses-
sion.

® *‘Buliseye is not a good game.
Frankly, | don't like it at all. The
graphics are too big, and the
game is difficult to control. The
tunes are annoying, and they
make long waits necessary. As
far as playability and addictivity




screen — the road jerks from
side to side badly and the
characters are poorly defined,
but the graphics are quite nice
on screens. bird's
eye view works, and the charac-
ters are animated well. The
sound is fairly good with a nice
tune on the title screen and afew

ood spot effects. Overall

ough, there's not much game
when it comes to actually play-
ing it. "

® | felt that Knight Rider was
very shallow in content. Graphi-
cally, the game staris off very
promisingly with a superb loading
screen but my hopes were soon
dashed when | jumped into Kitt
and found that driving thi the
States was like driving over the sea
on a sandy road! | found the game
extramely easy to . and soon
feit | had ptayed all there was. The
four plots are easy o solve
and maost people would only
spend a few playing the
ﬁame through, doubt the

night Rider name will ensure this
game gets to Number One in 8 few
charts very soon! [ still wouldn't
buydt... ™"

® " If you're more into m}(uying
the games that you buy, Knight
Rider is one game that should be
avoided. Really, after the amount
of time spent developing this I'd
have thought ocean could have
done alot better. Gameplay is vary

simplistic, and qui'cklr gets tedi-
ous — thera's no real impetus to
keep playing once you've gone
through a few driving and maze
sequences and some of the
raphics are just not up to scratch.
n't buy it.

Control keys: Wup, S down, N
left, M right, Cifire, P pause, CAPS
SHIFT and SYM SHIFT quit and
restart

Joystick: Kempston, Cursor,
Intarface 2

Keyboard play: responsive
Use of colour: a bit piain, but no
clashes

Graphics: dodgy on the driving
screen, okay on the mazes and

map

Sound: neat tune, adequate spot
effects

Skill levels: one

Screens: map screen, scrolling
road and maze section

General rating: After the intermin-
ably long wait, a major disappoint-
ment — simplistic gameplay and
nothing special on offer

| Use of computer
Graphics

56%

are concerned, | don't think that
Bullseye is worth commenting
on at all. The game is, in a word,
bad. If you're a dedicated addict
of the TV series, then a) I'm very
sorry for you, and b} you might
like this game. Otherwise, leave
well alone, ™

@ ''Ugh! What a horrible game
show, who in their nght mind
would make it into a computer
game? Well macsen have and lo

tedf the truth they haven 't done -
as bad

a job on it as could
have done. At first sight it looks
pretty enough: there are a faw nice
big and colourful cartoon-like
graphics and the board is well
defined. There s a litlle colour
clash, but it isn't really that notice-
abile. The sound is about average
for this type of game; there is a
tune on the litle screen and a
couple of spot effects during play.
The gameplay, unfortunately is not
half as good as the presentation
— long waits between screens
and slow response lo keyboard
input makes this already uninspir-
ing game very monotonous
indesd. ™

® "'l suppose you can't expect
much from a computer game that
is based on a program like
Bullseya — and the final result
gives you even less. | must admit
that Bullseye isn't as bad as some
of the games that macsen have
brought out — but what the

lacks is answers. As with Play Your

Cards Right, you can get the gues-
tion wrong and no one will tell you
the answer — mast infuriating.
graphics are quite good, with nice
drawings of Bully and a neatly laid
out dart board. Unfortunately TV
quiz gamas on computer justdon't
work in my opinion. . . . half the fun
is audience reaction and comper-
ing, and this is sadly missing from
computer versions. "

Control keys: Cursor left, right
andup

Joystick: not applicable
Keyboard play: a bit too respon-
sive for fine control

Use of colour: okay

Graphics: detailed dartboards
and adequate Bully

Sound: tune and occasional spot
affects

Skill levels: nine

Screens: one for each of the four
stages

General rating: A straightforward
and rather uninspiring version of

an uninspiring TV show
of 47%
aphics A7%:
49%
or' 37%
Overall 45%

i
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There's o bumper crop 'bf goodies
for the Spectrum and QL User ot
this year's Autumn Microfair in the
Central Hall, Westminster, on
Saturday 25th October 86’

See all the New Season’s
preducts including the Mew
Spectrums, — plus the usual
fantasfic Microfair bargains, with
big reductions on selected

of software, peripherals; books
and magazines on sale — just
obout all you wanted for your
computer under one roof!

Talk to the experts on the
User Club stonds or find special
bargains at the bring-and-buy.
You'll enjoy o greot day out in a
friendly atmosphere.

Send NOW for the reduced

hardware and software. price advance fickets on the
The Show offers full support coupon below.

for all the SINCLAIR machines (and You'll be nuts to miss

compatibles), with a huge range this show.

- 25th October 86’

=2 =) At the Central Hall,
Westminster SW1

10am—6pm

Admission £2.00 (Adults)
£1.50 (Kids under 14)

e e S s Sl i e i i

+ SEND FOR REDUCED PRICE TICKETS TODAY |
! Scod 1o Mike Jobnston (Ovganiscr), Dept £X MICROFAIRS, 71 Park Lane, London NIT OHG 1
| Please send me advance tickels Plesse send me advance tckets f
| (Adulis @ £5.50) {Child under 14 @ £1.00) |
| Al — ) e PR L SO LS i
| Address: = |
1 ¥
i £ 44 I
LMNM:MmﬂMﬂvehﬁnﬂmmepﬂcWﬂw

Exhibitors ring Mike or Moira on 01-801 9172 for details of stand availability.
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TENNIS

Producer: Imagine
Retail Price: £7.95
Author:

id you thrill to Wimbledon

this year? Do you dream

that one day you ioo will
beat Boris Becker or thrash Mar-
tina Navratilova in three straight
sets? Well, Tennis, IMAGINE's con-
varsion of the Konami arcade
game might help realise your
dreams to some extent.

In this version of tennis, the
computer can play singles with
one player or doubles against two
players fighting for keyboard
space. Altarnatively, two humans
can fight it out, head to head. The
scoring and rules are taken from
real tennis, except the computer
acts as umpire too, flashing deci-
sions onto a central screen at the
back of the court. There’s no room
of argument: if the ball lands on a
line then the shot is "in'; if it lands
oﬂtitnqide a boundary line the shot s

Players taka it in turns to serve,
with the service changing after
each game. To serve, press fire to
lob the ball inte the air, and fire
again to send the ball flying over
the net. The timing of the sacond
press of the fire button is crucial as
it determines where the ball lands.
If the ball lands ‘out’, the computer
flashes amessage onta the umpire
screen and the server gets a sec-
ond go. If you muck the second
serve up as well then the point
goes to your. opponent.

The screen shows a tennis court
as seen from the stands at one
end. The direction keys or joystick
contral the movement of the
player(s) on the court, and a prod
of the fire button at the appropriate
moment makes a shot — the
stroke played depends on the
direction in which the volleying
player is facing.

ring each game the score for
each player or team is shown on
the nght of the court, and at the
and of game the score is transfer-
red to the main score board.

The audience watches anxi-
ously from the very top of the
screen. You must play your best
as they're all rooting for you in
amongst the bottles of bubbly and
strawbarries and cream.

@ “ After the delights of
IMAGINE'S Ping Pong, | was hop-
ing for an equally great follow
up. Being both an avid table ten-
nis player, and a bit of a tennis
nut, | find it difficult to get
excited about this game, espe-
clally as its sister program is so
good. Compared to a good,
challenging game of the real
thing, maGiNE’s version is more
of a 'knock the sponge ball over
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Speccy 1 plays Speccy 2 and it's fifteen-love as the ball flies

overthenet...

the washing line with a plastic
bat' game. Okay, so it scores
correctly, follows the rules and
has got all the lines in the right
place, but the game itseif is
strongly lacking. Maybe fans of
the arcade game (which |
haven't seen) will flip over this,
but speaking as a fan of the real
thing, | don't like it much.

® '"Ping Pong was a bit of a let
down for me, so | didn't really
expect much from this game and
dicn’t really get much either. As
sports sii tions go Tennis is
about average in most respects —
it doesn't really bear much

resemblance to the real thing but ft
Is fairly good fun to play in short
doses. The graphics are disap-
pointing: the characters are unde-
tailed and the pitch is dull. The
sound effects are also a little on
the biand side with only a few
effects and same very annoying lit-
the turtes. | would only recommend
this one to hardened sports simu-
j‘?“b", {neaks. as itisn'ttoo compel-
ing.

® “I'm the self-proclaimed
Mumber Cne fan of Match Point,
and | felt my favourite tennis game
could be under threat from IMAGINE
— who have come out with loads

N

i - g e kT
of good sports simulations on the

Spectrum. After playing their con-
version of Konami's Teanis for
quite some time, | came away feel-
ing that the game was lacking,
bothin the overall number of shots
you can play and in overall realism.,
Hound you had very little control, if
any, over the type of shot you
could play. The game alwa
seemed to be on the move — if t
computer player wasn't movirg
frantically between B and 10 pixels
to the left and right, it was the con-
stant, uncontrollable tapping of
your player's foot on the court, |
found this extremely irritating and
tiing on the eyes. Tenmis didn't
play properly: it takes a while to
get used to the ball bouncing at
different heights at the most unreal
moments, and the players seemed
1o like the idea of running and hit-
ting the ball at the same time.
Graphically, this game far out-
bashes the old psion game, but as
to whio gets the Mateh Point | ...
Need | say mora? "'

Control keys: redefinable: up,

down, left, right, fire

Joystick: Kempston, Cursor

Keyboard piay: responsive

Use of colour: mainly monoc-

hromatic

Graphics: not wonderfully

detalled

Sound: burbly tunelet and spot
5

l Skill levels: ane

Screens: just the court

General rating: A disappointing
tennis game — not the strongest
of the Konami conversions by a
long chalk

- 66%

Use of computer i




ICUPS

Producer: Thor
Retail Price: £8.95
Author: The Thor team

CUPS, the International
Commission for Universal
Problem Solving, are looking

for special agents of the highest
calibre. Obviously, they feel they
have to test the ability of any pros-
pective agent and s0 this promi-
nent organisation has devised two
tests designed to assess just how
well a would-be agent functions
under stress. It's no good having
any Tom, Dick or Harry or even a
Wally when there's an important
mission to complete. The game
falls into two sections, both of
which are designed to test you to
the limit.

The action begins ina spage tun-
nel with you in control of an
Interstellar Escort Ship. The
screen scrolls downwards as you
travel upscreen through three sec-

tions of space which ultimately
lead to the enemy starship. Along
the way you must dodge and
weave a way through swarms of
remote control alien craft. At times
it's very much like aerial bumping
cars as enemy craft, not lethal in
themselves, try to nudge you into
the concrete walls sither side of
the tunnel or into the more lsthal
yellow craft. A collision with one of
these is encugh to lose one of your
four lives, and there are the usual
torpedoes to avoid. The yellow
flying saucers cannot fire but must
be avoided as collisionis fatal. The
other yellow craft cannct be

destroyed so it's really a matter of
keeping clear.

As you proceed through the
three sections the score and the
area (either A, B or C) are indicated.
The tunnel walls of each section
are different in colour so it's clear
when one section has besn com-
pleted. A small window in the right
hand corner shows alaughing face
when you lose a life — just to rub it
in. Lives are indicated by icons of
the Interstellar Escort Ship in a
panel on the left-hand side of the
screen.

Following the straightforward
shoot em up of the first part comes
the second test. Having reached
the enemy starship, you find Bmur-
self in control of a DEEN Mk | —a
Hostile Environment Anthrobet no
less. Four parts of a bomb which
have been secreted somewhere
within the enemy ship must be
found, Insect-ike nasties are

At the end of the two tests, an
assessment is given of averall per-
formance as well as a total score.
Only by completing the tests ta the
examiners’ satisfaction will you be
accepted as an elite member of
the ICUPS team. Good luck!

@ “THor have really let me
down. Their stablemates ooy
turn out really respectable
games like Heartland and Nodes,
now there's ICUPS. Of the two
stages the first is a very boring
shoot em up, very similar to Spy
Hunter and the second is like a
very basic arcade/adventure
resembling Sabre Wuif, | found
both these stages uninterestin
to play and not the least

Flying through the maze in the second phase of ICUPS, your
droid is about to collect one of the bomb components — it

lurks under that dome which has to be biasted away before you

get you mitis on it

determined to get in the way and
need to be aveided or zapped with
your laser gun.. There are 64
screens in all so there's agreat deal
of exploring to do and you can
move in any direction using the
same keys as previously. In the
weightlessness of the enemy
spaceship there’s an altogether
different speed from the previous
section. The robot floats up and
down, turning this way and that in
his attempt to find the four parts.
in addition to the flying insects, he

meets a Jaw-Head, a Bolt-Head,

and a duck that sproings about in
kangaroo fashion. 2

addictive. The graphics on bath
stages are detailed and large,
and this is the only part of the
ame that is the least bit decent.
presentation is smart, and
accompanying the bright title
screen is another superb muli-
channel tune. Mot much game
though. ™

@ ‘‘The first stage is sasy, after a
little practice, and the second part
is better, with your android wobbl-
ing arcund the place with mﬁi{{
gxcellent inertia effects. | think,
though, that the game is let down

by the necessity to play past the
scrofling section to get onto the
maze part. The blast em up bit is &
litthe boring and, although looking
very good, during play doesn’t
%{;:Er!snmveas wall as it should do.

ralf, ICUPS is not a bad game
at afl, but | really do expect some-
thing with more addictiveness and
playabiiity from a company
associated with such classics as
Nodes of Yesod and Robin o' the
Wood.

@' Atlong last JCUPS is here and
what a let down it is too. Allinall, it
isn't a bad game but it just isn't as
original as it could have been. The
first bit plays quite quickly but is
very difficuit to get through. The
second part looks and plays a lot
like the Yesod games although
your character's jet pack and its
realistic inertia adds a novel touch.
Graphically ICUPS is excellent on
all counts: the backgrounds are
well detailed, the characters are
vary nicely animated and there is
plenty of attribute free colour. The
sound is also first-class, with a
great tune and some admirable
spot effects, This game lacks a lit-
tle in addictive qualities and playa-
bility, otherwise it is well worth its
relatively high price tag. "

Control keys: top row fire, second
row thrust/accelerate, third row
decelerate, alternate bottom row
left/right

Joystick: Kempston, Cursor, Inter-
face 2

Keyboard play: fast and respon-
sive

Use of colour: very good, with
limited amounts of clashes
Graphics: nice sprites, and good
scrolling

Sound; ace tune on the title
screen, with spot effects during
the game

Skill levels: one

Screens: three areas in the first
part of the game, with 64 in the
second section

General rating: Agood game, but
a disappointment coming from
such a well established stable as
THOR and oDIN

of computer T78%
Graphics 82%
o B
fror L M
' 73%
Value for money T45%
Overall © T4%
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STRIKE FORCE HARRIER

Producer: Mirrorsoft
Retail Price; £9.95
Author: Rod Hyde

trike Force Harrier is a flight

simulator set in a Harrier

Jump Jet along with a full
battlefield mock up. There's
strategic planning to be coped
with as well as competent control
of your aircraft. And of course this
only comes with practice.

Your migsion is to destroy the
enemy HQ and set up your own
ground sites at the same time. To
make things a mite harder, enemy
tanks and aircraft are gunning hard
for you. Tanks must be destroyed
before you can set up the site.
Once a site has been established
the tanks start to threaten your
new won ground and soon. . .

After loading, you are presented
with' a menu of options. To begin
with it is probably advisable to
watch the Demo mode and then
select a practice option until you
get thefeel of things. Once compe-
tent at handling the craft it's on to
Combat duty and that's when
things really start to hot up. As you
can imagine, handling a Harrier
requires a lot of controls. A joystick
or the keyboard can be used, but
even with a joystick, keys are
needed too. The game comes with
a 27-page booklet packed with
instructions and flight movements.

KEY

GYRO COMPASS @———

INDICATOR @————— .

T ¥

VERTICAL SPEED I

Although a daunting prospect it's
& good idea to have a quick read
through or else you'll find that your
missions are curtailed rather
quickiy.

Strike Force Harrier can be
played on two levels, It can be a
shoot em up on one level, but for
peopie really into flight simulatars,
it can be plaved as amock up of a
real battle with strategic objec-
tives. For the commitied games
player the instruction booklet is
essential to get a full grasp of
what's going on.

Overlaid on the cockpit view is
the Head Up Display. This shows
your vertical speed indicator, air
speed indicatar, the ?wc— (reveals
your direction of travel), height and
your pitch above or below the hori-
zon. The HUD can also display
additional information when the
relevant key is pressed.

The Harrier carries an impras-
sive inventory of weapons. You
have two Sidewinder air-to-air mis-
siles with a five mile range that
autematically home inon a
selected by a sight on screen.
Three 10006 bombs and 250
rounds of cannon shell with a five
mile range are also on board. The
cannon is a bit tricky to fire cor-
rectly becausa (low technology
stuff this) you need to be pointing
more or less directly at your target
— should this be a tank, then obwvi-

ously you're diving straight for the
ground. . .

The air attack radar indicates
the position of enemy aircraft
within a radius of five miles: The
Friend or Foe tracking radar
situated at the bottom of the
screen indicates enemy aircraft
positions, mountain peaks and
your own moving track:so you can
tell whether you are closing with or
fleging from the eneny. Tanks and

Zaoming aleng on the strajoht and fovel — are those anemy
forces waiting 1o be attacked?

- iRRFiE

GUNSIGHT/ROLL ~ l
INDICATOR

PITCH .——-—-—-—--
AlIR SPEED FNDJCATOH.—.

WARNING INDICATOR .—-—-l

DAMAGE INDICATOR .—.

THRUSTVECTOR '—-—-—.

PO - -

FLAPS

FOFTRAC MAP/RADAR @——

AIRATTACK RADAR @—

MULTI-FUNCTION
DISPLAY/MESSAGE
SCREEN @ — —————— — —
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the fact that your
missiles. rnlqt;ffﬂﬂ'-

ammunition sites are also shown.
Three types of take off are relev-
ant to the various ground condi-
tions. If the airstrip is prepared,
then a conventional take off js
sufficient.  From  unprepared
ground a short take off is neces-
sary at an angle of 45 degrees. The
Harrier, however, really comes into
its own when there is no take off
space since it can lift off vertically.
A hovering mode is also possible
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and there are three types of land-
ing as well (conventional, short
and vertical).

Three lavels of combat difficulty
are provided: Pilot, Commander
and Ace which make different
demands on the skill of the pilot.
It's up to you to master the controls
and prove your abilities.. . .

® ‘‘What yet another Flight
simulator? That makes two in two
months. Strike Force Harrier is ﬁr
nearly as boring as many ot

flight sims | have played recently.
There are loads of nasties to shoot
down so it isn't just a case of learn
how to fly and then shoot down a
couple of planes — this is really
action-packed stuff. The graphics
are pretty much run-of-the-mill for

get on with this. "

@ ' Now this is more like it! After
my disappointment with ACE, |
was glad to get my hands on a

" proper, fun-filled, action-packed

flight simulator. Sirke Force Har-
rier has all the makings of the best
fight simulator on the Spectrum —
even as good as Spilfire 40,
another superb flight sim from MR-
RORSOFT. A superb manual is
included in the package contain-
ing simple, to read instruc-
tions with nammmatoexan
all the possible movements {;:,
can use for avoiding missiles,
aftacking HQ and so en. The man-
ual is an essential read, but can be
skimmed over if you're very eager.
The graphics are excellent and
add to the realism. The plane itself
if very fast reacting and behaves
as you would expect a Harrier to
behave — you even get your wings
ripped off if descend too fast.

most of us will get to flyi 1
bat plane — and it's .a mighty bit
cheaper and safer! ™

Control keys: aimost every key.on
the keyboard used!

ck: Kempston, Interface 2

rd play: responsive -

Use of colour: straightforward but
effective
Graphlnufjsrky scrolling, but
otherwise fast and realistic .
Sound: average
Skill levels: three
General rating: A flight sim with
plenty to do — rather more
demanding than most

is is an American Football Manager with all the
enjoyment of building a team that can climb up

through the leagues to win the Superbowl.

Not only will you manage the quality of your team, but

also direct each actual gameplay throughout every

match, thus driving your creation up through the tables

to success.

Weeks of enthralling entertainment.

If you play Addictive games you must
want one of these (the shirt!!). Small/
Mediurm/Large or XL — £4-50each

Addictive products can be bought from
all good software stockists but in case of
difficulty may be obtained direct from us
by mail order at the prices shown (UK
P & P included but overseas customers
mustadd £1.50).

pss orcders can be telephoned through an

0202) 296404, :

Addictive Games Lid
Albert Road - Bournemouth
Dorset BH1 1BZ - Tel: 0202-296404
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TRAPDOOR

Producer: Piranha
Retail Price: £7.95
Author: Don Priestley

t's no fun being a minion — all

that scampering around after a

tireless  master, very tedious.
Poor oid Berk the chef! Shut away
in the bowels of a damp and
gloomy castle, his sole vocation in
life is to wait on his hungry master’s
every whim.

The castle is very messy as well
as being very damp and cold. With
only Berk to tidy things up and lots

miner. minions  scampering
around untidying it, the place soon
becomes very disorganised. Berk
must move around the rooms in
the castie collecting the objects he
needs to feed the boss. He can
move left and right and in.and out
of the screen — much as the cent-
ral character in Don Priestiey's pre-
vious games, Popeye and Benny
Hili's: Madcap Chase maoved
around the playing area.

Berk's master is a very impatient
sort of fellow. At the bottom of the
screen an Angry Meter monitors
Thing's mood — when the hungry
one gets really furious on account
of the delay, it cancels the order
and demands something else.

A large trapdoor nestles in the
start location, and all sorts of nasty
beasties lurk in the dank region
below it. Berk needs a specific
trapdoor monster to complete
each task. Apart from the useful
objects and creatures, there are a
lot of pests beneath the trap-
door. ... Every time Berk opens
the portal he has no way of telling
what might leap out — it's just a
question of opening the hatch
quickly and slamming it shut
pronto if an undesirable beastie
shoots out. Ghosts say Boo and
startle Berk so much that he jumps
to another room in the castle —
they only go away i they're fed.
Watch out for the flame thrower
maonster because he's very unkingd
to gur Minion.

Cooking utensils. and useful
objects are scattered around the
castle. Most are cunningly hidden
inside other objects and Berk must
pick things up and tilt them fo get
at hidden items. By using his small
blue brain he must use objects and
irapdoor monsters to produce the
correct meal for Thing.

If Berk loses a vital object by
dropping itdown the trapdoor then
his task cannot be completed, and
he has to commit suicide by throw-
ing himself into the void below the
trapdoor . . .

Apart from the foes in them thar
vaults, Berk does have some

ligent for a bodyless bag of bones.
If Berk picks him up he usuafly
says something useful and gives
Berk a clue, but each bit of advice
costs points. Drutt is a yellow
spider that spends its time eating
worms and generally being a pest.
Other mongters and creatures
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friends. Boni the skullis quiteintel- .

wriggle and squirm their way
around the castle, and some of
them are ingredients!

At the end of the week, if Berk
has correctly completed all his
chores then he gets paid. Unfortu-
nately, Thingeiinot a very trusting
soul, and 's wages are sent
down in a fortified safe. If Berk
wants to get at the money and
have a wil:?night on the town with
other Barks, then he must find out
how to get inside the safe and
claim his loot,

Berk starts out life in the castle
&s a trainee minion. If you choose
the Superberk option them all
manner of nasties leap out and
make life incredibly miserable.

There's just no pleasing some
Grumpy Things.

@® “With the immense, bright,
colourful characters, Trapdoor is
one of those gamas that grabs
you immediately. Even though
the game gets a lil’ bit monoton-
ous after a few long sessions,
you can always sit back and
admire the terrific animation
and amazing lack of colour
clash. Most of the problems are
relatively easy, providing you
don't mistake any objects for
others. This can, and often does
happen, and when it does, is
very frustrating. Basically, Trap-
door is avery playable and addic-
tive excellent game, with great
graphics and fantastic colour.”

® o begin with, | must say that
Trapdoor is not the game for seri-
ous people! The whole loak of the
game is extrernely colourful, and
Berk's animation is excelient and
smooth. The game is very simple
in its tayout, but very well drawn
with lots of other squiggly colourful
characters to follow you around
and get in the way The game
seemed to me o be aimed at the
same market as the TV series due
to be broadcast this Autumn —
young. it's a pity really, as the idea
of the game is very good but
doesn't involve any in depth think-
ing. | can't really say that | went
wild over Trapdoor, but the game is
very smart in all aspects, including
a cute tune. A game for the young
and young at heart.”

@ “What a great game Trapdoor
is! Itis based on a very original idea
and presented in an entertaining
way, which makes it very playable
and quite compelling. The
graphics are astoundingly large
and well defined: the characters
move around agresably and the
backgrounds are detailed. The
sound is on a par with the graphics
— thers are only a few spot effects
during the game but the tune on
the title screen iz fantastic. The

Pink worms sbound as a gignt monster bounds around,
frightening poorofd minion Bork

game at firstis very easy.. . .onthe
learner Berk level there are no nas-
ties to Kill you so you can have a
good old stomp around the castle
looking around and learning the
layout of the rooms. | enjoyed play-
ing Trapdoor as it is a playable and
original game.™

Control keys: definable: left, right,
forward, back, drop, pick up, tip
fé.}ws‘t?ick: Kempston, Cursor, Inter-

ce
Keyboard play: good, responsive
Use of colour: excellent
Graphics: superb big characters,
and great animation
Sound: very good fitle tune, with
s0me nice in game effects
Skill levels: two: learner berk and
super berk
Screens: 6
General rating: A very neat and
original garme with endearing
graphics

Use of computer -&B%
S, o
Overall 88%

Berk and the littie yellow niisance, Druti the spider, are inthe
room with the trapdoor. Boni looks on inscrutablyas & pink
worm scampers ofif to the right. . .




Producer: Activision
Retail Price: E7.99
Author: Lucasfilm games

ir Pilots are suddenly in

demand and they're badly

needed on Fractalus, a
remote planet in the Kalamar sys-
tem. Apparently the Jaggies,
Kalamar's space adversaries, are
using Fractalus as a smngho!d.
'I'hegystem‘s highly trained Space
Pilots just can't cope with it. What's
worse some of them are stranded
on this highly inhospitable planet.
It's your job to rescue them!

This is not as easy as it sounds.
For one thing, the horrid jaggies
have built a fairly sophisticated
and potentially lethal defence sys-
tem which may seriously zap you
— a0 watch out! The planet alsa
has a very fast rotation rate — one
day lasts nine minutes — and an
atmosphera thick with cyanitric
acid! Fortunately, Valkyrie fighter

find each one as they wait patiently
in their wrecked spaceships for
your arrival, On landing, you must
turn your engine systems off and
let the pilot in by opening the air-
lock. . . thenit's on tothe nextone!
How you land and take off is also
very important as itis quite easy to
destroy one of the pilots by acci-
dent. Occasionally, aliens guised
as pilots attempt to board your
ship 20 beware. Once all the pilots
have been picked up, you must
return them, safe and sound to the
Mother Ship.

The more notice taken of the
instrument panel, the more suc-
cessful your mission will be.
Amon?ﬁl other things, this dis-
plays thrust level, altitude, en
level, radar facilities, shie
strength, and the number of
enemies destroyed and pilots
rescued. The long range scanner
is vital as this registers a stranded
pilot's emergency signal by an
intermittent beep. A\ shape at the

ships are at your disposal with
their computerized instrument
panel. With these you have a
chance of saving the stranded
Pilots,

Descending from the flashing
multi-coloured  tupnel of the
Mother Ship you enter the yellow
fog of Fractalus. From your win-
dow a panorama of craggy moun-
tains stretch before g’uu. Having
fought a way through the jaggie
defence system, the next taskisto
locate the Space Pilots scattered
on the planet's surface. Using the
instrument panel it Is possible to

base of the scanner indicates the
view from your window — when
u get near te a pilot the scanner
egins to beep. Quite frequently,
the Mother Ship avails hersel
shiould your need an energy boost,
Flashing text in the top left-hand
corner of the screen indicates
when Mommy is in the vicinity. A
row of lights in the bottom centre
of the Instrument panel go out
when an enemy gun emplacement
locks onto your ship. Immediately
aftar, one by one, they come on
again. When all six are lit up the
enemy gun emplacements will fire

and only evasive manouevering of
the ship can break their hold.

Points are awarded for vartous
things. Every sacond of flight, for
example, earns you one point,
whilst every pilot returned to the
Mother Ship earns five hundred.
Destroying gun -emplacements,
alien saucers and just picking up a
pilot all earn extra points. and extra
points are given for each level com-
pleted.

The lives of the Pilotsrest in your
hands. Only by taking confident
cantrol of the Valkyrie and steering
it in the right direction will this be
possible. Jaggies are Egﬂing
stronger everyday and Fighter
Pilots are precious. Can you

ensure the future survival of the
Kalamar System.

No, it'snotastranded
plict beating onyour
cockpltwindow. . 1t's
anasty allen!

® ‘'t seems that Lucasfilm have
made Rescue on Fractalusas
good as possible on the Spec-
trum, but | don't think the game
is really suited to the machine.
The graphics are quite reasona-
ble, but the mist effect isn’t all
that good because mountains
start appearing from nowhers,
amd that messes up a lot of the
effect. Overall, the game is aver-

agely playable and addictive,
but the graphics, which | think
wera one of the distinguishing
features of the original, are a let
down — but that’s not the fault
of the programmers. | can't say
Rescue on Fractalus is one of the
games I'd buy, but other people
might like it."”

@ "'The Spectrum version of this
game s as good as can be
expected and very easy to get into.
The graphics are all animated rela-
tively quickly -considering the
amount of sereen that is moving
about and the sound exists but
doesn't excel. | found the game
d fun to play at first buf very
ard to do anything spectacular
apart from shooting everything
that appearad, but persistence
opened up what is a very deep and
invoiving game, Rescue on Frac-
talus has all the appeal of Zzoom
in the way that you can go around
shooting all your mateys; but if you
want to play seriously, a lot can be
had out of the gama.™

@ ''Rescue on Fractalus at first
sight looks extremely ugly as there
| a great deal of unslightly garish
colour floating around the screen,
50 you could be forgiven for turn-
ing a blind eye to this one. After
getting over my initial shock | really
began to get into Rescue, in fact |
am a little refuctant to give up play-
ing ... although the surface of
Fractalus scrolls badly and the
characters are blocky. The seund
is very poor, with only a couple of
spot effects during the whole
game. Generally this isn't a bad
game once you get over the colaur
problems."

Control keys: cursors keys, with
0 or'space to fire

Joystick: Kempston, Cursor,
Interface 2

Keyboard play: abit difficultto get
used to

Use of colour: lots used, border-
ing on the garish at times
Graphics: very jerky, but good
fractal technique

Sound: nice title tune, with spot
effects in the %ame

Skill levels: 1 :
Screens: scrolling cockpit view
over a large landscape

General rating: Agood game, but
onethat's perhaps notbest suited
to the Spectrum

of ¢ el
e 28
ST
alueformoney  74%
Value money Ly
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Producer: Mastertronic
Retail Price: £1.99
Author: Clive Brooker

‘ nEh mu? light : fro::r'
ons years
are understand-
ably nut all t happy. After all,
there isn’t much to doin a vortexis
there? And to make things worse,
you are powerless to do anything
about it. As desperation begins to
set in, the all powerful gods of
Zzarn who rulethe universe, reveal
that they can in fact release you
fmm your current predicament,
but they want something in return.
Buried from sight are the crys-
tals of Zzarn. are quite
essential to the gods. So essential,
in fact, that the gods are frmmmd
to strike up an unusual bargain
with you, In return for finding the
crystals of Zzam the gods will
transport you into the future and
back to your proper time zone and
throw in your freedom as well. This
might all sound fine and dandy, but
you are sadly poorly equipped to
o around digging up lost cryatals.
can begin to root
around in the dirt some di gnng
tools must be ired.
ggﬂam the : t|1|:| you out.
on you give them some-
thing else ... &Bﬂered around
the chambers are various effigies.
These must be collected and
placed in the tile-lined rooms for
safety. In return for finding these
objects you will be furnished with
excavating tools — including slab
acid for eating away the tunnel
walls —and special magical pow-

P«s usual, there is a snag. The
chambers are inhabited by hoards
of very mischievous demi-devils
who would like nothing more than
to curtail your mission in its infant
stages. Repeated encountars with
these irritating nasties results in a
loss of your essential energy. Each
%aizhws when gg? ?;ho

S

low. The d&\ilmsgyauﬁar from an
acute case of K mania. If
droid manages to picku;;-aneﬁy
and is en route to depositing it in
the tiled chamber, the demons
hound in on you. After three has-
sles, the devils gain possession of
the effigy and you are left to face
the wrath of the gods. The gods,
angry at your ineptness, remove
any magical powers bestowead on
you and you have to win them back
in order to continue the game.
Points are scored for every effigy
deposited in the tiled chamber and
the current score is at
the top of the screen along with
the number of energy points you
have left.

You move around the chambers
on a little cushion of air. ard
movement is available by using jet
propulsion. Gravity takes owver
when the 'up’ key isn't being pres-
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sed and you float gracefully down
towards the ground. Teleporters
enable you to move from one
chamber to another but can only

beussdﬂﬁcuarecaawingan
effigy. While holding the ornament
the ‘activate teleport’ option is
added to the menu. Pressing fire
to get to the menu, and fire again
takes where you want 1o
and also drops the effigy.
menu options reveal the er
routes available.

Returning to your own space
and time laonly possible once all
the ies in each chamber have

ited in the correct
gee lace and all the crystals have
of Zzarn.

%aml?iuntam gods
get to you first . .

the devils don't

l"AtIHt,auqualloOnaMm
Droid. MASTERTRONIC

and

mmtnhavs all the good

bits out of Droid and compiled

them into a smart and
nraphlm

nddlctlwum

extremely colourful
dlldlod.h‘ononfmecham
mwmhnmmhﬂfithmuh?lm
only yp, down, nrr‘:g which
m\'w the

ing’ intheshop. The
ically on the same lines as One
Man and His Droid, but with bet-
ter graphics and it's a lot harder.
I am fairly irnpnmd with this
odd plece of

budget software,
though ituouldgct ahitboriny
after a while.”

® "“This is
mdbuﬁ% reckon
it is much easler to follow and

therefore much more playable

Now you've collected an effigy, it's off to that tiled chamber o

make a depositin the gods’ goedwill bank and gain some exira

In the tiled chamber, where the effigles need to be stashed to
please the gods. Note the pull-down option menu . . .

than One Man and His Droid. Thera
is a lot going forth:sonagrapm
cally: the screen scrolls aroumn

nicely, the characters are um#
drawn and animated and there is
plerty of colour sp about
the place with aminimail amount of
attribute problems. The sound is
also prefty good, with many sound
effects dunng the game but no
tunes. | recommend this one, as it
is compelling and well worth the
two quid thai MASTERTRONIC arg
asking for it.”

® "'Ancther MASTERTRONIC game.
Another disappointment? No, sur-
prisa, surprise. Lap of the Gods is

ite a reasonable game. A nice
g:ma appears, and though the
scenario is a little dubious, the
game is fun to play and, to an
extent, addictive enough to justify
an outtay of £1.99. From some of
their recent releases, MASTER-
TROMIC have demonstrated their
ability to produce games of a
reasonable quality, but they always
seem to mess up a run af quality
games with an y dire one
every so often, which is a pity. This
one isn't ?1;18 to fall into the&abt:ver
catego ough, 80 nip en mn
tothe olwsnftware shop, and chack
itout.”

Control keys: Aup, Zdown, Mleft,
N right, 1 fire
Joystick: Kempston, Interface 2
Keyboard : responsive, and
easy to contro
Use of colour: very bright; colour-
Graphica: sightyjoky scrol

cs: hitly | scrolling,
but nice amm%tm?rrlj. and plea&gr?l
characters
Sound: not extensive. Limited,
mainly to clicks and buzzes
Skill levels: one
Screens: 16 caverns
General rating: Avargagood
game, especially for the low price
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UNIVERSAL HERO

Producer: Mastertronic
Retail Price: £1.99
Author: Xcel

aptain Burt has only 7 sec-

onds in which to save the

world. How will he do it?
Slowly the captain swivels his
chair around and stares at you
coolly. ‘Don't-worry,’ he saysin a
macho voice, ‘Thavwaplan,..'

Poor old Burt is in a right pickle.
A space freighter is out of control
and determined to blow up. Thisin
itself is quite an alarming prospect,
but to add to the dilemma, if the
freighter does go K A P O W then
paor oid Captain Burt will be
stranded on a horrid asteroid-and
will never get back to Mother
Earth. Not ever.

What a terrible position to be in!

But there's more. The space
freighter is up in space and Burt is
stuck on the asterpid. His only
means of transport is a rather
decrepit shuttle which just so hap-
pens to be broken. Contending
with a pressing time limit, Burt
mist repair the shuttle, zoom off to
a neighbouring planet, collect the
spare parts for the ailing freighter
and mend same before it
explodes. Gasp! And all in seven
seconds. As we said before, how
will he do it?

The spare parts to mend the
shuttle are scattered all over the
asteroid and must be collected in
order to get the shuttle back on the
toad, to mix a metaphor. This
should be an easy task but most of
the vital pieces of the shuttle are
possassively guarded by various
alien horrors and contact with
them results in Burt's valuable air
supply being sapped away. At the
start there are four air botties, but
these are used up pretty quicklyas
he hurtles around the space rock.
However, 1o make sure Burt has
something useful to inhale, new air
bottles can be picked up aleng the
way. Dx'_.r?en status is displayed at
the top of the main screen. When
the chart reaches the red section
on the fourth bottle you know it's
going to be curtains for Burt very
shortly.

Not all the objects on the
asteroid are helpful and often you
don'tknow this until they are safely
tucked up in Burt's space suit poc-
kets. Some are lethal such as the
lump of Plutonium; some simply
uncomfortable fike the rough
glass. Objects are picked up and
stored by using the defined cursor
keys and with nine pockets nine
objects can be carried at one time.
Objects can also be dropped and
used when required and to know
what's carried, a keypress reveals
the Inventory.

To move around, Burt is equip-
ped with ajet pack that can propel
him to great heights or carry him
over large chasms. The asteroid
consists of a series of under-
ground caverns, as well as the
knobbly surface which hides many
surprises and many dangers.
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Watch Captain Burt as he batties
to save the world (and himself of
coursel) in all of seven saconds.
Gee, what a hero!

@ * | was pleasantly surprised
with Universal Hero. | found it
very easy to getinto and exciting
to play. All the characters are
extremely well detailed, with a
great drawing of a Spectrum
Plus in the Computer Room. The
game revolves around putting
items together and then using
them to get other itemns, and is
consequently wvery addictive,
involving as it does the need for
a quick mind as well as accurate
moving. The ‘feel’ of the way
that Burt moves around is excel-
lent, but rather annoying when
you actually bounce off ceilings
and do not hover properly. Univ-
ersal Hero is surprisingly smooth
in its movement and is com-
pletely flicker free. A mass of
Spelibound problems in a very
complex game. Well worth the
meagre two quid. "

@® " Molecule Man was a very
good game, excellent at the price.
Looking at Universal Hero, | begin
fo ask myself, have MASTERTRONIC
turned over a new leaf? This game
18 good, not mega hyper ultra brill,
but good, and excellent value for
money. The puzzies are maybe a
little simple, but the game plays
well, and has addictiveness that
more. than justifies its meagre

Our little jet-packed hero negotizies z subterranean roomiful
of mobile nasties on hisway (o sove a doomed space freighter

1
fry

price. This is well worth buying,
even Iif only because you wor't
have to save up forit. "

@ ' It's been a long time since |'ve
seen cheap software as fun to play
and as compelling as this. it plays
in & similar way to many other prob-
lern solving games although the
problems, initially simple, get very
hard towards the end. Graphically
this one rates quite highly as the
backgrounds are very nicely
detailed and the large and porky
characters whizz around well. Col-

Captain Burt surveys the broken shuitie crafl. it must be

repaired before the main mission can be attempted
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our, 100, is used to maximum effect
without -any attribute clash. The
sound would have been greatly
improved if there was a tune on the
title screen, but there are some
spot effects which are reasonable.
Universal Hero certainly offers
great value for money, sa | recom-
mend it. "

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

Keyboard play: great, very
rasponsive

Use of colour: excellent
Graphics: very nice characters
and good backdrops

Sound: nothing revolutionary
Skill levels: ona

Screens: 128
General rating: Well done masTer-
TRONIC!
Use of computer 815%
Graphics B81%
Playability 84%
Getting started 87%
Addi qualities 84%
Value for money 90%
Overall 83%




BLUES

DEKORATING

Producer:Alpha Omega
Retail Price: £1.99
Author: R Morrison

h got de bluas baby, yeh |
got dem biues, yeh, yeh, ah
got de dekorating blues. . .

Decaorating is the most tedious
of chores. First the paste istoo thin
and the paper won't stick to the
wall and then the paint drips all
averthe carpet. And have you ever
tried wall-papering a ceiling? Still,
if you fancy yourself as a painter
and decorator, then here's an
opportunity you can't refuse. What
about using your talents to bring a
bit of colour to an otherwise drab
hotel? Start at the bottom and
WOrk yaur way up.

them then vyou find yourself
decorating that heavenly mansion
in the sky in shades of subtle off-
white!

The flashing red nasty and the
caterpillar nasty both move very
quickly and are simply eut to knob-
ble you. One of the other nasties
wants to gobble up all your blue
dots, 50 you may find yourself hav-
ing to do the work twice over, Luc-
kily, you have a steady supply of
paste which can be dropped at
convenient moments.  Pretty
strong stuff, the paste can be used
to get you out of some rather sticky
situations. For one thing, when
dropped in the path of an
approaching nasty it slows the lit-
tle blighter down. It also enables
vou to walk all over them should
you want to change direction.

Enter the dining room, suitably shaped like a fork. Deceorate it
before the descending bars crush you and you might earn a
free dinner

Each of the screens displays a
bird's~aye-view of the hotel's net-
work of rooms and  corridors.
These networks assume a variety
of shapes. Some takea the shape of
inanimate objects — a joystick, for
example. Other networks take the
form of animals (the Mutant Ram,
for example} or humans (the
French Teacher), whilst others are
meraly abstract. The background
to each of the floor networks is
sumptuously ornate, indicating
that this particular hotel is some-
thing of a classy joint.

The ideais to work through each
floor, roller in hand, as guickly as
possible. As you move through
gach corridor, blue dots indicate
the decorated areas, so it's easy
{o see where you've been. Nasties
are determined to undo all the
work you've done, and, if possible,
put you out of action once and for
all. uld you bump into any of

The screen number is given in
the bottom left corner, and directly
beneath that, your score. Bottom
centra indicates how many of your
ten lives are left and above that, a
clock ticks away the seconds. in
the bettom right corner, the
amount of paint, or numberof dots
you have to use is indicated and
just below that, how many dollops
of pasta you have left.

There are plenty of screens to
get through, o you'd better be a
swift and nimble worker or you’ll
find yourself out of a job with a lot
of tirme on your hands,

@ Mega fantastico! Or at least
that's what | thought until |
played the game. hi! One
character block graphics, terri-
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ble colour and appalling sound.
The game is far too easy. With
ten lives,; it just isn't addictive
and it takes you too Iong to get
to the place where you finished
the last game. At its price, it
might be worth buying for the
‘scratching’ speech effects, and
the other nice bits it has, but |
wouldn't fork out for the game
itself.

@ Dekorating Blues fs a superbly
presented game but is very basic
and boring fo play, The area in
which the paint brush moves js
veryrestricted and | falt that | didn't
know what had to be filled in and
whal could be left. The screen
gives youall the information you 're
likely to' need during the game:
scare, level, ime, pasteleftand so
on, but this dogsn’t enhance the
thing at all. The screens are all
made up in pretty animai and cas-
the patterns, buf as a person who
got quite far through the game |
can  safely say that nothing
changes. A nicely presented prog-
ram, but !he-garrre itselfis very dis-
appointing. ™

@'’ You may have gusssed what
sort of game this s by the title. | did
find it strangely compeliing and
playable but these qualities faded
out after a few goes. The program-
mers have obviously tried to tan
this one up as there are lots of
lovely effects on the title screen
and at the end of each level. The

You've almost completed the middie section but there's stilla
fong way to go and even more nasties to avoid

game, however, isn’t half as good
as these, which iz a shame. The
graphics are generally poor, the
characters are small and unde-
tailed and the backgrounds are
bering. The sound, on the ather
hand, is quite good — there are
some nice efiects during play and
a couple of tunes on the title
screens. On the whole, | wouldn't
recommend Dekorating Blues as
the game itself is very primitive. ™

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

Keyboard play: responsive
Use of colour: fair

Graphics: pretty but, in the end,
pretly boring

Sound: some nice effects

Skill levels: one

Screens: over 40

General rating: Nice gloss, but
becomes very monotonous aftera
while

Gi.u?ofmpmr 70%
phics 34 %
Playability 31%
Getting started 33%
lictive qualities  33%
Value for money 40%;
38%
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j’g}iews TR

Producer: Mastertronic
Retail Price: £1.99
Author: Geoff Foley

lanet 54.7 has suffered an
attack with deadly chemi-

cals weapons, leaving only
twenty-six survivors. They are all
suffering from severe brain dam-
age and, to make matters worse,
are lost in a a reactor maze. As the
Commander of Octagon Squad
it'sgamrjob to rescuethe survivors
by beaming them out through the
teleport fence. Luckily, you have
at your disposal a team of Equad-
reids that must be used to block
off maze exits and channel the
zombia-like humans in the right
direction. Tables can be mo to
block corridors and doorways
opened with the appropriate keys.
The display is split up into a
number of sections. A dozen con-
trol icons ﬂccu;:f: the bottom left
hand quarter of the screan. A win-
dow at the bottom right gives a
detailed view from above of the
section of maze occupied by the
character currently controlied. A
wider view of the maze is given in
the top right hand map window: a
green square identifies the moving
character; corridors are indicated
by black areas, and walls or

obstructions are shown in a light
blue.

‘Selection of the multiple arrow
icon allows to move up, down,
left and right depending on your
position in the maze. Other icons
allow Kuu to pick up an object, take
a drink (which counters the energy

saf.ping chemical residue), and
unlock doors — providing you
have the appropriately coloured

Producer: Firebird
Retail Price: £1.99
Author: Insight
(Peter Gough)

lien forces are seeking to

take contral of Earth and

have invaded in great num-
bers. It's one fighter plane against
a myriad of alien craft . . . a pilot’s
lot is nat a happy one. Wave after
wave of nasties come towards the
lone plane, determined to zap you
out of the sky. Survival depends
on swift reactions and deadly aim.

The screen scrolls from right to
left, your fighter plane staying near
the left hand edge of the screen so
that there’s a clear view of the alien
forces and time to try and dodge
their lethal missiles. The action
takes place over a broad blue river
— on the far bank the scenery
changes from mountains to cities
to forests and back to mountains
again.

The nasties come in a variety of
forms and colours and dance
about as they approach. Mot only
must their missiles be avoided but
a collision can also cause your
plane to explode. Fortunately, you
are equipped with limitless mis-
siles and powerful shields which
together provide formidable pro-
tection. Your fuef supply, however,
is not limitless — the amount left is
shown in the bottom left hand
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corner of the screen.

Once all the aliens in a wave
have been killed, the game pro-
ceeds to the next level. Some-
times, no missiles are involved at
all and it's a matter of weaving and
dodging your way through a bar-
rage of rota-droids and meteors.
Most lethal of all, however, are the
heat-seeking Mutile  missiles
which are very accurate.

Periodically, a mother ship
appears and a successful docking
restores fuel and shield power.
This makes it possible to proceed
to even higher levels and pit wits
with even swifter and more deadly
alien swarms: Should the docking
fail, then you are forced to move
an to the next lavel with less pro-
tection and less energy, making

r chances of survival slender.
he dockité\gt;e procedﬂ ure m:ﬁmh?l';'
very accurate — if you're slig
out and miss the jaws of the
mothership, then the plane
explodes,

Eight points are awarded for
shooting an enemy craft; twenty-
five, fifty, or seventy for a Mutile
and more for successful docking.
Bonus points are awarded for
docking and completing waves:
The score, lives remaining and
shield powerare all indicated inthe
status area at the base of the
screen.

A high score guararitees you a
place In the Buccanser Hall Of

key. There are also pause and quit
options. The first icon however,
makes it possible to select any of
the seven available Equadroids
and they can be identified by name

when the face icon is accessed.

A multi-coloured bar across the
centre of the screen indicates a
character's strength, and a variety
of windows display the cument
mode, score, and the number of
survivors still in the maze. Scrolling
text messages appear on a hori-
zonal window.

So, get your team together and
get to work. Strategy and the co-
ordination of the Equadroids is all
important. Twenty-six people are
in need of treatment and are rely-
ing on you to save them from the
deadly toxic gas!

® ' Oh no! After Molecule Man
and Universal Hero, | got the idea
that masterTrROonMIC had changed
their tune, and started produc-
ing good games. Why do
they bung out a game like Octa-
gon Squad? One of the game’s
worst features is the traditional
MASTERTRONIC  instructions, or
lack of them. If more had been
explained about the game, then
maybe it would have been more
enjoyable, but as it stands, it is
very hard to get into, and even
harder to play well. Though orig-
inal to an extent, very little about

ad sticks in the
mind, apart its distinct lack
of playability and addictivity.
Even for £1.99, Octagon Squadis

Biam, zoom. The spaceship approaches a hoard of angry

aliens. Survival is the name of this pilot's game.. . .

Fame so it's possible to see how
you fare against the best. Time to
save the world from alien invasion
again, pilot!

@ " At base level, this is just a
m:luhnd Scramble without the

lis. The graphics, with the
exception of the fantastic paral-
lax scrolling, are flickery and
rather u , and the
game, although playable, gets

pretty boring after a while. The
docking section is too easy, and
the missile attacks frustrating,
as they materialise when you're
halfway through a screen.
iNsiGHT did better with Vectron,
and | would recommend that
they stick with products of that
quality, ‘cos | don't like Buc-
caneer much, ™

@ ‘' When | heard that this was
from the people behind Vectron, |
nearly flipped. How can a com-
pany release a brilllant game like
that and then produce something



one game that everyone who
likes good games should keep
well clear of, ™

® “ Aemember in the good ‘vle
days when people could write?
Well, those days have been forgot-
ten by the folks at MASTERTRONIC —
I can’t remember the last time they
gave some decent instructions.
'm sure that the game has some
good bits in it somewhere, but
whether or not you'll play that far is
a different matter altogether. The
game seems to be a classic ' won-
der if that will work, " or “Well. . . .
what do | do now?’ game. The
graphics are very mixed, with a
good character set and border
graphics, but the maze and play
area are very basically designed.
Once you realise that you can
actually do things in this game
then it urges you for another go —
keep at it and you wil be
rewarded, '

® "' I'm sure that I'd find this one
immensely playable if | knew how
to play it, but as it suffers from the
inevitable masterTRONIC 50 word
seenario-come-instructions, there
isn't really much to go on. It all
seems very complicated, so get-
ting into it would probably take a
ages and require a fair amount of
patience. The graphics used are
colourful and large but they are not
animated at all well and the 'mic-
roscreen’ scrolls diabolically. The
sound consists only of spot

as sloppy and unplayable as this?
As & ruls, I'm very partial to good
bilasting nasties games as I'm sure
marny athar e are, but I'm
afraid that this one really isn't good
enough to be compelling or play-
able. The graphics are fairfy |
and the screen scrolfs from right to
left nicely but there are plenty of
attribute problems. The sound is
about average for cheapo FIREBIRG
games. Overall, it's not too bad for
is price fag of twe quid, but |
started to get bored after a couple
ofgoes. ™

® " Ho hum! Anather budget
game pretending to be a slick fast
action shoot ‘em up. Well you're
not going to fool me mateys! The
graphics are extremely flickery
and maove about in & very jerky
manner. The sound is very basic
and the colour is used much too
lavishly — resulting in loads of

Jsiivea’, SPECTRUM 48
_ +
5 oy

effects. There is o tune, whichis a
shame as it would have added to
the atmosphere a little. After the
initial confusion of playing this
game had subsided somewhat, |
found myself quite enjoying it. If
you like a challenge {and believe
me, warking out how to play this
one is) go cutand giveitatry,

Control keys: Q up, A down, N
left, M right, O fire

Joystick: Kempston, Cursor,
Intertace 2

Keyboard play: fair response
times, but the fire button is too far
from the rest of the controls

Use of colour: ,lots used
Graphics: very jerky and hard to
follow, but with nice characters
Sound: spot effects k
Skill levels: one

Screens: very jerky scrolling over
a fairly large maze area

Ganeral rating: Difficult to get
into, and it's doubtful whather the
effort is justified

Use of computer 56%
b

Playab 48%
Gettin ﬁl‘artad 20%
Addic : 47%
Value for money 50%
49%

attribute problems. | didn’t find the
game at all enthralling, mainly due
to the fact that every screen hasits
own little flight pattern and it's
easy to judge where the baddies
are going to end up next. Thenit's
just a case of how fast you ¢an
press the fire button — which isn't
very responsive. | found Buc-
caneer very boring to play and
nathing like what I've come to
expect from the top budget
!‘lr%ﬁe@. Buccanear is definitely a
no.,

Control keys: redefinable: pause,
abort, up, down, fire
Joystick: Kempston; Cursar;
Interface 2
Keyboard play: reascnable
Use of colour: quite good, but
clashes occur often

ics: flickery sprites, but nice
parallax scrolling
Sound: limited to spot effects

Skill levels: cne
Screens: scrolling levels
General rating: 1%&& are plenty

of shoot ‘em ups on the Spectrum
that are much better

Use of computer 54%,
Getting started 63%
Addictive gualities  45%
Value for money 51%
QOverall
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Arwolf, Frank Bruno's Boxing, Cammando, Paparboy.
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NEW!
MRAGE MICRODRIVER

VERSION 3
Now compatible with ALL Spectrums including the 128K madel* and

Mnnamhﬂnrmnﬂﬂ
ONLY£39.95incP &P

Mlutﬂuhﬂlpﬂtonﬁalandspudnflhazxuhmdrimunbo
realised. A typical 4Bk rogram which takes 5 minutes to load from
tapa can now be from Microdrive in as little as 15 seconds.

I you have a microdrive the Microdriver is the mast ant plece of
hardware you could buy. "' JOHN LAMBERT — Sinclair User

''. . . an essential buy for the Spectrum owner who has converted to
Microdrive. ., ** AN SINCLAIR — Author

““Imuch preferrad the Microdriver for spead and sase of use, '
; 10LO DAVIDSON — Your Spactrum

“'Using the Mirags is a dream . . , this device js & must for the serious
mmqi-im T CRASH MAGAZINE — August
Microdriver to us with a chegue for £0 95
and we will send you the ktest model.

24 Bank Streat " 48k mooe)

Braintree

Essex CM7 7UL

Tel: (0376) 48321

Trade and overseas enquines welcoms,
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|_MICRO GAMES
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EAST ANGLIA EAST MIDLANDS

SOUTH WEST/ WALES

ONDON/SOUTH EAS

Repairs to all Sinclair computers; monitors,
trade repairs welcome, three months warranty.

—d
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R. A. ELECTRONICS MICRO-MERD TECHNICOM SERVICES CHILTERN COMPUTER CENTRE
133 London Road South, mmm oot 5. gy 520t West) v sy | 98/100 High Town Rosd
Lowestoft, Suffolic , Transom House, Wictoria Lirton, Badfordshiro
=0502 66289 = (0733) 241718 Street, Bristol BS1 GAH. = (0582) 435684
Spectrum repairs Mew, low fixed prices: Spectrum £17 Warive || Winscombe (093 484) 3460 || spectrumrepairst 500, 3month warranty Full
£17 fully inclusiv £18, Uface1 £18, 2 Printer £18, ‘Slnclair repair specialists, £12.50 + range of compiiter repairs, inG peripherais,
Keyboard £12 Alling + PP £1.80 parts and P&P 3 months guaranise, Fast, refiable service.
THETFORD MICROS MCE SERVICES
Unit 4, Leyland Close, Fison Ind 33 Albert Street CAPITAL COMPUTER SERVICES sumﬁ COMPUTER SERVIGES
Est, Thetford, Mansfioid, Notts UnitK2, Cardiff Workshops, Lewis Wychwood Avenue
= (0842) 65897 % Mansfleid (0623) 31202 || R East Mrﬂ-;lmmug‘m Edgwars, Middlesex
Aepairs 1o all Sinclair computer products, 3 || Fieed charge repairs to all nome computers, disc ( A
&pectrum repalrs £17 fully inc. 3 month ‘I monih niga labou 1
monte ﬁr;agt% s &%mm warranty, fast and reliable sorvica Sy B o T
GAZTEK COMPUTERS DIMENSION COMPUTERS LTD MICRO FARE VIC ODDENS
4Shetfhanger Road, Diss, Norfolk 27-29 High Strest 296 Gloucester Road & London Bridge Walk
IP22 3EH Lelcester LE1 4FP Horfield, Bristol il
= Diss (0379) 52327 = (0533) 574T9/57470/21874 = 0272 48575 = 01-403 1988
Stockists of {:mnn;:ﬁre Sinclair and Amstrad Spﬁch'umﬁrﬂpaﬂ'smhrlass ;i;’m £25.00 Sa:-etltg?fgrsmed
Al repairs carried out quickly. Talephione diagnostic senvice available, “orless 3 month warranty on afl repairs
FIRST BYTE COMPUTERS I. T. WESTERN ELECTRONICS
ONE STEP BEYOND GATWICK
12 Castie Meadow. 10 Main Centre, London Road, || Unit S2A & $3, Avonside Enter- 62 The Boulevard
Norwich NR1 3DE Dortyy BE1 2PE prise Park, Newbroughton Rd, Crawiey, Sussex
= (0603) 683796 Mﬁ“‘“,’”“’:‘:’mm Melksham, Wilts. 0225 705017 = (0293) 26240/37842
Repairs of most computers and accessories. Pprice fopairs — softwace, perpherals and || Repalrs: SpectumiPlus £12.00, keyboard 3 month wa i all repairs.
Large range of software and peripherals, Derby's iaﬁmm store. ) ,'3.‘.‘;,‘7:3,‘:;,’;‘ l%r:ﬁ:; rﬂfenﬂc m:m’ Al Supem:;m&remlrs
==
ZEDEM COMPUTERS L1D W Pl el  NORTHWEST
Road (ITe€) Lynton House, Gastie St,
Bedford QUANTUM iy
= llgﬂ!lllt 33 City Arcade, Coventry, Bamstaple, North Devon 4MAT COMPUTING LTD
Spectrum repairs £19,95 + PP 48 hr Warwickshire CV1 3HX = ) " [ s o
turmaround. 3 month warranty, Free estimates, 2 Coventry (0203) 24632 sl ponidSsdundiog’ sutiSoships = n:;; -
Also BEC, CB4, Amstrad Ve serviceall Sinctair computer products, 2481, M-%mm& mma for quote, 561952
Spactrum, Spectrum Plus, interface 1, ; i r Maintenance and repair of Computers, Monitors,
m Micradrive, etc. SCREEN SCENE Dist: Drives and Printers
144 5t George's Road
MICRO POWER LTD BULL RING COMPUTERS LTD Cheltenham, Glos GL50 3EL H. 5. COMPUTER SERVICES
Northwood House, North Street, 1 Waterioo Terrace & Cheltenham (0242) 528979 Unit 2, The Orchard, Warton,
Leeds LS7 2AA Bridgnorth WV16 4EG Respais or al Sinclair Computer Producs Preston, Lancashire PR4 1BE
= (0532) 458800 ‘& Bridgnorth (074 62) 66839 Immediate quotation. 3 monthswamanty. Sales, = (0772) 632686
@ E?f;'lm .5 Bull Ring mmm m_ software, Service, Repairs £14sm ne; 211{:: tuern-round, 3
G e e R
MICRO CITY 76 Cormnwall Street
| SCOTLAND | Ik Piymouth, Devon PLY TNS 24 Groat Moot $
MICRO SERV Nuneaton ooy Botton BLT 1NP.
95 Deerdykes View, Westfield ind % (0203) 382049 bkl el 2 Bolton m'iﬁ]‘ 398178
I i {}
Area, Cumbsmauld G68 OHN E‘-padalms:uctrunmm £19.00 inc parts, 3 month warranty Repairs on all Sinclair products
= 02367 3110 and P&P 2 month guarantee
Eixins pmt i Spocnan ey g
Repairs to all Sinclair ange, inc. interface, e
Microdrive, t'l;mrlurs.. 3 month warranty,
st % WALKER & SON For details of advertising in this | RN Lm% Est,
! Bissel Street seéction, contact Nick Wild on
SPEAK/EASY COMPUTERS Birm B5 THR (0584) 4603 or write fo him at Printworks Lane, Manchester
141 Merry Street, Matherwell, = 021-822 4475 Newsfieid Publcations, M19 3JF. 7 061-224 18688
irs 40 Sinclair, Comi BBC and and < Ring 4 W, Spectrum repairs - between £9 and £20. 3
“gmm ﬂ'm“ i e A G TSI P i Uiy Shropshire, SY8 10B PN WRerat: Cport o=/, Mo

While-u-wait service
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There was a

carrier

afternoon and | soon
ing up goadies on my behalf,

ever, with an awful lot arcade
for the winter months.

Betwean them OCEAN and iIMAGINE
have got quite & few coin-op
licences and TV/film tie-ins in the
RE:I‘I:.IE By the time you read this,

I's —as | take to
heart — should be in the shops,
glong with a conversion of the
arcade hit Galvan from MAGINE
while the ocean team is purtlgftha
final touches to the the
serles Miami Vice and t's A Knock-
out. A new 3D game from DENTON
DESWNS Is also on the way — The
Great Escape and a flim tie-in with
Highlander should be out before
QOctober.

Other 'film’ games due from
Manchester bgm
Christmas  include Gun,
Cobra, and Short Circuit. Coin-
g%a waiting In the wings for a pre-

ristmas  conversion include

Max, Tarra Crestaand Legend
of . A hive of Industry indead.

B software is still on the
upswing —we didn’t actually man-

:?a to get hold of working copies
Storm, Video O ies and For-
mula One MASTER-

TRONIC in time for review this issue,
but have just received Bump
Spike, a volleyball simulation in
which the player takes on the com-
puter and Video Ppker which
ises all the fun of playing Las
poic:f machines uttr;
expanse. A one-off payment
£1.99 secures endless gamas!
The £2.99 americana label has
chosen to simulate a rather
unusual sport— Bulifighting. Afew
quick goes in the office reveal that

game, which involves il
capework to begin with and gradu-
ally takes the player up to sword
and lance play. Gory, but good fun.
Thingy and the Docdahs is a much
less bloodthirsty game, which
inmm;s you itn the search for
anough money to replace your bro-
ken éectrum. Full reviews of both
these should appear next month,
FireBiRD have rejuvenated their

reviewers' Silver Range opinion
il at the moment. You control a
& spaceship that suffers rather
badly from the effects of gravity.
Hai fe, another combat game
fought over platforms, a [y

The Happiest Days of Your Life, a
30 Alien 8 style arcade adventure
by the name of Bombscare and
another arcade adventure call

Oli and Lissa in which you have to

there are several levels to the

derivative by the name of |

ﬂuunhhbonﬂm‘a:'

, Delving L]
from the Show, it's that this Christmas is oing to be as busy as
muhlmmnwgﬂwml
S0 here goes.

help re-house a ghost, rounds off
the Silver offerings on show
at Olympia, Oh, and of course
there's the Gyron Arena game, that
was used in the play off In
FIREBIRD'S Gyron co tion. The
‘winner motared through this spe-

cial maze In eighteen minutes flat
and collected a shiny new Porsche
for his trouble. Sadly, no more

are on . but for
£1.99, the game should be a chal-
lanqe welcomed by fans of the
original.

Gauntiet arcade machine was
apparently set to free play on the
us aoLp stand — in fact, arcade
machines on free play abounded
on the floor of the Show
according the ZZAP| lounge
lizards who had a wonderful time
clocking up high scores. The Spec-
trum version of Gauntlet should be
available before too long, along
with Breakthru and a host of other
goodies

Cartoon characters are also due
to feature heavily in Spectrum
games betwean now and Christ-
mas. MELBOURNE HOUSE are appa-

R —

s 1nn

1R
m-mmm.mm
AMERICANA

THE RUN UP TO CHRISTMAS. . .

Fortunately, | managed to avoid going the the PCW Show this
nasty moment

rently certain that Asterix will arrive

in time for Christmas, while AcTvi-

w Mhaw 1hedﬂcenca to Homward

and ARIOLASOFT

g'be W f the Gobomw

o as

titles for ralease under their new
label ReAkTOR.

The crew at aRcUs PREss

SOFTWARE also had a fair bit to

show, apparently, and were even

% rev to play
craps for T Shirts in their hospitality
suite. I'm not sure that encourag-
ing our staff to le is & terrib
idea, but th
awaiting the amival of sua syTe'S
Mtanﬂstcsuamult. Glider Ridar
was avallable at the show, and a
e of coples found their way
to Ludlow for review next

News of the Now Games I com-
pllation was wheedled out of vin-
aiN's Bryn Gilmore at the show by
e that Sortony Mok Farpcriele
me
The Open, Codsname Matt /I,
Everyone'’s A Wally, and View To A
Kiil is the line-up for the £0.95 cas-
sette due out towards the end of
September or early in October.
Gcancrﬂaﬂona are going to featura
heavily this Christmas, with just
about every major software house
planning to release 'albums’ of
their work in time to fill Christmas
stockings throughout the land,

Aninteresting little game was on
view on the DomaRk stand by all
accounts — Orbix the Terrorball
which features a little droid charac-
sl Gangerous 30 foareay v
ous ngerous y
han‘%l holes dotted all around it. A
vacuum operates under the sur-
face and straying too close to a
cavity results in an untimaiy death.
Thers should be sight s to the

 all of them full of aliens by
the time it is released early in
October.

Next month, we should be able
to bring you full details of the eLec-
TRIC DREAMS release schedule —
the Doc Martened One has agresd
to allow Girlie Tipsters Hannah
Smithand Gary Penn (from ZZAPY)
1o hire a car and travel to South-
ampton on a mission of discovery.
Haraball fro;mi ADVANCE SOFTWARE
looks very — & screen-
shot of mism simulation

in the office and looked so
much like a Commodore snap that
it was passed over to the ZZAPI
lads. But no, we learn, it was really
& Spectrum shot — the graphics
are very different indeed. Again,
we should have full details in time
for the November issue. And
moments before this column had
to be sent to the printers, micros-
PHERE S [ittle package containing a
demo version of Contact Sam
Cruise arrived In the office. A bit of
detective work on the Spectrum
screen, presented in a very diffe-
rent fashion, . . .

There's no doubt that it's going

to be a busy Christmas this year,

once again runs out, so Pl
leave you to cast an eye over the
five pages of previews that foliow,
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OFF TO W.A.R.
WITH MARTECH

As mentionad in last issue’s pre-
views, the latest in line from mMar-
TECH is W.A.R., a shoot "em up in
the heroic tradition of alien zap-
Flng. With the Christmas market
0OMing over us, & y wants
toensure that as ing as
possible gets underway.We man-
aged to acquire an early, albeit
incomplete version of the game at
CRASH Towers and took a closer

look.

The scenario goes like this. An
advanced alien race has con-
structed an enormous space sta-
tion, rotating it to induce artificial
gravity. For various (and at the
moment, ambiguous) reasons, it
has to be . The station is
made up of a series of immense
cylinders, each of which must be

destrachbafore moving on to the
one however, is heavily

defended.
The loading screen is overlayed
by a windowed menu onca the
game resides in memory and the

nseeen

battle to come. AII the text in this
section is written in a very esoteric
w to capture atmosphere,
setup, the player can move
directly to the game
The game screen only takes up
the same room as the menu, so
only the centra ion of the
screen is used. The first thing that
strikes you about the game itseif is
what a wonderful example of verti-
cal scrolling it Is. The graphics are
in the form of finely detailed
monochrome images complete
with shadowing. The surface of the
enemy passes slowly
beneath your vessel. In the

Here are a fow dramatic

momaenits for you to drool over
until the finished game
arrives

background all the time is a
dramatic starscape. As uswoop
over the surface of the

squadrons of defense ships fiy out:
in. formation, intent on your
destruction. Apart from avoiding
and destroying them, you must
use weaponry to cause as
mm?%:m as ?;ossible to the
station's surface.

Another window to the top right
of the screen disptays the section
of the game you're currently play-
ing. However as the section above
is the only one pru-grarnmad into
the at this point, it's impossi-
ble to elaborate further. Hopefully,
we will have a full copy to review
next issue.

ELECTRIC DREAM’S DR. SPOCK GAME

obscene dabblings are the Glob-
pwﬂamthhberﬁaawmam

as hnrrhla as their nm‘rx
M hsdnumﬁcman
and also a human baby (more
about him in a mo), both the end
rasa.rltaaﬂheWudfodtaaxpeﬂ-

| e

ments. But unlike the Globjewels
and the Bloberites Solo and the

mmimrﬁghmmlnmml
find themselves

§

It wouldn'’t be too bad if he only
haUMrnathommkabommnSolo
has acquired a small friend, Nej
the baby who attaches himse to
Solo, following him around the
mazes, Trouble is, babies naaeﬂ a
lot of looking after. If Solo is
namﬁ his way out of ihe

with Nejo and tell the
world about the atrocities being
committed inside then he must
keep the baby in the pink soto say.
Nejo’s nappies need changing to
avoid nappy rash and the
ble baby pong, so fresh daipers
have to be found the ‘way.
Babies are by naturer assy
creatures so a quick wash and
?ﬂmacukgt?g?h hna}m:rodla i

m 0. 5
essential so food has to be col-
lected.

If the maze is successfully com-
pleted then the Wardlock's das-
tardly plans will be revealed to all
and mghlmara of genetic

will be over for ever.

moenochromatic

e areds in Mlﬂomwm



After much success on the Com-
modore, BBC and Amstrad com-
puters, Thrust has finally been con-
verted to the Spectrum. The resis-
tance is planning a major offensive
nst the Intergalactic Empire.
nning well in advance they
decide to steal several battle-
grade starships, ';bfut they have no
power source the capacity
needed to run them. You play the
part of aresistance fighter who has
been given the task to do some
more stealing and take the neces-
sary pods from the Empire's stor-
age plants. By firing shots at the
main power plant you can tem-
porarily disable the limpet guns
that are placed in crucial points on
the planets. But don't get tmrtsﬂegi;
ger happy or you'll find you
blowing up the planet with you still
on it—and the pods will be lost for
ever,
On the other hand, if you go on
to the planet, collect the required
fuel for your travels, steal the pod,
shoot the power plant and ascape
within ten seconds, you'll be
awarded with a double bonus and
a free trip 1o the next planet. On
later planets you will encounter
reverse gravity and invisble walls.
All of these may prove a bit too

hard for a resistance Thruster who
only poseesses a gun and limited
shield — Or will they? Priced at a
budget £1.98 from FiResirp, Thrust
is available now,

.~ The RESISTANCE FIGHT BACK!

What's this? Fuel left lying around I8 just asking to be picked up.
But being fired at by the nasty rappers could prove fatal

TAKEN FOR A RIDE?

Available now is the latest game
from DIGITAL NTERGRATION, the
authors of Tomahawk and Fighter
Pilot is TT Racer. They have drop-
ped out of the sky and cn 1o their
bikes with this latest addition to
their simulation range. TT Racer;
which was previewed last issue,
puts you behind the handle bars of

a cholcaagcf:;c:# bikes — trom 'ﬂ.
meagre ort, up to the ful
biown 500ce.

ramming,
Ve come up
with the closest thing to actually
risking iife and limb racing around
at 175 mph. Di have spent a lot of
time getting the feel of the bike

The rider's eye view of the opposition while you sif on the grid,
I Wil you be fast enough fo show them the same view of you?

exactly right — even down to ask-
ing for some professional advice
from Suzuki's top riders, Kevin
Swartz and Paul Lewis,

Before the race, you can adjust
the bike to your characteristics so
that you can complete a good
practice lap and qualifyin the high-
est position possible. During gre

race, you can make pitstops to
refuel and change - What you
get for the £9.95 is the obligatory
Lensiok pack, a very in-depth
manual for your racing career and
a chance to win a day out with
Suzuki. A full review is promised
next month,

I Whoooah| Scraping knees on the bends is the only way to keep

up with the rest of riders.
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Ty FIREBIRD at the

Bombscare With no Halfords shop on Neptune, Amoid potters
around searching for the tools with which to defuse the time
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Poor old Ollie seems a bit confused. He's supposed in_prc-k up
the teapot but this deesn't seem the right time for a quick brew

THE ULTIMATEIN
PRIVATE TRANSPORT?

The latest from the folks euICKSsILVA
is Glider Rider. Programmed by
BINARY DEsiGN (the folks that chd
Max  Headroom),
starts off by planting you firmly on
the seat of a smali ¢ ble E37
motor bike. With this between your
legs and a rucksack on your bagk,
you must drive around the 100
screen big planet looking for a big
enough slope to allow you to get
ff your bike and launch your Mark
ider.
ith your glider vou must
destroy the ten external reactors
and rendezvous with the awaiting

submarine that is placed some-

where in the ocean surrounding
youristand. Ifthis is toomuch, then
you can just destroy as g
operatives and operational buil
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Glider Rider

ings as possible and pick up a sup-
ply of ammunition. After all, with &
motor bike in your rucksack, you
oniy have enough room far nine
hand gmanades which can only be
dropped from the glider. Ground
to air lasers and missiles will sap
ﬁx-mefgn 50 be careful how you
¥

say that the main com-
[is impenetrable, but you will
the only one to know for 3um

Gﬂder Rider is available
£8.95 for both 48K and 12BKSpac
trums on the same cassefte. The
128K version features enhanced
sound, by the way of a David Whit-
takear tunahashlng andbeepingit’s

ghot the game. C .SH l Things are getting a littie tough for Giider Rider. One shot and

812300

way
will definitely be reveiwing Glidar
n e o th. the only way out is down
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Available from Another great game available 4/ from
any good Bubble Bus Software
computer retailer 87 High Street, Tonbridge, Kent TN9 1RX

Tel: (0732) 355962
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DAMSELS

pureLL. have sometimes been
accused of making their games
However, with

produce & game along a simple
idea and story-fine. _
You control a big bad
dragon who ramp around the
] [ being a nui-
sance in good tradition.
The idea behind all this stomping
istocollect energy and experience
until your dragon can cast the ulti-
mate spell and rid the Earth of a

SOMeone.
This is whare it all becomes a bit

breath as a Good ,anawho
- ‘maéﬁaxwago'm
nsare

as many nal maidens as ha
E ainkrisg%ﬁm. Whichever
; ma o

ﬂ\ﬁgamewi W dmgmmﬂgdng
around ights of the
Realm  with boulders,

scorching castie down and

m’!ﬂhm o
Al this (naturally enough)

requires large quantities of

and Mr Dragon only has a
amount available. faster
flies and the more fire he breathes
the quicker his energy is used up.
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URELL GET BORED
WITH RESCUING

This lost sr;ajr:‘gy }can dpe
replenished by chomping up dis-
ressed damsels.

The action swerves through var-
ied settings from mysterious seas
of dappled water to
dark and frightening caves. Reality

isaddsdiuﬁyasm_m h
scrolling, &
ihantheloreg

slower the -
round to create a sense of 3D. The
dragon is also a manosuvrable lit-
tie. devil. He can turm around in
mid-flight and pick up objects fo

around on the ground and if you

introduce him to a stretch of water,

he sinks in slowly up to his knees

and then begins to swim in a very
ified sort of way.

ress seems o be going quite weil.
But however the game tums out it
should give you a chance to be
quite dragonesque and even ter-
rorise a few innocent peopla for a
All in a day's work for a big,
dragon really . . .

B

Swimming slong in a dignified manner or fiying through the
air, tha fire-bragthing dregon Is an awssome and terrifying
cremture who likes his demesls moedium-rare.

MORE SABOTAGE

The Girlie Ninja Strikes Back! It was your Big Brother who starred in
Saboteur fi

from pureElL and it seams that the bad guys were so
annoyed at his success that they put out a contract and had your
Bro' aliminated

Now it's revenge time. Are enough to close down the bad
’Wﬂmmdmwgﬂwﬂmmmm}.
mw from DURELL.

GREMLIN GO
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ELITE ’S

AU TUMN
EXTRAVAGA NZA

As the autumn leaves fall and the
harvests are gathered in, Hotline
Chart-toppers eLme will be releas-
ing another crop of games certain
to while away a many winter
evenings. And are all priced
at £7.95, so the damage to the
pocket should be minimised . . .
Taking two of their arcade con-
versions one further, Com-
mando 86 and Bombjack Il should
make an appearance during the
month of October. Commando 86
is very much a variation on atheme
— one player can fight through a
hostile environment that scrolls in
eight directions or two chums can
team up and fight their way
through the wvertically scrolling
landscape.
Bomb,raok i combines a bit of
strateg the fairly straightfor-
Lﬁomﬂarc&de slements of
1hs ﬂngmal In this platform-col-
lector your little character won't be
able to float around the screen but
will have to work through a total of
thirty screens fighting nasties and
collecting objects — in' the right

order for maximum points. Dragon
beings patrol platforms at the start
of a new sheet, and a good shove
disposes of them. As time prog-
resses, however, the Dragons
mutate into fighting creatures that
take a bit of beating, then mutate
again into creatures that can
between platforms. Finally, if
you've taken ages on a screen, the
nasties mutate once more and
become intelligent — they come
1o gst you.

Two mere arcade conversions
are in the pipeline too. Akari War-
fiors is on schedule for a
November release, and follows the
look and feel of the original cl
It's another Commando
combat game in which one or two
players can their way
through a scrolling landscape, but
this time you can turm round and
fire behind you. Mines, on land and
in rivers, have to be avoided,
enemy soldiers grenaded or shot
and bridges crossed rather than
burnt. Every so often a tank
appears in the playing area and it's

An sarly demo version of STRINGFELLOW HAWK'S AIRWOLF,
mb-ru!an-

lﬂdﬁ‘lif"m

m the Eilte stable. At the

play is belng developed — sl the sprites snd

amhmﬂ:-n

Wading through & river in the srcade version of ANARI WAR-
:}I"(::I, soon to be gracing your Specirum screens courtesy of

possible to leap aboard and drive
around taking advantage of the
extra firspower and protection on
offer — but make sure to keep the

fuel needle off empty! Watch out
for those helicopter gunships, an'
all. ..

The other arcade conversion is

definitely going to be a biggie . .
Yes, it's Harrier. A vermon
of a's classic coin-op is cur-
written for the Spec-
K Ghosts and Goblins
Hu . While there's no way the

fuilimpactm‘hesiareosoun sys-
tem and sit-upon cockpit of the
arcade machine can be achieved
on the Spectrum, Keith has
already sorted out a very neat
chequered scrolling ground and
plonked a cou Tﬁelem test sprites on
the screen. feel of this early
testpiece, although it iz far
removed from the final game, is

to inspire confidence that
the final game should play very
well indeed.

And finally a team of Scottish
programmers are putting the
finishing touches to Stringfelfow
Hawk's Airwolf, a helicopter game
featuring four way scrolling in a
maze-like world of cavemns and
tunneis, At the moment all the
sprites have been put into the
ﬁa»l aying area al with the

icopter you control, but the final
gameplay is still being sorted out
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Steve Groen gz cers
tanly capturad the
MeMuhon styfewith his
rendition of
Pva' and Myan, the
antibevoy ki from the
pages of 2000AD. The
wglinezs and mandce
that lies behind this
unpleasant duo glares
it of the weveen dnd
rasseinalts the vbeleer . .-

'« Creen s cleartd free
?‘H{IF‘- Th“m“:w
atbacks= — ey e hens
m‘l‘hf" th‘ﬂhﬂ i
beam, thid time DR @
Q_umud. the master n{
mn.lyhﬂm- and mﬂ'!‘"

: drmﬂz'“"”f
th cf
;I:‘,:x. it ﬂbﬂ b "J-""'
TIRWETS

Tovound off his trifogy
aof coanichook characters,
created this hom-
age to Halo Janey, with-
out dowbt onieaf the most
popuilar characters to

race the pages of
200040,

== modioum of biting it
wirth the chotee of com
peany logo-in this loading

¥ scveen she created for an

A total change of pace
and tampo s proviged by
Stmaon Allen's fantesy
rendition of o winged
Jemaie creature perched
on the branchesaf o tree

proaunng in'a surreal
hasteland. A land with
o purple sun.in uich

yelloaisfeathered
frumanids sdruggle to
ehe out.dn extitence. The
wistfisl exprasvion on the
cenbral beang's face veve-
ale mueh about the con-
ditiomathat must prevail
in her hpmeland.
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imaginary garre. The
hevo af this wruribin
8 game s séen fepging it
Jrom the portalyafan

& Astec temple, no danbe d

running aff wath the
& diamand: mentioned (n

the title of the game that S
Fog yeet b b woriitten,

Ceei Thomas displays a 1§

ON THE SCREEN is back again after a short break. This
maonth, several artists line up to have their work exhibited
in the pages of CRASH and then immortalised as a full
colour screen dump produced by DIMENSION GRAPHICS.
The friendly people at RAINBIRD pay for the colour dump to
be made, and then wrapit snugly in a frame before sending
it onto the artist who created the image.

Chur very pum Girkie
Tipster, Hannah Smith,
i demt a canatie oo
tatining an animedted
nce starring

oty W poadpeciner —
produsced by ot
rate from Pty
Wm&vdtm:ﬁ areiind
an lﬁemﬁlﬂ of the

cher, Derrick Austing
f:mn Bern and Chris
Smiith are the man
behind this animited
hird. .. .
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Imagine Software (1984) Limited
6 Central Street - Manchester M2 5NS
Tel:D_él 8_34__39_39- Telex: 669977




Ocean Software Limited
6 Central Street Manchester M2 5NS.

Telephone: 061 832 6633 Telex: 669977




