A NEWSFIELD PUBLICATION
No. 37 ¥FEBRUARY 1987

£1

US GOLD
A Throw Down S~
THEGAUNTLET &

'y The Official Conversion Arrives . . . A
* ). _THE MATCH DAY
% CHALLENGE
Q) CRASH Readers Vs the programmers.
’% b Full report on the day’s play . . .
PS¢y CRASH INTO
&, 2N, ® ()'TH ENEW YEAR!

A Host of Games Reviewed, Examined, Inspected,

P L / Studied, Scrutinised, Surveyed, Commented on.
= , And Rated WIN! A GHETTOBLASTER,
ATRIP TOLONDON OR A HOLIDAY IN ROME!
COPIES OF WORLD GAMES, FEUDJUDGE DR







o e
] -
.s:';.oﬂ Al
_ Cover by lan Craig

ZX SPECTRUM

ISSUE No. 37 February 1987

FEATURES

14 THE CRASH DUNGEONS
Unmasked! The faceless reviewers come out of
the closet

74 THE MAN BEHIND JETMAN
The artist who gets Jetman into CRASH avery
manth bares all - and he's not the only one . . .

81 MATCH DAY CHALLENGE

Ludlow's Starline Club, scene of the Girlie Tips-
ter's wrestling lessons, plays host to wrestling of
adifferent kind as programmers and readers wres-
tle with joystick and keyboard for supremacy

108 TAMARA KNIGHT
Part Three of the story of a teleporter sales-being
of the future

By

60 WIN A SPORTING HOLIDAY
Atripabroad goes to the winner of us GoLp’s com-
petition. Copies of WORLD GAMES on offer, too

76 WIN A ROLLER!

Mot a Rolls Royce unfortunately, but pomank are
giving away a Philips Roller ghettoblaster ... . and
some strange bouncing balis

85 BECOME JUDGE DREDD!

Appear as a Mega-City Judge in a specially com-
missioned portrait courtesy of MELBOURNE HOUSE
and win Judge Dredd software, T Shirts and board
games

99 SOME SERIOUS FEUDING

Wina scary trip to the London Dungeon (eek) with
u:;rsmmand kﬂluﬂafmwhudslhwﬂmhaﬁ
ge

Ths hmny astronaut gets into another fix .

REGULARS

7 EDITORIAL
In which the Doc Martened One has his say

11 NEWS
Catch up on what's been happening in the Spec-
trum world

13 FEAR AND LOATHING
Hunter S gets his fill from bomanx and is treated to
a posh Chinese nosh by TIGRESS

41 LLOYD MANGRAM'S FORUM

The New Year brings a host of episties under
Lioyd's scrutinising eye

48 CRASH COURSE

Rosetta continues her learning experience . . .

51 DEREK BREWSTER'S ADVENTURE
An adventure with a Censor's Certificate comes
Derek’s way, amongst other things

61 HANNAMN SMITH'S PLAYING TIPS
Pore over piles of maps; and take a peek at the
POKESs this month!

72 CRASH HOTLINE AND ADVENTURE
CHARTS

80 TECH NICHE

Saca continues with the new COMPLIMENT sys-
tem — Dominic Handy catches up on the story.
Meanwhile Franco Frey looks at a video digitiser
and musical man Jon Bates takes a peep at
cHEETAH'S MKS keyboard

S0 TECH TIPS

Simon Goodwin finds a haven of excellence inthe
war of the compilers while cHeeTaH and oaTeL battle
it out around him

94 LUNAR JETMAN

'immmmmarums
s for the Ludiow Gibbet







W2 i

JN S S N

= | i [
S 1 B B Sy e

1]

The future of the Atarian Federation is in your hands as the evil
Zylon Master, Chut, plans to destroy the Celos IV Star System.
Pilot the hottest fighter in the galaxy, the Liberty Star and wipe
out the Zylon Master Force and its super Attack Bases.

The seque! to the game that astounded

the world STAR RAIDERS 11™ will leave you.
stunned: there is simply no other game {0
compete with its sheer excellence.

AVAILABLE ON:

Amstrad GPC cassette
Amstrad CPC disk ......
Commodore 64/128 cass
Commodore 64/128 disk ...
ZX Spectrum 48K/1 28K/ + .
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ELEGTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT,
SOUTHAMPTON SO1 2EW. TEL: (0703) 2296094

Mail Order: 23 Pond Street, Hampstead, London NW3 2PN







Judging by the majority of
the reviews in this issue, the
first of 1987, this year is
going to be dominated by film
tie-ins and licensed versions
of arcade games. Or maybe
the industry i3 getting all the
tie-ins out of the way nice
and early so the rest of the
year can be left free for the
original games, based on
original ideas and involving
original concepis— we'lisee.

We've had plenty of games
in for review for this issue,
but very few of them have
peen outstanding. The long-
awaited licensed versjon of
Gauntlet has lived wp, to
expectations, and the other
gmash this month s a film
tie-in. But, the pulk _of the
iofficial’ versions, tie-ins and
sequels has proved o be dis-
appointing.- Maybe software
houses Aare becoming too
dependent on the power of
the name on the outside of
the box, and are starting to
pay less attention to the
game on the cassette inside.
Altarnatively, the costof buy-
ing licences may be taking an

asonable share of the
produc-
ing
insufficient money
kitty to spend on the game
itself.

A disturbing trend.

More positively, it looks as
it playing computer games
could become 3 sociable
activity this year. Trivial Pur-
guit has ne doubt seen whole
families grouped around tha
computer screen over the
festive season, and the two-
player game has come back
into vogue. indeed, to get the
best out of Gauntlet and Top
Gun, you really need to play
with a friend . . -

Joining forces with afriend

to play Gauntlet of going
head-to-head (a3 opposed 0
taking It In tums) In a gama
adds to the fun — after ally
computurnconlrol'led oppo-
nents don’t communicat@
with you, and playing gamas
on your own can
lonely « - -

i
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This month sees the first major
change in the CRASH reviewing
system to be made for a long
while. The most cbvious change
of all is probably the introduction
of * " reviews — at the
moment we have three regular
testers and from now on
. Paul and Mike will be adding
their names to their comments.
has beenreceiving regular
appeals in his postbag for our
reviewers to make themselves
known, and we have decided to
bow to the weight of opinion (influ-
enced just a little bit by Ben, Paul
and Mike who were getting a bit
tired of rammnq‘ anonymous). A
glance at 4 of this Issue
should provide you with some
background information . . .
Identifying the reviewers should
help you make | about
the validity of their criticisms — you
may decide that one reviewer
shares your tastes more closely
than the others, and consequently

Alternatively, you

that one member of our reviewing
teamn doesn't like platform games,
forinstance, and bear this factor in
mind when reading his opinionson

the latest platform 5
The mmsumm of the

When a
may experience difficu
month

To the i
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reviews has also undergone a
slight modification.

n the early days, when joystick
interfaces wera comparitively
new, most Spectrum owners were

e
responded to the keyboard. m—
adays the response is
less important as most games
achieve a similarly high standard
of mbwd control. We've opted
te drop Keyboard play entirely.

Deval ts have overtaken a
couple of the percentage ratings
as well.

Originally, Use of Computer
was used to evaluate how easy it
was to use the computer to play a
game, takinginto accountthe pos-
itions of the control keys {in the his-
taric days when definable kay
options weren't invented!) and the
range of joystick options (when

‘there were lots of different inter-

faces all competing to become the
‘standard’).

Getting Started was created as
a rating to quantify how clear the
instructions on the use of the con-
trols were, and took into account
how well the objectives of tktlge
game were . Packag
and loading also came into a
game’s Getting Started rating,

After much discussion, we've

ENSURE YOUR REGULAR |
COPYOFCRASH

azine is rising in circulation as rapidly as
CRASH is doing it tends to sell out immediately and you
ity in obtaining your co
. So the best thing to de is place a er with I
mur local newsagent, which you can do by handing him

is form. I

every
ular

Wm-;omnutnrmmmmm

-2 King Street, Ludlow,

decided to drop Getting Started
and Use of Computer and intro-
duce a new rating: Prasentation.
Presentation takes into account
most of the elements of the two
ratings it replaces and is intended
to caver sound, as well as the
range of options presented to the
player, the packaging, instructions
and to some extent, the scenario ~
in fact, anything not involved in the
actual game itself.

. To recap on the remaining rat-
ings: Graphics is self-explanat-
ory; Plgrnhllty Gau the
amount of fun to be actually
playim a game, while Addictive
q indicates how long you

A NEW RATINGS SYSTEM

want to play the game and how
often you'll want to. come back and
have another go; Value for money
should be obvious; and finally, in
the Owverall rating we take into
account all the other ratings before
coming up with the final anaiysis -
which isn't arrived at by taking an
average of the other five percen-
tage ratings. Addictive qualities,
Playability, and Value for money
carry more weight than Presenta-
tion and Graphics, which are,
afterall, the gloss on the game you
pay to play.

Let us know how far you agree
with these changes . . .

S T1%
G“m?:m st 84%| | presentation gg%
Playability 83%| | Graphics 81%
ing started 83%| | Playability 79%
Addictive qualities 63%) | Addictive auadls o]
%o
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EXTRA TRIVIA

To follow up their highly success-
ful Trivial Pursuit, pomark have
released the first in their promised
series of additional question sets.

Trivial Pursuit, Young Flayers
Edition comes in two forms: as a
game in its own right at £14.95,
and as a tape holding an extra
6,000 questions to be used with

the original Gepus Edition at
£7.85. questions cover topics
ranging from Grange Hill to The

Wizard of Oz and should provide
youngsters with a chance to run
rings around the older generation,

who's knowledge of Duran Duran
and Ah—Ha might be a bit rusty.

Further wersions are in the
pipeline. The Baby Boomer ver-
sion, due out by Easter, is for
closet hippies born in the years of
the post-war baby boom. These
are the people who'va still got their
Kaftan hidden in the bottom of the
wardrobe and believe flares will
make a comeback. Genus Il
should appear around next Christ-
mas, providing Trivia lovers with
another 6,000 general knowledge
questions.

Anocther crop of compilations has
been gathered in. Five Star from
BEAU JOLLY contains a quintet of
games, all of which collected high
ratings in CRASH: Zoids from
MARTECH, Equinox and Three
Weeks in Paradise from miKao-
aEN, Back To Skool from MICROS-
PHERE and Spindizzy from ELECTRIC
preams. The whole lot, two casset-
\gs, inlay and emry to & competi-
tion costs £8.95

ULTIMATE fane won't. want to
miss two £9.99 Unbefievabie Ulti-
‘mate compilations released by us
‘eoLp. One fape includes Atic tac

COMPILATION
CORNER

SabraWulf, Undarwuride and Allen
& - the other contains four golden
oldies Jetpac, Tranzam, Lunar Jet-
man and Psst. Scott Adams fans
might want to pick up a previously
unreleasad adventure from The

Master— Buckaroo Bonzal—which
appears on the Scott Adams
Scoops collection with Voodoo
Castle, Strange Odyssey and
Pirate Adventure. Then thera's the

pack, alaofmm
UE GOLD wh}a’;umrras

Foie Position, Zcmaando;aberun

priced at £6.99.

the wil

A rare photo of the Doc Martened One in full dinner dress, as f

he prepares to
Awards

Pauia from

Byrme RAINBIR
cate naming STARGLIDER 128 as the bast
produced in 1986

A charity auction in aid of the NSPCC ended the evening — the
sigtant holds up an O Original which was
eventually knocked down for over £1200 in aid of battered

Auctioneer's As
children

GAUNTLET GOOF

Gauntiet, uscoLp’'s Smash arcade
conversion, may present prob-
lems when it comes to loading the
dungeons into your Spectrum,
There are two editions of the
game in circulation. The first edi-

= of the NEWSFIELD

D is pleased to collect the certifi-
Spectrum

Demolition is the s

a copy of the long
sent us this pictu
game called Balll

rest form of criticlsm, l"n sent
low Mafia ‘hit’ squad to cri"s HQ recentiy &
waited Cyborg.
to emphasise the fact t at anew
akerisonits way ...

tion has a black-coloured inlay.
This version will NOTwork with the
new Spectrum Plus Two, and
there may also be problems when
using a Kempston joystick inter-
face. If you sxperience either of
these problems, take the tape
back to the shop you purchased it
from, and exchange it for a copy
with a buff coloured inlay, which is
a later version with these bugs
cleared up.

A spokesman for us aoLD said
the company would ke to
apologise for any incenvenience
caused. Apparently, quite a few
problems have been encountered
when getting versions of the com-
pany’s games to run on the Plus
Two - the machine appears lass
tolerant to some forms of piracy
protection and fast loaders than
the earlier types of Spectrum.

Thanks must goto P Margetson,
who contacted CRASH by Mic-
ronet on our MBX number
(105845851) to inform us of this
problem.

Lud-
loe et
01' Okay, so crL
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NEW ARRIVALS

Twonew companieshavedecided | separate labels specialising in
to set sail on the stormy waters of | utilities and adventures.

the games software market. Vou- ALTERNATIVE  SOFTWARE is
s50FT somewhat optimistically | another new company which
hopetocapturefivetotenpercent | plans to concentrate on the
of the market, with twenty releases | budget market, releasing games at

o s b i il LU CUS RV | in the first four months of thisyear. | £1.99 — Howzat Henry"
demonstrates the finished product to John Rowlands, the software Tha sceesit, Wil sint wili | Hoarl a the. el o o oo
buyer for WH SMITHS. Mark Strachan from aR% looks on, nerv- ARENA., a graphic adventure | release schedule. Products are
SR SSHING tha Vopcia. seling for £4.95. Accordingtovon- | aiso in preparation for a utiites

SOFT, buying the game will entitie | Jabel — summIT soFTwARE — which

Owing to their extensive chain of retail outlets, SMITHS decision
to stock a game can have a dramatic effect on its sales. According i i ¥
you to enter a competition for a- | should kick off with a £9.95 art

;‘i,g’;’{f;ﬁ‘,fﬁ’gg;‘ beK‘;.arn;mAP Tt Siencty: closked up auee 16,800 prize worth at least £10,000. Later | package called Art Master

in the year, they plan to launch

m NOW AVAILABLE - the official Spectrum Upgrade! £

iTuUrnyour Spectruminto
1a Spectrum + for just £2

) ORDER o Professionalfull-size keyboaro +E150p+p
\N". =~inclades 17 extra keys
NOW: = Responsive typewrlter-style action |
Acceptsall current Specerum True widen m Graphics Edd  Capslock
softwane and peripherals. = - st

e e Break

S VO Y S - Space bar

micde ._ s J.\.di.'.i.._i..'_l;_;r.r": l
Sl i ﬂj SR REEE ==L
S S e e
-?*.jﬁ inwerted comima Cuisad controls Carmma
“- The officlal Spectrum Upgrade, Naturaly your upgraded

computer will accept all the peripherals in your Sinclalr system-
Interface 1, Microdrives and o on - as well 35 all Spectrum software.
Just-as important, new Spectrum software and peripherals will be designed
;’ with the Spectrum + In mind. So the Sinclair upgrade adds stylish looks, new

(?g«’f,_. x

capabilities ... and new potential for the future,
y —+ HOW TO ORDER BY MAIL

Here's some exciting news for Spectrum owners ... i,
the official Spectrum Uparade Kit. The Upgrade has everything you (R 1 If you require us to do the upgrade for you please send £20.85 + £1.50 p + p. Total E34.45.
need o tum your Spectrum into the stylish new Spectrum +, You don't even 2. Shouldyou reguire the do-it-vourself kitjust send £25.00 + £1.50 p+ p. Total £24.50.

I needan understapding of electronics, just the abiiity tosoider afew wirgs together! The 3.1 you reguire your Spectrum tobe repaired and upgraded to 3 Spectrum Plus wehave 3

leafiet In the kit gives clear. step by step instructions. IFyou re notsure aboutdolng it special offer price of just £50.00 complete

YOUrself, gon't worry. SImply return your 48K Spectrum to us and for £29.95 + £1.50  Orders can be placed by using your Access Card on the numbers below
B+ b we'll upgracie it for you,

The bigger, better Spectrum keyboard

The Spectrum + measures 121" x 8. It has 2 large typewriter-style keyboard,

with hard, moulded keys. You'll find the new keyboard has a smooth, positive
action - ldeal fer touch-typing, word processing, simulation programs; and
gatended programming sessions. Tworetractable legs give a perfect typing position.
There are 58 keys in 2, including 17 new keys. Programmers will be pleased

to see dedicated punctuation keys, a:space bar, and separate shift keys for graphics
and extended modes. And a réset button allows you to clear 3 program from your
COmputer s memary without disconnecting the power suggly.

12 CRASH February 1987




| was thinking about the kitchen on
the day of the cos launch for Brian
Clough's Football Fortunes held at
Wembley. Do you know how
difficutt it is to find plain black and
white floor tiles? And as | walked
up the ramp to the imposing
stadium, golden in the winter sun,
| wondered if they had plumbing
problems too!

| was only an hour late for the
reception and the first person | met
was Cloughie himself, 'What's the
matter,’ wﬁpped 'miss the
team coach from London?’ But
before | could think of a suitably
witty response, | noticed the row
of BBCs.

‘What's this,’ | asked Dave Car-
los, as he ushered me to one ofthe
computers, 'a convention for
nearly-dead micros?' But no, it
seems that the only completed
version of the game was on the

| confess that | was less than
overjoyed at the thought of having
to sample a season as a league
team , there and then.
After all, the black and white strip
only reminded me of the kitchen
tiles. But there was something
intriguing about Football Fortunes.
The computer takes care of the
bock-keeping while the players
use cards, counters and a board.

It would take too long to
describe the full rules, buf the
basic idea is to create a squad
which can go for the double, trad-
ing for players with your oppo-
nents if need be, but without ban-
krupting yourself when payday
comesround. Imanaged totopthe
Lea%:ebutwem outinthecup, and
80 failed to win on management
points,

'l be interested to see how
Football Fortunes does. | believe
that it deserves to succeed. After
my harangue in the last column
about the lack of imagination in the
softwara market, this can only be
geen as a positive step. i's also
fun, and lets a group of people
share in a com game.

You can tell how much fenjoyed
the experience, because when the
time came to eat, | insisted that we
stay and finish the season. But the
reward for being a manager is
good food and goad drink too, so
when the time came for a tour of
the stadium | politely declined.

From the Stadium window I'd

®
SOAKING WET - INSIDE AND OUT

It’s the week before Christmas as | write this, and | haven’t boughtany

cardsyet, letalone sentthem. Thereason is simple. Instead | bought
aflat, and with it came all the joys of home ownership, such as holes
in the roof. So this column isn’t about computers . . . it's about DIY!

seen a Do-it-Yourself store, and
my mind wasn't on turf but vinyl
tiles. And Wembley turned out to
be a DIY Mecca as well as a sports
one. lfound them. Now all | needed
was to get the cooker installed.

While | was pondering this par-
ticular problem, | received a phone
call from Roz Hubley. 'Hi, John,
we've not met but I'm handling PR
for TIGRESS DEsIGNS and rﬂolh
Wooding toid me that you're a bit
of a foodie. Would you like lunch?'

Well, I've been called a lot of
things in my time, but my hedonis-
tic over-consumption has never
been called foodie-ism before.
Still, when the invite is for Ken Lo's
Memaories of China, one of the best
oriental restaurants in England,
you don't quibble about terms,
especially it you've not got a
cooker.

Actually, | had another reason
faraccepting. | have a hell of a high
regard for the meRess games-
designing team. And it seemed
that they didn't have any particular
product to push - they just wanted
to rap. Good foed and good con-
versation is a fine way to spend a
day.

Therewas plenty of both, as Roz
and | tackled such exotic dishes
as drunken fish. Too much, again,
to recount in one brief column, but
part of that conversation revolved
around my current obsession -
:.;:-:;ai lies in store for software in

Ticress, as far as I'm con-
cerned, could be the future. They
have the ability to originate new
ideas, and ideas which should
appeal to a broad range of ages.
Fram the simplicity of Think!to the
strategic complexities of They

Stola a Miflian, and the brainbend-
ing arcade game, Deactivaltors,
thgﬁ:‘amid simple pigeon holes.

@ secret of TIGRESS's SUCCeSS
seems to be that they're not under
pressure to produce so many
games a month, like many a large
com , but can spend time
developi quality ideas which
they can see through every stage
of production.

aturday the 13th, (doesn't
have quite the same ring to it, does
mpm\fided aclash of attractions,

lle the morning was taken up
with a ZX Microfair, DOMARK ware
also running the final of their Trivial
Fursuit contest. Trivial Pursuit
possesses that classic simplicity
that makes a game addictive. And
it transferred to the computer with
amazing success.

But first | made the rounds of the
seasonal jamboree in the Horticul-
tural Hall, meeting old mates,
avoiding enemies, and finally
gravitating to the bar where a
benevolent Mr Kidd poured a pint
into me before we set off for
DOMARK and The Brewery.

To be honest, they could have
been launching C. ge Patch
Dolls - The Game at The Brewery
and I'd have been there. That sart
of an invite to a Minson is like a
magnet to iron filings. But my cor-
rupting influence spread to
graeme. and we rolled up an hour

te.

This had its advantages though.
We avoided being roped in to run
one of the semi-finals in this cham-
pionship play-off, and were able
ta scoff the nosh in peace, safe in
the knowledge that the CRASH
contestant couldn't lose -
because the poor fellow had

Johin Cook collects his Ten Grand's worth of TP set from Johnny Balj

wiile DO and MARK look on

caught "flu and couldn't make it!
Then upstairs to further stuff
ourselves on Trivial Pursuit after
dinner mints; complete with a
question of no relevance what-
soever in every box (for example:
Do too many Trivial Pursuit after
dinner mints give you acne?) .
Let's be honast, however much
fun it is to play, Trivial Pursuit is
unlikely to become a mass spec-
tator sport. Grageme made an
excuse about having to see a man
about a Microfair and left early. But
I hung on in there as the contes-
}ﬁﬂts ; I:edtoth? ﬁnish.ailw:der
g & eyes of Johnny Ball as
Mﬂﬁ Cuddly Dave, who seems
to get everywhere these days, as
adjudicator,
it all guite tense as John
Cooke, the eventual winner, failed
to get his final wedge and had to
take another run at the centre. And
his reward for having a mind full of
useless information? A solid gold
Trivial Pursuit set, worth a cool ten
grand. The beauty of the
craftsmanship matched its value:
Meanwhile a battle: of titanic
proportions was taking place
among the assembled press
corps, mast of whom had entered
into the Christmas spirit a good
week or two earlier and were now
in a state of ecstasy. No, I'm not
talking about the side-bets which
were being placed on the cham-
pionship, but the Hacks Award of
a gold-plated set of TP playing

pieces.

All that was required was to ans-
wer ten questions - but to make it
harder th‘:‘v were from the Junior
Edition. Well maybe the alcohol
had taken its toll, or maybe most
gxgie hadn't drunk enough,

use in the end the winner only
neaded nine correct answers to
pick up his status symbol.

And who was it, you may ask?
Waell, who else has a mind so irivial
and so childish? But where did |
slip up? Well, just to set the record
straight, | now know that Time and
Relative Dimensions in Space is
not better known as Einstein's
Theory of Relativity!

Sothat's it! The last column writ-
ten in 1986 starts off 1987 and |
now owr some satisfyingly heavy
Trivial Pursuit pieces, though nota
leak-proof roof. I'l ably seek
sanctuary from my indoor shower
at a Christmas Party or two . . .
and maybe next month Il get to
tell you about them.

Yours in F&L

HUNTER S MINSON
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Isn’t it awﬁ.fi‘? Just because those egomaniacs on ZZAP! plaster their ugly mugs and even uglier personalities
all over their magazine, the prima donnas in the CRASH reviewing team are demanding their own bit of glory
So from now on, all the review comments will carry names. :
And just who are these people? Incarcerated in the dank dripping dungeons beneath CRASH Towers, we
found the three of them. Their crimes: too hideous to speak of. Their sentence: to play computer gamesfm: ever!
Tai_te apeek at?heir prison dossiers . .. Asyoucan see, ourin-house lensperson Cameron Pound has taken
special pleasure in using his wide-angle lens for the portraits just to make sure that the inmates’ egos don’t swell

too much!

ninthe
vd necrt

NAME: Mike Dunn
ALIAS: Skippy, Blusher
AGE: 15

‘ar d inn is still allowed parcle 1o
h naest ne'er do wellin the gaol, Mr Dunn is 8! e
la'iﬁfg kf_:,%mw School. His strangest ability is being able to turn htr_sght
red in an instant if anyone makes a joke at his expense (or Mentions
e i i i His favourite computer
again this man is a danger to society. N rite 3
qag?eieargaéobra “hecause it's so playable ar‘l)dl ‘Starghder 128" The
¢ o are really neat, and the speech is superb. .
gr%%raﬁzs l‘?ﬁ&fd gommg from his cell are usually created by Peter Gab
riel *"His third and fourth albums and So are my favourite albums ewf,;r.
ever, ever. Games Without Frontiers and Big Time are my favourite
tracks.”" MrDunn often commandeers thee prison video rechr.fr [rolh.u' d{.fou
it was é liberal prison/~ED) to settle down to his favourite fitms :nc.u,.i |Lng
Police Academy, Santa Glaus The Movie, and Ghostbustars. He ';sio
enjoys some TV comedy: "' Kenny Everett ]gﬁl makei suecrz Baer;“egll& i i
: - he' " and Saturday Liv
and utter prat of himself — he's funny and Salt B
s 'cos he's modest and unpretentious like me."” Strong dis hes
mgla?::;'a!l TV game shows that involve greed, and the Benny Hill S”-‘i*f'
his-opinion of which should not be revealed in polile company {luckily
he's never in polite company).
He's somewhat hard to please att
English cooking, and preters Curry
hoops and tortilla chips,

he inmates ' canteen. He dislikes all
{with chips), Pizza, Lasagne, hula-
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NAME: Ben Stone
ALIASES: Mr Label,
Hey You, Lover Boy
AGE: 17

Ben is the longest surviving inmate of the CRASH dungeon. He's been
down there for a couple of years now, and the strain is beginning to tell.
In his Reebok trainers, Levi Jeans and Farah shirts, he cuts a sartorially
elegant figure amongst the filth and vermin of his dungeon cell.

When it comes to computer games, Ben goes in for the more viokent
ones - which could go some way to explaining why he got locked up.
‘' Starglider is great. There's this weird scenario, and you just ge around
blasting everything. Cobra is a real challenge: | haven't worked out how
to get past the Midnight Slasher yet. Harvey Headbanger is a fun little
game, especially on the Amstrad, and World Games is the only sports
simulation worth playing.™

When on the run, Mr Stone would often hide out in amusement arcades
“| likea lot of machines, but Battle Zone is one that springs tomind as a
particular favourite.”

CRASH runs a fairly liberal prison regime — wa allow the inmates their
own music. Mr Stone likes The Cure, The Smiths and Siouxsie and the
Banshees for reasons that escape the warders. His tastes in TV: “l like
any trashy American sit—coms because they're an escape from prison
life. Eastenders is really 'oright, innit?"'

NAME: Paul Sumner

ALIASES: Jol| :
THe Fuzs ¥ Hockeysticks,

AGE: 21

Tha ¥
sia?eglglrlﬁ?s ?cfn !P:Eﬁungeun, he shows some gj
& ol >
Computer games revea!pam[e gl
mindless™, Gauntlet:
go‘tjbored with it",
Doubtless from the
his cell witharather exﬁ;{:gﬁﬁﬁfsome ke
Fb;lfg.gpargq;:ji_me; and CD player. H
3 fea :
pree Gabl :;EESU Iﬂrg‘:'niiEw, What does he listen toon it? Well i
P abwtel s pror nent and Paul Simon often gets an Lores dgan
1o nal e an g, but its got amazingly funny lyrics ng s
ks A usic, thank goodness, otherwise 1'q fau s
e me listening to the radio. " FRieTahney £y
Specstr:.-l:r:?sheh::s high-rolling life styleinto th
366 cased in asaga keyboard. connected to an opus Discoy
espite this luxury :
i .'avgimre \Jrsud“ xury he does spend time with the other |2 :
ot sl L. 208: Legal Fagles, " Robert Redford sho i
oo Nger shows she can act, As for [ Ws he can laugh
il shq::-';glre the visual effacts Waork excellem?}r e ol
g Shi al prowess on th i
describes j o i '
s get?s it asﬂ the anly time I can let gl mpaayrng ﬁ_q_eﬂds o h'mke'y i
y o watch him play, is alarming. RS e it

SO : ‘hehasjust s 3
Fiwhich heis rather prochJ of, er?clziftﬁ:;

& rather rubs it in by walking round the

eotherinmates My Sumner's




THE COIN-OP SENSATION FROM DATA EAST..
‘ DE

DATA EAST

Just like in the classic wild west films of old, you'll be in the thick
of the action right from the

L Availible in the following formats; Cassette  Disk
start! Hold-ups, robberies and

: Commodere
rooftop fights, Express Raider Amstrad ..

. £09.99 £14.99
has them all!

.. £9.99 £14.99
Spectrum . £8.99 -
U.S. GOLD-WE'RE AT HOME WITH THE ARCADE THRILLERS!

U.5. GOLD LIMITED, 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B 7AX.




Thor the Warrior hangs back while the Questor the Elf gets
ready to sheot some spocks. Treasure and food sre on offer if
the ghosts can be dealt with

i s
G et S ]

A | gt
st e camisane e s i MR
et g 5 e el e ey b

X

have just ontered a mow level. Good job ene '
gfm:-mm & I:-l}yu-- the enirance I3 a8 locked c-l:mmhm:
Questor could do with a snack to boast his health points . . .

Producer: US Golid
Retail Price; £8.99
Authors: Tony Porter,
Kevin Bulmer, Bill Allen
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auntiet* The Official Conver-

sign' has at last appeared.

The main difference bet-

ween the arcade classic and this

version, s that us GoLD have pro-

duced a game for one or twod

playars — whereas up to four com-

patants can enter the coin-o0p
arena.

The package comes complete

with extensive instructiens 1o help

Gauntlet novices who didn't spand
their formative years pumping
coinsinto the arcade machine. The
program is multi-load, with up to
ight levels loading at a time.

To begin with; each player must

choose one of the four charactars,
these are: Thor the Warrior, Thyra
the Valkyne, Merlin theWizard, and
Questor the EIf. Each has different
levels of Strength, Armour and
Magic Power. Strength determines
how quickly a character can
destroy opponents, Armour level
determines the amount of damage
a character sustains from a hit,
while Magic Power affects the
power of potions that are used. In
a two player game, the pair of
adventurers can work together,
sharing the tasks between them
and using their unique abilities 1o
best effect .

The aim is to scurry-around the
spacious dungeons, biasting
everylhing that moves and gollect-
ing as much tood and treasure as
possible. Keys must be found and
collected so that locked sections
of the dungeons can be entered
and explored. Whils all this is going
on, the exit to the next level must
be located. Each dungeon con-
sists of a maze of twe-dimenstonal
walls and doaors, with exits to the
other levels scattered about, Atthe
start of each level a message
details any special conditions that
apply = for instance your shots
stun’ your pariner in some maze
areas,

Characters begin with 2,000
health units, displayed on a
counter at the bottom of the
screen. Confrontations with the
evil beings that inhabit the dun-
geons reduce health points, and
death ensues when a characters
heaith rating reaches zera. In the
two-player game, a character can
rejuvenate a dead partner, wha re-
enters with a zero score,

The dungeons are full of guards
and demons waiting to do battle

o hf; new assistant Mike
' sen't f0e good at playing GAUNTLET for the cam:-

uffad it at the hands of o hast of ghosts!

with intruders. Generators located
in'the mazes continually produce
dezens of deadly denizens —
unless they are quickly destroyed.
Characlers can either shoot the
engmy or enter inte hand-to-hand
combat, which  usually scores
more points — at the expense of
the Iass of more energy. Hordes of
apponents. fend to  congregate
together in sections of the maze,
just waiting for you to turn a corner
or destroy a wall sothey can getat
o

Ghosts are the most common
opponents and hit a character
once, drain some energy and then
disappear: hand-to-hand fighting
is pointless with spooks. Lobbers
are sneaky fellows, throwing rocks
and other heavy items over the
maze walls, Demons spray fire-
balls which sap energy wvery
rapidly. Grunts are armed with
heawvy clubs and run up to your
character biffing away repeatedly.
Sorcerers use their magic 1o
defeat you, making themselves
ternporarily invisible and immune
to your shots. Death isthe tough-
est guardian of them all and can
only be defeated by use of magic
— the best approach is toavoid him
altogether.

Food and drink (some of which
IS poisoned) can be collected to
restore health and boost your
score. Petions found in the mazes
have a range of effects — some act
as 'smarl bombs’, while special
potions confer additional fighting

“Hey wow! The biggest
hit that | never saw

systems, it's hardly surpris-
ing that Gauntlet has got
one; it must be one of the
biggest about. If
you're only likely to play it
on your own, then think
before you splash out, but
in two-player mode it's
hard to stay away from.
Well done usaoLp.

MIKE

or shooting ability, increase your
characters speed or Improve
magic power. All the collectable
objects are picked up by walking
over them, although potions can
be shot, in which case their ‘'smart
bomb’ effect is reduced.

Points are awarded for each

denizen despatched and for col-
lecting objects. Every so often a
bonus treasure room is enceun-
tered where the aim is to gather up
all the treasure and escape before
a fime limit expires. Transporter
pads appear on some levels, and
stepping on one movas the player
to another pad on the screen. Asin
the original game, some of the

walls can be destroyed by
repeated shots, while stepping an
a trap makes a section of wall dis-
appear.

‘Control keys: player 1/
player 2 — 1/8 Up, G/l Down,
/K Left, DiL Right, Z/M Fire;
SAPS/SPACE Use! 3
Joystick: Kempstol
Interface 2 .
Use of colour: adaquate
Graphics: inevitably, a bit
small
Sound: unremarkable
Skill levels: one ;
Screens: 512 scrolling levels
General rating: This conver-
sion is let down a little by the
graphics and sound, but the
gameplay more than makes
up for such deficiencies

Presentation 80%
Graphics TT%
Playability 94%
Addictive qualities 94%
Value formoney  91%
Overall 92%
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ALIENS

Producer: Electric Dreams
Retail Price: £9.99

ark Eyles, designer of
M Back To The Future, is

behind this game-of-
the-filrm.

Back on Earth after forty years
floating in space, Ripleyis homified
to find that the planet where she
discovered the Aliensis now being
colonised. No-one believes her
gruesome story until contact is lost
with the colonists . . . Grudgingly,
she agrees to accompany a group
of highly trained Space Marines on
A rescue mission.

You direct that mission from the
safety of the Mobile Tactical Oper-
ations Bay (MTOB), and are in
command of Ripley, four Space
Marines and an android. The
action is viewed on a video display

Author: Pennsoft and Soft Machine

our when an Alien is attacking. The
number of the room cum
occupied is also given on eac
individual’s display panel.

A press of the appropriate key
gives control of a character,
whereupon their portrait appears
in the central control window. A
big-functions trace and a bar indi-
cating the character's remaining
Smart Gun ammunition also
appear. The control window
includes a counter that tots up the
points collected for killing Aliens.

Characters can be moved

around the complex, room by
room, by using the doors — move
the gunsight over a doorway and
press fire to pass through. id
movement can be made by

warning alarm sounds. Thera are
only a few moments in which to
blast the monster before it realises
someone is there and zooms in for
the kill. if the Alien isn't eliminated,
it dashes up to the viewscreen and
the signal goes dead as it kills your
soldier.

. Ifone of the team membears who
is not currently under your direct
control meets up with an Alien, the
appropriate status bar tumns yel-
low. If a rescue mission isn't exe-
cuted rapidly, you lose the trapped
team member. Aliens may also
capture one of the humans and

DUNUDOUUUDOnUT

IONOORooouoon

might sawve his life!

ﬁm\era(ad by the camera on the
elmet of the character currently
baing controfled. You can move
the sights of the Smart Gun held
by the human, either to target the
weapon or search the cument
location — the video camera fol-
lows the gunsight.

As well as the main video dis-
play, the control console also
includes a panel for each of the six
team members. These individual
displays include a bar read-out
that monitors the life status and
stamina of the explorer — as a
character gets near to exhaustion
the bar flashes, and it changes col-

18 CRASH February 1987

An Alien is heading straight for Qorman — quick shooting
[

requesting the character being
commanded to move North,
South, East or West, and he ar she
can move up to nine rooms in any
ofthese directions. As soon asyou
switch control to another team
member, your multi-room move-
ment order is executed — providi
the character you have sent o
doasn't encounter an Alien, find
the way blocked by a pool of acid
dblood or come up against a locked
oor ... .

As the team moves through the
complex, Aliens start to come out
of hiding. When a character enters
a room where there's an Alien, a

begin impregnating their victim —
again a rescue mNI‘sgsiGn is needed
if & life is to be saved,

Ultimately, the aim is to enter the
room where the Alien Queen lays
her eggs and wreak mayhem.
Don't expect the Alien hordes to
ignore your presence, though . . .

| crmeism |

®" This has to be the best
game-of-the-film to date: it
really has captured the spirit of
the movie. | found it scary to play
- quite often when | was faced
with an Alien | actuaily started to
sweat. The strategy element of

Ripley prepares to leave afier blasting anothier evil creature
toa heap of acidic slime . ..

the game isn't much fun, but
when coupled with the horrid
slimy Aliens which crop up atthe
most unexpected times, the
rntl';a T‘ . mnl‘:wsell' ple:;}nd-
. | can see g
this either until I've completed it
or until | admit defeat - it is just
very compelling. Go buy it, you
won't regret it.
BEN

@" | was really amazed when |
sfarfed’ m&gflﬁyﬁiﬁns. To be hon-
est, t that it was going to
be a bit tacky — but ELECTRIC
DREAMS have a really good
Job. The only way to play this is late
at m‘%r with all the lights off, and
the extramaly to you.
Basically it's just another 'stomp
around the " type of gams -
but it has got loads of extra fea-
tures to bring it alive, Well worth a

PAUL

@' Aliens is a very good game.
Doubtiess it will gain a lot of sales
from the film tie-in, but even in its
own right it's well worth p!ar.;ing.
The graphics are very neat with the
Aliens suitably represented. Bear-
ing in mind the fact that the film is
classed as being a horror, | think it
could have been more atmos-
pheric (a somewhat difficult prop-
osition on the Spectrum!). The title
tune is fair, and overall, Aliensis a
very playable game, | didn't find it
tsrribry addictive, but other than
that, I've no complaints. "

MIKE
Control keys: 7 Up, 6 Down, Sleft,
& Right, O Fire; R Ripley, G Gor-
man, H Hicks, | Bishop, VVasquez,
B Burke; N north, S south, E east,
W west
Joystick: Kempston, Cursor,

Interface 2
Use of colour: monochrome play

area

Graphics: detailed, with neat
Aliens

Sound: good tune at the begin-

ning with spot effects throughout
Skill levels: one

Screens: 255
General rating: A good attempt at
capturing the action and atmos-
phere of the film
A quaitios  £1%
o qualites  81%
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TERRA CRESTA

Producer: Imagine
Retail Price: £7.95
Author: Jonathan Smith

sion, Terra Cresta, casts you as
the pilot of a Terra Crasta fighter
- a futuristic spaceship capable of
great destruction. Your mission is
o destroy the alien fighters and
ground  installations  which
threaten your people. A planet’s
surface scrolls beneath the Terra
Cresta as alien forces launch
head-on attacks, and constantly
double back to strike from behind.
Armed with super lasers, you blast
and shoot everything in sight.

The aliens fire rockets and mis-
siles at your ship and they may be
either air-fo-air or ground based.
Constant evasion is required as
the missiles are equipped with a
homing device. Also, alien craftare
not confined to set flight patterns,
and appear at random from all
sides of the screen,

Numbered silos appear on the
ground. Destroying one of them
garms you extra parts of weapons
for your fighter. These extra pieces
of equipment are fitted to your
craft by positioning it below the
component as it is blown from a
sile. Once the craft has been
upgraded it is possible to enter
Formation Mode, when the com-
ponent modules separate and
increase fire power: the Terra

IMA.GJNE'E latest coin-op conver-

Cresta can then fire arcs of laser
energy rather than single bolts.

As the game progresses and
more and more extras are bolted
onto your ship, so firspower
increases until finallyitturnsinto a
massiva blasting machine, equip-
ped to take on the ultimate robotic
oppenent which appears at the
end of the landscape.

Extra points can be scored by
kiling the dinosaurs that romp
around on the ground, and in true
arcade style the left-hand portion
of the screen contains a high-
score to beat. Your three lives are
represented by pictures of ducks.
If an alien scores a hit on the Terra
Cresta a life is lost unless an add-
on has been collected from a num-
bered silo, in which case the extra
equipment is forfeited.

@ “l feel that this is the most
successful of the many verti-
cally-scrolling shoot 'em ups
that we've seen over the lastfew
months. Despite the tiny playing
area and the high level of diffi-
culty, | really enjoyed playing
this for the short time that | had
with it. There is little similarity
between this and the arcade

The Terra Cresta fighter blasts its way through the waves of
ancoming alien craft

Cam continues to do battie as a silo appears on screen

original — okay, so the same
enemy must be overcome, but
the layout isn't similar at all.
Having said that, the game plays
very well in its own right. I'd
recommend this - it doesnt
rTaIbellocﬂ( much but it is well
piayabie.

BEN

@ "'This game is virtually identical
fo uUs GoLD's Xevious, with the
major difference that this is much
miore fun to play. Colour has been
uséd effectively to depict the many
different types of terrain, and the
sound effects and music are
excellent. The gameapiay fs very
fast, and a lot of concentration is
needed while dodging missiles.

The anly thing that | don't like is
that one misiake sends you
straight back to the beginning —
very frustrating. This is amongst
the best shoot 'em ups that ['ve
played on the Spectrum, although
a two-player option  would
improva it."

PAUL

® "Shoot 'em ups often rank
among my favourite games, and
Terra Cresta is no exception.
Though the graphics are tiny, the
scrolling is amazingly smoath and
the whole game is very playable.
in the playability stakes, Terra
Cresta is very well.catered for. It's
well presented, both in the pac-
kaging and on screen, and it's
things like this which goa long way
towards making a game good
value for money. | don't know
about the accuracy of the conver-
sion, but if you fancy a sli%hﬂy
unoriginal and expensive shoot
'em up - that's quite a lot of fun —
Terra Cresta's your game. "’

Control keys: definable — up,
down, left, right, fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: unremarkable but
effective

Graphics: fairly good with neat
backgrounds

Sound: possibly the game's best
feature

Skill levels: one

Screens: vertically scrolling play
arga

General rating: A slick, enjoyable
shoot 'em up

Presentation 88%
Graphics 75%
Playability 84%
Addictive qualities  82%
Value for money 76%
Overall 81%
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ELEVATOR ACTION

Producer: Quicksilva
Retail Price: £8.95
Author: Binary Design

ecret agent Otto has

received his orders, Ahead

of him lies a mission of the
utmost importance to national
security. Enemy scientists have
developad their most deadly
weapon to date, and the ptans are
being heid at a high-security skys-
craper on the other side of border.
Otto has been given the task of
penetrating this idinﬁ, nabbing
the plans and making his way to
the ground floor for a quick geta-

waay,

Ié(roceedings begin with a short
animated sequence showing Otto
making a daring rooftop landing
before he enters a lift that takes
him down to the top floor. From
here on he's under your control.

Unfortunately for Otto, the plans
have been scattered throughout
the building and are only fo be
found behind red doors. His basic
aim is to open these doors, collect
the pleces that make up the plans,
and then go down to the waiting
caron street level. It is impossible
for Otio to leave the building
before he's collectad the entire set
— attempt to do so and he finds
himself back in the middle of the
building. 3

The skyscraper's floors (which
widen towards the bottom) are
inter-connected by a system of
elevators and escalators.
Elevators cannot move unless

i

oty sl
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occupied, and are activated by
pressing the required direction
control. Escalators are operated
by standing next to them, and
again pressing up or down. Simi-
farly red doors are opened by
standing next to their handle, and
prassing down.

Enemy guards are searching the
building for Otto, and they have
orders to shoot on sight. Otto can
defend himself, and is armed with
the latest in automatic pistols.
Being 2 top agent. he is also
trained in the martial arts and is
can kick the guards to death. To
dodge the oncoming bullets, Otto
can ieap into the air or lie flat on the
fioor. These skills are not that vital
at first, but come in handy in the
later levels when the guards gain
the ability to duck and fire low, A
trick Otto has learned from experi-
enceis to shoot the lights out when
he is in trouble. This can only be
done while uging the elevator, as
the lampshades hug the ceilings
and cannot be reached by jump-

ng.

?Nhan all the plans are collectad,
it's time to rush down to the wait-
ing car for a quick getaway — that
is, to the next and harderlevel , . .

@ I wonder if elevator games
will take off on the Spectrum. |
hope they don't if this is the best

Otio has an 'uplifiing” experience

e ] D

Ducking low, Otto avoids the trenchzoated enemy agents

that the companies can offer.
The gameplay is generally slow
and quite infuriating, so |
couldn’t play it for long before
pulling the plug. The graphics
would be alright by themselves
but the use of colour is sloppy
and messes up the whole
screen. The sound is below
average: there are no tunes and
the ef are minimal. All in all
I'd stay away from this one.
There are good arcade conver-
sions around already and most
of them are taken from better
originals."

¥ BEN

® “lnitially | was attracted to
Elevator Action as it has good
gmpm'cs and fs quite fun to play —
ut the game doesn't contain any-

thing that Is in the slightest bit

addictive. The animation is well up
to scratch, even though the men
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move in a peculiar fashion. | liked
the idea of moving up and down
the building, and irying to trap
people on top of the elevator. Slid-
ing up and down the stairs was
also fun, but the slight appeal of all
these little features soon wore off.
This is easy to get into, but con-
tains little to keep one addicted for
leng, and thus is a bit too expen-

sive. "
PAUL

® ‘“Despite the very simple
scenario and game idea, Elevator
Action should win awards for
addictiveness. Moving pp and
down lifts and shooting baddies as
You go is one of the most typical
game bases around, but the
implemientation is excellent. Nome
of the elements which make it so
good are immediately apparent —
the graphics are comparativel
poor and the sound is minimal.
problems however are more
than compensated for by the
incredible gameplay. It's wall
worth looking at.”
MIKE

Control keys: Q up, A down, O

left, P right, SYM SHIFT Fire

Joystick: Kempston, Cursor,

Interface 2

Use of colour: a bit garish with

some clash and attribute prob-

lemis

Graphics: clearly defined charac-

ters, but slightly jerky scrolling
nd: a few spot effects

Skill levels: one

Screens: sight buildings

General rating: A well presented

game, though possibly lacking in

addictive qualities
Presentation 78%
Ny a9
e i
Overall e stin T2%
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IT°’S A KNOCKOUT

Producer: Ocean
Retail Price: £7.95
Author: Keith A Purkiss

ix European countries com-

pete in the wacky events

that make up /t's a Knock-
out, the TV show that was all the
rage years ago. Now ocean bring a
taste of the action to your compu-
ter screen in ancther TV tie-in.

Teams play against one another
in five events and the computer
calls on each country in turmn to
compete against the clock - a
horizontal bar in the status area
shows the time remaining in the
current game. The computer acts
as ‘master of ceremonies’, updat-
ing the scoreboard as necessary,
calling teams into the arena to
atternpt events, and playing for
countries that have not been allo-
cated te a bhuman player. A
marathen game is played by all the
countries and the computer
chooses when a ieam should
compete in this sixth event.

Fun with food initiates the can-
test in Flying Flans, played in a
room divided by a wall. The com-
puter controls a pair of flan-fiin-
gers who use a see-saw on the left
of the screen to propel flans into
the air. You control a waiter on the
pther side of the wall and the aim
18 o catch the arborne puds by
moving the waiter so thiey land on
his tray. As flans are dropped, the
floor gets slippery and the waiter
starts to lose his?:}oting.

Then it's from the dining room to

won't half mak

the desert for Hadem Hoppers.
Balls are rolled down a camel's
back zooming owver the hump
before shooting into the air as they
leave the camel's tail: The contes-
tant has to run and catch the balls,
but is‘attached o a strong piece of
elastic anchored to the left of the
screen which restricts movement.
To make life a little more awkward,
the ground had been well greased.
embers of your team are all at
sea for Titamic Drop. They are
standing on the bow of a ship and
take it in turns to use a pulley and
slide down an angled rope. To
score points they must let go of
the rope at the right moment and
land in the middle of one of four
rubber rings floating in the water.

Diet. of Worms sees your
character dressed in a chicken
suit, romping arcund-a green figld
pecking at worms that pesek
through the grass. Worms must be
collected and placedin a container
at the foot of the screen.

The final event places you in
competition with a computer con-
trolled runner on a split-screen
horizontally-scroling  obstacle
course. Walls, water troughs and
giant rolling balls have to be
negotiated and speed kept up by
frantic key pounding or joystick
waggling.

In the marathon, Bronte Bash,
YOou are a crane operaior control-
ling a ton weight which moves
hiorizontally along the sky abovea
row of trapdoors. The weight is
dropped by prassing and holding
fire, and every s0 often a dinosaur

teh the fians fiying through the air on the tray. If you miss,
mess. He=he=he

Anotherone of those good old games all aboui people getting
horribly wet. Ho—ho—ho

pops his head out of a trapdoor
selected at random. The idea is to
bop the monster on the head
before it disappears. As the game
prograsses the dinosaurs get can-
nigr, remaining above ground for
shorter and shorter periods of
tirme.

® "This really is the pits. The
ameplay is about as compel-
ling as watching paint dry. The
graphics are awful: there’'s lots
of colour clash and the charac-
ters are badly drawn and apal-
lingly animated, The sound is
also below average - there are
no tunes and the effects are
dodgy. I'd keep well away from
this if | was you. Nobody
deserves to waste their money

on dross like this.”
BEN

® ‘'Thank goodness OCEAN
haven't made a complete hash of
this .game — but it still isn’t that
good. | recken the graphics are

NS

fairly well done —each screen con-
tains loads of colgur. At least the
evenis are like the stupid things
that happened in that awful TV
programme. The sound is very
poor, and doesn't add any atmos-
phere — where's Stuart Hall's idio-
fic cackhng? | feel that the game is
too shortto be any fun playing, and
the events don't involve much
wark to get any kind of score. It's
a Knockout may appeal to the
younger market, but most peopls
will find it very shallow and bor-
fag." )
PAUL

@ “Well, Games without Frontiers
(Jeux Sans Frontiers) by Peter
Gabriel is definitely the song to
play this to. There are majlg\; differ-
ences between record, prog-
ramme, and game. The record is
superb. The programre was
bearable. The game is dire: The
feel of the game is decidedly
dodgy — it doesn't respond to the
controls consistently, and when
you add it all up there's not much
depth to lt's A Knockout. OcEAN'S
effort is pretty grim — and | can't
understand why the company that
managed fo turn out decent simu-
lations  like the two Daley
Thompson games should produce
this. "

MIKE

Control keys: O-P up; A-ENTER
down; CAPS, C, N left; Z, WV, M
right; X, B, SYM SHIFT fire
Joystick: Kempston,

Interface 2

Use of colour: a bit garish
Graphics: weak animation; unin-
spired

Sound: blippy spot effects

Skill levels: one

Screens: seven

General rating: A poor multi-
gvent game —ocean would have
done better to have applied some
of the skills that lay behind the
Daley Thompson games

Presentation 71%
Graphics 43%

ity 38%
Value for money %&
Overall 39%




DONKEY KONG

Producer: Ocean
Retail Price: £7.95
Author: Sentient Software

ome three years after the

first Kong games appeared,

and after two attempts at
Kong games themselves OCEAN
have now released an officially
licensed version of the NINTENDD
arcade:game Donkey Kong.

A damsel is in extreme distress
- she's been captured by a mad
gorlla who has scurried into a
partly completed building with her.
Enter Maric the carpenter, rescuer
of fair damsels. Mario has to make
his way up four sections of the
building, using ladders, rampsand
lifts - while the enraged monkey
rains missiles down on his head.

Mario earns points in several
ways. Leaping over the missiles
Kong hurls at him adds to the
score, and jumping several mis-
siles at onceis particularly reward-
ing. Hammers can be coliected
which allow the hero to stop jump-
ing and start pulversing projec-
tiles for extra paoints — but their
power anly lasts for a while. Some
objects can be collected, and yeild
points when Mario picks them up.
Finally, 2 bonus meter at the top of
the screen ticks down as Mario
dallies on the way, and the points
remaining on the clock when a
sheet i3 completed are added to
the averall score.

Kong's stock of weapons never
runs out, The objects he hurls all
obey the laws of gravity, bouncing
along the platforms and skittering
down ladders. If Mario touches a
missile he loses one of his three

-

lives. Care has to be taken when
using ladders or leaping a trundl-
ing projectile as Mario cantouch a
missile maving along a higher plat-
form while avoiding another on the
current platform. To make matters
more complicated for the heroic
carpenter, semi-intelligent  fire-
balls move around the screen
oblivious to the calls of gravity —
they can move left and right and
upand down ladders.

On the first screen Mario has to
contend with rolling barrels, onthe
second he is faced with deadly
pies and conveyor belts while lifts
and bouncing nasties appear on
the third sheet. Inthe final confron-
tation with Kong on the fourth
screen, Mario has to dodge ram-
pant fireballs while removing rivets
from the network of girders. When
the rivets are removed the insane
monkey falls and Mario gets the
girl . . . until Korig recovers and
the whole process starts over
again!

@ ''So why are ocean releasing a
conversion from an arcade
machine that’s as old as the hills
~ and wasn't really much good
in its day? The thing that really
confuses me is that they've
done a Kong lookalike already,
weird! The game is without a
doubt the best Kong game

Donkey Kong carries the hapless heroine up the scaffolding

to his pearch on level one

around, but that's not really say-
ing much. The gameplay is a lit-
tle more difficult than on the
arcade machine, but it’s not very
compelling so | couldn't really
be bothered to compiete it. The
graphics and sound are about
average for this type of game:
nothing remarkable. On the
whole | feel that this would be
better as a budget game, oreven
as a freebie on the back of one
of ocean's better titles, but not
as a full-price game."”

BEN

@ ''Bit late folks! Is this a licence
that ocean haven't used, or do
they really think that this will set
the software industry alight? |

Mario climbs to the third girder on his way up level cne

-
ko
i
e
-
R
g
-

b
4

AL

¥
"

'i
N

wasn’t expacting much from this
because the game is very bad and
outdated. The graphics are badly
drawn and move at a very stow
pace. | didn't find anything in Don-
key Kong that made me jump
about with excitemant. It's not the
programmers’ fault that the game
is bad, it is just that oceaN have
released it at least twe years too

iate, ™
PAUL

® “This is strange indeed! How
come OCERN are releasing a game
like Donkey Kong, which is only a
souped-up version of their earlier
Kong? The original was renowned
for its bugs, but this one at least
seems to be free of them — and |
should think =o after all this time!
Why anyona would want a conver-
sion of an arcade machine that's
been around for | don't how many
years is a mystery to me, but then
again, if you'te one of the dedi-
cated followers {there must be one
of you, somewhere!) then this is
about as close as you're geing to
get to the original on the Spec-

trum. '
MIKE

Control keys: redefinable; up,
dawn, left, right, jump

Joystick: Kempston, Cursar,
Interface 2

Use of colour: garish and simple
Graphics: simplistic with
unsophisticated animation
Sound: unremarkable tune and
affects

Skill levels: one

Screens: four

General rating: Acompetent con-
versionof an ancient arcade game

Presentation 82%
Graphics 54%
Playability 53%
Addictive qualities  49%
Value for money 42%
Overall 48%

CRASH February 1987 27




wi

FOOTBALLER
OF THE YEAR

Producer: Gremlin
Graphics

Retail Price: £7.95

Author: The Gremlin Team

tion began life as a design
for a traditional boardgame
offered to GremuUN some while
ago, Now it appears as a compu-
ter-only entertainment. You are
sweet seventeen and wanttobe a
top footballer. At the start of your
career you have £5,000 incash, 10
al cards’ and a pair of reasona-
blytalented feet. Your ultimate aim
is to become Footballer Of The
Year and attend the prestigious
award ceremony.
The first decision you make is
which Division to play in — there
are five skill levels available, rep-

T his football strategy/simula-

but it costs money fo attract the
attention of a scout — and a trans-
fer request isn't always success-
ful. Prices range from just £2,000
to £10,000 a go. A question mark
icon conceals ‘Incident Cards’,
which cost £200 a time and oper-
ate rather like "Chance’ cards in a
game of Monopoly — money can
be wen or lost, transfers obtained
and extra gﬂal cards collected bx
buying a of luck {which isn
always goo

If thmgs are going very badly,
and the proverbial parrot looks so
unwell that recovery is unlikely, the
game can be abandoned by
selecting the 'injured player’ icon.
There's also the facility to save a
game to tape, via the tape icon, if
building a career looks likely to
span several long sessions.

Theicon in the centra of the con-
trol screen—a football boot - leads

Weill Brian, ljust stuck me boot out and there it was, in the back

resented by the four English Divi-
sions and an international Super
League, Goal cards are more
expensive in the higher Divisions,
and as they are traded for shots at
goal, the number of goal cards you
can afford has a bearing on your
performance as a player.

The game is icon-driven from
the main control menu. Accessing
the globe icon reveals the perfor-
mance of the team that is paying
your wages - the number of goals
scored, the team’s morale and
progress in the various competi-
tions are revealed. The footballer
icon leads to the on the
player's personal achievements:
status points, the league played in
and weekly earnings are shown en
bar charts. A general rating is also
given which summarises the foot-
baller's overall skill level. An icon
in the form of a scroll enables the
player to attempt to gain atransfer,
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to the football pitch. Selecting it

reveals the player's financial
reserves and offers the chance to
buy further Goal Cards. The com-
puter chooses the match to be
played, and decides the number
of shots at goal which the star will
get if a Goal Card is cashed in —
one, two or three shots are allowed
and part of the strategy of the
&0 e lies in using the availabls
al Cards to best effect.

A mini arcade sequence follows
in which the player gets to shoot at

the goalmouth after positioning
the ball. Sometimes a couple of
defenders romp towards the ball,
and if a shotisn’t taken before they
tackle the opportunity is lost. The
goalie does his best to save each
shot, and once the attempts at
goal are over the match ends and
a teleprinter types up the result
before control returns to the main
icon screen.

From time to time, random
events (taken from the selection of
incident cards) affect the player's
career. As the would-be footbal-
ling star improves his skills and
eams more money, the financial
impact of injuries and other misfor-
tunes is increased — but appear-
ance fees and racecourse win-
nings increase too.

arly in the game, the player has
to choose an international side to
play for, and once skill levels have
been built up the star footballer is
called upon to represent the cho-
sén  country in intemational
friendlies — all useful goal-scoring
opportunities that might influence
the judges at the end of the year!

When the season ends, a report
on progress is prepared and
teams may be promoted or rele-
gated. Talented players mayfinda
transfer deal... Finally, the
shortlist of candidates for the ulti-
mate accolade is presented and
the judges sit in decision . .
Could you become Footballer Of
The Year?

@ This isn't a bad little game at
all. Okay, so perhaps it won't
appeal to your out-and-out
arcade freak, but it certainly
isn't dull. Graphically there is
nothing here that is eyebrow-
raising, but all in all it's quite
neat. lcons, charts and the like
are- all well drawn, and the
arcade sequence is adequate.
The sound is dull - a tunette at
the start and a few minimal
effectsareall you get. Idon’'tses

If playing this forever, but
it'll certainly me amused
for a couple of lunchtimes. "’H

@ " What a sirange game GREMLIN
have come up with here. | can't
say that I've seen anything quite
like it befors, afthough it's similar
to Football Manager - without
requiring the same thought (if you
see what | mean). It is sasy to see

past the smart exterior of Footbal-
ler Of The Year —it's really just a ot
of cute little sections, none of
which are amazingly good or
dominant. My favourite section is
when you get the chance to shoot
at goal - but | soon found even this
a [ittls too easy. This is a nice idea
but whether you'll find yourself
playing it again and again is a diffa-
rent matter — | found it started to
get tedious after a while. " AL

@ This game has some nice
screens with colour used well,
especially on the menu. The foot-
ball sequence is not very good -
the goalie has not been animated
very well and the defenders move
in very bad diagonals. The arcade
section doesn't require a lot of
skill. There’s a large element of
chance as well as strategy, and
skill is needed when it comes to
juggling with all the variables and
coping with financial decisions.
The presentation falls down a bit:
screen messa?essometlmesfrash
up too quickly to read and the
computer bieeps at odd times.
Maybe this game will only appeal
to the real football fanatic.

MIKE

Control keys: Q left, Wright, Pup,
L down, SPACE fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: colourful icons, lit-
tle elsewhere

Graphics: nothing special
Sound: mediocre

Skill levels: five

Screens: seven

General rating: Reasonably good
fun, but a little oo easy

Presentation 69%
Value for money 69%

The main icon-controlled menu screen, where
to become FOOTBALLER OF THE YEAR begins in
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Launching soon on:

For mail order enquiries please write to:

Spectrum £7.95 NMC Limited, PO Box 67

Amstrad, Commodore tape £8.95 London SWil IBS
Amstrad, Commodore disc £14.95 orcall on 01-228 6730




START THENEW YEAR WITH A CRASH SUB-
SCRIPTION AND COLLECT A COUPLE OF
FIREBIRD GAMES OR A DUSTCOVER TO
KEEP YOUR SPECTRUM SNUG AND COSY

Guru Denise has been working the old magic over the Christmas
break - she’s been slaving away over her hot subscriptions compu-
ter while you've been ov " on Turkey and Mince Pies. She’s
invoked the power of the MYSTICAL SUBSCRIBER NUMBER
once again, and it’s back with a vengeance.

Fancy getting your copies of CRASH before your friends who
have to trudge down to the shops in all weathers? Well, buy a
MYSTICAL SUBSCRIBER NUMBER for £15.00 and Guru I will
make sure you get a copy of CRASH every month for twelve
months. It’'ll come through the post tastefully wrap in a
polythene cover which bears your own PERSONALISED Name
and Address label, and it should save that tedious journey to the
shops every four weeks. Beat your friends to reading CRASH!
Amaze them by saying ‘I got MY copy of CRASH days ago”” when
they start telling you about the games we’ve reviewed in the latest
issue. Save Shoeleather!

And apart from the twelve consecutive copies of CRASH, Denise
will also allow you to pick a couple of the FIREBIRD games that
appear on these pages. She’ll ask Auntie Aggie to send them to you
in their very own Jiffybag the moment she receives your order.
Alternatively, you could opt for a heavy-duty black nylon dustcover
to keep your computer snug, warm and safe from the ravages of
dust, fallout and teastains. It’s emblazoned with a tasteful CRASH
Logo so everyone knows you read THE RIGHT MAGAZINE! The
choice is up to you,

Don’t forget, your MYSTICAL SUBSCRIBER NUMBER
allows you to save money whenever you order goods from CRASH
Mail Order . . . A discount of 50p is given on any item not already
subject to a special offer if you can quote a valid MYSTICAL
SUBSCRIBER NUMBER on the Mail Order form. For
instance, if you bought three that cost more than £20 in total
you'd be eligible for the the usual £1.00 discount, plus an exira
£1.50 Subseriber’s discount — making an overall saving of £2.50!

THE SUBSCRIJ
QUEEN STRIKES

HEARTLAND

o

THE BEST OF

s BEYOND

but not least, you
SHADOW. H
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. Hours of
lie ahead of you . . .




DEAR GURU DENISE

rw-hmmmhuummnﬂndupmuwlmmh
jet you know what | want to do.

D&mmmmmm computer and allocate me
a SUBSC

l’mdmdnmbwrtboﬂ.lmmmeum 50

order for £15.00 (£22.00 for European ) made
payableto “Newsfield Ltd" and would like my new sub-
scription to start from
issue No

lmumtymmwmmmmmmmrmnm
new subscription is to start with Issue 38.

rmnmmdammauascmaﬁnﬂwmm
& very .l'dﬂmwmmmmm.aom
fllodm bits this form and have made outa
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1
1
! [}mmdﬁkemmcmmofnliwﬂnggamu{nmmmlﬁl.
I and one from GROUP B):

GROUP A

GROUP B
OR

'd like a cosy black dustcover for my computer emblazoned with
CRASH logo in stunning blue. I've ringed the name ofthe

computer | own in the list
4BK Rubber keyed 48K PLUS 128K 1za;kmnéus '

| understand that it would be silly to try and cram, two casseties or a
dustcover into the 'anlividua!g addressed palythene wrapper that will

,accompany my first copy of
containing my games that should arrive within 28

my order.
This offer is subject to availability. Send the com-

pleted form to
GURU DENISE, CRASH SUBSCRIPTIONS, PO BOX

10, LUDLOW, SHROPSHIRE, SY8 1DB

PLEASE DEBIT MY VISA/ACCESS ACCOUNT |
| wish to pay by Visa/Access (delete as applicable}

Signature
e ==EN
Please Charge My Account No:

EEAOapEENEEEEEEEE

Mame
Card Holder's Address
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SUPER CYCLE

Producer: US Gold/Epyx
Retail Price: £7.95
Author: lan Weatherburn

uper Cycle is the game
which gives you the chance
to control a finely-tuned
750cc racing machine. In fact you
¢an have your own race track in
our front room, as eevx finally give
%pectrum owners the opportunity
{0 compete in the dangerous sport
of open road racing without
danger to life and limb.

Choose which of the three levels
you want to compete at and wait
with bated breath for the fiag to go
down . .. and you're off. C e
up through the gears until you
reach top speed. Don’t be misled
by the apparent ease of the first
straight — bends appear out of
nowhera.

The objective of the game is to
race the course and complete it
within a specified time limit. Falling
off, crashing or having a blow-out
wastes time. If the course is com-
pleted within the time fimit, then
it's on to the next track. Fail, and
tha game is over and it's time 10
start again.

The screen is split between a
view of the race track and the
Instrument panel of the bike. The
track shows the road, bits of scen-
ery and the other competitors. The
lower half of the display shows the
speedometer, rev counter and
%\:.-:rs. Three lights in the centre of
the display show which gear
you're currently in. Pushing for-
ward on the joystick and pressing
fire changes Up a gear — reverse
the process to change down.

As in a real open road race,
natural hazards have to be con-
tended with. Other riders some-
times get in your way — they must

Ready for the off, the three bikers line up alongside each other

be avoided or tly bumped out
of the way. In |ater levels, ice,
water, oil-slicks and even lamp
posts provide obstacles which
must be negotiated if you're to.get
back to the pits in one piece. Look
out for bonus flags which appear
on the track, fluttering happily in
the wind — hitting one bumps up
the score.

The courses don't folow a
straight line: tortuous bends can
take @ rider by surprise, but to help
out, road signs indicate which way
theroadis toturn next and it's then
up to the rider to react in time to
compensate for the bend.

A high-score table records the

ood scores of the day. Your
rider's score is also displayed en
the dashboard throughout the
game, along with the time remain-
ing until the end of the raca.

If you complete all the courses
on a skili level then a chequered
flag appears against your score —
no-one opens the champagne in
your honour though . . .

@ " | was expecting a really
good game from us GoLD here,
as Super Cycle on the C64 was
absolutely brilliant. Unfortu-
nately it has been badly con-
verted and has lost out consid-
erably. In normal racing games
you can see corners and
bends coming up - in this
there’s an arrow on the side of
the road so you know when to
turn (tacky isn’t it?}). The colli-
sion detection Is abysmal — you
can't go anywhere near the bar-
riers without crashing and if you

Vrrrocooooom! Round the corner at breakneck speed ~ but
Cam’s going to have to go faster still to cailch the twe leaders

time it right you can zoom
straight through the other riders
on the track without even
wobbling. | couldn't recommend
this when there are old bike rac-
ing games around at the
moment for three quid that put it
to shame, "' EH
Bl

@ " Although at first sight this
might seem a well designed game,
it isn't. The collision routines are a
bit iffy, as ara the controls: you can
grash into an obstacle when you
are nowhere near it, (and drive
through other motorbikes) and the

bike stops dead sometimes at the
start of each race. Most of the
races are too easy by far, and the
only way that you get killed is by
falfing aslesp while playing —which
could quite sasily happen. This is
not the best racing that I've
playad, and definitely not the most
realistic, It will sell well, but | don't
think it is worth the money. "
PALL

® " Oh, wow. The Commodore
version (oops, | was told not to
mention that) is probably the best

race game ever written. The Spec-
trum version is bad by compari-
son. In ifs own right it is reasona-
ble, but it's spoilt by lots of bugs
{no gear change round Comers,
being able to wrap around the
screen when cornering, and so on)
and the fact that it is far too sasy to
piay. On the OTHER version, you
could get a very challenging game
on the first level, and run the risk of
getting knocked off. On the Spec-
trum version, | made it easily (ahh,
modesty!) through the first half-
dozen levels (and more) without
falling off once. As far as being
sufficiently realistic to  warrant
ingurance, as the advert claims,
then that is plainly ridiculous,
Overall, Super Cycle comes a long
way behind the best Spectrum
racer, and is not a game | would
recommend. "

MIKE

Control keys: Z left, X right, D
decelerate, R accelerate, 5 Fire
Joystick: Kempston, Cursor,
Interface 2

Use of colour: only two colourson
main part of screen, but good
nevertheless

Graphies: good, well-defined
characters and some good
backgrounds

Souind: littie more than engine
noise

Skill levels: three

Screens: § scrolling tracks
General rating: A disappointingly

poor racing game
Presentation 82%
Graphics 75%
m&ﬂt‘x 64%
ctive qualities  52%
Value for money 61%
Overall 63%
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Producer: The Edge
Retail Price; £7.95
Author: Mike Leaman

hao-Lin's Roadis the official

conversion of the arcade fol-

low-up to Yie Ar Kung Fu.
Yie ArKung Fu I has nothing to do
with xkomnam's sequel to Yie Ar
Kung Fu,

Yie Ar Kung Fu's hero — Lee —
has finally mastered the not-so-
subtle art of 'Chin’s Shao-Lin'.
Having completed his studies, he
hasleftto travel the world in search
of adventure. And what an adven-
ture he has found! Trapped within
a tempie crammed full of hostile
warriors called Triads, he thanks
his shuriken stars that he took the
time to perfect his martial art,
otherwise he really would be in
deep trouble. Using the skills he
has learned over the years, Lee
kicks and cast spells to rid the
temple of his enemies. Only when
this task is completed can he leave
the temple and continue his jour-

ney.
e?he Temple contains platforms
along which Lee's opponents
scamper, doing their best to dis-
e of the intruder. Lee springs
from platform to platform deliver-
ing his punches and kicks, con-
demning his foes to oblivion. A
damage meter at the top of the
screen keeps track of the blows
that Lee takes, flicking from ‘one’
to 'two’, then to ‘three’ and finally
to ‘out'. Being counted ‘out’ costs

our hero one of his three lives.
Apart from being a bit of an
expert with the old "Chin's Shao-
Lin’, Lee can also summon magic
to help him against the enemy. A
magic ball rises from the dead
bodies of Lee's vanquished oppo-
nents - if he manages to catch a
ball, Lee temporarily assumes its

34 CRASH February 1987

Ha so, Lee has discovered power of magic blinding flash. He
really laying imto them now

magical powers and can use it as
a weapon for a while. Magic balls
have different uses — for instance
large balls can be rolled along and
flung out like a yo-yo to tumble the
Triads, knocking them off the plat-
forms to their deaths, while flying
balls of fira can be shot out along
the platform, killing large numbers
of the opposition.

Most of the Trads can be
despatched with one kick or hit,
but on each level there is one Triad
who is super mean. Mere hits and
kicks have no effect on this guy (or
even gal in some of the later
levals!). Lee has to wait until he is
imbued with suitable magic pow-
ers baefore he can kill off the super
baddies. When Lee manages tokill
a Super Triad a large bonus Is
samed.

Ordinary Triads sent to their
doom areworth 200 points apiece,
and destroying other objects (such
as large vases and odd skimmers)
also adds to Lee's scora. In true
arcade style the player's score and
the current high-score are dis-
played at the top of the screen.

® " Shao-Lin's Road is yet
another arcade conversion that
has gone slightly wrong. Okay,
50 | didn't really like the arcade
version, but this does it no jus-
tice at all. The graphics leave a
lot to be desired: the characters
are badly drawn and they tend
to jerk around the screen. Also,
the backgrounds are a bit com-
plex, causing quite a mess when
the characters move around.
The sound isn't at all bad -
there's a lovely tune on the title
screen and a few decent effects

scattered throughout the game.
However, I'd only buy this if | was
reaily desperate for a beat em
up. ”

® ' If this is the follow up toYie Ar
Kung Fu, then what is Yie Ar Kung
Fu ll the follow up to? As with all of
THE EDGE 's products, the graphics
are the first things that strike you.
The characiers are reasonably
sized and instantly recognisable.
The backgrounds are very weil
drawn, although [ thought the sec-
ond stage colour scheme could
have been better. One minor quib-
ble is that when you finish you have
to re-select your contral method.
Despite this, | found Shao-Lin's
Road to be a very playvable follow
up, and I'm sure it should please
‘bash and thump ' fans. "'

PAUL

® ' This is very like Kal Temple,
but the main difference is that you
can almost enjoy playing this one.
The graphics are okay(ish), and the
title tune is passable. However, as
far as playability is concerned it's
a wee bit iffy. From what I've seen

the original version wasn't much
better, but then that's the choice
of THeE epce. | didn't find this game
very playable or very addictive. "

Control keys: definable: up,
down, left, right, fire

Joystick: Kempston, Interface 2
Use of colour: lots of colour clash
Graphics: some good detail
Sound: criental tune at the begin-
ning and spot effects throughout
Skill levels: one

Screens: five

General rating: Official follow up
it may be, but this has turned out
tobe a disappointing sequel to Yie
ArKung Fu :

Presentation 7%
Graphics 69%
Playability . 68%
Addictive qualities 67%
Value for money 66 %
Overali 67%

Lee put oriental boot in to hollible opposition at the start of
level one




YIE AR KUNG FUIlI

Producer: Imagine
Retail Price: £7.95
Author: Julian Hormn

hen macine bought the
licences for a collection
of womami games, they

acquired rights to some MSX titles
which haven't appeared in the
arcades, including Yie Ar Kung Fu
I

The story follows on from where
Yie Ar Kung Fu left off. It is twenty
years since Lee (the original hero)
managed to almost wipe out the
Chop Suey Gang. But as fate
would have it, one member sur-
vived and ma.naged to re-build the
empire of evil. This villain now calls
himself Yie Gah Emperor, and sur-
rounded by his seven warlords
and their refainers, he has spread
his evil ways throughout China.
Following in the great family tradi-
tion, Lee’s son — aptly named Lee
Young — has vowed to overcome
the last member of this nasty gang,
and to wipe out everything that Yie
Gah Emperor has created.

Lee's father has taught him well
in the art of Kung Fu. Lee Young
can perform all manner of moves
inst his opponents, including
high and low kicks. He can also
miove right or left and jurmnp or duck
if necessary, and hurl weapons
collected during his adventure.
Lee Young also has a few tricks
up his sleeve to add to his reper-
toire of Kung Fu moves. When he
destroys & complete formation of
midget attackers he is awarded a
tea leaf. Five of these tea leaves
are enough to make a cup of 00—
Long Tea, whichinjects Lee Young
with a new supply of energy, and
up to three cups of OO-Long tea
can be made and drunk in one
game.

Another useful pick-me-up is
Leg’s Chow Mein Noodle Powaer.
After disposing of an opponent,
Lee can hunt for a bowl of Chow

. defeated

Mein. Having eaten, Lee becomas
temporarily invincible (the border
turns blue to indicate this, and
returns to its original colour when
the effects have worn off).

Lee Young must fight his way
past eight of the Yie Gah
Emperor's aftendants. A three-
screen attack wave of midget nas-
ties precedes a screen containing

vil Warlord who has to be
in un-armed combat
before the next section can be
attempted. Two bars at the top of
the screen ars used to display the
combatants’ energy reserves, or
Ki. Ki is reduced when a blow or
weapon hits home and if the Ki-
meter reaches zero Lee Young
loses one of his three lives — extra
lives are awarded at 20,000 and
50,000 points.

The game can be played by one
or two players. In one-player mode
you compete against the compu-
ter, which assumes the roles of the
Warlords. In competition with a
human opponent, you have to
decide who is to control Lee
Young and who is Egmng to fig
with the Warlords before starlrng a.
three-bout contest.

Anycne for a cup of tea?

[ YIearKungFumstl'mwarst
beat 'em up that I've seen in
ages. Many people will buy it for
its name, but the game behind
the name isn't up to much. The
gameplay is extremely tiresome
and esasy —if you can’t get round
all the levels on your first couple
of goes then I'm afraid it's back
to the Gameschool for you! The

graphics are poor: badly ani-
mated characters and boring
backdrops are all you get. There
is nothing here that I'd pay

Lee Young gets to grips with the Evil Warlord lurking on Stage
10 of YIE AR KUNG FU N

money for. Buy it in haste and
regret at your leisure! " e

@ “ This doesn't deserve to be
iMAGINE 's follow-up fo Yie Ar Kung
Fu. The first game was a chal-
lenge, but this is very boring and
easy to play. it's too easy to get
through and involves no thought
at all. On my first game | got
straa'%ht through to level 10 without
any from any of the bad-
dies! The main character’s anima-
tion is very good, but it seems a bit
wasted as there isn't much else
happening. The use of colour fs
quite good and the ba

add a touch of depth on some
levels. But alas, good colour dogs
not make a good game — pull your-
self togathear IMAGINE.

@ " Yawn! This game is severely
poring. | clocked the scoreline on
my first atternpt. | mean, the origi-
nal was easy, but this is taking
things too far. it strikes me that the
game does not have an accepta-
ble le'tal of difficulty if I'm able to
compiete something ridiculous
like 17 stages at a first attempt. If
magiNE have had this play-tested,
then there's something seriously
wrong with their team; if not —why

not? At the usual IMAGINE price, this
is very poor value for money: Nota
game | would recommend, espe-
cially to people who expected a
good follow up.

MIKE

Control keys: Player One = U up,
M down, K right, H left, L fire;
Player Two — W up, X down, D
right, Aleft, F fire; P pause, ENTER
re-start

Joystick: Kempston, Cursor,
Interface 2

Use of colour: un-subtle
Graphics: poor characters and
scenery, lots of flicker

Sound: occasional spot affects
Skill levels: one

Screens: 32

General rating: A mediocre
attempt at rekindling the beat em
up flame

Presentation 72%
Graphics 66%
Playability 57%
Addictive qualities  46%
Value for money 46%
Overall 48%

simulation — Goal Timas, Buokln-gs. Ingu

These

FOOTBALL MANAGEMENT

«.SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS...

E & J Software offer 3 CLASSIC Football Man:
ment Strategy Games for all soccer emr\usas!s

Eoh of b QUALITY GAMES uses the ful NEW FOR
aviailable Gr -computer and s 1987
PACKED with HUIN FEATURES to make

each game the most REALISTIC of its kind!

PREMIER Il : A COMPREHENSIVE AND EXCITING LEAGUE GAME — Can you handle
all of this? ~ Play All ‘l‘eamslHnmells Away, ;ﬂh Squad Detaiks Al Teams, Tmns{:gMaﬂ:el
that aflows you to buy any player in league’ Your plagw_rs lnmdﬂﬂr leam Maich
Feport, Full T aamandsmsum{:m:m Choose Your Ow s;gm tg, All Otner Teams.
have their own Style, Match [njuries, Match Substitubions, HaIF imeiFull Teme Scores Al
Malches, Named & Recorded Goal Scorers, Full League Table, Fixture List, Taam Morale fall
teams), Transfer Demands, Opposition Select Their Strongest Team, Injury Timea, Financal

ms, Match Aftendances, Bank Loans, 7 Skl Levels, Managers Salary, Change
Player Team Mames, Continuing Seasons, Job Otlers or Dismissal based on your periorn-
anpa, Prntar Option, ‘Save Game and MORE!

EUROPEAN Il : A SUPERB EUROPEAN STYLE COMPETITION — Enj
phere ol European n Gup Ties! — Home & .ﬂ.wu',- Lgs Full Squad Listing, Full alty Shoot:
out [wrth SUDDEN DEATH), 2 Subsﬁl Pre-Match Team s, Full Team And
Substitute Selection, Away Goals Count Double, Exxtra Time, Hail Time & Full Time Scores Al
Tm 7 Skill Levels, leumry Tabile (showing any MATCH BANS), Full Results Ligt, Full
Draw — All Rounds, Printer Opllcﬂ Chan%a PlayerTeam Names, Save Game

EUHOPEAN Il inchudes @ comprehensive T Simulation with these GREAT FEﬁ.
TURES — Match Timer, !\hmad& scardad Gaa! Scorees, Carners, Froe Kicks, Goal Times,
Injuries, Bookngs. Disallowed Goals, Injury Tima, Panzlties, Sendang O and MORE!

* SPECIAL FEATURE — transfer your PREMIER Il winning Side into EUHDPSE;gé};L
BnﬂlﬂmeGﬂEnTgmmsnmbe ar usoorn MO GEMes |
R <

e atmos-

WOHLD CHAMPIONS : A COMPLETE AND ExCI‘FIN(‘ WORLD CUP SIMULATION

Takes you from the first warm up nendlies through the qualitying stages and on to THE
FINALS' - Setect Team From Squad of 25 P . Select Friendty Matches, Full Home &
.Iwuy Fixiures in Qualitying Round, Pra-kMatch #am Mews, 2 Substitutes Allowed, Discipii-
nary Table, Select. Tour nents, Full League Table, Players gain experencaicaps as
compalition pmgmsses Extra Time, Pmultt t-Chul, Quaarter Final Group, Full Random
Diraw, Clsange layerTeam namas, 7 Skill Lavels, Printer Option, Save Gama, Full Resulls
Ligl, Post Match Injury Reporl, WORLD CHAMPIONS Includes a comprehensive fext match
rigs, MNamed Recorded Goal Scorers, Injury Time,
Match Clock, Sendeng Of, Penalties, Comers, Free Kicks, and MORE!

All gamas available for ANY 48K SPECTRUM

Games supplied with fuil instructions @
£6.95 Each inc. PEP Ef £1.00 outside U.K.)

Great value — Any 2 Games Deduct £2.00
FANTASTIC \ML E — All 3 Games Deduct £3.00

games are available by MAIL ORDER ONLY
via our First Class Service. All are avallable for
IMMEDIATE DESPATCH by 1st Class Post
and are securely packed.

From: E & J SOFTWARE, Room 3 , 37 Westmoor Road, ENFIELD,
Middlesex EN3TLE
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ACROJET

Producer: US Gold
Retail Price: £8.95
Author; Microprose

ver wanted to be a stunt
ipilot? Well here's your
chance, courtesy of MICROP-
RosE - the simulator specialists.
Up 'til now, the company's efforts
have been confined to the Com-
modare, but at last — starting with
Acrojet — they've begun the pro-
cess of converting their titles to the
trum.

Acrojet contains ten events
which can be played by one to four
players, and these involve flying a
BDSJ Acrojet around, through,
under and over a series of obsta-
cles. There is also a design-it-
yourself section, where two or
more opponents can design
courses and tasks for each other,
and then judge each other's per-
formances.

The first event, THE PYLON
RACE, consists of racing around
four pylons as quickly as possible,
and then executing a successful
landing. Event two is a SLALOM
race which involves the same four

lons, this time flown in a 'figure
eight’. The next event is the RIB-

N CUT where you use the plane
to break two ribbons suspended
at 150 feet. After that comes the
INVERTED RIBBON CUT - the
same stunt flown with the plane
invertad. Event five is the RIBBON
ROLL: two ribbons are suspended
in a row — the aim is to fly under
one and then executes a complete
roll before going under the next
ribbon. That is followed by the
UNDER RIBBON RACE: this is a
slalom course where three ribbons
have to be flown under in sequ-
ence. The seventh event is an
UNDER RIBBON LOGP: the plane
goes under the ribbon, performs a
loop, passes over the ribbon
inverted, and then descends the
back half of the loop to pass under

the ribbon again. The next event
practices SPOT LANDINGS: the
pilot flies up to 2,000 feet, and then
lands on the runway as close as
possible to 8 marked spaot. This is
followed brl FLAME-OUT LAND-
INGS, which is a similar stunt, per-
formed without the use of engines.
Finally there's the fancy CUBAN
EIGHT: this consists of a half-loop
over one ribbon, followed by a
half-roll, and another half-loop to
gn under another ribbon before
inally finishing with another half-
roll to go under the first ribbon
once maore.

At the beginning, a pilot can
decide on how severe the weather
is going to be, and what perfor-
mance he is likely to get from his
jet. Sluggish performance is help-

| to beginners, but for the experi-
enced pilot, real-time perfor-
mance helps with some of the tric-
kier stunts.

The screen gives a 'behind the
plane’ view of the Acrojet. This
shows the jet's bank and climb, as
well as giving some indication of
height by use of a shadow. The
view can be switched to the sides
or the rear—useful for ﬁninﬁ up the
jet with the runway, or for checking
thatan obstacle has been passed.

An instrument panel below the
main view contains a series of
read-outs. A compass gives your
heading while an altimeter and
vertical velocity indicator indicate
height and show whether the jet is
going up or down. A display shows
the event which the jet is perform-
ing and reveals the obstacles to be
negotiated and the jet's position.
An artificial horizon gives the pilot
an idea of his attitude, and indi-
cators monitor the status of wheel
brakes, air brakes and the under-
carriage as well as revealing the
amount of flaps in use.

The throttle has settings bet-
ween 55 and 110 per cent thrust.
Engine power above 95 per cent

Banking over the runway, it looks as if Ace Lensperson
‘Cameron Pound is about lo siall his plane

FUEL : 947
81:068:11
| F1 UERATHER

: = - = - PP
B - VECURA [ . s L -
In the ribbon-cul event, a crash is imminent

causes the engine to overheat.
The engines fail if they run above
650 degrees for too long, or break
down immaediately if the tempera-
ture rises above 700 degrees.

@ "' | can't really say that Acrojet
appeals to me; then again flight
simuiations usually don't uniess
there is a good bit of blasting
involved. The game is techni-
cally quite good - the plane is
very manoeuvrable, so it is quite
easy to complete the first couple
of events {once you've waded
through the huge instruction
page). The graphics are quite a
step forward for a flight
simulator — you can actually see
your plane on screen. This is
very good as simulators go, but
I'd only recommend it if you are
well into this sort of game.
BEN

® "/ loved Acrojet from the first
time that | picked up the joystick,
The graphics are fairly simple wire-
frame objects, but the way that
they react lo the realistic move-
ments of your plane s vary impres-

sive, The BD5J Acrojet performs
beautifully, and is very responsive
to frantic joystick movements — as
when trying to pull out of loops
without hitting the ground. The
meny options are easy to use and
well presented. | loved Acrojet and
found it very addictive, afthough as
people seem to be wary of flight
simiulators | feel that it may not get
tfi's success ff deserves.

PAUL

® “Acrgjet is a wvery good
simulator. Maybe it doesn't reek of
accuracy, but it sure is playable!
Some (indeed most!) of this type of
game are very boring and unreakis-
tic = or ridiculously accurate and
very unplayable. Acrgfet has a
reasonable share of both type's
problems and advantages. The
graphics are guite good, and the
rear view gives a nicer sense of
flight than the normal cockpit view.
It sounds daft, but there you arel
The amount and variety of tasks
makes this most addictive.
Despite not being very original,
Acrojet is ona of the best flight
simulators so far, "

MIKE

Control keys: & left, 7 right, 8
down, 8 up, 0 fire, Q decrease
thrust, with a range of individual
keys used to access other func-
tions

Joystick: Interface 2

Use of colour: excellent
Graphics: good Sound: minimal
Skill levels: four

Screens: ten events

General rating: An entertaining
flight simulator, competently pro-
duced

Presentation 83%

Graphics 74%

Playability gg
qu.nﬁhau

Value for money 79%

all ! 83%

i

T
=+

|t e Rl e d B L e e E N



Now yuoil can experience
the World’s Greatest Sporting Challenge. - -

.So e mnuehmhmlnﬂlmrra = v Acqined near perlert W0n in Surmneer-Games 07
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R.R.P. £9.95
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Spectrum & Amsirad
available November 20th

Commodore 64
available January 20th

Trade enquiries to Centresoft
on 021 356 3388

Sales dept.,
Castie Lodge, Castle Green,

Taunton, Somerset TAY 4ARB
England

Telaphone [DB23] 54489 & $4019




Spectrum in October, Amstrad in November, Commodore 64 in December. All £9.95
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Another year begins. Quite naturally, people's minds turn to wonder-
ing what it will bring — and the letters | received for this month's

FORUM reflected this speculation. I'm hoping for beiter games, a
rise, and a more impressive crop of runner beans. | might be able to

do something about the beans . . .

TIE-INS LEAD TO STRANGULATION?

Dear Lloyd
Hecently the software industry has
gmltaah‘ into a tightspot. Realising
the difficulty of producing original
games, people have decided to
program games based on films,
which are often very poor, Still
mere of the games we buy today
are arcade conversions. Thesa
games are being made faster than
new arcade machines, so the
licence fees will go up, leaving less
mioney to spend an developing the
game. anies which don’t gat
the rights will ‘decide they'll do
another version, and produce a
similar game Where does: this
leave us? In-a position whera rmost
of the boxes on the shelves con-
tain arcade games, films, comics
and 50 on.
Looking away from all the
%amour you see a different box.
don't recognise the fitle. Oh
well, better look in CRASH. Sur-
prise surprisal it's ac!ually diffe-
rent, and it shows! Effort asbeen
spent on the game, by a pr
merftearn who thought of the idea.

and they have produced an excel-
game in adifferent mould. This
typs of product will nearly always
come from a smaller company.
Ha\nngamd this, all the sales are
inthea’ saenmeﬁim raad the book,
heard the music' and the
ﬁesgﬂmware houses will pursue this
come from the smaller companies,
who do their level best to bring out
which ig different. If more
games and less film
games were brought out, the con-
.Sﬂl“nﬁseﬂfmld probably ehange his

attitude.

S‘men Cluck, Munthorpe,
Middlesbrough

FRoy Glbsonof cawvas /s also

annoyed by licence deals that take
maney a-uay from the program-

ming = his views were
mmefeamreonm
DEsians i the Christmas Special.

Without doubt, there have been
a significant number of poor
games famous

T U\EN TO THE LI‘\*ll [ b4

names — and quite a few are
reviewed this issue. But the fact
remains that a fot of peopis BO buy
tie-ins, and as far as the software
publishers are concemed, spend-
ing money on a licence works.
Sales are boosted, and if it's an
arcade  conversion  thought
doesn't have to go into designing
scenario.

the game, rhemﬂpreducrrsmuoh
And riot all tie-ins are rubbish —

axceflent job. Theras nothing
wmngwlﬁwnw:‘gvmroﬂgmm

%feﬂ?&mmm %ﬁ

ling a on the infay mdbox

and ‘giving away' agamemusf.

uftimately, harm the i dmu:hs
For your well-pla Oads :o

software houses, I've

award you this month's rzo af

saftware.

LM
POKEs DEBATE
CONTINUES
Dear Lioyd

After reading Mark Langley's let-
ter (Issue 35} in which he defends
the publishing of POKEs, | feel |
must contribute to this debate.

This first argument was that if
we didn't print POKEs Hannah
Smith wouldn't have a job. Well, if
we didn’t shoot people gun-mak-
ers would be out of a job but that
doesn’t make it right.

When a quality game is written,
the programmer tries to strike a
balance between the game being
too easy or too difficult to com-
plete. This maans that the player
must come across stages in the

me when it appears impossibie
?a at least nearly impossible) to
progress any further. It is at times
like this when the 'jerk’ Mark refers
to who has just bought a new

ame, will be tempted to use the
KE ha noticed in CRASH. It is
not until he has used the POKE

that he realises the game has
become too Bﬁ and his money
has been wast

Also spare a thought for the
programmer whose game has
been ruined by a POKE because it
is no longer being played the way
he wanted it to ba, I'm sure prog-
rammers care about such things.

| can see that some people
might spend ages stuck in the
same position in a game, and |
think gameplay tips are accepta-
ble in this case because they can
get someone going again without
aJtesir;:? the physics of the prog-
ram. However, | do not think you
should print any POKEs in your
magazine just to sell a few more
copies. Completing a game your-
self beats cheating any day.
Richard Yendall, Lichfield,
Staffs ;

I'm sorry Richard, but it's up to the
individual to decide whether or nat
to use a POKE that is printed. |
doubt that programmers are all
that upset by the POKESs we print
— maybe a prograrmmer or wo
would like to voice opinion?

“ LM

(‘HRI STMAS
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NICE GRAPHICS,

SHP;PVIE AB()UT TH

SOUNDING OFF

Dear Lioyd
I'do not know abaut you, but | think

I am not alone when | say | am sick
and tired of hearing 'Oh | really like
Gaurtlet in the arcade’. | think it is
rather sinister, In fact, thatin many
poils  taken in computer
magazines, one of the more
automatic quaahons like ‘What's
your favourite TV programme’ is
often replaced with the question.
‘What's your favourite Arcade
game’, and I'l name namas:
YOUR SINCLAIR September
issue, feature on arcede conver-
slons; Y5 January issue/Christ-
mas special: Questions asked to
peopla at the October Microfair
("'Oh, | like going down the arcade
and | like playing Gauntiet and so
on.”)
gl s
of a ]
people may ba the sort whio stay in
the Arcade whenhever they can
(usually they say: "Weil there's
nothing better to do is thera?') tis
rather pathetic that some young
pecple can find nothing else to do.
If they spend so much time at
the 'arcade down the road’, you
may wonder where they get all
their money from. I'll leave it up to

CRASH February 1987

you to make your own conclusion
to this . . .

If they are addicted to arcade
gamas, then you can bet thay will
also be addicted to the much more
sinister side of the Amusement
Arcade, that is the flashing lights
and bleaps of the Fruit Machine, |
think magazines should do every-
thing they can do against the
scourge of the arcades, and its
addicts.

| am sure that the reason for this
‘Growth’ s the armrival of the
Arcade Conversion. Many other
people will join me saying that
maost arcade games are very bad
Indeed, and make no contribution
to the advances of garmes technol-
ogy whatsosver {two off the top of
mﬂ !E."?d Kung-Fu Master and

S L&)

Apart from the guality of some
of the eLme conversions, hardly
any arcade conversions are any

ood. Most of the best game ideas
or the Spectrum are made up by
software houses and their games
designers, not giant corporations,
who do not have limits of 48K
RAM, 7 colours and sad sound.
Probably the best games foralong
time have been produced by a

E(;A

Jonathon Brnoker
London

REVIEWS
RIGHT!(ish)

Highgate,

company that has avoided
licences — TELECOMSOFT. Look at
Elite, and more recently, the stun-
Star Glider.
iews of the better arcade
cc_-ﬂmi%nlg onFydsa:gi‘to angw;w-
age gamblers and addicts. By far
the worst culprit is CAVG, with its
almost  grotesque  porirayall
glamorising of arcade games, in 8
ts.pec_ ial arcade game review sec-
ion.
Just as g footnote, | think | am
right in safw'ng the average reader
ines such as CRASH
and C& is 14/15. Magazines
like CEVG convaeniently -forget
that, except in seaside arcades, it
is illegal for e under 16togo
into an arcade. | think you will
agree that arcade addiction
should not be ancouraged any-
where, whether in your new young
psuples magazine or in _ any
arown-up's rnagazlne or publica-
tion. However, coverage of arcade
games only appears in magazines
with readers of 14 or 15 or

mgxns. London

Well, what do other readers feel
about the influence of the arcades
on the Youth of Today?

LM

SOUNDING OFF

Dear Lioyd

I've got something to say which
has on my mind for some
time now. There argé so many
games released which ara very
good. Only one thing often lacks:
the sound. ‘What would ;m
expect from a 48K Spactrum?
hear you say.

Well, if thare are tunes like those
from Ping Pong, and Vectron to
name but two, why can't every
game have such good tunes?

One moment software houses
make excellent tunes, the other
moment it's a lot of crap. Why
can't they keep up their music-
stay lowna 128K and | can't
make tunes like Ping Pong even
with my sound chip.

Pt magrke E:I'G' tham‘Gmw&K
usic' packages for the
machine?

Anyway, I've made a tune/
sound FX Top Ten of my software,
| think that 1, 2, 3 and 4 are very
difficult 1o beat. The rest is nice
and I'm sure there are better ones,
butldon’t have them. Sohereitis.

9 Pyracurse
10 Heavy on ﬂd'lga Magickw“h 5
pes anyone disagres me
Frank Bouts, Hﬁnrnd
At last Spectrum sound comes
into its own with the advent of the
Spectrurn Plus Two. Considsring
the limitations by the
BEEPar, there have been some,
excelient multi-channal simula-
tiens and sound definitely adds to
a game. Maybe we should start &
Sound Chart for peopla to add
their votes to Fi rank 57 e

REAL PLONKERS







SPECTRUM
COMMODORE 64




BONE PICKING

Dear Lioyd
| have a very large bone to pick
with you. Well, it's not all your fault.
But (I'll get straight to the point) for
just 32 more pages in the Christ-
mas CRASH you're charging
£1.95. Well that's what it seems
but it's far too daft. Now, noting
that CRASH contains issug 0 of
LM that is said in the advert to
be free with CRASH Christmas
Special, it seems very very likely
that you are charging people:
1) The normal £1 for CRASH
21 15p extra for 32 pages more
3) BOp for a sc-called ‘free’
magazine.
One and Two are acceptable, but
asfaras|amconcemed CRASHIs
etting a little too expensive.
esides, CHASH is a computer
magazing — it's not ‘a Youth

BEMOANING
MOANER
MOANS

Dear SirfSiress
| feel compelled ta write to you in
the light of recent comments made
in the FORUM along the lines of
‘tell armyone with any complaint
that we don't need their com-
ments'. This kind of philesophy is
warped to say the least, and those
correspondents responsible seem
o be unaware of the fact that a
forum 13 a place for discussion,
and that each individual is entitled
to his or her point of view. What is
mors, the readers whose views
differ from some of the more con-
troversial ideas which appear on
your pages tend only to say " think
that Valente/Connor (remember
him?)/Tony Bridge 5 a bit of a bas-
tard’, and almaost invariably fail to
supporl their comments with any
convincing or logical arguments.

Or perhaps it is the case that this
particular form of moaner doesn’t
have the vocabulary to express
sentiments without resorting to
abuse? | trust that this letter will
find its way into the FORLUM along
with the other (mainly) junk that
normally gets printed, as having a
go ai moaners seems to be a cur-
rently. trendy thing to do. Who
knows?
B Andrews, Chessington,

rey i

've aiways maintained that criti-
cistm, which may be good or bad,
should always be constructive and
supported by some degree of log-
ical comment. Abuse on its own
may be satisfying to hur but
unless it is backed up by some
supporting arguments it is largely
without value.

1" al interested to receive
readers' views on life, computers
and the whole Spectrum world
and do what | can to encourage
debate in these pages:

Junk indeed. You ses, you've
fust failen into your own trap Mr
Andrews!

LM

Magazine, | hope next year's edi- |

tionat Christmas is much cheaper.
Richard Dobbs, Cleethorpes

The CRASH Christmas Special
has become a bit of a tradition —
wea always try to pack it with com-
petitions and special features as
wall as prowviding some form of gift.
We ran inta a liftle bit of criticism
fast year far charging £1.95for 196
pages —our printers can anly cope
with a 196 page magazing —so giv-
ing away anoether 80 pages in the
form of a completely separate
magazine this year seemed like &
good idea.

The increased price is for ane
issue only, but the November and
December lssues are also a bit
larger. Sorry you feit a bit miffed
Richard. What did the rest of you
think about the new magazine that
bears my initials?

OO0

DOUBLEPLUS

HIGH SPEED SERVICE

Dear Lioyd

|-am writing to you, not to complain
but to compliment you on your
excellent postal service.

On Friday the 14th of November,
| received a package fromithe
postman. | hurriedly opened the
package to find it contained a
GRASH hat and T Shit. "What's
this?" | said, ‘I haven't wena com-
petition!’ | apened the letter which
accompanied the package and
read it.

‘Congratulations on being arun-
ner-up in the Adventure Chart fea-
ture in CRASH magazine!' it read.

| rushed upstairs and got out the
past few editions of CRASH. Just
as Ithought, my nama’s natinany
of them. | said sadly, 'Mustbe a
mistake,’.

The following day — the 15th—
my CRASH arrived — Issue 35—
which comes in several days early,
asiam asubscriber. iquickly tore
open the thoughtiully sealed bag
and turned to the chart pages.
There it was: my name. i wasarun-
ner-up!

Sa thank you for the hatand T

Shirt. CRASH is the best Spectrum
Magazine ever as they deliver the
prizes to the competitions before
the magazines verifying the
results!

Brian Neilson, Petersburn,
Airdrie

PS 1 also won the Christmas ques-
tionnaire — the hat you pull the
names out of must like mel!!

One or two competition winners in
the past may not agrae with you
Brian — there have been a few
moments of panic when prizes got
lost on their way to winners or
companies lost lists of winners.
But we've asked Auntie Julie ta
take overas Competitions Secret-
anrand she spends all her time
chasing pecple up, solving prob-
lems and making sure winners get
their prizes. It looks like she's
excelled herselfin your case. I'll
pass your letter of thanks on to her.
Reading it will probably make &
pleasant change from dealing exc-
lusively with problems . . . 7
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Dear LM

| was recently down at the Newsa-
gent's when | saw a SINCLAIR
USER. | opened it as | was a bit
bored (very bored in fact!) and |
saw a review of a game | had been
waiting for for months. It was
Space Harrier and | saw that it got
a6 star SINCLAIR USER CLAS-
SIC. After seeing this | thought
WOW! and | eagerly sent off for the
gama from ELTE, After a couple of
weeks the game arrived. | quickly
loaded it in to my humble Spec-
trum and | thought this is the best
shoot em up. on the Spectrum: |
Jjust couldn't believe the speed.

A couple of days later CRASH
came through my door, | was just
looking through it and | saw anor-
mal review of what looked like a
normal game but when | looked
closer | saw the words SPACE
HARRIER written on the top of the
page and the general rating: Anear
miss. What are you saying? Thisis

Dear Lioyd
While fiicking through Issue 35 of
CRASH | saw an advert, on page
102 for Yie Ar Kung Fu N from
macing. Carrying on a little further
through the magazine | saw on
page 123 another advert for ' Shao
Lin's Road — The follow up to Yie
Ar Kung FU" from THE EDGE.

Feeling a little confused | turned
back to the first advert and
realised that the sequel to Yie Ar
Kung Fu is being marketed, or at
least advertised by two different
software houses — THE epae and
IMAGINE,

Which Company has konami
given the rights for the follow up to
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the best game out!
Mark Edwards, Redcliffe Bay,
Bristol

One or twa other people, including
Steve Wilcox of ELiTe, thought that
the CRASH reviewars had been a
bit harsh on Space Harrier. The
‘Doc Martened One' has already
taken them to task, but they insist
that their ratings stand. saying that
somehow, there's not that much
of a game there. The promise that
the garne showed when it came in
for = preview somehow didn't
materialise info a game worthy of
a SMASH it seems. Reviews are
always going to be a matter of
Opimon — and we're far from infalli-
ble. Lock at the Match Day con-
troversy for instance.

What do other people thifk
about our ratings for Space Har-
rier? Were the CRASH reviewers
‘wrong'?

LM

KUNG FU KONFUSION!

Yie Ar Kung Fu?
Richard Hawkins, Woking,
Surrey

it's quite straightforward really
Richard, The official licence to pro-
duce a conversion of the arcade
sequel to Yie Ar Kung Fu went to
THE EDGE Who have released Shao
Lin's Road, Shao Lin’s Road was
the sequel to Yie Ar Kung Fu in the
arcades. IMAGINE, on the other
hand, have effectively published
another version of game they pro-
duced under their licence, which
was far the conversion of Yie Ar

Kung Fu. LM

ELMENTARY

Dear Lioyd
Whilst reading Issue No.35, an
alarming thought eame to my
mind. Please reassure me: is the
new magazine ILIMI going to be
another magazine, and nothing
whatsoever to do with CRASH
itself, or is it, {| hope not) going to
replace CRASH? No more CRASH
after Christmas!? Please tell me
these are twodifferent magazines.
CRASH has been going forthree
years now (HAPPY BIRTHDAY),
and we, the readers LOVE this
name as well as what it represents;
it's become a symbol, and we
want to keep it as it is: CRASH,
G Thibaudeau, London

MEANING?

Dear Lloyd You really shouldn't ba
s touchy — or was it just the pras-
sure of the Christmas Special? I'm
referring to my letter vou printed in
the Christmas edition. My com-
ment was just a generalisation
when | said the reviews are 'always
wrong'. If | thought every single
review in every issue was aload of
rubbish —which 1 think you thought
= do you really think | would carry
on getting the magazine?

Your second critical point was
that 1 ‘went on to say that the
reviews were very good.,.' |
never said the reviews ware bad. |
said the REVIEWERS are bad.
There is a difference. The reviews
are very good with detail and com-
ments and plenty of sereen shots
and so on.

| hope you get the idea?

Nick Clemons, Wolston,
War wickshire

Me, touchy? | still don't think you
can maxe a generalisation which
includes the word ‘always’,

As of this month you can start
directing your comments 1o indi-
vidual reviewers — they're admit-
ting to who they are. Maybe you'd
like to take up the issue with indi-
vidual reviewers? »

L

! hope you agree that nothing can
replace CRASH.

Fear not! LM s a completely
separate magazine, put together
by a completely separate team, as
you should have spotted from the
Christmas Special. Well, alright
then, | offer a little help and so do
Ol and Gordon from ‘up in Art’
but otherwise they're on their own
as far as CRASH is concerned. If
you see what | mean . .

In case you need any more
proof, check your newsagents an
28th January. You should find
lssue 1 of LIMI on sale than, a
whole week after this jssug of
CRASH went (or should that be
Qoes?) on sala,

Declan Chell

ar,
College Dublin Shao-lin Club,




—

Dear Lloyd

| am writing this letter to you S0
that you can inform me about your
Rating Headings at the end of the
reviews. The two headings | ask
about are the USE OF COMPU-
TER and GETTING STARTED.

The earliest issue of CRASH |
have is lssue 4 and there it said
somathing like: USE OF COMPU-
TER how good the keyboard pas-
itians are, if they are responsive
atc, but looking in the latest issue
of CRASH (Issus 35}, | notice that
Dr What has definable keys, any
joystick, and they keys are respon-
sive — it gets 41%. Then look at
Uridium — no redefinable keys,
only Kempstcn compatible and
keyboard play .5 not too easy, and
it gets 89% for USE OF COMPU-
TER. Why?

GETTING STARTED: in Issue 4
it says, Are instructions clear, pac-
kaging good, and loading good.
Look at Oblivion — The game
neads hardly any instructions as
the game is basic: one reviewer
says, “The packaging is excel-
lent" and it only get 56%. Another
why?

n & glightly different note, who
are your Software Reviewers? And
why are there still no indications to
who are reviewing the games?
Both ZZAP! and AMTIX tell you, so
WHY DON'T YOU7?

Stephen Coby, Halesworth,
Suffolk

As of this month, we da Stephen.

Ben, Paul and Mike are all ‘sign-
ing’ their reviews. Youll also
notice that the ratings system has
been revamped a little bit - the
GETTING STARTED and USE OF
COMPUTER  ratings  (which
haven't ever been the major con-
siderations when arriving at an
overall rating) are no longer used —
the reviewers decided that PRE-
SENTATION was more relevant
nowadays. They realisad that USE
OF COMPUTER and GETTING
STARTED percentages weren't
being used fo the best effact and
felt that those two ratings were a
bit outdated. In the early days,
when the option to define keys
was unheard of and keyboard
response so vanable, they were
much mere important,

There's a full explanation of the
new way of working somewherg
around Page 14 of this very Issue.

| still maintain that you can
attach teo much importance to
percentages — it's the written criti-
cisms that really tell you about a
game. The percentages are only
there as a quick summary of the
reviewers ' opinions. o

PR —— e e M B

| THE ASSOCIATED EXAMINING BOARD
| for the General Certificate of Education

: January Examination, 1987 - Ordinary Level

| THE SPECTRUM
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i THREE questions are to be attempted
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to any other similar publication.
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| modern society:
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1. The Spectrum is an out-dated machine. Discuss,

2. Write notes on the effect of hype in the software business, paying par-
ticular interest to licensed software AND advertising.

3. Comment on TWO of the following staternents, giving your views;
a) Big business is destroying software creativity

b) POKEs remove all purpose from garmes software

4. Compare the criticism levelied at 3D Games to the lack of criticism
levelled at arcade adventures and platform games.

5. 'Hannah Smith - The only girlie tipster’
How far do you agree with this view?

Withthe aid of a sketch compare the layout and presentation of CRASH

Giving particular examples, write anaccountof the cult status achieved
by Lioyd Mangram and the letters ‘LM, discussing the part they play in

Robert Burgess, Rotherham, South Yorkshire

Answersshould be written legibly inblack or blua ink, or preferably typed
forease of reading. The examiner reserves the right to append cormment
ashefeals appropriate, and would encourage candidates for the LETTER
OF THE MONTH 1o create and answer their own questions. Account will
be taken of initiative, clarity of expression and neatness of handwriting.
Place compieted answersheets in an envalope addressed to LLOYD

LMANGFIAM'SFOHUM. PO BOX 10, LUDLOW, SHROFSHIRE, SY8 1DB.
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CYRUNAA

The name for joysticks

WARNING: — cheap imitations
of our range are available.

Please be careful and insi

St on

our product to ensure full

guarantee of satisfaction.

Contact your nearest computer store ’ ¥

)
for details on full range or clip "ké‘..
the coupon. s
Prices from £8.95 — £69.95 V' R
Euromax Electronics Ltd., ’/ )
FREEPOST Pinfold Lane, 2 e
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For this, the first CRASH COURSE of the New Year, | have
looked at a mixed bag of educational software. Three music
programs landed on my desk, and it is good that this interest-
ing area, enjoyed by both children and adults, is at last being
given the attention it deserves by the publishers. The trio of
programs, ranging from Theory of Music(aformal approach
for those studying for music axams)to the lighter but noless
valuable, Note Invaders and Pazazz, should appeal to a wide
audience both young and old.

The other programs reviewed this month are aimed at the

by Rosetta McLeod

MUSIC TO MY EARS

7-12 age group, and are representative of the increasingly
wide range of software becoming available, From major pub-
lishers like HiLL MacGIBRON to the smaller KEY SOFTWARE {run
by a teacher), the programs cover a whole variety of skills
ranging from teaching punctuation, speiling and fractions,
to developing the more abstract concepts oflogical thought
and problem-solving.

Next month I'll be looking at software from Granada Televi-
sion to accompany their series of programs on The Micro At
Work - DON'T MISS IT!

Producer: Key Software,
33 Hilton Street, Aber-
deen, AB2 3QT

Retail price: £4 cassette,
£5.50 Microdrive

Age range: primary 3 -
secondary remedial
Author: Andy Watson

Copy Cats and Spell Cats form a
pair of programs that can be used
to improve a child’s ability to rec-

ognise and spell common words.
The programs make use of the
Look — Cover — Write — Check
approach advocated by reading
specialists, and the words chosen
lover 200, used singly and in two
and three-word phrases) are taken
from McNally and Murray's Key
Werds, and Edwards and Sum-
mers's The Hundred Most Fre-
quent Words.,

Copy Cats displays a word or
phrase which the child looks at for
as long as is desired. When the

player feals able to spell the word,
pressing SPACE causes the word
to disappear. The correct spelling
must then be typed in. Thers are
six levels of difficulty, ranging from
simple three-letter words to
phrases consisting of three words.
Level One, for instance, contains
words such as 'bad — cat - has —
pig — yes", while Level Six asks
the child to cope with phrases like
“about the house —in the picture —
find that woman".

The aim at each level is for the

Level 5

ell cals
5Pr35$ SPRC

CONGRATULATIONS!

Yousr final ScoOore wWas

Speed 1

OF THARE
EX gontinue

KEY SOFTWARE 1986

“
COPY CATS/SPELL CATS

child to achieve twenfy correct
speliings, but the game ends if
three mistakes are made in a row.
After twenty correct answers the
final score is displayed, and if a
printer is attached the score can
be printed out,

Spell Cats s a similar game, but
this time the word or phrase Is dis-
played for a length of time related
io the speed chosen. If a wrong
answer is given the speed slows
slightly, while correct responses
have the opposite effect. Quite a
high level of competence is
required at the fastestlevel, forcing
the child to absorb the whole pat-
tern of the word or phrase rather
than splitting it up letter by letter.

Copy Cats and Spell Cats are
both attractive little programs, and
because speed and start level can
be varied, they can be used with
children at various levels of com-
petence. Sound can be switched
on and off, though it has to be said
that the level is so quiet (and the
sound itself not particularly
interesting), that it contributes little
to the appeal of the program. Allin
all though, these two programs are
based on sound educational prac-
tice and the accompanying man-
ual clearly lays out the aims and
objectives of the package.

Control keys: all letter keys
Keyboard play: good
Graphics: limited but attractive
Use of colour: sffective
General rating: these programs
have been written by a teacher
with a great deal of experience,
and provide excellent value for
money




FRACTIONS

Producer: Key software,
33 Hilton Street, Aber-
deen, AB2 3QT

Retail price: £4.00 cas-
sette, £5.50 Microdrive
Age range: primary 4 —
secondary remedial
Author: Rod MacAulay

The title may be rather uninspired,
but this program provides a very
effective means of teaching beth
the basic concept of fractions and
the way a fraction is represented
by numbers. There are. actually
three short programs on the tape,
taking the child through the con-
cept step-by-step.

Bits and Pieces begins by using
shapes to demonstrate the idea of
a fraction as part of a whaole. The
screen is laid out with & text win-
dow alongside a fractions window,
and the moving graphics (showing
a whole ball splitting into halves,
quarters and so on) are a visually
effective teaching aid. '
| Tops and Bottoms goes on to
| display this information in terms of
numerators and denominators,
again using shape to demonstrate
the use of numbers to represent
fractions.

The last program, Match Them,
is a nice lithe game which tests the
child on the knowledgs gained in
tha previous programs. The idea is
toichoose the correct fraction from
those displayed to match the pic-
tured shape. There are three levels
of difficulty to choose from, and at
the end of the game a printout of
the score can be obtained.

Fractions is an extremely helpful
tool for teaching an important area
of mathematics, with colour and
large print being used to very good
effect.

Control keys: mainly ENTER and
SPACE

Keyboard play: good

Graphics: very good indeed

Use of colour: bright and
extremely effective

General rating: an appealing
program, very waell structured,
which brings alive the concept of
fractions. Unlike most programs
on this topic, which only reinforce
knowledge already acquired, this
program is a true teaching aid.
Definitely value for money:

PUNCTUATION PETE

Producer: Hill- MacGibbon
Retail price: £9.95

Age range: 7-12

Author: Five Ways
Software

Asateacher, | know how difficult it
can be to teach the conventions of
| punctuation to young children.
| ‘And maost of the drill and practice
programs that I've seen on this
topic have not been particularly
useful. Punctuation Pete however,
is different. Thera are two prog-
rams on the cassette, On one side
is the punctuation program con-
taining a wide variety of paasa_?es
for the child to punctuate. The
menu offers four levels of difficulty
basad on the reading levels of the
passages, then the child has to
choose which type of scribe he is.
The passages aimed at the junior
| 'seribe require full stops and capital
letters; those for the master scribe
need quotation marks, guestion
marks and commas, while, if you
are a super scribe, you have to
insert all the missing punctuation
marks.

An example of a passage at

junior scribe level is; “soon the
train came it was nearly empty
anna got in it was her first journey
away from home ‘your father will
meet you at the station at naira,’
her father said ‘be careful now,
anna don't talk to any strangers’
the train started suddenly™. The
child has to move Punctuation
Pete ‘along the lines stopping at
points where a punctuation mark
I3 missing.

A keyboard overlay placed on
the top row of keys gives the
option to move Pete left, right, up
ar down. Capital letters may also
be inserted and mistakes deleted.
Punctuation marks such as com-
mas, full stops, guotation marks
and question marks are inserted
using the normal keys. When the
child has finished punctuating the
passage, Punctuation Pete
checks it over and moves to any
mistakes he finds, The child has
three chances to correct the error
before the comect answer is given.
When the passage is completely
correct, Pete waves and jumps
about, and another passage can
be attempted.

This is a useful program which

RUN RABBIT RUN

Producer: Hill MacGibbon
Retail price: £6.95

Age range: 5-9 years
Author: Newman College

Aprogramin the Games to Stretch
the Mind series, Run Rabbit Aun
has been designed to promote
thinking skills in young children. It
can be played by one player
against the computer, or by two
players against one another.

You can choose how many rab-
bits you would like {from two to
four), and whether you or the com-
puter should control the fox. The
screen then shows a ten by ten
grid which is the board for the
game. White sguares represent
open ground, blue sguares are
pondg where animals will drown,
green ones are bushes for hiding
in, and there are also burrows
where the rabbits may hide. The
idea is to move the rabbits to their
home burrows before the fox
catches them. Below the grid, you
are told the number of moves that
the animal has left: these are cho-
sen by the computer at random —
four rabbits have between four and
twelve moves, three have between

will motivate children 10 improve
their skills. On the other side of the
tape is Wordfinder, a kind of
thesaurus containing about a
thousand words aimed at
encouraging children to make
links between words, The first
screen lists the categories air,
water, land, how you move and
needs of the traveller under
“Travel' with a downward arrow
beside each. Pressing the down-
ward arrow key takes you onto a
further list of words and phrasesto
do with travel. Some words have
horizontal arrows beside them and
pressing the corresponding arrow
key causes the screen to move
sideways to another page of con-
nections. Again, a keyboard over-
lay is provided, and it also offers
the options of playing anagrams or
hangman.

Anagrams uses words from the
thesaurus and the child has torear-
range the letters to make the cor-
rect word. The player can returnio
the thesaurus at any point to
search for the word, or, by pressing
the Help key, ¢an call the word
onto the screen. Letters not used
in the word to be guessed are

three: and nine moves, and two
have between two and six moves.
The fox always has between three
and eight moves.

The accompanying booklet
describasallthe rules and explains
the keys for moving the animals.
Number keys 1 to B are used,
allowing movement horizontally,
vertically and diagonally. The
game is cerainly wuseful in
encouraging skills of predictive
reasoning, and the children who
tried it out for me thoroughly
enjoyed it — once they understood
the rules!

Control keys: number keys move
the animals; it would have been
easier if a keyboard overlay had
been provided

Keyboard play: responsive
Graphics: simple but good

Use of colour: the black borderis
rather depressing!

General rating: an enjoyable little
program which children will come
back to again and again

shown on the screen as the child
suggests them, which is a very
useful feature. Hangmanis a garne
children love, so they will enjoy this
computer version,

Included in the package is a 18
page booklet with information on
the history of writing, and the ori-
gins of placenames, printing and
communications. There are also a
variety of tasks for the child to
complete, including writing a
dialogue, completing a crossword
and breaking codes. This is an
excellent package, particularly for
use in the classroom.

Control keys: a keyboard overlay
for each program simplifies the
commands

Keyboard play: good g
Graphics: limited to Punctuation
Pete and the Hangman graphics,
but very good

Use of colour: very good
General rating: & very good pac-
kage, with anexcellent booklat giv-
ing ideas for extension work
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Producer: Ted Kirk, 33
Humber Crescent, Sutton
Leach, St Helens, Merse-
yside

Retail price: £5 cassette,
£8 Microdrive

Age range: music stu-
dents, Grade 2to 5

There must be a large number of
peopie, both young and old, study-
ing for music exams throughott
the country. Although there is
software aimed at teaching the
rudiments to young children, this
is thefirst| have seen which covers
the theory of music for all ages.
The set of programs makes little
attempt to teach, but instead con-
fines itself to setting and marking a
whole range of questions on the
foeundation knowledge needed for
the Associated Board examina-
tions from Grade 2 to Grade 5.

Program one contains three
options — Key Signatures and Tonic
Triads, Scales, and Intervais. The
first of these covers grades 3, 4
and 5, while the other two aiso
offer grade 2. If the pupil does not
give'the correct answer to a ques-
tion, the computer simply states
that the answer was wrong and
doesnt show the correct
response. It ispossible for the user
to escape from a question and
move on or return to the menu at
any time.

The second program on Time
Signatures/Bar Lines and Rests is
maore suitable for higher than lower
grades, as a reasonable command
of rhythm is needed. The accom-
panying booklet apologises for the
fact thatin tha first part of the prog-
ram the eomputer's checking can
be rather slow, but explains that
the longer the process takes, the
more likely you are to be right! A
straightforward =~ multiple-choice
guiz is contained in Program Four
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TO GRADE 5

— a dictionary of the musical terms
tested is included in the bookiet.
The quiz offers guestions on a
range of options — Expression,
Tempo; Dynamics, Little Words,
Performance, and Various Others
— 50 if you don't know your Rallen-
tando from your Pocchetting; this
is the program for you!

The final program is aimed at
Grade 5 students who, for the
exam, have to write a chord laid
out on two staves, | particularly
liked the errar statements which
appear in this program, including
" This is not going to be right: Let's
have a fresh start"”, and " You are
muddling me up: Let's try again'!
To my untrained ear, it seemed that
the Spectrum’s sound capabilities
were well used, but Ted Kirk does
comment in the booklet that the
“simulation of chords in Program
Four ¢an only be described as
painful,”

Having little knowledge of music
theory myself, | asked & profes-
sional to have a lock at this set of
programs. He was extramely
imprassed by the depth of content
and commented that. theugh they
might not improve your playing,
they'd certainly help you get
through the exams,

Control keys: always clearly
explained on the screen
Keyboard play: good

Graphics: very good representa-
tion of musical notation

Use of colour: limited, but usedin
a sensible way

General rating: written by a pro-
fessional musician, this set of
programs is a very useful way of
preparing for music exams. |
appreciated the sense of humour
Inthe accompanying documenta-
tion!

PAZAZZ

Producer: ASK Software
Retail price: £13.00
Age range: 9+

Fazazz is a package which allows
the user to draw and animate
characters on screen, creating
appropriate music and
backgrounds for the performance.
Two cassettes and a comprehen-
sive booklet are included in the
pack. The data tape contains four
complete performances showing
a breakdancer on the street, a
clown on the high-wire, & skeleton
In & graveyard, and a disco-danc-
ing girl,

Having viewed the demo prog-
rams to get a general idea of the
possibilities, the user can create a
scenario and performance. The
EDIT command in the main prog-
ram contains options allowing vou
to change the music, the scene,
the figure, and the movements,
and then to link them all up, There
are also facilities for synchronising
the movements to the music, for
altering colours in the foreground
and background of the scene, and
for creating quite sophisticated
settings. It is possible toe, to use
existing figures, scenes and
music, o you could have a disco-

dancing:girl in a graveyard!

The creation of the music is
probably one of the more interast-
ing ophions, although the instruc-
tions ara rather complicated. Once
you have recorded a tune, you can
then make some changes to it: you
can change the rhythm, select a
cue or lgad-in of a few beats, and
set the beat too. At the end the
whole performance can be saved
onto a blank tape for use at a later
date. This is a very complex, but
creative package, and younger
children would certainly naed the
help of an aduit to follow all the
instructions in the booklet,

Control keys: describad both on
the screen and in the booklet
Keyboard play: good

Graphics: quite attractive

Use of colour: good

Sound: not as good as in some
music programs, but still accepta-
ble

General rating: thisis a very diffe-
rent type of pragram, Once chil-
dren have mastered the instruc-
tions, they should anjoy making
their own performances

B AR TS MG MRS e
NOTE INVADERS

Producer; Chalksoft
Retall price: £9.95

Age range: anyone learn-
ing music or an instru-
ment

| always like cHALKEOFT'S software,
and this package keeps up their
high standard. Note Invaders con-
taing three programs. Side One of
the tape holds Note Invaders, a
version of the shoot 'em downtype
of garne, in which a note travels
across the staff and you have to
press the correct key for the note
IA to G) to release a rocket before
the note wipes you out! You can
choose 10 have the notes on the
treble or bass clef, and with three
levels of difficulty, the game can
become fast and furious. The
quicker the note is recognised, the
more points are scored, and the
highest scores are shown on the
screen.

The second side of the tape.con-
tains two programs, Staff 1 and
Staff 2. The first one teaches the
basics of reading the staff. and
helps the user learn the names of
the notes. The clef is explainad,
together with leger lines, and the
old mnemonic “Every Good Boy
Deserves Football” is also taught.

Staff 2 provides a test of twenty
guestions, and notes are shown on
screen as a sound is heard. The
teacher can choose to set gues-
tions on the treble or bass clef, and
has the option of using the prog-
ram with one pupil, or as a repeat-
ing test for a number of pupils; Dur-
ing the test, notes appear on the
staff, and the pupil must name
them carrectly, If a gquestion is
answered incorrectly, the screen
display reverts to the teaching
mode, showing the named notes.
If desired, the scores may be
retained In memoery until the
teacher calls them up.

This is a really excellent littie
program  which  all beginners
should enjoy and benefit from, The
gama in particular, makes the mas-
tering of the basics a fun task and
is ideal for young learners,

Control keys: kept very simple
Keyboard play: very responsive
Graphics: excellent

Use of colour: very effective
Sound: extremely good
General rating: highly recom-
mended




BUGSY

Producer: CRL
Price: £7.95
Authors: St Brides

After a couple of months bei
ahead of the rest | find myse
behind once again, reading
others’ reviews before penning my
own. Oddly enough | don’t like
reading other reviews before writ-
ing mine as rather than just cliche
you're tempted to look for a new
angle, and sometimes there isn't
one. This 's about Bugsy
Maroon and he's gonna wase'd da
whaole south side wedda yu like it
or not o let's get all the pussy and
rabbit footing over with and leave
all the cliches where they belong -
in the adventura.

Being a stpAIDES game, that gir-
lie Trixie Trinian {who used to be
Jennings before he donned a pink
shirt and green knickers) kicks this
one off in the common room of the
school, writing about her adven-
tures in the Vary Big Caves in the
hope of selling them to a Sunday
newspaper. Suddenly the peace
and tranquillity of the boarding
school ethos is broken by the door
bursting open to reveal areal cutey
rabbit, about three feet tall, and

blue, although the depth of
blue might well increase if its gun-
shot wound isn't attended to
promptly. The common gregari-
ous burrowing leporid marmmal
not only walks but talks: 'Da
name's Bugsy, Bugsy Maroon. |
wanted to take over da Chicago
mobs but | blew it. It's all over now.
f'm hurt bad. I'm na die’.

Now the next bit is a bit zany,
but bear with me. The rabbit,
despite a never-say-die pep talk
from Trixig, still snuffs i, but
instead of preparing Fried Rabhbit
with the girls, the program offers
redemption in the way only adven-
tures can and it's a case of ‘Do you
want to try again'? Now an annoy-
ing thing is that every time you get
Eﬁm in the game {and, by %e very
nature of the adventurs, this is very
often) you must go through this
common room death scene which
becomes a real chore, | can tell

YOUL.

Playing the game and reading
the descriptions is pretty good fun
as there's some real humour lurk-
ing at each locality. | tended to pre-
ter the real zany stuff and there is
much play on the fact that you are
guiding this long-eared bunny
around the Chicago streets of the
20's. Take this passage from the
jailhouse area of town: ' “Hey, you
with the earsl’' ' snaris one of the
guards, barring my way. “Thig is
the jailhouse’ ". Then below it you
read ' ‘Hey, you wit' the keyboard!
Whaddaya tryin' ta get me in the

cago. 19Z32.
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tside Deviney’'s Bar.

and a SCORE command which
reflects money acquired inthe first
instance, but later shows your
ranking amongst Public Enemies.
You can spend a long time wan-
dering around the adventure but
you are only really getting some-
where when you get to scan the
option screen with the following
options on it: G GREET, F SWEET-
TALK, X INSULT, B BRIBE, H
HIRE, ¥ BUY, T THREATEN and P
PROTECT. Some pictures seemto
take an awfully long time to appear
on the screen but, everything con-

I in a street
bhars and pool halls.
very atmospheric,

The

reet Leads east and west.

The giant blue rabbit finds himself downtown, in 8 street full

of bars and poolhalls

jailhouse for?’ ' And again with ' I
am standing outside a theatrical
costumier's (betcha didn't know |
could say words that long)'. To the
north the road goes northwards
while to the south it stretches ina
southerly direction’ (| like the zany
bit at the end — more of which ina
moment). Entering the shop gives
you: © ‘I am inside da thatsoom-
ers...|l mean da fat-
ricoomiers . .. Aw  heck, you
already know | can say the words,
s0 shaddup''. Pure zaniness is
this passage taken from the poster
at the railway station: 'Come to
Chicago where lights are bright,
where men are men and women
are women. Where horses are
horses and dogs are dogs and
evemhing else is pretty much the
wagyou' expect it to be’.
ugsyis without doubt an enter-
taining game with zany humour

sidered, | think if you liked
Cave and so on, you'll certainly
warm to this one.

| comments |

Difficulty: not easy
Graphics: average
Presentation: good
Input facility: verb/noun
Response: slow appearance of
raphics

neral rating: tries hard to be
funny and very often succeeds
Atmosphere 81%
Vocabulary 9%
Logic 85%
Addictive quality T8%
Overall 84%

"

-

Y

KAYLETH

Producer: US Gold/
Adventure Soft

Price: £9.95

Author: Stefan Ufnowski

| was wandering around the book-
shops down town and | thought |
m'fﬁjht as well get this book along
with Colour of Magic. After search-
ing my way through just about
avery Isaac Asimov title (and there
are quite a few) | gave up, only to
discover on gefting back home
that this game is from the Isaac
Asimov sclence fiction 'm ne
rather than the man himseif. My
mistake, you might think, but as
with all misconceptions some-
thing is shown up here - like where
is game coming from? (Man.)
Anyway, wherever it comes
from, the story isn't half bad. It
relates how the peace-loving and
highly advanced Zyroneans had it
cushy until this Kayleth arrived to
wreak havoc and destruction. The
story, by sheer coincidence, hasa
passing resemblance o a Star Trek
episode lminggy repeated by the
good oid Beeb in November last
ear ong where this advanced
sit, oblivious, high up in the
clouds while the t es in
their caves are kept down by an
insidious?asfmm the caves’ rock
walls). In this game the rare min-
eral, chromazin, is the desired
commodity and Kayleth, employ-
ing atomic disemblers and ruth-
less androids, enslaves the Zyro-
neans and humbles them with the
task of clawing out the subterra-
nean rocks to extract the precious
ore he so desperately needs.
Now, in true sci-fi comic book
tradition, there has to be some
berk who will put principle above
short term aequiescence and, yes
you've guessed it, the pillock is the
character you hoist around this
jolly jaunt of a program. So as to
leave you in no doubt as to the
enormity of the task you've let
yourself in for, the program kicks
off with your good seif firmly strap-
ped to a conveyor belt which is
moving ever closer to a pair of

cold, steel claws which rhythmi-
cally descend and spew out a
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ms of electric biue light. Now |
n't worry so much about the
claws being cold {you think the
robot would have the decency to
warm its hands first, really); it's that
slectric blue light which should
have struggling with your arm
rash-aﬁ;. By the way, if you're
wondering why your character
hasn't a name, well, that's all part
of the story — your mind has been
emptied by brainwashing, and
only playing through the game can
Gastargﬁh'lnnwhoyoumigm be.
Tlllus i f:f the gamahis highly
essional, as you might expect
ﬁgn Us Goid. The loading screen is
flashy and constructed in an
unusual manner fm.-ithI o?ard number
counting down a fast . At the
start an option to preview the
game is offered and it would take a
will of iron to resist. Ha;aaled are
the super graphics and no-non-
sense location descriptions, but
I'm afraid 1 really can't get over one
major failing with these Apven-
TURESOFT games (the last one was
Rebel Planet, Au% 86 TRAIL) and
that is the blinding white
background. ft's a bit like the
used to run about
moterists dazzling the guy in front
with headlights on full . The
child in the car asks if was
blinded to which he replies, 'na, |
wasn't looking'. The same goes for

Producer: Piranha
Price: £9.95 !
Authors: Delta 4

Bear with me one moment . . . I'm
justiooking for a photograph that's
been lying around my floor for
about weeks and it seems
such a shame not to mention it
aﬂ:rsnmamewwtowrmatmur;
to shoot it and everything,
shows a Mike, a Fergus and a
Stephanie with the label, ‘LeveL s
sign contract with pewra 4°, which
sounds the wrong way round, but
all seem happy in the photo.

Wedll, ﬁ:‘e upsfl'm of it is that this
Fergus McNeil chappie is pop-
P:';u up just about everywhere,
and it's all that his sidekick, Judith
Child, can do to stop him. | mean
to say, I'm sure amongst the folder
of info proffered by PiRANHA to go
with this there was one bit
that indicated a slight lack of
enthusiasm for the Colour project
on her behalf. Really, Judith, hav-
ing read about two-thirds of the
book to date | can say | think it's an
excellent book, one of a kind
(whatever that means).

I'll be quite honest here — | had
never heard of the book by Terry
Pratchett called The Colour of

ic but a friend who reads
DWARF had, but there

again, he's heard about and read
just about everything in the sci-
ence fiction and fantasy fields.
Now, if you're reading this review,
and you've read the book, and,
what, you've played the game as
well . .. then what the heck are
you reading this for = a second
opinion? No, sericusly, you've got
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me reviewing these games. To
avoid a haa'?acha for the rest of
the day the bri on the
screen must be turned right down
which causes the pictures to dis-
appear. It's a shame not sesing the
pictures ~ but who wants a
headache?

| did have a quick run th
the preview pics with the

no idea what the book's about and
you want to know what the game
can offer. Well, the answer is the
gama has much to offer and the
book is all about the magical
number eight (hence the crummy
joke at the beginning about eight
(\gae';m-oh, yau get it now do you

& chief character in the book,
the one you whisk around the
environs of Ankh M and

orpork
beyond in the game, is a hapless
wizard mmedg Rincewind who
winces his way through all manner
of mishaps and i bad
runs of juck. Take his training as a
wizard, 1\||a'hemall_I wng a ﬁ at
a powerful grim he en up
the Dages ot louEing 1 e ey
the pages an ing in his ;
This curtailed any further studies,

ness up and it seems that a lot of
effort has gone into the graphics.
Three- animation is often
seen, as with the huge two headed
Mokki in the Twin Peril forest
and the lous Zemps in the
ancient citadel of Zenron. To save

met-
rical picture but all-h—alr.ﬂ pic-

MAGIC

meaning he couldn't cast spells
like other wizards. It wouldn't be
$0 bad if he had any control over
the one spell he does possess, but
this isn't so; the spell leaps out of
its own accord

But the magical dabbler isn't a
total loss as is an excellent
translator and it is this skill which
brings him crashing into the
storyline. The big picture has four

tuan ts supportin
a Esc atop the mateorupodtag
shell of a turtle by the name of

Great ATuin. Because the Dis-
cworld is supported by this turtle
tracking its way across the skies,
this gives licence for a joke con-
cerning its Steady Gait crawling or
its Big Bang rendezvous rg“s
involving some mating on a cos-
mological scale; get it).

tures are always impressive,

Vocabulary-wise  the &
moves beyond simple verb/noun
input with multiple action com-
mands, and commands are sepa-
rated with a comma or the words
AND or THEN. A further refinement
uses T as in GET THE PYXIS AND
OPENIT.

Kayleth follows in the footsteps
of Rebel Planet. As with that game,
this one has a lot to offer the dedi-
cated adventure enthusiast. In
addition, science fiction fans may
find much of interest in what is a
very well-constructed piot.

Difficully: not overly difficult
Graphics: good
Presentation: white background

is

Iinput facility: beyond verb/noun
Response: alright

General rating: good sci-fi jaunt

Atmosphere
e
Addictive quality
Owverall

Now if you're riot so sharp with
old memory, forget all the curi-
ous creatures in the sky and just
consider the Discworld for one
moment. There is a long waterfall
wisping away at its circumfersnce
but more relevant to the game isits
makeup which does away with the
normal east, west, south move-
ments and replaces them with
Hubward, Rimward, Turnwise and
Widdershins.

The Hub of the Discworld is
never closely warmed by the sun
and the islands there are locked in
permafrost. The Rim is 2 region of
sunny islands and balmy days.
Turnwise and Widdershins are less
cbvious, but relate to the direction
of spin on the Discworld where
Widdershins %tha 800 day
spin direction. are 8 days in
Ie:gﬁsc week an“ﬁ!ﬂ? |:|:|!1:;urr=!;ﬂ|I in rts};
ight spectrum the col
our being octarine whlc?'ligas a sort
of  greenish-yellow. . . . purple,
Eight is a number of some occult
signi and in some places
:Hka the temple of Bel-

) shouldn't even be
mentioned. Needless to say, Rin-
cewind's room in the Uinseen Uni-
versity’s Halls of Residence was
the unfortunately contrived 7al

The next piece of eography
brings us back to the twin cities of
Ankh-Morpork and the plot of the
adventure. Ankh- are the
foremost of all the cities bounding
the Circle Sea, but even so, few
people from the Countemagwt
Continent on the other side of the
Discworld have ever wanted to
visit them. None before have been
as rackless as the tourist,
Twoflower, who in this story lands
at the harbour in Morpark and pro-

ceeds to throw his considerable




mionely around. These gold pieces;
or Rhinu, are no more than a hum-
ble clerk’s savings from the
Gounter Continent but in Ankh-
Morpork, whose currency is
devalued with copper and silver,
these monies represent vast
wealth. Were this not enough
Twofiower’s luggage is made of
sapient pearwood, and Rincewind
is fully aware that even an
Archmage, by dint of ?reat effort
ovar many years, would struggle
to fashion a mere staff, never mind
a trunk. What is a little un-nerving,
however, are the tourist’s four eyes
and some peculiarities concerming
his luggage —like the fact it sprouts
many tiny legs to go about its bus-
Iness and can munch a man's arm
with its rows of sharp teeth.

Rincewind's first task is to wrest
the gulible tourist from the
assorted low-iifes around him
eager to get their hands on some
of those gold-rich Rhinu. Broad-
man, the owner of the Broken
Drum, is already trying to fleece
Twoflower of many a Rhinu when
Rincewind overhears the commo-
tion from his seat in a dark corner
of the tavern. Being a multi-lin-
guist, he eventually identifies the
tourist's tongue which Isads to the
following popping up: ‘Rincewind
attempted to translate. After trying
almost every conceivable tongue
(Chimeran, Vanglemesht, Sumitri,
even Black u, a language
with no nouns, and only one adjec-
tive, which is cbscene) he ﬂnallm
desperation, mumbled a
words of heathen Trob. The little
man's faca lit up’.

The Colour of Magic is a super
book (a comal paperback) and
therefore the Quilled and Wustra-
fored computer game was always
gcingto be something worth play-
ing. But the pewa s team of Judith
Child and Fergus McNeil have
done a really competent job of
coding the concept. The text, like
the plot, is very close to the book.
The pictures are quite good and
the presentation (| particularly
liked the full moon which parts 1o
accept your input) is very neat, The
game comes in four parts which
makes the asking price seem very
reasonable. Any money spare
should certainly be directed
towards purchasing the paper-
back as without it the game, I'm
sure, could appear a littie mysteri-
OUS,

Difficulty: could prove puzzling

without reading the book
Graphics: okay

Presentation: %Dod

Input facility: a little beyond verb/
noun !

Response: fast

General rating: good

Atmosphere 85%
Vocabutary 84%
Lagic 84%
Addictive quality 89%
Overall B88%
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THE ARCHERS

Producer: Mosaic
Price: £9.95
Authors: Level 8

I'm sorry if my mind strays during
this review — you sae, I'm trying to
listen to the Omnibus Edition of
The Archers on Radio 4 while writ-
ing this stuff here. It's difficult to
know how to sum up this program
if you're not aware of what it's all
about {and if you are aware of what
the program's about just whatkind
of boring fa. fellow are you?}.

You could think along the lines
‘@ege, isn't this decadent listening
to a load of old rural twaddle that
no-one else listens to', a kind of
Oxbridge alociness and ‘when
does the grouse season end’ (or
start for that matter)? Alternatively,
you could take offence and think
‘isn't this just typical of BBC Radio
4, the view of Britain which has
Americans take the view that this
little island here is a floating com-
edy museurn’. And who could dis-
agree? Since, increasingly, Bri-
tain's only future is as a museum
all | can say is more power to your
elbow and let's have less of this
unsettling . alternative cmd}(
(only & vehicle for intellectual mal-
contents) and more of this Archers
stuff — it's brilliant (and mine's a
rural retreat and a fuel-injected
turbo grouse).

Wait a minute, I've just got to
adjust these cans (headphones to
you). Ah, that’s better and who the
heck’s talking now? You see, usu-
ally at the start of a scene someone
says something really obvious like,
'Oooch, Aaaaar, here'rr comes that
old raaascal, Joooos Grmuuuundy,
he's looking rrraaather miserable,
pessimistic, and [azy, and | think
he's got a touch of Farmer's Lung'
and =0 you know who's going to
speak next, butthere's two charac-
ters twittering away at the moment
and | haven't the foggiest who they

are.
As | write this, Ambridge is rock-

ing the establishment with really | introduced.

juicy titbits - like Joe Grundy's
American ladyfriend who he's try-
ing to propose to; Sid Perks, the
barman and licensee of The Bull is
up to the same sort of thing
with..er .. .somecne eise (a
schoolteacher, | think), and David
Archer is thinking of selling his

(ad il
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more commercial-sounding
Adrian Mole at the slightly more
commercial time of before Christ-
mas last year. In that game you
guided Moley around his environs
via one of three options, the fourth
option offering facilities and help.
With The Archers you have exactly
the same kind of program so if you
are familiar with the Mole game
and the Archers radio program,
you should know what to expect.

Hunt Batl.

Picking up Tim Beecham is all that’s on Ms Archer’s mind at

the mament. . ..

hiouse; or land, or both, or some-
thing.

Hey, wait a minute, what's all this
North Ootseera, South Ootseera, |
thirtk I've fallen off the end of the
Archers into a gale warning and
now they're getting stuck into a
guestion from Gardener's Ques-
tion time (s about the speiling
of Ootseera, Lﬂm;rfjdoem't exisé
alongside Tyne ran
mugig be a figment mm 4's
imagination). Well at least | can
think straight now without those
rural rustics filling my head full of
arable silage and food no-one in
Europe wants or can afford. | think
it's about time we had & long-run-
ning series all about everyday ship-
building folk —or is it too late?

Leaving hobbyhorses in the
paddock let's get this one properly
osac released the

A jobin the Bullis on offer —what's the bast thing to do in order
to keep audiences figures nice and high?

o T
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This program could have been
terminally dull, as you might sus-
., but has been saved by a
umerous treatment, good writ-
ing, and a concept which | really
liked, that of posing &8s a trainee
scriptwriter for the radio prog-
ramme. The aim of the game is
therafore to keep up the audience
figures and hope for a record
number of listeners, with memos
from the Controller of Radio 4
keeping you on the straight and
narrow as regards piot lines —
people who listen to the Archers
are notoriously dull (and the very
sort who will be surprised when
adverts up right in the middle
touting their inherited wealth
when everyone else saw it coming
a mile off).

As with Mole, the extent that you
understand the concept (there it
was popularity with peers, here it's

tting the balance between tradi-
tion and titiliation) will govern how
successful you are at playing the
g:g:r, | think the game is much

than the radio programme.
Some of you might well say that
isn't saying an | lot and | might

be tempted to agree.

Difficulty: high on playability

Graphics: not t?ssuwk?stmasﬂdrhn

Mofe, pleasantly mainstream
sentation:

Pre s super

Input facility: one of three options
Response: immadiate with type-
ahead

General rating: very good
Atmosphere 93%
Viocabulary n/a
Logic 92%
Addictive quality T9%
Overall 90%

CRASH February 1987 53

|
E

|




Producer: CRL
Price: £9.95
Author: Rod Pike

‘Here at last! The coach halts out-
side the Golden Krone Hotel. It has
been a scenic journey if nothing
elsel Halfway across Europe
through some of the most beauti-
ful countryside | have ever seen.
But it is a wild untamed landscape
that seems only grudgingly to tol-
erate the coach tracks winding
through it like arteries, hurrying
weary fares to their destinations,
maybe even their destinies ...
Strange that | think that, but, as |
leave the coach, the sinister fear of
mmwnknm steals over
me... | | am acting like a
child! | must pull myself together,
Hare in the Carpathian Mountains,
| am a day's journey from my
client’s abode. But first some rest.
EaaThgra.?Mhmd', i
's a good reason
showing wumﬁm ; this
game uses one of the most difficult
character sets | have avar tried to
read, complete with unattrac-
tive small i's for I's. But wait a
minute, I'm a fair way into this
review and | haven't mentioned its
chief selling point which concerns
its 15 — apparently the

gore in the pictures that would
warrant such a certificata,

You begin outside the hotel and
a little disagreement has cropped
up between yourself and the
coachman who has brought you
this far, Although he is a rough-
looking feliow and is no doubt &
villain and a drunkard, he may well
have a point in blocking your way
and it shouldn't take too much to
work out what his grievance is. The
next location is the hotel itself and
quoting this cne will give you some
indi of one of the main
iﬂm hs of thc?. me — “its

tions which read as well as
abook:
‘1 am in the foyer of the hotal. It is
a most intriguing place, adorned
with the trim and trappings of
mountain life. Deer skins hang on
the walls in a rather random fash-
ion, mixed with the crafted leather
harness and sleigh bells, adding a
degree of rustic charm to the
scene. An omate carved pine stair-
case leads up to the bedrooms
above. Through a most pictures-
que archway to the east lies a din-
ing room, while south leads to the
Reception  desk. = Westward,
through a heavily timbered door,
lies the road. Flickering oil lamps
cast shimmering pools of yellow
light around the room, creating
dark mysterious comers, comers
where evil could hide and quietly
fester, unseen until..?",

It doesn't require too much to
find and ring the bell at Reception
whereupon a poorly dressed but
clean innkeeper, who speaks only
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DRACULA

pidgin English, appears on the
scene and, like else you
encourtter before retiring to bed,
he gradually raises more fear, dis-
turbln? you in a very fundamental
way. In the first game | played |
awoke from some pretty wild
nightmares to be stabbed by the |
innkeeper, but on subsequent
attempts the innkeeper was kind |
enough to direct me to the
stagecoach outside. The ride in
the coach ended up in a mountain
r?;mq,, however, so _Il_mw about
SKipping over to Part Two or Part
Three? VERA CRUZ
The Arrival, Part Twa, telis of an
eventful coach journey which ulti-  Dear Derek,
mately brings our man to the cas- R's been adream of mine to "
tie. a night or two and some  havea published in tion gained via other police sta-
CRASH. So I thought 'd stand @ tions and squads you should
good chance if| could just solve have found out about the jewel-
an adventure soon after its lery robbery and the theft of the
release. Fair eno the game pistol as well as several other
in question, Vera by mroe- snippets of information which
RAMES, isn’t the most puzzling of help. A statement from the
adventures, but nonetheless it's
excelient and realistic.
hmmtnn%:mlmpor-
tant to scan the whole scene of v
the crime, particularly to the lsft sacond statements from both of
of the armchair base and hand-  them. The car owner's second
long discussions with the Count, contents. This section will should sew up the case when
he realises that not only is he a take you a few minutes to you go al with the arrest.
prisoner, but his life is in danger.  gather all the evidence. Don Mariowick,
Escape becomes his one obses- At the start of Part Two you
tshun. Should hm. hf vgmtfs are asked f:;r&: n:t of items dis-
0 write to his friend in Englandto  covered on site. attention to
warn of his discoveries. The castie  the numhomoniln-lzphtol and S&S BUGS
holds terrors beyond his worst  cartridge, and also one of the
nightmares. cigarefte stubs. If you found the  Dear Derek,

Hunt, Part Three, sees Doc-  diaryin the first section, make a Please find enclosed a Swords
tor Seward, a psychialrist at an  note of the addresses. They are & debugging program
institution for the insane in Eng-  allrglevant toyourinvestigation. It removes some of the game's
land, receive a very odd letter from From statements given it is worst bugs and allows comple-
a friend on business abroad. possible to find out who com- tion with only two sabatons and
Something about boxes of earth  mitted the murder, buttodothis  one greave. it requires a saved
and the ‘undead’. Although he  you musttake second state- character to act upon, which
fleetingly wonders about his mentsfromtwoofthesuspects.  must be loaded, and a visit to
friend’s sanity, be resolves to You can get the name and ‘centre point’ made. The mes-
investigate further. He also has addresses your first state- sage "Version 2' will appear after
problems of his own. An inmate, mentfrom the diary —~ Nadine debugging.

Renfield, has gone missing and  Lafeuille — she won't reveal
though not considered danger-  much, but make anote of it, par- 10 CLEAR 28000
ous, the malignant influence of ticularly the nickname. Your 20 RESTORE 200
Dracula is suspected inturning the statement should come 30 FOR N = 28000 TO 28026 :
man's subdued character. from the caretaker of - READ A : POKE N,A : NEXT N
The BBC banning a pop record,  tim’s apartment. This time, 40 PRINT"LOAD IN VERSION
qﬁgeiterighw.rmfted‘mﬂt some information is vital ~ the ONE CHARACTER”
hit parade. The young have far mﬂawr*hﬂm 50 GOTO USR 28013
some time now been fascinated by T : 60 RESTORE 300 !
blood, gore and things that up and Carry out an autopsyonVera 70 FOR N = 60305 TO 60343 :
iﬁwa!kabomsinthadaadofnbght. Cruz. READ A : POKE N,A : NEXT N
y marketing man worth his desk Gather information from 80 PRINT“START TAPE
fop toys knows these facts, but  CRR.J LYON on the following: RECORDING"
this shouldn't unduly colour your Vera Cruz, Pistol MAC50 No 85 PRINT“PRESS A KEY"
view of this game. character Q56743 Fi : 90 PAUSE 0: GOTO USR 28000
set fakes some deciphering but One of the r should take 100 CLS : PRINT“FINISHED" |
once understood the game turns elsewhers, 110 STOP
out to be well written and a good  whenyou'll thesecond  200DATAB2,255,221,33,0,234,
read. part of the car registration. Get 17,1
the name and ress of the 210DATA 17,205, 184, 4, 201,55,
owner from PREF LYON. The 62, 255
obvious choice for the next 220 DATA 221, 33, 0, 234, 17, 15,
statement is this chap. He 17, 86
should be asked for a second 230 DATA 5, 201
Difficuity: easy first part statement later on. Correlate 300 DATA 188, 6, 196, 100, 119,
Presentation: confusing charac-  theevidenceyou havewithhim. 192, 217, 171
ter set From the nickname given to 310DATA 235,229,224, 101,192,
Input facility: verb/noun mﬂnﬂm youcan 229, 222,93
Response: looks Quilled ﬂ ‘name and some detalls 320 DATA 10, 229, 100, 119, 192,
General rating: spooky abouthim. Ultimately, thisleads = 228, 105, 116
you to his address 330DATAS, 192, 222, 248, 10, 87,
Atmosphere 96%  can take his statement. 40, 249
Vocabulary 85%  during this part of the investiga- 340 DATA 111, 50, 0, 240, 248,
Logic _ 89%  tion,youcomeacrossthename © 235,192
Addictive guality 88%  ofthe carowner’s brother, After
Overall 89%  abit of deduction, using the David Martin, Durham




ROUTINES

Dear Derek,

Further to the letter my friend
Finnand | senton Nov 1 regard-
ing a Brewster-to-English trans-
lation program, | have now come
up two small machine code
routines to print out the voc-
abulary of a program. The first
one is not that different from the
one featured in CRASH
MNovember issue, but is shorter
and has more features (more
follows . . . ) The second one is
for Quilled adventures and
shares the same features:

1 Totally relocatabie

2 Can redirect output direct to

printer

3 Can output to Microdrive or
diacmm and Opus known),
Any interface supporting

streams and channels printing
viathe A register and the RST 16
instruction.

Quill Routine:
10LETTOT =0:FOR N = 23296
TO 23206 + 27 : READ A: LET
TOT=TOT + A: POKEN,A:
NEXTN
20IF TOT <> 3162 THEN
PRINT"DATA ERROR™ : STOP
30 RANDOMIZE USR 23296
40DATA G2, 2, 205, 1,22, 33, 182,
93,86, 62, 265, 146, 254, 128, 48,
5,‘.‘54,32,58.1 215,35, 62,255,
188,32, 237, 201

print to. FX 4 and then insert a
line 25 so: OPEN 4 ;"M" ; 1
;IIDATAUI

NORMAL ROUTINE

10 LET TOT = 0 FOR N = 23296
TO 23320 : READ A : LET TOT =
TOT + A:POKENA: NEXTN
20 IF TOT <> 2558 THE
PRINT"DATA ERROR” : STOP
30 RANDOMISE USR 23296

40 DATA 62, 2, 205, 1, 22, 1, 1982,
93,10,254,128, 48,5, 254, 32, 56,
%%15,3.62.265.184,52,24!:,

NOPRINT NE

ING BC instead of HL and CP B

instead of CP H.
Ihupeyuullndmiorﬂm

routines and give h

ilurmeﬂlnhamon

ASSEMBLER LISTING QUILL ROUTINE

Substitute 23296 for any start
address.

ORG ANY
STREAM  EQU 1601h

LD A2

CALL STREAM

LD  HL,24000
CHKLOOP LD  D,HL

LD A255

SUB D

CP 128

JR  NCNOPRINT

cP 3@

JR  C7NOPRINT

RST 10h
NOPRINT  INC HL

LD A285

CP H

STREAM TO OUTPUT VIA
OPEN THE CHANNEL

START ADDRESS TOLIST FROM
IWISHED THAT | HAD A PRINTER
HAVE LOADED DWITH CODETO

CHECK

SOACANSUBTCT CONT ADDRESS
CHK UPPER LIMIT ASCH CHARACTER
IF TOO HIGH GO SUBROUTINE
NOPRINT

CHK LOWER LIMIT ASCH CHARACTER
IF LOWER GO SUBROUTINE NOPRINT
ELSE RST 16 (OUTPUT VIA CHANNEL)
NEXT ADDRESS INMEMORY

CHKREACHED TOP MEMORY

I any of these routines work after me yping them out well F'm

Hans Christian Andersen

READ THIS LETTER

Dear Derek,
1 have sent off for the Gi
Adventure Creator and
probabiy have it by the time you
read this letter. Throughout the
past year | have seen reviews for
Quilted games range from awful
to 1 would
to know is what you look for
in these adventures?
| would be very grateful if you
would reply as it would help me
and many other writers of these
types of adventure to produce
better games.
DBonnesnemma, Heris

JUDGE DEARTH

Dear Derek,
Laatyaarlboughtl-amo'rm
and its spoof but Lord ?ol
H and Bored didn’t.
faundﬂﬂsmalmngabmnm-
the spoofis just as good as Lord
if not better, and | with
Richard Hewson
nent self on this point. Lord Of
The Rirgs Part will have to
be much better then Part Oneor
Phil Mitchell will loose all of his
well-earned reputation for good
adventure . Thefirst Lond
has quite a lot of Tolkien atmos-
phere and is fairly descriptive.
Unfortunately the graphic qual-
ity of the game is very poor and
it would have been better with
alml style graphics or none at
| have noticed many people
mmlmmmm

ami-

hnkl‘l‘wuhanmpllné

DROP ALL

After reading Mr McGregor's let-
ter in the December Issue ask-
ing for a get/drop all routine |
have the answer as follows:- IF

NERBTAKE]AHDHOUN

AND HERE (OBJECT
%MESB (YOU TAKE IT) GET

BJECT NUMBER 2) END. Drop
allhmmmmm
GET with DROP. However, ifyou
have 150 or 8o you will
need to define 150 low priority.
lines, which could waste a lot of
m-ummmwm-
few objects in nplnlnnith
bclhrmomltmem
command.

mmmmamhg

This month’s £20 letier prln
pnhnonm Bus-
sex for his impeccable
French.

i
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cannot find out how to put the
clothes and so on in the suit-
case. Also how do you

Doreen to follow you and how do
you enter the taxi?™

“1 am stuck at the nning of
Rabel Planet, as | can't find the
card, or fix the scooter or

any of the containers. Not hav-
ing the card means [ die after
about 10 minutes through lack
of protein. ™

To got the Access card go

sowth from the start and press
the button for the cargo hold,
then TAKE VALET to be given
ihe card. The scooter can'tbe

56 CRASHFebruary 1987

Richard Alien of Bisenavan,
ﬁﬂrl#?ﬂpb-fmm.
and asks:

“In Quest For The Holy Grail
how do | get past the Knight who

says
How do | use the Holy Hand gre-
nade and where?
What is the book of Phamaic
Phrases for?

In Eye Of Bain, how do | get
past the skeleton in the crypt?»

To pass the knight you must
GIVE SHRUBBERY

EYE OF BAIN simply SHOW
CROSS.

Also stuck on two
Jones of Chester-
who asks:

“The Hulk

How doyou get out of the dome,
past the high gravity field at the
start of the game?

Velnor's Lair

I've crossed the Lava Chasm
and killed the giants, but the
border goes black and | die
through lack of energy — How
can | re-energise?”

1 think the following will work
PUSH (maybe

Is S,

R e

There's no doubting the two
games which supply this

w i B month's SUPERMEROES; the

mail for UaFEnRE VERA CRUZ and

Keith Tomlinson isoneof e overwhelming but |
‘having difficulty con- managed to struggle through
GREMLINS &nd writes: somehow.
i VeRa cRUZ, as it's come to be
“l have blown up the depart- known, has raised ome Brian
ment store but Stripe Forbes of Glasgow up onto
gets away and finds water. | the ulﬁm.:::e psdesdta-l of hero
have emptied the swimmi worship. He earned his
pool but still he finds “t;:.gu SUPERHERO credentials on
g::obor :' 1. 'l"w'? of thf ;lany
ﬂlr lm‘n-*ﬂ" fﬂﬂn ars who sent in solutions
:ﬁfp:ﬁt:ﬂw pool and cn.:-r it were Da_n Markwick (Oct 20)
trou should have emptied it and David Hodgson from
Before blowing up the store). Durfyam. | can’t tell you too
Now get the dazed Stripe and much about the end of the
take him outside Into the sun- game because it doesn't
light which will kil seem right telling you who
him. dunnit so without further ado
's strali onto
Jonathan Atkinson in Burton [ gLl
on Trent asks: Buasy earned his carrof on
November 9 and made a
“Could you please tell me how SUPERHERO out of Andrew C
to escape from the Barrow- Edney of London. This cri-
Wight in the proper version of backed sisriDES venture
Lord Of The Rings. In the in- wraps up Part Two with the
ners program Tom Bombad following utterance from the
gives you magic words to get furry gangster: ‘Wit' Capone
past h%n.butinthe other version outta da way, | take over dz
this is not so.” town. | am Public Enemy
Hu?har One. Okay, kfg,- raid
wear and ya dad'’s liquor stash. You
mﬁm wl::"r;:ﬂ” be ea:'.rde'q Ft.' An* il".l'ae don’tlike it,
send "im ta me”.
m:’tmm throw a i t,:o :a;rn:r But no srl‘cks[
efiner ror e runners up. in
what's been a good month for
Finally, & couple of regulars’ contributions John
L L L Wilson of Rochdale sent in his
vsual superb solution sheef
“Am | the only person ever not boasting a B.26 pm,
to have found the Silver Chalice [/t 7 finish which
and how can | get Timandra was Just hours behind the
alive?™ BUGSY runner-up, Ted Webb of
Hants (1.45pm].
Idoubtit! The chalice isin the In the November Issue of
black sack in the Urga-mauls THE TRAIL SHREWSBURY KEY
tressure room. Timandra unlocked a SUPERWERO who
should be rescued st the start will remain anonymous no
of the game If she Is to be I-nn?:;.eﬂ‘cannowbemvealed
found alive, tha SHREWSBURY KEY
o SUP.E;'IHERO is none other
clean than M C Murray of Leeds so
:.""M' pon Tyne throrreowons:  Frpihyblunie ] who
on his wouldn’t belfeve him now be
computer If the solution fo suitably chastened!
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HERE’'S YOUR CHANCE
TO WIN A HOLIDAY
OF A LIFETIME

A fantastic week for two in Rome.
Combine the excitement and spectacle
of the World Athletics Championships
with the sights and pleasures of one of
the world’s most beautiful cities,

Rome is a living vibrant museum with its
2000 year old past stamped all overits
modern 20th century face, Visit the
ancient Colosseum, scene of athletic
prowess of another civilisation. Gather
with the crowds eutside the Vatican,
waiting eagerly for Sunday morning
blessing from the Pope. Enjoy the

hospitality of a nation renowned for it's

friendliness and for living life to the full,
Rome js not all museums and history,
its also a modern city overflowing with
fashion, shopping and nightlife. From
the moment you touch down to the time
of yeur final departure your week will
be crammed full with excitement and
fun,

] RUNNERS-UP
PRIZES

~

'l Question 3. Who painted the renowned ceiling of the Sistine Chapel

f’Que&ﬁnn 1 o many Bills & Rome Builk O o e st
#  Question 2. In what year was the Roman invasion of Britain

Championships ‘87’

Held every four years the World Athletics
Championships rival the Olympics for
their prestige and competitiveness. It is
one of the few opportunities for athletes
to gain worldwide acclaim and for
spectators to enjoy history in the making.

How to Enter

Simply answenthe three questions below
and the three questions printed on the
packaging of the game “World Games”,
complete the entry form and return all
items to the address shown. In the event
of a tie break the most original com -
pletion of the caplion, as determined
by the judges, will be the winner.

- L
- — l-l.-.

Sy

- Py L T packagany of the gamis and s fo be Soowardied i
_-=" Competition ~~<

#"  Complete the questions and caption below together with the ™
f*" completed questions from the packaging and return to the address below,
All entries must be received no later than 31st March 1987 ~

WORLD GAMES

CBM 64/128 Cassette £9.99  Disk £14.99
Amstrad Cassette £9.99  Disk £14.99
Spectrum 48K Casseffe £6.99 :
Atari ST Disk £24.95

Your Holiday includes

The winning prize includes two air
tickets to Rome, hotel accommadation
for one week, two tickets for the Woarld
Championships plus £100 spending
money.

Runners-up Prizes

The 25 runners-up will each receive
copies of Supercycle and Winter Games,
far either the CBM 64/128, Spectrum or
Amstrad.

RULES.
1 mnmpuimhnmmmui:l-mmmuu,x.pmgt
employes of L5 ol & imited| CentreSaf Liited and their
asiciated] companics, lamilies and agenties,
4 The prioes wiatod will be avwartied jo-the snrant who
complites the g carme s and i the exent of a il
bonak; ¢ oot the caption in the mast gt snd ariginal way
1. The wimning erdiant will receive g s lickens io Rons;
nﬁ_ngmmmhngaswm._mmhﬁwmw
hampaanships, s spotding money. 25 funnes |
will eac b v Copies of Supercycl and\v\'ilmﬁ.wuh-w
T o

o

wither the Ch&N 15, 8
4" Proodol pasting, will it be accepied o proo of delvery.
5, Entries aliened, ilegdle o nied co i atcoedance
with ihe rules of entry rguirements wall bo afeseyiraiified.
G, Al eriiTass. mriusd B on. a0 oficial entny fedm,

“Hoiat lo'erer foivms part ol the rulles. All ertries become
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Sohow's the New Year treating you sofar? I've made afew New Year
Resolutions and managed to keep them up until now! The first'one
onmylistis to keepasharp eyeonmy ZX Printerso that the POKEs
don't have any mistakes in averagain .. . ! 've also promised
myself that I'll cut down on the fraquent visHs thai CRASH team
members make to Ludlew’s Indian Restaurant, The Shapia Tandoord,
Waist bands are expanding ]ust a little too much-for comfort atthe
moment. My last resolution is to start being nicer to the poor put-
upon Comps Minion. No more fights with Girlie peﬂurnaandm more
stapling his jumper to the table when heisn't looking, He's gaing on
adiettoo because he's getting a bit porky around the midriff as wail!
|hope everyone enjoyedthe Christmas Speciai Tips. | had aquick
peck at G&VG's Christmas pamphist to see if there was any reaction
from Melissa Gravytrain. Poor girl seems (o have been frightened
into silence by the prospect of Graeme and | stomping down to the
CAVG dungeonsto pay a social visit. But do not worry, gentle reader:
you'll be the first to hear about our exploitsin the pages of CRASH.
Once again, the Playing Tips section is packed. Lots of POKEs and
acres of Tips, not te mention the odd map or twa. Top Tipster this
menthisavery ambiguous personwhe calls himself The Skunkand
comes from Fife in Scotland. He's sentin an ingenious loader which
can be used fer guite'a number of games, as long as you have the:
refevant data bolted onto the end. This makes typing in routines alot
lessof a bind 50 he wins the £20 worth of software this monthforhis
POKESs on Cobra, Fairlight Il and Boblby Bearing,
Cartographer of the Month goes to Hajvindes Johaitrom Littleover
in Derby for his maps of Uridium. We've aot the first five Dread-
noughts on page 64, and next month there'll be another five. It was
a hard toss-u ut.igh betwean that and Alistair Robson's map of
Firelordor Richard Pitman's Fairlight I, part!, Richard lives in a little
village called Shepton Beaucha‘:lmpwhlch iz near iminstarin Some-
rset. There's also a map of Dandyfrom g)mfrrn,a andamap of Avenger
wo individuals who call themselves D Zan) Wilams andJ {zeb)

you get back to your bed. Go to
the door on the left, turn to face
outwards towards the screen
and go in. Go right as far as pos-

HEARTLAND TIPS

rright
and go through it. Gomlrlth.
next room go the door
on mﬁlm*raa to bed and
press fire. You now proceed to
Level Three,

Go lefi from the bed. Go through
the door on the right of the next

decrease your energy and finally
the comets or Fireballs are the
best weapons to use.

Way back in Movember, Dan
Malone, the elastic-featured

from PALACE came to
Towers to show us The
t Armour of Antiriad,

ANTIRIAD SOLUTION

two screens (one
and one hﬂwm an

Jump to the left and go through

Here's the solution to the first
four levels of this game, which
was the subject of amainmap in
the Christmas Special. if I'm
feeling generous (and i some-
one sends me in some for
the remaining two levels, )
il include the rest next month.
Anyway, many thanks to John
Wittaker and Jeffrey Duncan who
live in Belfast for these tips.

. Wait
bonli.PiekIhpand go right until

sible and the book in your inven-
tory starts fiashing. Wait here
until the page drops. Get the
page and retrace your steps
back to your bed. Go to the bed
and press fire and you proceed
to Level Two.

Go to the door at the left of your
bed, face inwards and go
through. Go to your right and
into the next room. Go through
the door on the right-hand side
and go through it. The book
starts flashing here, so wait until
you get another page. Go to the
door you just came through and,

CRASH [ ; then jump left onto the central plat-
m having form. Aveid the mongter
with it. Never fear and jump uplattagam. noﬂamm

though, because Jethro Perkins  the anti-gravity boots
from in West Sussex rightoff the acreen drnpdmm gg
has sent in complete holemdqoruhwm&yauﬂndﬂn
uuntutnbmmm ﬂummm aﬁmeg again. You w[xnw tal::

s0 1. 19, Up s 't ol
seek. You should be able to |ect the energy Mﬂﬂht.ﬂ?m.
the game into the bargain! colledt_’_h&puism'
Hope I've managed to decipher ,sfmatalian,m.mhamahmd
mr correctly, Jet-  exit up, right, (shoot aliens), up,
smm a‘&' :hxgd, aligne, 6ol

From the start left or . _m@ﬂmm
depending which sideoftheforast  down, left, left, shoot aliens, col-
you start on, but first collect the lemer]gy up, left hand exit up,
stones as these are invaluable. left, left, Ik, up, up, right, collect
When you reach the room withthe  particle d left, left, collect
armour jump vertically onto the energy, up, up, left, collect energy,
al, then jump across onto up, up, two parts of
the Jedge with the armour. Enter  machinery), stand in batween the
the: armour and wait until are  two and you've

recharger cell and two flashing and noiss). “The oppres-

aﬂm(marad.ﬁnnt?egraen} Killthe  sors are ‘bur race is

lowplatfom Nm#mpmtm 00, makes you feel good to
be alive, eh?
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FAIRLIGHT Ii POKES

Fairfight Il takes up the story of
hapless Isvar where the goriginal
Fairtight left off. This time [svar
i given another chance teo free
the land of Fairliaht. This is no
gasy task, but do not despair for
help 15 at hand.

A chunky letter From ‘The
: ' from File in Scotiand
spams sl to solve all your prob-
iems. This clever chappie has
developed a special loader
which works for many different
games as long as you have the
relevant game data. Simply type
in the loader down to line 99 and
then tack the relevant DATA
anto the end in the form of fine
100. Then type RUN and start the
game tape. Alternatively the
pragram can be saved on tape.
If this is the case LOAD " the
loader and then MERGE "" the
gxtra DATA and then RUN. Easy
ah?

" has -sent in five

seis of POKEs and each set
works by using the special
loader. If you save the loader 10
tape, this saves lots of typing in
for your over-worked little
fingers. Anyway, encugh ofthis
technical watfle and here's ' The
Skunk's"™ contribution for Fair-
light ll. These POKEs give you
infinite energy, open locked
doors and enable you to carry
any weight. .

Type this in first (it's the spe-
cial loader which you'll need
before all of ‘The Skunk''s
routines):

1 CLEAR 65000: LET -0

2FOR 2 -64223TO 1e9: READ 52
IF =999 THEN POKE a,5: LET
t=1+5:NEXT &

3IF s= -t THEN PRINT“ERROR
IN DATA": STOP

9 RANDOMIZE USR 64225

10 DATA 24.46.33,89,5,93

15 DATA 22,250,1,134,0,213

20 DATA 237,176,235,35,35
25 DATA 34,95,250,46,122
30 DATA 112,46,215,116,46
35 DATA 207 54,188,33,38
40 DATA 210,34,126,250,225
45 DATA 49,61,251,221,225
50 DATA 209,191,558,249
55 DATA 233,49,65,251,221
60 DATA 225,209,59,225,193
65 DATA 205.29,251 24,43
70 DATA 221,110,0,124,170
TEDATA 171,221,172,221
BODATA 173,173,221,118,0
85 DATA 124,203,99,40.3

o0 DATA 129,131,146,128

85 DATA 103,221,35.27 122
99 DATA 179,32,225,201

LIST it and then type the extra
DATA for Fairlight If:

100 DATA 244, 63, 10, 186, 0, 91,
252, 158, 180, 165, 141, 50, 221,
148, 62, 24, 50, 77, 125, 50, 109,
122, 195, 0, 91, 14903

Now press RUN and start the
Fairlight If tape.

Don't panic because the screen
looks completely corrupted and
it seems as if the game isn't
loading — be patient and let the
tape finish. If you listen carefully
you can hear the Fairlight Il tune
very faintly. Press entar and the
game appears as it by magic.
lswvar now has infinite energy
and is able to open locked doors
and carry enormous objects.

Cooo. ‘The Skunk’ says that he
will send in mora POKE= which
can be used with his Special
Loader, so watch this space (as
they say). It looks as if the regu-
lar hackers have got a challenge
on their hands!!

Solution
To Part One

You really are being spoiled this
month. Not only are there some
juicy POKES for Fairlight Il to be
getting on with, but now thera’s
the route to complete Part One
of the game. But don't thank me.
Gawd, dearie me no. Paul Cripps
who lives in the sunny Isle of
Man is who we have to thank.
Mo-one has sent in a full selution
for Part Two of the game - hope-
fully one should Rkave turned up
in time for next issue.

COBRA POKES

Using the Special Loader given
to you by ‘The Skunk’ (see Fair-
light Il POKEs), add this DATA
onml;ﬂomn:l‘ninilm 1DD.TuI;:uwu
you ives, although when
1 tested the POKEs | didn't get a
full duck as ‘The Skunk' had

mh!gs easier for your
Guy. When the game

mnptn‘lolroomﬁh
but as in F ii DON'T
G. When

| don't think these POKEs have
been done before in Playing
Tips, but I'm sure that you'll all
correct me if I'm wrong! Onee
again 'The Skunk', using his
amazing special loader, has
come up with some exira DATA
to make sure that the time never
goes below 800, Type in the spe-
cial loader (see Fairlight I
POKESs) and then type this extra
DATA in at line 100

AT 1B '1’1'1’. 105, 11 e
L] L 3
80, 1I¢.‘1$:1H.n.n1.1

The screen will look completely
corrupted, but bear with it and
everything works out okay. |
wonder who this 'Skunk' really
is? Will he/she ever reveal his/
her (its?) true Identity? (Could
this be the Clark Kent of the
computer world?)

SPLIT
PERSONALITIES
CORRECTION

Ben Stone our resident games
commentator has eventually got
our ZX Printer fixed so there
in v Playing Tips istings (as )
ps s
Anyway, here's a correction
from a while back for Spiit Per-
sonalities. For aomc'a totally
inexplicable reason, | missed
out & whole line of DATA. Well,
deary me. Here it is in all its
glory:

1110 DATA 6, 84, 33, 0,0

it should all work perfectly now.
CRASH February 1987 63




the Christmas: Special | would
have thought that they would
have been guite worn out - ARE
THEY HECK! Even after the
Christmas festivities thay are
still raring o go and churning
out the POKEs. This routine is
for The Grest Escape if you're
too lazy to try the different per-
muistions in order to escape.
These POKEs get rid of all the
guards, dogs and prisoners.
However, don't attempt: to
escape without the right equip-
ment or else you'll still be slung
in solitary! Completing this one
Is- still fairdly hard according to
Smith, Bean and Austin. Suraly
some mistake there lads?!

10 REM C SMITH J BEAN D
AUSTIN

20 REM THE GREAT ESCAPE
POKES

30CLEAR 65535

40 RESTORE

SOLET tot=0: LET w=1

60 FOR 1=49984 TO 50136
TOREAD a: LET tot=tot: w'a
80 POKE f,a: NEXT {

80 IF tot==19480 THEN PRINT
“ERROR INDATA": BEEP1.1:
STOP

100 PRINT # 1 AT 1,7; “START

ESCAPE TAPE2
110 RANDOMIZE USR 49984
1000 DATA 221, 33,203, 92, 17,

1010 DATA 255, 55; 205, B6, 5,

1040 DATA 1, 49, 3, 33, 253, 94,
1050 DATA 237, 78, 195, 200, 98
33 195

1170 DATA 258, 237, 176, 195,
147, 254, 62, 201
1180 DATA 50, 43, 200, 33, 259,

1780 DATA 254

m}m
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1020 DATA 243, 237,94, 33, 109,
1030 DATA 200, 98, 229, 51, 51,

g

1060 DATA 229, 33, 39, 252, 229,
1070 DATA 49, 252, 33, 49, 252,
1080 DATA 62, 210, 247, 79, 165,
1090 DATA 49, 252, 17, 193, 138,
T10GDATA 237,176, 33,212,138,
1110 DATA 34, 221, 138, 33, 202,
1120 DATA 138, 33, 239, 138, 34,
1130 DATA 185, 50, 13, 139, 33,
1140DATA 14, 138, 195,193, 128,
1150 mﬁ'ﬁ 34, 200, 254, 62, 195,
1160 DATA 35, 206, 195, 1, 15, 0,
17,224

THE GREAT ESCAPE: MORE TIPS

Lastissue | printed some tips to
heip get you started on ocean's
The Grest Escape. As you will no
doubt have gathered, there ara
various ways to complete the
game involving different objects
and different escape routes.

Hugh Miines and Kevin Ewari
have discoverad this way out of
the Prisoner of War camp which
| shall pass on ta you, Sorry |
couldn't use your map lads, but
it has already been done!

First 'get the Red Cross parcel.
Qpen it and take the money'to a
guard and drop it, The guard
should put you in golitary confine-
ment. Now get the wire: cutters.
Take them o the fence opposite
the tunnel marked in red, cit the
fence and go into the tunnel. Keap
going forwards until vou cometo a
room with a spade in it. Pick-up the
spade, take it gut of the tunnel and
cut the wire, Go to the hut you
started out in. Push the stove to
one side and go into the tunnel and
drap the spade and the wire cut-
ters, Now get the key and go into
the room  containing the food.
Unlock the door. Now go into the
room with the torch and pick it up.
Take It to your hit and put it In the
tunnel. Now wait until the next day
and get the Red Cross parcel.
Open it and get the papers, Take
them: fo your hut and put them in
the tunnal, Wait until the next day

EEZ55R wam nimeway

lor get taken to solitary because
it's quicker!) and get the next Red
Cress parcel, Open it and get the
campass. Take it to the tunnel and
drop it, Stay in the tunnel and pick
up the spade and the torch, Find
the part of the tunnel which had
collapsed and dig through it, then
drop the spade. Take the wire cut-
ters, the papers and the compass
to the end of the tunnel. Cut the
wirs, drop the cutters, pick up the
papers then go back for the com-
pass and take it outside the wire.
Drop the cutters, pick up the pap-
ers and walk down and voila, you
should have corpieted the game
and betasting the sweetair of free-
dam|

S0T now

Type this routine into your
Spectrum and prese RUN.
gives you infinite lives in both
versions of the game.

10 CLEAR 85504
20 BORDER @: INK 0: PAPER 0:
CLS
36 LET TOT=0
40 LET WEIGHT =0
50 FOR i-=30000 TO 30124
60 READ a: LET
tot=tot+ weightxa

POKE i.a: LET
weight - welght+1
BONEXT i
90 IF TOT < > 912658 THEN
PRINT ERROR IN DATA":
BEEP 1,0: STOP
100 INK 7: PRINT AT 21,9
“'START TAPE"
110 RANDOMIZE USR 30000
1000 DATA 205,80,117,33.182
1001 DATA 92, ,205
1002 DATA 232

1004 DATA 62 2

1005 DATA 62,217.50,71.¢
1006 DATA 33,112,117 1
1007 DATA 64,1,61.0,2
1008 DATA 176,21

1009 DATA 91,17

1010 DATA 55

1011 DATA 33,0.91,
1012 DATA 92,1

1013 DATA 2

1014 DATA 209

1015 DATA 183,

1016 DATA 1

1017 DATA

1018 DATA

1022 DATA

10
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Sthis adaptation of the arcade © Wy ou continue w here Pragons Lair™ pary one tinished, Dacing Dirk
gaeucd the fair Princess Daphnelid@@ides to go back througl the Deagon’s Lair and relicve Singefal some
e pold that is in the castle, whieh is under the protectiggol the conning and lethal Lized kaog
ol need lighting reflexes and judgement to fight the Lizged King and avond the gant rolling siarblos
T fdventure vou will be rushed down rapidsin a barrel andSen down corridors ondmagieal Ayiag horse
and oEieFdangerous deods will present praglems for you. Finally, @ieect Dirk w ireedom through the rizalim ol fh
murdd IORBEEES who come alive from the yergearth itself o enshaggiBirk and trn him mo mad hkeahemsclves
navigate the dangerous Lﬁrﬁn:n, jump across théehasm il freedom 5 yours,

Lead on Adventurer!

Hmore screcns from thdRecCide classic
to tax your brains and fingers

f DUNGEONSOETHE LEZARD RING i f MAGICAL FEXTNG HORSE \ i
5

|
) - i X
. AVAILABLE NOW ON o =

YT Y = %ﬂ.% e Commodore 6:4/128
AN | mapeso9s &piscs13.95

AVAILABLE 3OON FOR:

Spectrum 48/128..,
Amstrad 464004/G128
Lipe | e 89S DISC

LABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS
NS 1 Owned by M m Inc, and used by permission Copyright(©) All rights reserved
opyright 1983 Don Bluth
s Lid, Unit 7 Bearbrand Complex, Allerton Road, Woolten, Liverpool 1.25 75F
Telephone: 051-428 9393 t: 627520










HAVE YOU GOT
'WHAT ITTAKESTOBEA

=I0PGUN=

™
Top Gun puts you in the fighter pilot’s seat Your armaments in this nerve tingling aerial duel
ofan F-14 Tomcat.

are heat seeking missiles and a 20mm rapid fire cannon.
Vector graphics and a split screen aliow | or 2 Can you feel the force!
| players to play head to head, or against the computer.

Top Gun mavericks! Enter the danger zone.
| £7.95 £8.95
:‘ SPECTRUM

] AMSTRAD/COMMODORE
Ocean Software Ltd., 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633, Telex: 669977 OCEAN G.
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ACADEMY TIPS

Lee Paddan is our current champ

as Camilo Mesias who lives in
Leicester. Mr Mesias has sentin
some tips to get any serious
g:m player through to Mission

. There's also a sketch map
of Level Three, which is quite
necessary as this happens to be
one of the hardest leveis.

Now | must make an apology.
Camilo ;:ls:hn ; le for
Dynam maps we ran a
few months ago ﬂAﬂ | credited
the wrong person. Awfully sorry
and all that chaps, but you know
how over-worked | am thess
days. Whinge, moan, compilain,

MISSION ONE
“if It Moves ... ” ’

You find that your base is sur-
rounded by four sets of Light-
houses in pairs. Do not destroy
these as they are necessary for
navigation. Design your own ship
with as many of the following
characteristics as possible; good
lasers; scanner; 4 bombs; 8 mis-
siles; some ammunition; 8 com-
pass; main drive. Then fly
around close to your base and get
rid of anything that isn't one of the
Lighthouses.

Return to GLV and then equip.
Fly out in between the sets of
Lighthouses. When you find a ship
steer towards it, but slow right
down. There are groups of ships
which thrash you in close combat,
80 sto#) and pick them off one by
one. If at first they don't come
towards you, inch closer and that
fjhould tzrunpt tham im‘:g combat.

58 u migsiles against
them :nd my;‘urmm towards GLV
use ADF) and bum. Change view
torear and keep shooting. Drop as
many bombs as possible and be
careful that you don't crash into
GLV while facing backwards (now
that would be embarrassing!).
With some luck the bomb will
detonate your enemy's ships. If it
doesn't, return to GLV, re-group,
re-eguip-and repeat.

_Repeat this manoeuvre for each
direction of the compass, destroy-
ing Lighthouses so that you know
where you've been. You should
easily get a pass on this level. If it

ets dark, retum fo GLY and wait

minutes: until the sun rises
agair.

Use the same ship as in Mission
One, but add Jump/door unit, I/R
or flares, and 8 rounds of ammun-
ition. Do not shoot the jump pads!
TR i
it destroy e ng
the GLV except the jump pads. Re-
equip and jump somewnera. You
find yourself at one of the out-
posts. Locate the robot factories
and keep well away from them
until the last minute or else
they'll thrash you. Shoot every-

thing else. Fly between the fac-
tories, bombing as you go. Use
ADF to returmn home once you are
sure that the factories are gone
(use scanner). Use your ammuni-
tion because the robot factories
lob robot missiles at you very
quickly indeed. If you run out of
ammo then burm home, but face
backwards so that you can use all
the missiles. It's along drive home,
but don't panic as there is enough
fuel fora two-way journey. Re-fuel,
repeat and re-equip and head
back to get the other factories.

Meltdown
This is probably the hardest of the
first four missions and use of the
map will be a great help. :
a new ship with: high shield;
igh lasers; high amm's; 4 bombs;
scanner; a compass; missiles . . .
Avoid the mines which are
shown onthe scanner as four dots,
close together in a small square.
Shoot these while they ars stiliata
distance. Every now and then slow
down, stop and look at the scan-
ner. g still moving is & ship
or a missile so blast it before it gets
. Avoid the fortresses if possi-
g?:or bomb them if you have to
(remember top get well away from
the explosion yourself or it'll be
bye-bye Skimmer).
Thevolcano-shaped abjects are
indestructable and NOT the reac-
tor, 50 don’t waste your ammo on
them. The reactor is shown onthe
small map of this level. Time is the
most important thing in this mis-
sion, therefore you can't do the old
trick of waiting for the sun to come

My et Thes by ZEN sndd TRE, Dokl

up— parseverance istheun!;,-thing
Llhm will get you through this mis-
on.

%: _"1 w
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This mission is dead easy (accord-
ing to € Mesias!). Use a ship with
good lasers, main drive, shieid
scanner and a compass. Follow
the corridar of mines carefully and
repeat the process of stopping
and checking the scanner for ships
— there are a few. When you get to
a corner be careful not to tum into
the mines. For speed, try to use
missiles on ships attacking you.
Remember, scoring is on a time
basis, but dock very carefully at
the end or you may waste it

GENERAL TIPS

1) Use low power steering — it is
gasy to control. If you become sur-
rounded, change view to shoot the

AVENGER THE MAP

iﬂipa rather than turli'llng around. If

ere is mmethrﬁ n your way —
for example a building — then stop,
otherwise you needn't change

ﬁ“é'oma’i‘;‘“m useful, but

rarely need more than four

use you can only release one
at a time and you can re-equip
after ing scmething by
retumning to the GLV.

many ships as possible. They fol-
low you and a bomb may well get
rid of the lot of them.

4) In the buildings (GLV for exam-
ple) you can abbreviate the written
commands by adding a full stop.
5) For hiah scores, don't
dock with LV if have
85%-89% as it adds 5% and you

7) Mines are deadly, so shoot them
from a distance. They are
ofteng infoursin the shape
of a square (but not always).

8) When you complete a mission
with more than 90%, save the
game so that you can load it in the
next time you play Academy. This
way you can save a lot of time,

Maybe Camilo will send in some
more tips for the othermissions
in so they can go in
next issue (creep, creep).
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KEY

ZUB SOLUTION

What noise do bees maka when
they fly baghwards? Zzub —
Zzub. Ho, ho. This rather strange
game  from  MASTERTRONIC

invelves jumping on platforms

and teleporting tostrange lands,
and all because the Emperor
wants his jewels back.

J Preece from Cannock in

LOGATION LEFT
TELEFPORT

RO O0 =4 OY L e T R

0l = B =] B N = T

Staffs had no problems com-
pleting his mission - here’s how:

MIDDLE
TELEPDRT
':r

RIGHT
TELEPOGHT
2

3
4
3
4
5
i
4
B
8

D B en O 3 A
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50 RANDOMIZE USR 23410
DANDY POKE 60 RANDOMIZE USR 50000
Here are some POKEs to go with 70 POKE 23681,49
the map and make Dandy just 80 RANDOMIZE USR 23404
that bit easier. Once again 90 POKE 35972,201: REM
the routine is from the dextrous STOPS MOVING CREATURES
Phil Churchyard. Type the routine 100 POKE 27596,0 : REM THOR
in and then press RUN and [INFINITE TIME
everything should be 110 POKE 27647,0: REM SHEBA
boo and generally okay. INFINITE TIME
120 POKE 27601,33: POKE
27602,232: POKE 27603,3: REM
10 CLEAR 25489 THOR INFINITE ENERGY
20 PRINT AT 21,8; “START 130 POKE 27650,33:POKE '
DANDY TAPE” 27651,232;: POKE 27852,3: RE
30 LOAD""CODE SHEBA INFINITE ENERGY
40 RANDOMIZE USR 23407 140 RANDOMIZE USR 25500
hero Cliff. Simply type them into
GL'FFMEH r Spectrum and press RUN.
POKES the game has loaded Cliff

Some time ago NEW GENERATION
software released a strange
game called Cliffhanger. It basi-
cally involved pushing boulders
naety ooRboYs, Very ek Aoy
n c - Very sick. Any-
way, Liam Hudson and Tim Dun-
can from Middlesborough have
sent in these POKEs for up to a
hundred lives for the big mean

should have a glightly easier job
on his hands.

10REM LIAM HUDSON AND TIM

DUNCAN

20 REM CLIFFHANGER POKES
30 BORDER 0: PAPER 0: INK T:
CLEAR 25650

40 RESTORE

50 FOR B=23208 TO 23309:
READ A: POKE B.A: NEXT B
B0PRINT: PRINT “START CLIFF
HANGER TAPE PLEASE”

70 RANDOMIZE USR 23206:
RANDOMIZE USR 232296

80 POKE 65504, 201

90 RANDOMIZE USR 65280
100 INPUT “NUMBER OF LIVES
(1-100)"; A: POKE 26515, A

110 RANDOMIZE USR 25660
120 DATA 221, 33, 171, 254, 17,
48, 1, 62, 255, 55, 205, 86, 5, 201

That's that for another menth. Let's have those maps and tips rolling
in. Keeps the Ludlow postman fit you know! How about a map and
tips for part two of Fairlight If or a map of Nosferatu?

Once againit's apology comer. Apparentiy | didn't credit P .
chyard for his Uridium POKEs last issue. Chris Wild did the first set
of POKEs but it was the young Mr Churchyard who did the Uridium

POKEs Mark Il. Sor-eee.

Also, if you want any maps returned, please could you encl
stamped addressed envelope? Just like the old days of Vi

eh?

Mark all correspondence to HANNAH SMITH, CRASH PLAYING
TIPS, PO BOX, LUDLOW, SHROPSHIRE, SY8 1DB

The
Vic
Lot
Tels



The LA.RE. needs you-NOW.
: As one of the Chosen Few you
" T%‘ éfﬁ % ¢ manage 8 planets in sector 63/B

—T d

« % Quadrant2. . |

+i  Burn out the aliens in vicious
dog fights, trade and climb the
ladder to fame and fortune.

Can you find the elusive Astralan
killer, Agent Orange?

O e

. The Argus Press Software Group : ——
Victory House, Leicester Place, e nectrum
London WCZ2H 7NB. . e B
| Telephone: 01-439 0666 ¢ LIS
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| was a game called Lunar Jetman

Lee Paddon coaxes afew dark secrets from John Ricbr.

from the confines of his warped mind every month

Until Issue Six, CRASH had been
carrying on nicely, dedicating itself
to reviewing the latest in computer
games. Light-hearted perhaps,
humourous hopefully, but fairly
earnest nevertheless. Then along
came Jetman, and nothing at
CRASH Towers has ever been
quite the same since.

It all started quietly. No fanfare,
no blurb, no introduction: he just
appeared, suddenly and silently.
The criginal excuse for the strip

lost in the mists of time but
recently released on an us GoLps
ULTIMATE compilation). Reviewed in
the very first issue of CRASH, it

. got the highest ever ‘value for

mieney' rating - a "perfect’ 100%

| Obviously flushed with this suc-

74

cess, Tim Stamper (the reclusive
head of ulnmare) decided he
wanted to promota the game with
a comic strip.

Tim had seen John Richardson's
work in other magazines and com-
missioned the strip from John,
who explains his invelvemeant with
the computer games world; “Tim
sent me a copy of the game on
tape, | tried loading it on my Sirius
computer, but it didn't seem to
work so I've naver actually seen it.
In fact, the only computer game
I've ever played since then is Star
Trek on my Sirius — that was so
awful I've never tried to play one
since. | must admit I've never met
Tim. The nearest | ever got was
when the strip was rather late and
his father came to pick it up."

ULTIMATE GAME

Since then Jetman has taken ona
life of his own. The game has faded
from memory, and even ULTIMATE

CRASH February 1987

isn't the name it once was. But Jet-
man lives on. In factif the Jetman
strip misses an issue, there are
howls of anguish. It makes the rest
of us toiling minions at CRASH
Towers feel really insignificant
sometimes . . .

Se who is the warped mind
behind this inter-galactic goon? A
sign on the door of a Middies-
borough studio proudly
announces Richardson Freelance.

Inside | found John busy toiling
away on a strip for CUSTOM CAR.
Obviously aimed at a slightly diffe-
rent audience, this follows the
adventures of a superhero called
Super C C and his topless assis-
tant (no, she doesn't stop at the
waist). Well, what do you expect
from these car freaks — they can't
even have a motor show without
spraying the place with scantily
clad young ladies!

HAH! GooD To B sack ) T o' wor-Sear! R
BELTING ThitOUGH THE EADLESS VDI wiTw

Amongst John's other commi-
sions are a strip featuring Tina Tail-
pipe for SUPER BIKE, and Pwiong
for a CB magazine. Pwlong is, 50
John assures me, the Greek God
of GB (well the Greeks were a very
advanced civilisation). Apparently,
Pwlong was born deaf, and only
the advent of GB has given him tha
ability to hear.

By way of a complete change of
style and emphasis, John also pro-
duces a Famous Five strip for an
Enid Biyton fanzine. " Fortunately,
| only have to draw the pictures for
this — they supply the plot line. It's
published in Denmark and
appears n lots of different lan-
guages. It's really weird to sea your

speech bubbles filled with some
totally unheard of language. | sup-
pose thers must be a lot of Enid
Blyton fans out there somawhere
who just can't get enough of the
Famous Five," John explains.

THE BEGINNINGS . . .

It all started at school, in the small
mining community of Eston. The
young Richardson began doadiing

away during some of his duller les-
sons, and decided he rather liked
it. After a spell as g farmhand, and
Six weeks as a professional wres-
tler, he got down to some serious
drawing. "l couldn’t take to wresti-
ing. It was quite fun, but rather silly.
The whole thing is stage managed
- you rehearse what you are gaing
to do and when. It's okay as long
as you both remember your
moves, What's worse is when

FABLIL

DU, HERD, HAY THAT
p, HAS DISCOVERED Bs 1 s
OF OKTUP, K Do f"ﬁre "
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you're meant ta win, and the other
guy decides he wants to impress
his girlfriend and throws you
around.

“My drawing was influenced by
the late Frank Bellamy's work on
the old Eagle comics. It's a pity
really that so many of the good
British comic artists have moved
to the US where salaries can be
astronomic — just because the
magazinas have such huge circu-
lations.™

OVERTHE TOP

“My first strip.was Phantom of
Fells in BUNTY. The heroine was a
teenage girl, and this Phantorn
kept popping up all over the place.
Really terrible stuff, but they
seemed happy enough. | then
drew a strip called The MeanArena
in 2000AD. It was a futuristic
American Football type game. Just
about as far away from BUNTY as
you could get. | wrote the plot for
that myself — the sport included
rules like you were allowed ta kill a
certain number of opponents dur-
ing the game. and all sorts of
totally over the top stuff like that.

“Anecther thing which helped me
to develop my style was having to
fill in for other artists. My agent
would ring up and tell me that so-
and-so was ill, or on holiday, and
I'd have to quickly getintothe style
of that artist. This really helps you
to learmm from other people and
gradually  evolve  somaething
unique. As for plots, | like science
fiction, particularly Arthur C
Clarke, author. of 2001, A Space

M
N aep P fal

N\

Odyssey"'

Naturally, the  uppermost
thought in the minds of Jetman's
many fans, must be ‘what's going
to happen to him next?' Unfortu-
nately the development of the |
storyline is a closely guarded sec-
ret, and as John keeps the plot
locked in a safe deposit box ina
highly secret Swiss bank...
there's no way we can give you a
sneak preview . . .

Actually, that's a Big Fib: "I make
it up as | go along, | start drawing
the strip and hardly know what's
going to happen from cne frame to
thenext . . . ifyou've gotany good
ideas, they might comein handy!"

So there's an open invitation to
Jetrman fans: if you want to influ-
ance the outcome of your favourite
strip, write to John at CRASH, and
we'll forward your suggestions to
him. Who knows —they might even
turn up in future strips!

PAY CHEQUES

According to Jehn, the best thing
about drawing cartoon strips is
receiving the pay chegues - he
locks forward to them with particu-
lar fondness. “The jokes are fun,
but after 1've drawn the thing and
lived with it for a few weeks,; it
somehow doesn't seem quite as
funny as when Hirst thought of it. "

John has no idea where a lot of
the made-up words that Jetman
uses — like Bwah and Dongle —
came from, but he suspects that
there is a great deal of himseif in
the character. This sounds like
rampant parancia, because as
John admits, the central theme of
Jetman is that everyohe is con-
stantly trying to get rid of him —
preferably permanently.

Fans of John's work will be
pleased to see that he is going to
have his own strip in our sister
magazine LM, in the form of
Umgquat The Alien — deferder of
freedom, seeker of truth and jus-
tice, President of the Galactic Tail
Wa‘?gers Club, seeker of wisdom
and cheapo souvenirs, prannie of
the universe, gallumphing gour-
met, and general mental incompe-
tant. He's also the owner of a clap-
ped-out spaceship which keeps
going 'Phut’. Oh yes, he just hap-
pens to have a computer dis-
guised as a rather curvaceous
iooking alien.

also introduces

Loy the Grum- =
ice little chaps, the & et
E:wgse‘t‘r:.gse are some of John's reg e
ular characters,
in his wo
things up.
the plot wi
a bit..- o
whin you gl
tobeableto plame the Grumiing

that tend 1o t;‘l?‘g
1 enerally mMes
e e them whenever

ants to.change direction

" ething blows up
o o, ifs handy
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WIN A
‘«GHETTOBLASTER’

20 Loony Balls on offer too!

Adter a hard day at the office being
quwed' your humbie Comps

inion likes nothing better than to
wind down by playing a few com-
puter games. Of course I'm not

allowed to play during working
hours. If I'm caught within a twenty
foot radius of a Spectrum, the
dreaded Kidd or the Girlie Tipster
grab me by both feet and swing

me back into the broom cupboard
— Sigh! However, as soon as 6.00
comes around and the spikey-
haired ones have left for the pub, |
gneak back into the darkened offi-

FIND THE FOLLOWING WORDS:

HORCA
ORBIX INSECTOVORS CREW
TERRORBALL DRONES CRYSTALS
STREETWISE DROIDS IMPOSSIBALL
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ces and blam and blast away at
those aliens to my heart's delight.

One of my tavourite games at
the moment is bomark's Orbix the
Terrorball, released on their new
STREETWISE label. It involves man-
osuvring Orbix (a Tactical Planet-
ary Warfare craft) around a hostile
planet while at the same time col-
lecting spara parts for a space ship
and rescuing crew members. lt's
great — the Orbix bounces and
boings all over the place. It cer-
tainly needs some concentration
though.

Somstimes I'm at the office
blasting away with the joystick
until 10.00! But after that Mummy
Minion gets worried so | make my
way back home. One night after
Murmmy had made me a supper of
Christmas cake and hot choccy |
had the most horrible dream.
Somehow | was trapped inside the
Orbix featured in poMaRK's game
and it was running wild, controlled
only by a manic Girlie Tipster and
the crazy Mr Kidd. Not only that,
but | was being pursued by giant
insects and mechanical droids
who were all hell-bent on ensuring
my swift demise. To make matters
warse, instead of trying to win the
game, Smith-and Kidd were delib-
erately trying to make me lose by
ramming me into the walls and
making me confront my enemies.
Just as the last life in the game fiip-
ped to zero | woke up sweating
profusely with my teeth chattering.

Anyway, those nice people at
pomark have decided that all the
blasting, sweating and recurrin
dreams are worth some reward. ."-\?I
you have to do is solve this word
square by finding the words listed
below, which are all characters
and features in Orbix The Termor-
ball. There are some stupendous
prizes waiting for the winners, For
the first correct answer pulled out
of Hannah's Girlie make-up bag
there's a fab Philips Roller ' Brixton
Briefcase’ (or ghettoblaster to the
un-hip}. For twenty runners up
there are Impossiballs. These
bouncy spheroids contain a
weight so that when bounced they
make all sorts of crazy patterns
giving the user hours of endless
pleasure.

If you fancy winning, then get to
it and find those missing words.
Send your entry to ORBIX (THE
TERRORBALL) COMPETITION,

] CRASH TOWERS, PO BOX 10,

LUDLOW, SHROPSHIRE, SY8
1DB miaking sure that it armives no
later than 28th February.



Ho 24 Xmes 1985/1086

On The GCover Special — our very own
OLIWER FREY occuples five pages. Star-
Quiake is mapped and there ane some Fair-
Iight pokes, Wa profis  caacovie cames.
LLOYD tocks back on 1985, ROGER KEAN
falks 1o newsowcossuLTANTs. Spaitbound gets
top marks from the reviewsrs,

No 25 February 1866

Dunsws — the profile, and some rather silly
pholos af the leam. A chat with the mcros-
ewene du, A double dose of JETMAN, Grew-
L arephscs bring & M 1o the Spectrum.
TECH NICHE Iooks at & FORTH add-orand
extensions 10 ZX BASIC, Zolds namowly
Pips Sweeve's Wond in the reviaws.

Ko 26 March 1986
HUNTER S chats ta thia Gals frorm o sspes.
Adfirst ik af the Spectrum 128, What's new

an Micronet 800. Roswme rosor’s Multifecs
Opa under scrutiny. Marsport mega-map
and & rather smatier diagram of Gonfright,
Theee Wesks in Pavadise, Mowvis, and Winier
Gamas are SMASHed.

B 27 April 1986

Massive 23 page Playing Tos Supplement
= incipding Zonds and Marfy On The Run
maps. 1985 Readis Awards rasufts, MEL
CROUCHER interview. macine resudaces
and maace arg gquici on the draw, Round up
of 128K games. A visit to the first Play By
Mell corvention, Somb Jack wows the
TEVIEWETS,

No 28 May 1986

Update: on the Fanzing scone. ok
prafite and Fanais preview. DIY Composite
Wideo Interface. Spefibound and 211240
mapped.  Inside cxEEvan's  Spechinm.
FRONTLINE Mini- Strategyback,
CRASHTIONMAIRE ‘86 analysis. Stavsirikea
Ifis 1op SMASH of the manth,

No 29 June 1986

First: PEBM MAILBOX and CRASH GAL-
LERY. Specbrum lisling. . Homegrown
Software, HANMAH SMITH chats {o rea-
rime. Compilations compared, Maps of Oy,
SirFrad, Sabotewr and Parts 1 and 2 of Tan-
Ialus, The GENESES, BIRTH OF A GAME
featiee gets underway.

No 30 July 1886

More . CRASH/RunsiRD  galléry,  More
Homeagrown Softwars. THE BIRTH OF A
GAME: some sarly antries. Me MINSON
midts game designens naress. LUNA JET-
MAN retums, Tanislus, Knight Tyme and
Mowig mapped. Ghosts And Gobling, Jack
the Mipperand Spiitting fmages rocaive the
reviewenrs acokaim

No 31 August 1985
HANNAH goas wrestling and mags Pantag-
ram, Hegvy on the Magick and Jack the Nip-
perat-the same time! A ook into the Ora-
gon's Lair, Sinclair 'LOKE myths expioded

interiew. PETE TAMLYN starts
his look a1l Acle Piaying Compuler games,
Wiordprocessor round-up.,

No 32 September 1986

GAC reviewsad: The Music Box opened.
Muao.ass's DAVE PERAY talks abaut Wty
ani  Figky Steele.  Repaiting  your
QUICKSHOT 2. Dan Dare amves! Bobly
Baaring, Ghosts and Gobling, Core, Cybe-
i iwnd Action Refiex get the canographic
ki,

No 33 October 1988

JON RITMAN — Mr Batman and Mr Maich
Dayteiis all. Thee GENESIS project: the prog-
ramming begins, HUNTER 5 MINSOM goes
missing! Muiti-tracking Speclnm. COSTA
PAMAY A, the man Tromm vorrex, intarviewed.
Maps of Dan Dane and Cacldeon i, First part
of Equinc and Dynarite Dan i maps,

b |

F---------'--------.---------ﬂ.-

No 34: Novernber 1986

DON PRIESTLEY, creator of Popeye and
Trapdoor  interviewed.  Music  Maching
reviewad, GAMES DAY repor, coesran's
Sound Sampler sampled. PBM Diplomats
Directory openad. GENESIS: Kat Trap pre-
vigw - the Marketing Mix expianed. Equinox
and Dynamite Dan limaps compieted; Liniv-
arsal Mava, and Hijack lakd bare.,

35; Dacember 1986

DAN MALONE, the artist behind Antidad
infersewed. A EEcTRomcs release a ROM-
based wordprocessor. Glder Rider- and
Lightforce maps revaaled. MIDH interface
examined. Spectrum Plus Two problems
explained. The Great Escape heals a pack
of asmaghes,

I'would like to order the following CRASH BACK NUMBERS . . .

Please fick the corract box

24{]2o( J 26271 28] 26( 13001 310} 821 33{134[] 880

BACK NUMBERS SPECIAL OFFERS!
® Order THREE or FOUIH issues at the same time and'get 40

pence off TOTAL

® Better still, order FIVE or MORE issues at the sametime and

get 20 pence off EACH ITEM!

PRICES

@ ALL BACK ISSUES NOW £1,20 EACH (including P&P)
® OVERSEAS ORDERS: £2.00 per magazine (they cost a small

fortune to send)

&

E
3

E

Postcode

Please maka cl

heques/postal orders payable to CRASH. Itisbestmévnm
sending cash payments. Please DO NOT enclose ANY order with

mail to

the EDITORIAL side of the magazine as this will result in DELAYS! Send

your orders to the address below . . .

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ I |

I wish to pay by Visa/Access (delete as applicable)

i
5

Expiry Date

i
»

Please Charge My Account No:

0 0 0 9 R G R O e

Number of issues ordered
Less discount if applicable
TOTAL COSTE

I enclose a CHEQUE or POSTAL ORDER for the TOTAL

BACK NUMBERS,

CRASH MAGAZINE, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB




W/NNERs CF pRIZES

What better
of catching up? Althou
through all the entries

What a lot of scary creatures you
showed me! | think the aversion
therapy may have worked ... A
trio of monster creators collect
a monster TrapdoorGoodiebag.
They are:

Deniz Ahmet, Peckham, Lon-
don, SE15 4NP; Brian M
Mecdonough, Wythenshawe
M23 9AW and S Kemp, Leigh-
On-Sea 559 ZRG

Copies of Trapdoor go to 30
minor-monster creators:

Wil Dykae, High Wyeombe HP13 SLA: Chrig
cmﬂék Smrgr?mmonSDGQSﬂ;Car‘.Jones.

Cauldron-spotters flooded the
broomcupboard with entries =
not surpris

BOUANE HOUSE wers offering a
complete set of ASTERIX books
to the outright winner. He is:

P Abernethy of Rotherham,
South Yorkshire S65 3BU

Copies of Asterix and the Magic

Cauldron are on their way to 50
people who found all the bits but
didn't acutally come top:

JUDO JAMBOREE

I've had to give up the Judo les-
sons - The Girlie Tipster
threatened to take up Handbag
Karate and try out all the moves
on my battered form if | didn’t!
Still, maRTECH'S judo game Uchi
Mata should be along any day
now, and maybe playing that will
make me a bit tougher.

As soon as game is
finished, the following 50 people
will be receiving a copy - don't
get impatient now!:

Andrew Griffiths, West Croydon, Surey CRO
3NN, 5 N Hammond, Frinton-On-Ses 0013
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RESULTS GALORE
to start the New Year than with a spot

your faithful Minion sorted

the competitions we ran in
the November issue in good time, there wasn’t room
to print the resuits in the Christmas Special. Then, as
soon as | came back from my over-short Christmas
hols, it was time to sort through the piles of
had arrived for the December competitions.
a bumper dose of results -
sore competition-envelope-opening fingers in some
cool mop bucket water . . .

PIRANHA’S TRAP DOOR OPENS

that
here's
and I'm off to soothe my

Birkenhead L49 9BS; Stewart Dean, We

Lexnam PESZ 254, Paul Myatt, Stoke-On-
Trent ST33EA; Darren Shaw, Nrboddon, Mor-
wich NR14 EGN Richard Plastow, Herttord

aHR; G L Whitton TW2 7RO Jay Sac-
hamia, Mitton Keynas MK13 7LT; J Le Gresiay,

SP1 3EL: Richard F"upper Mantwich CW
5JF; Kavin Hooker, Upminstar BM14 108,
Darren Bonas, Walkergate NES 4UL: MrE Bur-
ton, Silsoe MEAS 4HT, William Harbison,
Auchinleck KATS ZEW, Howard Carfisie,
Haraforth LS18 4HD; John Noble, Middies-
TS5 BM.J); Christine Noble, Middles-
borough TS5 6M; Lucas Sutton, Grove
Emaﬂa London MW : Peter Hill, Northampton
.?.AJ Jim Ml:MulIen Edlnlwrgrl EHi4
ECIR Garath A Harman, Ca Dawn, Northerm e
tangd BT19 1NZ; Damen Webb, Dagenham
AME 35, Cathy McBumey, Marske-By-Sea
TS17 TG; Dfdan Wy Caean, Sy LLIT
8¥Q; David Blalr, Lea DN21 5JE; Daniel
Hagtay_ Maithy 568 73E; G Load, Chorley PRT
NG

CAULDRON COLLECTING

Close, Waltham Abbey EM

17/21st. Lancers,

gow G22 60N, Andrew Kyle, B

Narwich

Dhilkon, St Andrews K'Y 16 85 Darren Shack,
London ET THZ. R Lamb, Datchet SL3 9HP,

Kan, Knmnlll GU21 2HT; George Mackenzie,
Dunides D

BG14 1PH; ;Tm R Chaldesott, Havart POS

Southsea POS 2PG; Paul Hewstl, E!aksmug

OFF; Shuart Anderson, Hull HU DER; Dany
8 3EY; David Wat-
arg, Aberystwath SY232EU, Paul Smith, Stan-
tord in the Vale SNT BLY, CPL G Potler 8236,
BFPO 17; Jonathon Hill,
Graat Amwesi 512 98U, Petar Reilly, Glas-

. Barrow in Fur-
mess LAT 42T; David Ho, London E5 ORN, EE
Loan Les, London M2 O0F, Robbie Morton,
NR10 5AY, Simon J Ladds, Gran-
tham NG31 9HH, Mark Boughtor, Bury St
Edmunds P32 GBA; Medl Anthony, Nelson
CF48 6LG; Simon Young, Mitcheldean GL17
OON; Philip Mann, Cannock WS11 1PW, Paul
Harbart, Chasstown WST BRE; Guy Datern,
Morbwich CWE 3HP; Stuart Dicknson, Low-
denbesth K4 9MND; Lea Powssl- Thomas, Sal-
tash PL12 4EA; Sac Carruthers, RAF North
Coates, Lincs: James A Gossat. Ninfield TH33
B Peter Bodkin, Clanfisld POB ONA; Ranijl

Stephan Bl.'lngh:n Pitcapla ABS 9H5; Patrick
Wailkar, Nethar Poppleton Y02 6L Jason

D3 BLE, Brian Morrison, Livingston

EHE4 5NT; Steven Moyle, ﬁedru1l\TH15 3N,
Paul Smith, Sprowston NRT Lars
Janssar, Tlnla.gel Crormwall; uhnst
Cousing, Bréntwood CM15 9PLL Ar%m.v
Tayior, Tsemuﬁa TSE DAD; Gavin DLII‘IH.EH“F@]'
Berbigy LL1G 5YB, Graham Pye, Scotforth
SE Jason Gitson, Tynie and Wesr NE28
‘JEO Medl Parfrement, Clifton Estate MNGE11
8J8; Brian Banter, Ashion Under Lyne 0L7
05G: G Meterwood, Krkella HUTD 708,
btichael Gravelie, London SE3 7RE; Mark Wal-
ters,  Sutton-ln- Asnfield NG17 dMNP;  John
Qans, Gmn-sbaruughmz'i ‘QE;(GAﬂdmw

P Righards, 1ramn%m CN28 Deanvic
Jeremy, Bourne PE1D-0RE; Richard Story,
Tonwsll SG12 0HP,

HANDBALL!

Mow the judging’s done, John
Lewis, of Leicester LE4 TEL is
due to get his hands on a ball -a
spanking new football signed by
the England squad no less. John
came first in the little quiz
organised in support of Pefer
Shilton’s Handball Maradonna.
The 50 runners up who all
receive a copy of the game are:

Meid Harkett, Mendlesham, Suffol: Peter
Davies, Rayleigh 556 DPE; Mrs V Fairbrothar,
Castle Grasley DE11 5LB; Richard Bradisy,
Bunry NGTT 80U Andrew Siack, Nonmch
NR4 GLB; Patrick Waish, L3 &l
Chwistopher  Jolley, Shaffield 511 SEO
Jonathon Ray, Knowle BS1d4 SAD: Anion
Lang, Cr CHO 85H, Justm Menhanatt,
East Preston BN1E TNE; Walter Mchaw, Car-
rlcklers;us County Antrim BT38 8LF; Brendan
Kniowarth' SG3 8NL; Alan Powis,
Leomlr\met HREBHT, Tony Gee, Sheffiesd 510
3PF; John Todd "JNR', 110 Carhun Hdl
Carfton MGE 1FN;, Darren Spancer;
HAS BHO; Ross Hunter, Casdisla CM \' fa]
Prijs, Funcorm WAT 5EG; Stephen Mayhaw,
Sesham SAT BLE; Nick Hushby Sutton-0n-
Trant NE23 60G; David McDermatt, Bimin-
harmy aLY: Darren Feirbrother, Castle
regley DE11 9L8; Matthew Graaves, Wiork-
sop 881 05.J; Tony Commons, Liden SN3GLS;
O Hulbr, Fatnwarth BL4 062, Graham Parker,
Washington NE3B TLA LuimMor n, Middie
Bartoe QX5 4HE; Paurwm»)dmd u-sthM
07D Grag F'age Haverhll CBS 80W, Ryan
Smith, Odd Down, Bath: Milss Jacohson,
Watiord WD1 5DF; Richard Pacsons, Brier
Hill D5 14S; Stephen Barker, Hmncﬂ'-ur%
FM12 GA) Wayne Bradbum, Wotverhampton
WV11 30 John Fraher (Jnr), Balinor, ire-
kand; Meil Wey Morthampion M3 58
Mark koGowan, Mothersell ML 5JZ; lan
Francis, Coulsdon GR3 3HT, Martin Campball,
Edinburgh EHA 3RG; J Musk, Tunbricge Wells
TM3 DEE,; kzin Humber, Carton NG4S 1OF: Mike:
Stavenson, Pogla; Marvin Réynolds, Crawe
GW2 6UF; Keith Bell, Washington NE38 0PL;
Drarren Redfern, Golbouma 30Z; Robart
Ewvans, Wolverhamplon WVE 7BM; Willlam
van Rest, Dorridge BO3 BON; Damian High-
wirod, Rainham MEB 955; Staphan Ball, Hor-
n'n%ar P28 552, Danvid Jackson, Longton PR
5PE.

SHAOLIN’S ROAD

After a false start, when an Art
Minion set you a spot the differ-
ence competition without any
differences to spot, we now
have the official list of winners!
Top of the pile was Guy D Cur-
tis-Raleigh, of London who col-
lects a martial arts suit, a copy
of the book about the Shao Lin
temple and his choice from the
games offered by THE EpGE. Fif-
teen runners-up colleci a copy
of the book and their choice of
game:

And finally, 35 runners up each
receive their choice of game:

ABSORBING THE SHOCK

Anl‘fmarharnshnm:pmlng

into existence early in 198? if
youlmanywhan Rainham
in Essex, look out for Paul Pont-
ing - he's collected a rhero
Kit from marTecH which includes
a pair of zoom binoculars and a

Cosmic hasn't made an appear-
ance in CRASH Towers yet, but
at soon as hhedd::: we'll obuet
sending o s gama
the hﬁmu% 50 runners-up;:

dason Bulleck, High Wycombe HETZ3UN, T4
o Saftburn TS12 4LW, fan Gilsbrand,

/ L37 207; donathon Fiighan, Shiffd
% TTH; Shiven Vickars, Garsuatton

£, Stewvan , Button-Aafistd

nay, Woodburm, Go 8T8
Giark, Ascol SU% 8TA; Alan Ciark, Wi

D04 OUE; Darren Fairbrother, Caslle Gr
DE11 SLE; Brdee McCoubria BE'IHI; E‘l
VEW, Rosie S Swia

, Cart
Cheshunt ENT SOR; Paul Whitel
1horpos-a?P\'-' Chuis Evans, Wara
K & Hungman, B W2 357,
Tavior, South Homchurah nmz SPA; Bavid
Calow, 'Nomwp SED 25H. J-\mlrl Hoakclh

Meirales )

tugnl; Rachasl Pagh, Curd:dl CFE 448 Pnut
Longhurss, Tdns%-l '3 4ED; Aobart. Doo,
Bournsmouth BH10 SEW. Scoti Statham,
Stopsiey Drive L2 8AE; Denel Boon, Hol-
land, 1054 HL; Maarten Karel Holland, 3813
KM; Wipna Mille:, Browwich WSS 3HD:, Pail
Grafiacher . GEY 204 Luke § Cobb,
Hove BNI SON, Howand Cariisle, m‘ﬂoﬂh
LS18 4HD, Reymond Johnson

Spuncar James, Swanay 8R4 BAR: Darten

, Candift CF1 55, Calin
i C 840 - 2HH,
Hul ;- Broxbourne  EM10 LM Simon
MZ2 BAB; Andrew Ollva,
MD:HZPHE 103H0.




DESIGN A SKIMMER
What a bunch of inventive
mphmmlﬂlwe‘vagnth

do now is see if the Ludiow

LONDON TOWN

The delectable Julia from Hew-
son will soon be travelling the
streets of London with

entry was first out of the bag in
the Cily Slicker competition

draw. He's a winner! A further 50
winnefs are about to receive a

Ey of the game by way of con-
tion:

Roger MeGilveay, Cumbermauld GET 1PA;
Wamren, Hertlord SGii4 3TQ; Garmal Bal-
tarsby, Scale Hall, Lancaster; Alan Colkiar,
Lockerbie DG11 3P0, Thomss Gammon,
Swansea 541 40u; MrEamonn Moyles, Lon-

dan W8 3DG; Marc Pennington, Priitenweam,
Fite; Master Pater Banks, Camouste DOY
YDE; Chris Dymond, Truro TRT 108; Slaphen
Fishir, Wes'( Dra.y!on uBar  gtid; Ps.ui
&h M25 957 Sim
Raind, o:k‘ran'!SIQ TST; Pt King, Lud
low SYR 3NX; | Andrews, London SW20 87 G:
%gﬁ Grean, Wakefisid WE2 7EB: Charée
organ, Addiscambe RO 6ET; Colin Reakiz,
SI Monars, Fiie KY10 20H; Gareth detha
Chalmeford CMZ2 BBG; Ned Blake, Carlton,
et m MG 1EM; dou Leist, Addiastons
KT15 2TL: Phillip Bennett, Grantham NG33
4BL: Greig Christis, Kikcaldy €Y1 JRA

James Pratt, Ashby-de-ia-Zouch LEE 5TW:
David Ek:lne

m MNE31T 2JF; Mr N

Knowles, Southminster CMO 7BE; Andrew
Blezant, Cn tan NN 13 SLT; Paul Wakali
Groby LES B ‘Cheeseman, Penhill 2

YOU SAVED DAN AND DIGBY!

Lots of people completed Oli's
Dan Dare strip for him, and after
much deliberation the top two
prizes in the competition we ran
with VIRGIM go to:

Wayne Trauis, of Northway,
Tewkesbury GL20 BRW and
Les Brown, of Ossett, West
Yorks WFS 0QD

They both collect a copy of Dan
Dare the game, a poster, a T
Shirt, a copy of The Man Who
Drew Tomorrow and the choice
of either five albums or three

videos from VIRGIN's
catalogue.

Meanwhile, three more
people collect a copy of the

game, T Shirt, and poster:

Simon Brett, Poughill, Bude,
EX23 9HB; Robert Bryan,

SLW; Mr Stewant Crofl, Lancaster LA 407
Keith Wallace, Sheffield 511 7LG: Stevan Sur-
ridge, Iske of Wight PO33 3GY, A Challen,
Rushden NNﬂEi BG; 5 W Smih, Stackton
emmargﬂpmtalract WEB 28.J:
t Wi ?aFEa Lo
raly- e SG12 riElD)
B—:‘b?ﬁonh Leeds L25 1J0; Tony
Sheffield 510 3PF. Tony Goadey, Romtord

RMS 2EL Lee McGill, Ford 1G2 BAU; M S
Wyre, Birmingham B34 64H; | ) Walton, Car-
lisie GA1 2AN; & Thome, Seaham SA7 740
Fobeart Faaron, Elieamere Port LES 20T Lioyd
Robertzan, Reepham NA1D AE6; Anon. Lowar
Bevendean, Brighton BNZ 4GE; Matthew
i, Yool BAZ21 GXB: fan Francis,
Goutsdon ORI 3HT; S Katharavelu, New hal-
dgnHKT BNY; Andrew Judge, Leyland PRS
1

Cheadle, Hulme, S8 6DF and
Jared Smith, Saltburn-By-
The-S5ea, Cleveland, TS$12,
1PD

Finally, 26 runners collect the
game and a poster:

CRASH HOTLINE WRITE IN COUPON

ADVENTURE CHART WRITE-IN COUPON

Please use block capitals and write clearly!

Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB

| Please use block capitals and write clearly!

[TSHETSEE
| Send your coupon to: CRASH HOTLINE, PO BOX 10,

| LUDLOW, SHROPSHIRE SY8 1DB

My top five programs are:

TITLE

VOTE OUT OF TEN

|
|
l
|
i |
|
|
|
|
|
|
|

My top five favourite programs in descending order
are.

TITLE

PRODUCER

1

2
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The Ultimatein
Joystick Control

Arcade Quality
with 8-way microswitches

Foster response imes provide a smoother, more accurate
playing action for higher scores and its tough, dependable
construcion guarantees reliability during use.

* Ergonomically designed, nylon covered steel
handle and base fors er playing action.

* Rubber action retum tovertical of joystick for fast,
posifive control.

* Large, dual fire buttons for quick left or right hand
operation.

* MNon-slip, ubber base pads ensure joystick
remains firm during play.

* Exiro long 5 foot cable allows more comfortable
playing posifions.
* Guaranteed for 1 year.

Suitablefor:
Amstrad; MSX computers; Commodore 64 and VIC 20;
Atari; Sinclair ZX Spectrum (when used with an interface).

Distributed in the U.K. by:
Uinit 2,

| Trading Estate,

Tel
Tal:i;:i.lm'!?ﬁ:t LE!

—EXPRESS

FREE =
P GAMES WORTH £ 39
WITH EVERY REPAIR*

* Spectrums oniy

{We do not charge you for our
fancy premises by
high 'fixed’ pricesl)

YR
Reputations
we have been repairing ZX81's, Y

BBC's professionally, for 2V et
years — wha Is coming second? m
s qui

-®~ mall UK. with Whise-u-Wait repairs!
Wy’ with INTERNATIONAL repair servicel

r

With you and offer
CURES" Phil

ﬁ to chiarge LOW PRICES for the smaller
" (P01 5 (e.0. B9 for keyboard fauhs)

A FOR LOW PRICES - “My computer
-‘D. blew recerntly, | mnwmﬁﬁ:ﬂ?.
U who fixad it in 8 minutes| and for less
= than£10i They are local. ‘clued up',
and bilndingly efficent!” 4 HEATONS

Rothersthorpe Avenue

Northampton MIN4 ZJN,
one: 0604 58711

SFTG.

FOR HONESTY ~ We bt you watch
your comparter being repaired and it
there is nothing wrong with it we will

take time to bul (15! W FOR REPUTATION & HELPFULNESS —
id. Q1= “| have corhe across a firm that will be
e than willing to advise you as o

and as well as
faulty computers, are aiso
ing to distuss your probisms
chean

and mene importantly O

';T)PUEJ\R
cmmmm JaN 85

FOR SPEED ~ “One firm at feast can

effect any necessary repairs over the
counter in 45 manutes. Based in
Manchester, MANCOMP can offer

what {5 arguably the FASTEST
turnaround in the business to personal
callers” CRASH Magazine JUNE 1585,

DIGEST. THIS 5 WHY Spectrum users from
A Landon, Cornwali, Scotland,
@ mﬂpﬂursssmsmsu — “Of gll the wmmman L.-m‘;:}oga‘.mmev;nuy.
s repair ‘Sinctalr User® Leicester, Glossop, |0.M., ett,
o o, Ilm;a;wwd umﬁ?dw ALSTRALIA, ALSTRIA, BELGILIM,
BN PROFESSIONAL i i EGYPT, EIRE, GERMANY. HOLLAND.
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KUWAIT, NORWAY, FAKISTAN, PAPUA

comeerition PRO™

Manufactured
inthe U.K.by:

DYNAMICS marketing Ltd

A Coin Industries Company

l.-"lfPi. Coin House - Mew Cain Street
Royton - Oldham OL2 6JZ - England
Telephone: 061626 7222 Telex: 669705 Coin G

SPECTRUM,BBC
and COMMODORE REPA

WHY PAY HIGH
‘FIXED’
PRICES

IRS!

NEW GUUNEA, SAUDY ARABIA, YOU DO NOT LIKE OUR ESTIMATE
SWEDEN, SWITZERLAND and WE WILL RETURN THE COMPUTER
ZIMBABWE — gena thefr Spectrms fo AND REFUND THE POSTAGE INCURRED

MANCOMP for repair!
24 HA. TURNARDUND _ NO-QUIBBLE MANCOMP o
(Dept. C12 ')

GUARANTEE  NO HIDDEN COSTS,

Because we repair hundreds of  printworks Lane. Levenshulme,
computers every week, we are  Manchester M19 3JP
able to pass on our ‘component- Phone 06 1 -224 1888,

buying discount’ to YOU in
luher%nms___zmncpu OR 061-224 9888,
OPEN MON - SAT 9am to 7pm

£1.50, 4116 50p, Upgrade

fitted £18.95 S ’b%
& A
%D\
;3 qw 8

§%ﬁ

~we bring down the prices for
repairs and components!

{We may refuse %o revive

LB.Ms and mist ivakes \%‘

mﬁm responsel

WV bELAY - cuk keriares ane What we do today .. .
FREE ANDWITHOUT OBLIGATION. IF others do tormorrow!

computers suffering from
atternpted D.1Y. repairs!)

E roed sent:

mi.“g ﬁaﬂ Hecelpg:: Post and insured
fior retum. journey!

(For next day detivery inciude £1.50
extra)

(Securicer by prior arrangement].

On-site maintenance for ;pm
printers

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER




w
.%11
g




ONE RAINY DAY IN
"NOVEMBER . . .

An impressive array of footballing
talent gathered in the function room of
the Starline Club. Adam Harrison had
travelled all the way from Dewsbury to
take part in the day's events, chauf-
feured by his father. Paul Johns had
made the trip from Wokingham in
deepest Berkshire with Mark Gillard,
his self-appointed coach and trainer.
Steven Bayliss was accompanied by a
team of supporters — his family had
decided to make a day of it, and char-
tered a minibus to get them from Porth
in Mid Glamorgan. Cheshire, or more
mﬁw’y Malpas, was represented by
e Sutton, and Binﬂin%ham‘s con-
tender, Steve Cartlidge brought his
parents and sister for moral support.

Nervous glances were exchanged by
these five contestants as they tned to
ascertain each other’s footballing pro-
wess. The buffet wasn’t given a second
glance — the rigours of travel combined
with pre-match nerves meant no-one
was hungrgr, The sixth man, Joe Wal-
dron — founder of a short-lived
magazine called MDAS. (short for
Maich Day Appreciation Society)
wasn’t there — h&(ﬁfn been overcome by
last-minute nerves or was he deliber-
ately winding u(!: his opponents? The
tension mounted.

Three tables against a wall each
groaned under the weight of a monitor,
cnmPuter, and cassette deck. Maich
Day’s loading screen appeared on three
monitors and a pair of empty chairs was
in front of each table. Cameron Pound
could be heard setting up his studio flash
gear in the adjoining room, and flashes
of blue light illuminated the plaving
area as he made the final adjustments.
The coffee percolator in the midst of
the buffet burbled its annoyance at
being ignored — or was it the rumblings
of a nervous challenger’s stomach?

Then the programmers made their
entrance. Jon Ritman had driven Ber-
nie Drummond and Chris Clarke up
from London that morning and arrived
clutching a cushion "“for the back trou-
ble” and a carrier bag containing
favourite joysticks. Still no sign of Joe
Waldron — was he pushing gamesman-
ship too far?

irst panic of the day was caused
amongst the assembled CRASH Min-
ions when Jon spotied that only one
Spectrum sported an Interface 2. The
trio of programmers are all confirmed
joystick wielders — ““what if we have to
E]ay someone who doesn't like using
eys” Jon asks. A hurried audit of the
CRASH peripherals cupboard begins
and then someone decides to ask the
contestants an obvious question: fortu-
nately it is only the programmers who
prefer joysticks — everyone else is hap-
piest using keys. First organisational
panic Over . . .
Mo sign of Joe Waldron though.

THE RULES OF PLAY

With or without Mr Waldron, it was
time to explain the ground rules and
start the contest. It had been ordained
that the challenge was to take place on
a league basis, with contestants playing
each programmer in a match of ten
minutes each-way. Three points would
be earned for a win, one point for a
draw and nothing for losing. If there
was a tie on points after all the CRASH
challengers had played their three
games, a playoff would decide the over-
all CRASH champion. The champion
would then play each programmer once
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e

Paullohns and Chris Clarke get to gr'ifs

with some on-screen action in Roune
Orie. Paul went on to inflict a 5-2 defeat
on Chris—the first of many. Well, six, to

be accurate . . .

more in a game lasting five minutes
each-way and a final league table drawn
up to rank the three programmers and
the CRASH champion.

Everyone understood. Except Joe
Waldron — perhaps he wasn’t coming
after all. The draw was made and the
fixture list for five rounds of challenger/
programmer games drawn up.

PLAY BEGINS

As the players took station in front of
the Spectrums, with Steve Cartlidge
playing Ritman, Mike Sutton challeng-
mg Drummond and Paul Johns taking
on Clarke, the audience settled into the
stands. A hushed, reverential air per-
vaded the room. The coffee percolator
gurgled petulantly again. Still, no-one
had dared %pproa-:h the refreshments.
Families and supporters looked on, tak-
ing their ng?nrtunity to size up the play-
mli skills the programmers and the
other CRASH readers.

As the first three games came to a
c!ose,, tension mounted and then sub-
sided guickly when the results were
announced. The players were able to
stand down from tEe eagle-eyed gaze of
an intense audience and relax for a
while, Ritman and Drummond had got
off to a cracking start, striking fear into
the hearts of contestants with a 5-1
and 7-0 victory respectively. Clarke,

The Final Playoff. Steve Cartlidge and
Paul Johns bartle it owt for the ritle of
CRASH Match Day Champion

who went 2-5 down to Paul, proved that
grpgrammcrs were not superhuman

eings after all. Clarke muttered gently
about Drummond having pinched his
favourite joystick for the Chal-
fenge. . .

Steve Cartlidge was able to sit the
next round out, leaving Mike Sutton
and Paul Johns to take on Ritman and
Drummond respectively. Steve Bayliss
stepped up to play Clarke. During this
second match the tension in the room
began to disappear, The percolator was
relieved of several cups of coffee and
settled down to a contented hissing,
while one or two brave souls picked at
the buffet — it was well past lunchtime
after all!

At the end of the second round Rit-
man remained unbeaten, inflicting a
near walkover on the nervous Mike Sut-
ton, but the tide had changed for the
programmers. Clarke suffered his sec-
ond defeat and Drummond went down
6-3 1o his nent. ; :

Paul Johns a ared to have the
makings of a useful player: played two,
won two, Could he complete the hat-
trick against the programming trio? He
was drawn against Ritman in the next
round, with Steve Bayliss matched
against Drummond and Adam Harri-
son stepping in for his first game of the
contest against twice-defeated Clarke.
Hunger had set in seriously amongst the
audience, and the programmers
declared a short rest break while they
took refreshment. Still no sign or word
about Mr Waldron's whereabouts.

Adam Harrison had drawn his first
game in the third round — against Clarke
who was still muttering about Drum-
mond having stolen his favourite joys-
tick. Paul Johns was about to get iis
chance to prove his worth by taking on




Ritman, and Steve Bayliss went for-
ward against Drummond. And then,
shortly after the kick-off ., . . the mys-
terious Joe Waldron arrived! Consulta-
tion began with the organisers, and a
sixth round was added to the league so
that Joe could join in. The audience was
tucking into the buffet with a vengeance
(and was mysteriously swelled by the

ater part of the Art Department who

scended en masse from their garretin
the Towers after hearing rumours of a
free lunch.)

Sadly, Paul Johns succumbed to Rit-
man’s onslaught and failed to make the
bat-trick, but at the end of the third
round he was still in the lead having
played two games and lost one. Adam
started out by beating Clarke (hadn’t
everyone?) and Drummond used the
stolen joystick to good effect, notching
up another victory.

Round Four saw Steve up against the
demon Ritman, Adam playing his sec-
ond game, this time against Drum-
mond, and Steve Cartlidge retuming to
the arena hoping to collect a win against
Clarke. Everyone else had, after
all... And true to form, Ritman
inflicted yet another defeat and Clarke
managed to avoid winning.

As the final round in the main non-
Waldron League began, Paul Johns
remained in :I%: lead. Although Mike
Sutton had drawn Clarke and looked
set to win the match, he had already lost
two games and was out of the running,
as was Steve Bayliss. Adam Harrisen
was still in with a chance — if he could
beat the demon Ritman., Steve
Cartlidge needed a victory over Drum-
mond to go forward to a playoff with
Paul.

Onee again, Ritman and Clarke kept
to their form, and so Mike and Adam
dm[:Eed out of the running. Steve
Cartlidge fought a close battle with
Drummond, finally securing a 5-4 vic-
tory and setting himself up for a playoff
with Paul Johns.

The challenge was far from over,
however. The Waldron Round
remained to be played — could this late
arrival, playing firmly in extra time,
manage to pull off two victories against
the three programmers and earn him-
self a place in the playoff? Nobody was
surprised when Ritman strolled to vic-
tory against Joe. Drummond, however
conceded a 3-2 defeat, and if Clarke
kept to his form it looked like Joe would
be joi?fing Steve and Paul in a three-way

layoff.
£ isaster struck for Joe, however.
Clarke managed to win his first game of
the day, 6-3 no less, so the latecomer’s
bid for glory was ended. It was time to
stage the playoff between Steve and
Paul - a single game of fifteen minutes
each way. . . .

The Challenge Final between Steve
Cartlidge and Paul Johns was indeed a
marathon game — half an hour of serious
keyboard pounding would be enough
to test the stamina of any Match Day
player, especially after the tension and
effort of competing in a league. Gradu-
ally Steve began to edge into the lead,
and then Paul's game seemed to col-
lapse for a while allowing Steve to ham-
mer-a handful of goals into the net.

By the end of the Final, Steve had
built up an eight goal lead, clearly set-
ting himself up as THE CRASH

TCHDAY CHAMPION witha 13-
5 victory.

But before the presentation of a bottle
of bubbly and the official photosession,
the new CRASH Champion had to play
the three programmers once more to
rovide a definitive analysis of his per-
ormance against the byte merchants.
No doubt Steve was exhausted, com-
ing straight from a marathon playoff
into a trio of consecutive games, so0 he
may well have lost his peak form.
Nevertheless he gave a good account of
himself, scoring three goals against Rit-
man but conceding six and losing 4-1 to
Drummond before pasting Clarke
(traditional, by this stage of the day)
5-3.

The programmers and the CRASH
MATCH DAY Champion had played
seven games each by the end of the
afternoon. Here's how they shaped up
in the Super League:

ROUND ONE
RITMAN
DRUMMOND
CLARKE

STEVEN CARTLIDGE 1
MIKE SUTTON
PAUL JOHNS

ROUND Two
RITMAN
DRUMMOND
CLARKE

MIKE SUTTON
PAUL JOHNS
STEVENBAYLISS

ROUMD THREE
RITMAN :
DRUMMOND
CLARKE

PAUL JOHMNS
STEVENBAYLISS
ADAM HARRISON

ROUMND FOUR
RITMAN
DRUMMOND

STEVENBAYLISS 3
CLARKE -

ADAMHARRISON
STEVENCARTLIDGE §

ROUND FIvE
RITMAN
DRUMMOND 4
CLARKE 5

ADAM HARRISON
STEVEN CARTLIDGE
MIKE SUTTON

SUPPLEMENTARY WALDRON ROUND
RITMAN 4 JOE WALDRON
DRUMMOND 2 JOEWALDRON
CLARKE 6 JOEWALDRON

As the Super League table shows, Jon
Ritman truly plays a formidable eE
he finished with a goal average of +24
and seven wins to his credit. Worthy of
promotion for the next season.

Steve Cartlidge and Bernie Drum-
mond both played wmistently well,
level-pegging on points. Bernie's slight
advantage in terms of Goal Average

Steve Cartlidge 4 0
Chris Clarke 1 0
Bernie Drummond 4 0
Jon Ritman 7 0

3 33 30 12 =3
6 24 33 3: =9
3 30 22 12 +8
1] 38 14 21 +24

Won Drawn
CONTESTANTS
Steve Bayliss 1 o
Steve Cartlidge 2 [1]
Adam Harrison 1 1}
Paul Johns 2 (]
Mike Sutton 1 0
Joe Waldron 1 (1]
PROGRAMBIEERS
Chris Clarke 1 0
Bernie Drummeond 3 1]
Jon Ritman 6 (1]

Goals Goals Goal
Lost ForAgainst Points Average
2 9 10 3 —1
1 12 12 6 0
2 11 i5 3 —4
1 12 8 6 +4
2 11 15 3 —4
2 9 12 3 el
5 21 28 3 =¥
3 26 21 9 +5
o 32 11 18 +21

Jon Ritman waits for the champagne
cark to pop while Bernie and Chris point
at the new champion

sneaks him into second place above
Steve.

; But Chris Clarke, deprived Dfi;his'
avourite joystick or potpturnsd in &
yerypoor showing on the day, losin
of his games and ending up.
measly three points and a goal aver
OF 910 i credit Relegarsd. |
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“Retailers dan't always have everything
power to get it for you, then we will,
issue of CRASH! can be ordered by usigihe ]
Butto aveid disappointment, please ring first tg eck avaﬂabthty ofun
CRASH Mail Ortler is backed by the resources of Newsfiefd Ltd, publj
magazine, ZZAPEand AMTIX, which has been supp|ying more thanlﬁq, :
: th software for over 3 years, myuumbeﬁaﬂof&ravnqbasﬁ
. Eg is no mail order catalpgue involved, just use the pricesquotedi
in Hakthe Known retail price. Shuulll; u have any quﬂg of-p
the rhumher shm%mﬂ ou will advise you,
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Title (BLOCK CAPITALS pleasej Software House Diskicass |  Amount
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SPECIAL DISCOUNTS
£1 off any order worth more than £20
50p off any order worth more than £10

Koty — only DNE voucher per oederl

less discount £

Total enclosed £

PLEASE NOTE: Some setbware reviewsd rmay not be available until its release date. If you are in any doubt
about availability, please ring first. We cannot be held responsible for delays resulting from late ornon-release
of tities when previewed before their official release dates were known,
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).
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| CRASH MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYB 1D8
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A Chance to Become a
MEGA-CITY JUDGE!

Without doubt, Judge Dredd is the
meanest judge in the maanest city
in the world, He's no ordinary
‘judge’, sitting on a comfy chair in
a panelled courtroom wearing a
silly wig. He's out on the streets
dispensing justice and in the year
2000 those streets are really mean.

The cities of America have
sprawled far and wide. The
biggest of these awesome conur-
bations (LMLWD) is Mega-City 1,
and Judge Dredd is the toughest
lawgiver intown—he makes Cobra
lrok like a social worker.

The Judges try to keep order
despite the escalating crime
figures among the bored, teeming
millions. Criminals are known as
‘perpefrators’, or ‘perps’ for short
and Judges dispense the law
uthlessly using their multi-pur-
pose ‘guns. Judge Dredd has a
raputation: if a 'perp’ sees him
coming, there’s generally no resis-
tance ~ the bad guys usually give
up without a struggle or end up
dead.

At CRASH Towers, law is dis-
pensed not with a Dredd-style

Lawgiver, but with a well-timed
boot from a Doc Marten! Usually
placed in the rear of your toiling
Comps Minton . . .

It's just not fair. All | did was go
over to IPC Towers where the
great 2000AD comic, in which
Judge Dredd appears, is put
together. To get a feel for what was
going on with this competition,
your humble Comps Minion travel-
led all the way down to London
and ascended the giddy heights of
Kings Reach Tower, where IPC's
artists do their thing.

In the art departmant, the nice
Art Droid, Steve Dillon was exp-
laining how they drew the frames
and put the comic together. Unfor-
tunately, there was this bottle of
Tipp-ex just sitting there on the
drawing beoard, and guess who
just happened to knock the bottle
over whilst gazing with awe as the
cartoon took shape before his
eyes? As you can see, from the
results shown here, the Tipp-ex
splattered all over the speech bub-
bles.

Maturally, as the deadling for

that issue was about ten minutes
away, those nice people at
2000AD started to turn a mite
nasty. So, pausing only to grab the
now ruined artwork, | legged it for
the door. When [ got back te Lud-
low, the Publishing Wrath was
great as | explained what had hap-
pened. | still can’t sit down.

Help me out, dear reader. Use
your imagination and restore the
captions to their former glory. As
you can see, this empty-bubble
strip is part of a story about the
confrontation between the great
man himseif, Judge Dredd, and
another Judge who looks like he's
made just one visit too many to
Otto Sump's Ugly Clinic. Either
that or, going by the logo on his
heimet, Clint Eastwood/ Dirty
Harry is still alive and kicking in the
vear 2000 and looking for a spot of
relaxation after his tenth term as
Mayor of Garmal.

he best wordsmith is going to
win a truly unigue prize; MEL-
BOURNE HOUSE will arrange for one
of the 200AD Art Droids 1o pro-
duce a portrait of the winner dres-

sad as a Mega-City Judge. And
the winner can choose which droid
is to do the portrait from the follow-
ing list: Cam Kennedy, Steve Dil-
lon, Darry Kitson, John Higgins,
lan Gibson, Cliff Robinson, Bren-
dan McCarth and Ron Smith.
MNaturally, MELBOURNE HOUSE are
going to throw in a copy of the
game and a Dredd T Shirt.

Two runners-up stand to collect
the Judge Dredd Annual for 1987,
the Judge Dredd board game, the
T Shirt and a copy of the Spactrum
game. Finally, ten runners-up will
collect the computer game on its
own. Check out the preview in this
Issue . ..

Use your best handwriting and
whizz your words in to me at
JUDGE DREDD, CRASH, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB making sure
they arrive before 28th February. If
you can't fit your captions into the
bubbles, jot them downon a piece
of paper, indicating clearly where
the words go in the drawing.
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VIDEOFACE TO FACE

Going all dotty on digitisers
acouple ofissues back led
Franco Frey tofame, recog-
nition but no fortune. Not
that anyone mistook him
for Lesley Anne Down or
Mariene Dietrich, but the
arrival of a small parcel
covered in Dutch postage
stamps showed him that
Big Brother is watching
and reading.

Thinking about late Christmas presents, he
unpacked the gift. He didn’t find After Eights or Black
Magic, but an insignificant looking black box . . .
immediately recognisable as a Spectrum add-on. In
fact, it was of the variety of video digitisers, previously
rare and unknown creatures, now suddenly popping
out of all sorts of nooks and crannies.

VIDEOFACE

Producer: DATA Skip
Price: £69.00 inc VAT/P&P

One guick look at themanual reve-
als a great deal about the author’s
English, but little about the Vig-
eoface. After the usual prod and
thrust, the interface was married
to my now nat-sa-new Spectrum
Pius, which has developed the dis-
turbing habit of viclently rejecting
incompatible interface partners.
Not so in this case. The Videoface
should happily co-exist with such
vernerable species as the Spec-
trum  16K/48K, Spectrum Plus,
128 and Spectrum Plus Two,
although experiments were not
mada to prove all these bold state-
ments!

Clearly, Videoface is not going
to perform unless it is connected
to a video camera or at least a
videa recorder ... as no
hardware was supplied to make
the connections, | pinched & com-
petitor's accessory left over from
an earfier review and made the
appropriate connections. As life
isn't worth living without software,
| loaded up a short program from
the tape supplied with the unit and
thanked God it wasn't recorded in
Butch . ..

Thie menu reveals the most out-
standing feature of Videoface —
animation. Could this really be?
Was this the breakthrough that
everybody had been waiting for?
Was Marlene Dietrich going to per-
form on the Spectrum?
optimised on speed and the resuit
is a-convearsion period of only 18
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non-interlaced TV screens, which
means a scan speed of only 320
milliseconds. At this rate, over
three digitised screens can be
generated per second, which
takes the user info the realm of ani-
mation. The effect is quite stagger-
ing, considering the massive limi-
tations of the Spectrum.

Choosing the right subject is the
main pmﬁlem. as two aspects
have to be carefully considered.
One is the low resolution of the
Spectrum screen — so avoid pic-
tures with too much detail. Go for
close-ups and uncluttered
screens. Secondly, avoid fast-
moving sequences: consider that
the old B8mm home-movie
cameras operated at 18 pictures
per second — still six times faster
than the Videoface — and you start
realising the limitations. Try to
avoid panning shots or zoom
movements. As the digitised pic-
ture is generated over a peried of
16 TV pictures, any major change
or movement creates a distorted
and meaningless digitised end
product.

MARLENE DIETRICH
LIVE FROM THE
BLUE ANGEL

The video screen consists of 625
lines and for a flicker-free display,
it is scanned 25 times a second. In
the days when standards were laid
down, the frequency of the picture
signal was seen to be beyond the

|

s rock'n'roll time, as seen through the VIDEOFACE

OTECHONICHETE

limits of technology, with the high
line résolution an 5lines. |t was
decided to divide the full screen
into two consecutive scans of
32.5 lines, with the first scan
defining 'odd’ numbered lines and
the second defining the 'even’. The
two scans give an interlaced dis-
play of 625 lines when viewed by
the human eye.

Most computers do not have
interlaced displays, and
maximum resolution is only 312

their

lines or less. This means that if an
individual half-screen is to be
digitised and stored, it must be
done within 20 milliseconds. To be
able to record an individual TV
frame, a very fast analogue-to-
digital converter is required {a flash
A/D convertery which measures
the voltage level of the video signal
and -converts the value into a
binary number ready for storage in
memory. The main problem is that
these converters cost an arm and




T

& leg. That's alright for special
gffects as seen on Top Of The
Pops, where the video editiﬁ sys-
tem works with full resolution
screen storage to provide fantastic
screen manipulations, but it's not
50 good for home computers.

‘Home' digitisers work  with
slow A/D converters which require
afrozen picture, as the conversion
of 'the screen requires several
scans and can last up to several
seconds, The sunser digitiser
reviewed a couple of issues back
tfook nearly six seconds, but
stored each point as a nibble — a
half byte —giving a grey scale from
1 to 15. When displayed on the
computer screen, the black to
white boundary could be set any-
where between 1 and 15. Further-
more, using up to three dil‘fererllt
stippling effects, a scale
e\‘gfﬁl:gmld be arrangegcﬁiv'ing a
remarkably lifelike image despite
the low resolution.

With Videoface opata skip
optimised on speed andthe result
is a conversion period of only 16
non-interlaced screens, which
means a scan speed of only 320
milliseconds. At this rate, over
three digitised screens can begen-
grated per second, which takes
the user into the realm of anima-
tion. The effect is quite staggering,
considering the massive limita-
tions of the Spectrum.

Choosing the right subject is the
main problem, as two aspects
have to be carefully considered.
One is the low resolution of the
Spectrum screen - s0 avoid pic-
tures with too much detail. Go for
close-ups and uneluttered
screens. Secondly, avoid fast-
moving sequences: consider that
the old 8mm  home-movie
cameras operated at 18 pictures
per second — still six times faster
than the Videoface — and you start
realising the limitations. Try to
avoid panning shots or zoom
movements. As the digitised pic-
fure is generated over a period of
16 TV pictures, any major change
or movement creates a distorted
and meaningless digitised end
product.

CAMERAS
ROLLING?

The modus operandi is quite sim-
ple. Pressing the Q key initiates the
picture scanning and Videoface
deposits six screens, in rotation,
within a defined screen buffer area
of memory. Videoface also dis-
plays the screens on the Spectrum
and the animation effect can be
studied. As the Spectrum screen
is imited to 256 by 192 pixels, the
entire TV screen can't be fitted into
the digitised format — the digitising
frame may be positioned any-
where on the TV screen, using the

cUrsor keys.

When you're satisfied with the
last six disp SCTeens, pres-
singthe Zor S key interrupts

the scanning operation and the
last six screens are retained intact
within the buffer memory. They are
now available for display by single-
stepping or for animation at vari-

able speed. The rate of display can
be stepped up to create a quick-
motion effect. The screen on dis-
play can be copied or saved to
tape.

As far as speed Is concerned,
the Videoface clearly knocks
pixels off the sunseT digitiser. But
all is not well. The digitised screen
ia stored on a pixel basis in mem-
ary, and -gcaling values are
lost forever. The trigger point bet-
ween black and white is controlled
by hardware, and is adjusted by
twiddling a potentiometer knob on
the interface during conversion
time. Once material has been
stored, changes can't be made —
sul:.ﬂpiing effects can't be gener-
at

The net result is-a comparative
logs in picture quality, A picture
captured by SUNSET's equipment
with gray stippling effect can be
much betterthan a Videoface-gen-
erated picture. So it's take your
pick — animation or improved pic-
ture quality?

Videofaceis fun to use, but it has
some peculiar quirks. It is guite
annoying fo have the mini-menu
blinking over the picture é;ou’re try-
ing to view when using the single-
step mode. A more serous matter
is that the program does not seem
to be crash-proof. In fact,
whenever a picture is saved to tape
the program decides to go off on
its own and leave the operatorina
slightly animated state — espe-
cially when the intention was to
save all six screens to tape! Natur-
ally, the only solutionis to reset the
computer and lose the contents of
the screen buffer.

Similarly, during conversion the
program has been known to wan-
der off. It hap to the best of
us ... The software consists of a
mixture of BASIC and machine
code that takes up about 1300

starting at location 63232.

e area between BASIC and
machine code can only be used by
switching animation off (an option
in the main menu), otherwise this
arga is used to store the six
SCreens.

The manuallists Videoface com-
patible interfaces which can be
aperated without interference.

CONCLUSION

A very enjoyable add-on for the

Spectrum, which can provide
hours and hours of entertainment.
1 still haven't found any serious use
for a digitiser, but that, to my mind,
is not very important. Make sure
you have a video camera or avideo
recorder with a good still frame
facility if you're after good still
shots.

I'll end by quoting the excallent
manual, which sums up all aspects
of the Videoface in a short and con-
cise way; "

Now you can using the DATA-SKIP
Videoface pour signal frem the
analogue world into a digital dress.

Interested image-grabbers can
ire the Videoface from DATA

COMPLIMENTIing
the SPECTRUM?

SAGA sysTEmMS are well known for their attempts to
change your meagre little Spectrum PCB into some-
thing that looks twice the price and feels three times
as important - now SAGA have leapt into the Spectrum
marketplace with a new batch of goodies for the more
serious user: The SAGA Compliment.

Saca have collected what they think is the best
hardware from all over the Spectrum world, found
some complementing software and bundled it all
together. When added to a Spectrum PCB and TV/
monitor, this becomes the complete executive pac-
kage for those who want something more than a
games machine.

DOMINIC HANDY, our resident word-processor
reviewer, takes a look at the collection of equipment

and software available for £343.85 including VAT.

L

MAIN MENU o

o

6-5
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The front-end menu that heads up the COMPLIMENT package

THE BRAINS . . .

The heart of any computer system
is the controlling software -t must
be easy to use, yet powerful
enough to push the hardware to its
limits. The Compliment system
does its best to fulfii both of these
requirements. Once you've con-
nected all your hardware together,
all you have to do is turn on, insert
the system disk and preas RUN
{oh, and ENTER). That's it, you are
now in the Compliment Operating
Environment (COE): you never
need know how your computer
works, This makes the Compfi-
ment System perfect for anyone
that wants the power of a compu-
ter without the hassles of prog-
ramming. In the COE you are pre-
sented with a series of menus and
sub-menus from which the disk
utilities and software. provided
with the system may be accessed.
The three main programs involved
are The Last Word, Masterfile and
Omnicalc 2.

THE WORD
PROCESSOR ...

The Last Word{or TLW as sagalike
to call it), is saga's contribution to
the software, | looked at TLW in
lssue 31, but Il give a shaort
resume of its contents and perfor-
mance for those of you who are
too lazy to search out the full
review . .. .

TLW's main attraction is, that if
you have a 80 column printer, the
screen can display the exact for-
mat of your printed text. You have
a choice of four character widths
from the most legible, 40 columns
to a clever (but eye-straining) 80
columns. TLW s not as powerful
as other word processors on the
market — it lacks a sophisticated
find/replace option, and has com-
plicated and limited block text
handling — but where TLW rules
supreme is in the area of compati-
bility with its surrounding peripher-

als.
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TLW's printer handling is sec-
ond to none, and the opus disk
drive is catered for in every way.
Other TLW extras include a cal-
culator and the ability to include
BASIC variables and data from
Masterfile directly into a TLW text
file. An extra program has been
added to the onginal TLW for
Compliment and allows the user
to define odd-looking letters and
%ﬁnb&!s to appear on the screen.

is makes it completely compati-
ble with the Compliment printer,
which can print intemnational
characters from eight different
countries.

THE DATABASE

Saca went for the best they could
get, and the best is CAMPBELL 8vS-
Tems' Masterfile. This database is
almost totally menu-driven, and
aﬂfmu@npakesawhﬂatujei
used 1o sefting up files, it is rela-
tively quick and powerful, and can

Spreadsheets are used to store
and wci{:‘lhate %ﬁ&?ﬁﬁal data. By
applying you can
(amongst other things) work out
VAT returns or forecast profits and
losses for a period of time. When
the results have been calculated,
they can be plotied on a histog-
ram. Unfortunately, although |
could a print-out of the results
table, | couldn’t manage to get a
hard copy of the histegram.
Omnicalc is arguably the best
spreadsheet on the Spectrum, but
| feel that the program is out on a
limb in the Compl tsystem, as
once you've got your results you
can’t transfer them fo any of the
other programs.

Unfortunately, all the software
seams to have been grabbed from
the respective software houses,
made compatible with the disk
system and the printer and then
left alone. If Compliment is sup-
posed to be a fully-indeperident
system, then the manuals should
have been re-written and the prog-

tng sddresd ahlered o0
tha s record. )

20 High Road
Eppang
Ettex
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Checking up on Carruthers and Davies using the MASTERFILE
databage software

usa gg{to 32K for data storage in
the machine. After data has
been entered, you can piay about
with the on the screen presenta-
tion —using boxes, lines, and diffe-
rent text sizes and colours to
- the presentation of the
e,

The file search is very powerful,
and includes facilities to total up
and average numeric data. Mas-
terfite ts can be printed out or
saved onto disk via the addition of
a new opus disk option, and may
be used in conjunction with TLW
ta give a very powerful letter-writ-
Ing combination,

THE
SPREAD SHEET

Good sheels are scarce on
the Spectrum, so it is not surpris-
ing that Ommnicalc 2 was chosen to
fill this slot, it was originally written
and released in 1984 by those nice
people at MICROSPHERE.

88 CRASH February 1987

rams attered to expioit the
hardware to the full. As it is; the
package seems a little disjointed,
leaving Masterfile and Omnicalc
looking dangerously dated.

-« - AND THE
BRAWN

Now on to the expensive part of
your £343.85. Saga are amongst
the top producers of Spectrum
hardware, and they haven't
skimped on the Compliment sys-
tem. The hardware consists of
three basic components — the
keyboard, the disk drive, and the
printer. The keyboard would nor-
mally cost you about £50, the disk
drive around £100, and the printer
a cool £200.

THE KEYBOARD

MNeed you ask? Of course SAGA
include one of their own

keyboards — not however one oi
their best! They've decided that
the saca 2+ is good enough for
the job — and they're almost right.
The unusual layout of the keys is
hard to get used to. If you fancy a
quick séssion programming, there
are no keyword legends on the
keys — you have to ook at the
keyword layout at the top of
keyboard for guidance. The saca
2+ looks much better than any of
the Sinclair efforts, and is aneces-
sity for the kesn word-processor
user.

THE DISK DRIVE

Mo surprises here either! Saga
have opted for the (almost) indus-
try standard opus Discovery T.disk
drive. To my mind, pound for
pound, this is the best Spectrum
disk drive available. As well as get-
ting & 3.5 inch single-sided, -EEGK
(179K formatted) drive, you also
get a parallel printer interface,
Kempston joystick port, compo-
site video port, and an on/off
switch. The opus is compatible
with Microdrive BASIC commands
(although you don't have to use
that leng-winded methed - opus
have their own shortened com-
mands).

it at that price = it's worth much
mere (but | won't tell them if you
don't). The Pelois claimed to hit a
top speed of 150 characters per
second in draft mode — I'll take
their word for it — aithough normal
speedis 120cps and this gives out
very good quality output. But if you
want a real surprise, look at the
25cps Letter Quality mode. At this
speed you would expect very
good quality printing — but to tell
you the truth it is very hard to see
the difference between output
from this and from a daisywheel
rinter that would cost you about
500!

You also have the full flexibility
of a dot-matrix printer, allowing
screen dumps and output in lots of
different styles. | did find however,
that once you were in LQ mode
you were:a bit restricted as to what
style you printed — for instance LQ
italics are out of the question. As
with all the hardware in the Com-
pliment system, the Polo M-/l
printer is ona of the best in its
class.

SUMMARY

After having a good look at the
Compliment system, | am left with
the feeling that it is a bit too expen-
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The Discovery 1 is capabla of
renaming files or copying from one
disk to another. it can even copy
whole disks at a time (all by using
one drive, although you can
upgrade to two), it also offers the
added bonus of random 8ccess
files — which make the Discovery
quicker all round. RoManTic
ROBOT'S Trans-Exprass program is
included, and can transfer very
simple programs fromtapetodisk,
orgny type of program from disk
o disk.

THE PRINTER

The printer chosen is the Palo Il
LQ. It's a dot-matrix. EPSON-COM-
patible printer, and as | said earlier
it normally sells for £200 (and saca
are the sole distributors).

must be out of their heads selling

sive to lash out on all at once, As
TLW has just been released it
doesnt seem out of place, but
Masterfile and Omnicale (although
goad intheir time) show how dated
they are if put through some rigor-
ous tests. | would much rather
have seen MYRMIDON SOFTWARE (the
designers of TLW) design a whole
new set of software packages. Cn
the hardware side saca can't go
wrong = they have picked the best
of all worids. Saaa also realise that
arcund £350 iz quite a lot for a
Spectrum owner, and they say that
they are willing o supply you with
the equipment that suits vyour
neads (and financial means).
Despite the my niggles about
the software, sasa have come out
with a respectable challenger for
Uncle Atan Sugar's PCW: to my
mind, they've beaten him on all
counts — after all, his software
leaves a lot to be desired . . .

T T e—
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noise is also shaped by tha volume
envelope: There is also a modula-
tion option which allews the noise
to be affected by the pitch
envelope. a different sort of
‘swoosh’ sounds depending on

MKS keyboard - very efficient. The
big complaint here is that none of [
the sounds can be labelled, they
are known by numbers only. | can
see this as a real pain when you
have created various sound I%Dea

Jon Bates was out
doing his Christmas
shopping when he
popped into his local

which part of the keyboard youare | and need to remember what voice |
brr‘ami.::’\ D:‘BOOTS- Wga: plgl%ingi.‘ P # is what trprln T;;lestq file. Also a file 11
shou e see, u & keyboard spiit is a goodig. | merge would nice 5o that voi-
Although the chip is only capable | ces on one file could be added to
CHEETAH’s latest | of playing three notes simultane- | another.
Keyhoard and MIDI %uswﬁo;?esa ;:an betsplit :mf t:!:t ga?lgvei:-. the Iimitatianhz of éha AY
add—on? cHEETﬂH 2 ) om TWo oclaves O e Chilpy, CHEETAH Ve gone a

keyboard can play a different
sound to the upper part, a useful
and very sensible funcftion. The

fine job with this module. I'm not
sure that it justifies its price tag -
particularly as | could not get mine

hadn’t sent him the
goodies, so a quick chat to the BOOTS Man-
ager led to a review , . .

THE MK5 KEYBOARD

Forthe first time ever, a computer-
based firm has stepped out boldly

velocity sensing are all absent. A

more serious omission is that it !
into the territory of the music busi- | does not work in omni mode — , | Rl 7o L et
néss. Inshort GHEETAH, under com- | transmitting on all sixteen chan- ; IE"" L b o {_‘| i sath s
mission from soors, have | nels simultaneously. This means 'j e riEdid t i sT_.'rL: ) F
launched what is known in the | that you are rather stuck when it Rt ackedi Y P LU L
trade as a ‘mother’ keyboard. On | comes to using two or more mod- Q,_' f%c ,_]...: g & o 5 1 i = :
itsown it's as deaf and dumb asa | ulesasyou can only address them _& fad Hoise. o gLl il
stufied dodo, but linked via MIDI | individually or by re-assigning e canEatEn A e g
1o either a synth, synth module or | ‘each synth's receiving MIEI chan- o e ra T o L = o b
MIDI hardware, it acts as a | nel. Perhaps an intelligent add-on 15 AteasFilLe e .
polyphonic master controller of all | box could provide multiple patch T e T |
and sundry — especially those (program) memaories and far more e =@ s i
synths equipped with fiddly fittle | detailed MIDI data instructions. e ptEt g =] - e
keys. The instruction manual is | (Many thanks fo the management & R R

vary easy to understand with jolly
diagrams of the various configura-
tions that can be achieved with the
keyboard and various add-ons. |
will assume that you have a little
knowledge of MIDI by now as |
have been bleating about its vir-
tues for some time (see — you
ghould have been paying atten-
fionf)

The MK5 is a five octave
keyboard with full-size keys and
transmits MIDI codes. Obviously it
iransmits note  on/off, but by
seiecting the centrally-positioned
program mode button, the top
octave takes on various other
functions: channel up/down,
octave up/down and program ugy
down — programs here meaning
the sound programs banked in the
synthe —all 128-0f them. Ared LED,
posiioned to the right of the
keyboard, flickers —ominously
whenever a note is played. From
this the channel, program, and
octave number are read off. End-
less sustain {more correctly, ahold
functien) is achieved by pressing
the mode button before releasing
the notes.

The pitch-bend wheel is rather
oddly positioned — above the
keyboard and parallel to it. I'm not
sure-that this is a good thing: no
other keyboard manufactured
since. 1971 has done this. It's
aimostasifit were an afterthought.
Another problem is that it only
bends half the value which the
synth is set to.

As with most products, CHEETAH
have had to suffer the problem of

how much they can include in the | per sound. Why not simplify things cartridge

MKS without raiging the price too | and display it visually? Cverseas: add ©1 Europe, £2 others sach product, SAE for enquiries,
high. Much of the MIDI protocol is The ‘noise’ is optional and can ALL OUR PROG CARRY OUR MONEY BACK G TEE
not here: keyboard split, modula- | be mixed in with the main sound or {not updatas)

tion wheel, transposition, tuning,
pravision for sound layering and

and staff of soors in Stourbridge,
who loaned us their one and only
MKS for the purposes of this
review. Mass executions have
since taken place in CHEETAM'S
promotions department as arasult
of their grave oversight.)

MINI INTERFACE

The MID| interface from CHEETAH
has still only appeared in pro-
totype form - there is however a
MINI interface. This is an extra for
the MKS keyboard, but it is essen-
tial if you have a 128 but no synth.
It gives you control over the AY
8912 chip in the 128 which, it must
be admitted, was really designed
with arcade games in mind; only
iving you a basic square wave.
lugging in the hardware and
loading up the Microdrive-com-
patible software gives you full con-
trol over the chip: sound shaping,
pitch shaping, noise mixing and a
split keyboard function. The menu
appears as pop-up overlays on the
screen you are working on and is
uellj_y easy to work use. e
ull marks for the graphic dis-
play of the sound/volume shaping
section (mote properly called an
envelope). It gives a pretty Euod
idea of what the sound will be,
although the sustain part of the
envelope seems to have a fixed
duration. It's-also a doddle to work
with. Mot so the pitch envelope,
which is far more complex and
requires you to fill out an eight
stage table of up to 24 numbers

heard on its own. It isn't wonder-
fully clear from themanual, but the

pitch bend on/off is really a non-
starter as: a) you'd hardly fiddle
around with the piteh bend control
if you didn’t want to use it 'so wh
bother to switch it off and b)
doesn't track with the key scaling
— in other words it only bends a
fraction of an octave at the bottom
end but achieves a full octave of
bend at the top.

There is a tremoio option which
does a fair job of chopping the
sound up, plus a sound file which
can contain up to 84 sounds —you
get 20 when you purchase the
module. Sounds can be called up
from the Spectrum or from the

to work with any other MIDI
keyhoard other than the MK5 (I
suspect seme mix-up of MIDI
codes and flags). It is however a
fascinating and aasgo:ool to use. .
Watch this space details of
their next load of music modules —
it would seem that CHEETAH are
becoming very motivated in this
direction. 4

Beth these products are availa-
ble from most branches of BooTs.
The MKS will set you back £99.95
complete with power supply, and
the MINI interface £29.95.

JON BATES

NEW

Even converts most

Manages v. long pr
Spectrums only. £6.

NEW

m/drive cartridge. (£6 if updating)

= Na's 1 to 20 only £4.50!

TAPE UTILITY 9

This program s a tape back-up of most software!

g jerky loaders to normal for reliable loading.
s (even S1k!), fast loaders, etc, elc, 48

on tape (£4.99 if updating).

TRANSFER PACK 3 —fortapetodrive

A software system to convert many TAPE based programs to your
DRIVE {no matter what type) + O
loaders are EASILY convertad to drive. Pack has at least 7 programst Only
48k Spectrums. Opus/Beta owners add £1 for optional extra program.

State name of your drive when ordering. £11.99 on tape OR £12.99 on

INFORMATION SHEETS ~ £1 each — approx B transfers of popular
programs, per sheet — needs TP3. Up to No. 25 available. Spacial offer

MICROTRAMS - for m/drive to m/drive back-up + tape to m/drive (incl
headerless) - does NOT convert programs. £3 on tape, £4 on m/drive

LERM, DEPT CR, 11 BEADONSFIELD CLOSE, WHITLEY BAY, NE25 OUW, (Tei 091 2533615)

ER USEFUL utilities. Most jerky
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‘Tech Tips® | printed last October.
Apparently the maodification will
not work on ‘any' interface as
Jamie claims. I'm grateful to paTeL
for telling me this, but 'm not sure
that it's guite the damning indict-
ment they were looking for.

Like Hannah and Derek, | have
to trust readers to be exact when
giving tips about hardware | don't
use myself. When | hear of snags
from manufacturers or the many
readers who write in each month, |
print the details as soon as | know
about them.

This "honesty all round’ policy

the view of other manufaciurers -
I'm alarmed  that DATEL's
documentation made no mention
of the fact that Snapshot 2 might
ﬂot’work on thousands of comput-

8!

All of the other interfaces which
I have work fine with the test Spec-
trum. Indeed, the Snapshot
worked consistently well with
some software — but consistently
badly with other fitles. Nathing in
DATEL'S long, arrogant diatribe ran
counter to my enginal judgement
—thatthe Snapshot 2 unit supplied

for review was poorly fimshed,

This month Simon with inadequate software.

Goodwin gets to grips
with the latest, and

discourages unreliable tips, as
confributors are always named.
Mistakes can crop up, but they're

greatest
from HISOFT. After get-
ting into a bit of a
wrangle with DATEL
that is!

self-proclaimed
compiler

WAR ON THE
PERIPHERY?

After much telephoning | have
found out more about the joystick
problem  menticned  in  last
month's. raview of DATEL'S Snap-
shot 2. For some strange reason
the Snapshot would not work with
a cHEeTAH Mach |+ joystick. The
stick worked fine with other inter-
faces, and the Snapshot worked
with older sticks — in fact DATEL
said that it would work with any
stick (and ANY software — but
that's another story .. .)

DaveL and cHEeTAH each have
their own explanations of what's
going on. Since they're in direct
competition, you may not be sur-
prised to hear that they blame one
another. Judge for yourself:

CHEETAH

CHeETAH blame paTeL for using the
wrong kind of 'pull up” resistors'in
the Snapshot interface; which
apparently means that it requires
an unusually high signalling cur-
rent. One other brand of interface
works the same way — the DATEX
inport, which baTeL decry as a
'copy’ of their design.

Anyhow, CHEETAH'S new sticks
get into trouble because they have
been adapted to work with a nor-
mal interface OB the scrambled
socket on a Plus 2. The Mach 1+
contains an extra rasistor 1o make
sure that you can't damage your
computer if you accidentally use
the wrong plug. This resistor imits
the current through the joystick to
the peint where paTeL's Snapshot
can't always tell what the stick is
upto.
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CHEETAH say that their sticks
checked out Okay with DATEL's
switchable interface but admit that
they didn't try the single-port ver-
sion. DATEL say that there's no dif-
ference, By the time you read this
CHEETAH will have received wver-
sions of their sticks which use a
smaller ‘protection’ resistor and
therefore work with even the most
bad-tempered of interfaces.

DATEL

Darer flatly insist that there's
nothing wrong with their design,
tatty though it may appear. They
apparently have no plans to make
changes. They did their best to
confuse the issue by suggesting
that cHEETAH's interface was
incompatible with cHEETAR'S own
joysticks! CHEeTAH laugh this off,
explaining that Boots and Dixons
have been happily bundling that
combination for months with every
Plus 2 they sell.

As you might expect, DATEL also
took exception to my review of
Snapshat 2, though they made it
clear that they disliked the whaole
TECH TIPS column, * The stuffyou
write is absolute crap™, was their
snappy conversation-opener, and
most of the rest of their comments
reflected a similar depth of
analysis. Perhaps they're miffed
that we can publish a 50p interface
design when they're trying to
dump old products with dealers at
£2-3 a throw!

DaveL did make a relevant point
about Jamie Neil's auto-fire mod-

ification; which was one of seven

easily fixed. In fact no one except
DATEL has picked up on the auto-
fire problem, and even they didn't
mention it until | phoned them to
talk about joysticks.

DaTeL suggested that the Snap-
shot interface | received was a
faulty unit. As | said in the review, |
suspected this for a litthe while, but
the facts indicated otherwise. The
raview unit worked fine on simple;
unprotected software, but could
not copewith recent, more sophis-
ticated, software titles.

Later in the same call DATEL
alleged that ten per cent of Spec-
trums would not work with: ANY
‘push-hutton copier'. Whether this
is true or not — and it contradicts

SNAP CONCLUSION

So much for invective! For the time
being, | would advise you to avoid
the combination of paTeL and
CHEETAH joystick hardware, or at
least to try before you buy, We are
willing to iry another Snapshot
unit, and submit it, with the original
review interface, for independent
technical analysis, if paTeL feel that
they deserve a re-test. Finally, as
aver, | welcome letters from any-
one who can add to this debate.
We have already heard from a
reader who bought Snapshot
before our review was published
and returneditas of ' unmerchant-
able quality™.

THE ULTIMATE ZX
BASIC COMPUTER

Maost of this month’s column deals
with a new BASIC compiler from
wisorT, the utility publishers who
have been responsible for a
number of highly-respected pro-
ducts, inciuding Devpac, the first
‘professional’ Spectrum assem-
bler, and workmanklike compilers
forthe languages 'C’ and ‘Pascal’.
The new product is called HISOFT
BASIC, and is billed as ‘a fast,
floating-point compiler for the Zx
Spectrum, 128 and Plus 2'.

We've always taken a special
interast in BASIC compilers in
TECH TIPS, In August and Sep-
tember 1985 we looked at eight
packa%is that promised to turn
slow SIC into fast, efficient
machine code. One of those - The
Coit, now remaindered at £9.99 —
was published by wsorr, but that
has not stopped the firm launching
another compiler.

If ‘compiler’ is a new word to
you, don't give up reading yet. A
compiler is a programming tool
that writes machine code for you.
It can be used to write games, (in-
deed, any program) or just.to
‘soup-up’ existing BASIC
software. The 1984 rave from pPss,
Frank'N'Stein, was written with a
BASIC compiler. You don't have
to be a programmer to use a com-
piler, but you do have to be vag-

ualy interested in listings, gamep-
lay or speed. The more interest you
take in programming — at any level
— the more useful a compiler will
be.

FRIENDLY BASIC

Sinclair planned the Spectrum to
be a machine for budding prog-
rammers, rather than for games
players, so the built-in language is
very ‘friendly’. It lets you alter
programs as you test them. It
rejects lines' that are ‘obviously’
incorrect, although it can’t pick up
all errors by looking at a line in iso-
lation. You pay for this conveni-
ence, because ZX BASIC can
make no assumptions. It checks
every part of a program as it runs,
in case a POKE has gone astray or
you've changed something and
re-started the program.

ZX BASIC is termed an ‘in-
terpreter’ because of the way it
works out everything it must do as
it goes along. Hisorr BASIC is a
‘compiler’ — a program that runs
once, to work out the exact mean-
ing of a program. A compiler gen-
erates: purpose-made machine
code to do the same job — but with
fewer checks and no time-wast-
ing.
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An analogy may help to make the
point. Imagine that you hire a
worker who is very fast and
efficient, but who can't speak your
language. You're the boss — the
program — and the clerk is the pro-
CEssor.

Imagine that you've already got
details of the clerk’s task, written
on a set of filing cards. The old
clerk used to read through them,
in sequence, and do the indicated
jobs. If your new emplo was to
work fike. an INTERPRETER he
would take a dictionary and start
looking up the works on the cards,
one by one. When he's translated
and checked a complete card,
he'd do the job - then he'd trans-
late the next card, and so on. The
worker can start almost at once,
using the old cards you can read,
but he is slowed by the need to
translate every word every time.

It might be better to use tha
approach of a COMPILER. In this
casa you give the clerk a biro and
a set of blank cards, and Iet him
translate the instructions once and
far all, You end up with a copy of
the original instructions, in a diffe-
rent language. You can't under-
stand them, but the clerk can work
with them more easily.

Abright clerk — or compiler—can
incorporate other improvements
inta the new set ofinstructions. For
instance, an old card might say
‘empty the 200th bucket', raquir-
ingthe worker to count through the
buckets from the start to find the
correct one. The new clerk might
be able to re-write the instruction,
armake a map, so that the correct
bucket (or variable, or program
inej can be found at once. This
saves time, s long as the situation
is consistent. If changes are
required a new set of specific
instructions must be made.

To summarise; interpreters are
guick and simple while you're
working cut what needs to be
dome, but compiled instructions
are more efficient once you know
what to do.

NITTY GRITTY

If & BASIC interpreter is very
inefficient, and the underlying task
is very simple, a compiler can
make BASIC hundreds of times
faster. in other cases — say, when
evaluating trigonaometric functions
or printing to the screen — the
interpreter and compiler work at
much the same speed. The time
needed to interpret such com-
mands is small compared to the
time needed to carry them out.

X BASIC isa 'general purpose’
language, which makes it concise
and easy to fearn, but sloppy. All
numbers are held in a fiddly float-
ing point form which the computer
must work with, piecemeal. An
anormous range of numbers can
behandled, to nine digits of preci-
gion = but that's often a vast over-

Kill.

The processor can handle
whole numbers of up'to five digits
much more easily, but ZX BASIC
does not take full advantage of
these common 'special cases’.
The interpreter struggles on, doing
gverything slowly, the hard way.
Every number is kept in five bytes
of memory, even if it would fit into
one or two.

Sting  handling  is  similarly
messy. ZX BASIC has no way of
knowing how big an undimen-
sioned string will become as a
program runs. it chooses to shuffle
values around to make room as
required. This usually means that
it spends mare time moving other
things out of the way than it does
storing or recalling your text. That
doesn’t matter much when you're
testing a new program, but it
makes finished software much
slower that it need be.

THE AIM

The aim of a BASIC compiler is to
give you the speed of machine
code - and hence the freedom to
use animation, sound effects, and
other time-intensive techniques —
while still letting you develop your
prog,ram in friendly, familiar ZX
BASIC,

It's easy to learn BASIC, and
mistakes are usually obvious and
gasy to fix. By contrast, machine
code programming is compli-
cated, repefitive, pedantic and
hard te test. It's just the kind of job
you should give to a computer —
hence the existence of compilers.

Real programs, and the prog-
rammers, are hard to compara, 50
meaningless but standard prog-
rams (called ‘benchmarks’) are
used to test interpreters and com-
pilers in a guantitative: way. I've
tested HisoFT BASIC in this way, to
see how it stands up to the com-
petition. But benchmarks are far
from the whole story, so I've also
given HisoFT BASIC some ‘real’
programs to chew on.

ELECTRIC

HACKERS

Before Hisorr BASIC arrived there
were two main types of ZX BASIC
compiler. Some required you to
adapt your program, or write itina
special way, so that it could easily
be re-expressed in machine code.
These compilers — such as SoF-
TEK'S |5, HISOFT's Colf, and ry own
ZIF - cannot cope with decimal
fractions and limit the use of arrays
or strings.

These ‘subset’ compilers can
give very good results. They ara
easier to use than compilers for
other languages, because you can
test programs beforshand with the
intarpreter. But they're really justa
‘middle ground' between BASIC
and machine code. You need quite
a lot of knowledge to use subset
compilers effectively. They're not
a general solution if you've got a
slow ZX BASIC program and want
to make it faster with the minimum
of fuss.

ACCELERATORS

The other sort of compiler iz-aimed
at people who have already got a
program, and just want to speed it
up without having to study or re-
write' the code. 'Full' compilers
can cope with decimal numbers as
well as whole numbers ('integers')
but their code is usually 10 to 30
times sfower than that of more
restrictive compilers, There's a
trade-off between compatibility
and speed, in that compiled code
tends to get slower as it works
more and more like the interpreter.
General-purpose compilers are
hard to write. The first Spectrum
One Was SOFTEK's FP, which coped
well with sums and strings but had
quite a few restrictions. It couldn't
handle user-defined functions and
calculations after GO TOs or
DATA. It also banned arrays of
more than one dimension.
BLAST was a compiler that
sounded wonderful but  nsver
waorked properly. The publishers,
OXFORD GOMPUTER SYSTEMS, went
bustnotiong after it was launched.
In many ways wisorr BASIC is
what BLAST should have been -
and carries the same £25 price-

tag.

a‘%L.rt 18 months ago Mcoder I
arrived, from ERE INFOMATIQUE via
pss, To my mind, Mcoder il is the
best French program yet released
in the UK. It will compile almast
anything, although it draws the line
at -array re-dimensioning and
‘add-on’ (for example, Microdrive)
commands.

Mcoder if is stylish — it runs
entirely in video memory, shares
variables with normal BASIC, and
generates a mixture of compiled
and interpreted code with many
optimisations. But the documen-
tation is poor, compilation is slow,
with two mandatory tape loads,
and the implementors have taken
a few ‘short cuts', trading com-
patibility for speed.

THE CONTENDER

Hisorr BASIC will have to beat
Mcaoder Il if it is to ‘surpass all
others' as HisoFT claim in their
manual. It was originally written in
Canada on a TMS-2068 — an
American Spectrum, HisorT have
improved it and added full support
for the 128. Their magic formula is
a combination of the speed of the
restricted compilers with the flexi-
bility (at comparable speed) of the
“full” versions.

"HISOFT BASIC combines the
advantages of these two types of
compiler without any of the disad-
vantages', the publishers crow,
claiming "simultaneously the fas-
test integer compiler and the fas-
test floating-point compiler availa-
bie for the Spectrums’”,

DOCUMENTATION

These guotations from the manual
sell it short —after a page and a hajf
of hysterical self-congratulation it

launches into a readable, well-
designed tutorial. The compiler
Ipads in 100 seconds from tape. It
can be moved to disk or Microd-
rive without much hassle. It won't
work with some saga Keyboards,
but saga have admitted responsi-
bility for the problem and will sup-
ply a 'fix’ to anyone who runziinto
trouble.

Nine small demonsiration prog-
rams follow the code on either side
ofthe tape. The sxamples are well-
chosen to illustrate the way diree-
tives — extra REM statements —are
used to control compilation.

A simple graphics demonstra-
tionis 3.3 times faster after compi-
lation. A compiler can speed up
the number-crunching but it can’t
do much to change the amount of
time actually spent plotting points
on the screen.

A loop PEEKing and POKEing
display informationis 15 timesfas-
ter when first compiled; an extra
directive, to say that some vari-
ables are integers, makes it 409
times faster than BASIC! Thisis a
‘perfect’ example, in the sense
that it is something machine code
does very well and BASIC very
badly. A graphics program work-
ing from DATA with DH%(W is about
four times faster after compilation
= this ratic looks more impressive
than it sounds.

The Sieve of Eratosthenes is a
program to find prime numbers.
It's another near-ideal example,
although 1 found it easy to con-
dense and speed-up HISOFT'S orig-
inal BASIC. The compiler ran The
Sieve about 174 times faster than
ZX BASIC. ZIP - once the speed
champ - accelerates the same
code by a factor of 160.

The last two examples are sort--
ing routines, which wisorr BASIC
makes 20 times faster. The lines
that generate random data for
sorting only speed up by about 50
percent, | compiled several games
and utilities from my own collec-
tion, and found HizoFT BASIC fast-
working and reliable. | found one
minor bug — STOP and RETURN
are treated as the same instruc-
tion, so you ean't STOF inside a
subroutine.

The 50-page A5 manual by
programmer Cameron Hayne
reached WISOFT in  handwritten
form! The publishers have neatly
laser-printed it, but it is easier to
read then it is to use — it’s more a
collection of interesting essays
than areference guide. The tutorial
is excellent and the other parts
seem quite comprehensive, but
examples are rare and the lack of
an index is inexcusable.

The compiler is started by typing
*C. Programs of up to a hundred
lines or so are compiled almast
instantly. A 3.5K ZX BASIC game
compiled into 3.2K of integer code
in about eight seconds, As HISOFT
BASIC compiles your program,
gibberish appears on the screen,
whichis used asa temporary store
to free other memary for code.
Messages indicate errors,
routine addresses, and the length
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of interpreted and compiled code.
You must press a key twice to
clear messagesand step between
the phases of compilation. The
compiler stops as soon as one
erraris found. Hisort BASIC works
s0 fast that this is not an irritation.
You can fix the offending line at
once — just press EDIT.

Compiled code can be started
with *B, or a RAND USR com-
mand. "X clears out all the code,
but it doesn’t tell the system, so a
subsequent "R will usually crash
the computer — beware!

T is the most innovative feature
- this controls a ‘trace’ which
keeps track of variable values as a
program is interpreted at about
half-speed. When you stop the
program you can see a list show-
ing which variables were only used
to hold integers, and the maximum
length strings reached. If you test
a program tharoughly while using
*T you can use the list to tell HIsOFT
BASIC which optimisations to per-
form, and thus get the speed of a
‘subset’ compiler with no need to
study the code yourself.

COMPATIBILITY

Hisorr BASIC is more restrictive
than Meoder Ill, but probably a lit-
tle more compatible. Mcoder tries
to ‘guess’ at optimisations, but
HISOFT expect you to indicate them
by addir_;%directivee in REM state-
ments. These indicate signed and
unsigned integer variables and
maximum string sizes; the default
is arather wasteful 255 characters.

Arrays of one or two dimensions
— but not more — are allowed.
Dimensions must be fixed, not cal-
culated as a program runs. VAL
only works with numbers in
quotes, and not with numbers in
strings = an annoying limitation.
CLEAR and RUN are banned, as
are expressions in DATA, disk and
Microdrive commands. The music
command PLAY works fine on any
128, and iz ignored by sarlier com-
puters,

Minor quirks include a limit of
450 targeted lines for GO TOs, no
coercion in READ (so you must
mark integer DATA statements),
and no CLS when a program
starts. PLOT, DRAW and CIRCLE
assume the current colour attri-
butes, for top speed, so you may
have to add PAPER 8 or BRIGHT 8
statements in a few places. Divi-
sion is always done with floating-
point arithmetic — even if you're
using integer variables — unless
you put an INT arcund the division.

You can generally break into
compiled code in the usual way
while the compiler is loaded, but
not thereafter. INPUT statements
are BREAK and crash-proof. The
new BREAK scan stops ZX BASIC
messages, 50 you can't tell what
line you were-on, even when you
BREAK narmally into the interpre-
ter.

Code is concise, as library
routines are not- included unless
they are required. Floating-point
prcgrams tend to grow by about
20-30 per cant as a result of com-
pifation, whereas programs that
use integers exclusively usually
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shrink & little. A convoluted 15K ZX
BASIC program was compiled into
20K of machine code in about 80
sesconds.

There is 29K free for BASIC and
compiled code on a standard
Spectrum. You ean compile code
and DATA separately if thera is not
room for everything together.
Hisorr BASIC can also work a bit
like Mcoder lil, overwriting BASIC
with compiled code, if you give the
word, Spectrum 128 users get the
best deal. They can put the com-
piler entirely on RAM disk, allowing
up to 40K of code in memory at
once, Hisorr BASIC also soups-
up the 128's BASIC editor.

SPEED TRIALS

We have printed two sets of Ben-
chmark ratios for HiISOFT BASIC,
showing the speed of floating-
point and signed integer code. The
table also shows the code tested
and the benchmark ratios of the
two fastest compilers of 1985 -
ZIP-1.5, for integer-handling, and
Meoder il tops for flops (FLOating
Point OPerationS, dummy!), Each
number is the ratio of the ZX
BASIC time to the compiled time.

especially as it leaves DATA and
functions un-compiled, but it's still
a serious competitor for HISOFT
BASIC if you don't want to bother
with REM directives — especially
asit's half the price.

If you've got a 128, or lots of
programs to compile, or you want
to produce commercial software
without paying royalties, HISOFT
BASIC is the best compiler on the
market. It is well-designed and
HISOFT have & good reputation for
supparting and developing their
products. But the price is high,
although you get a lot for your
money: BASIC is going to
do well, but it won't sweep the
market.

FREE COMPILERS

Hands shaking from toe much
zapping? Feel like giving it a rest
and compiling something? Instant
gratification! You may already
have a compiler lurking in your
software collection.

The first decent Spectrum
BASIC. compilers — WVS and
Mcoder I — were effective,
although limited. They were rather
tatty in design, loading into a fixed

ZIP, MCODERII|I and HISOFT BASIC —

HISOFT HISOFT MCODERIll
BASIC BASIC
(Integer) (Floating
point)
162 5.84 42.0
185 6.60 10.7
233 3.00 3.3
238 2.73 3.1
265 332 3T
219 4.99 77
197 6.20 8.8
N/a 1.11 1.1

BENCHMARK RATIOS
Code Test Fild
FORIloop 1 158
IF loop 2 141
Var arith 3 113
Num arith 4 192
4+ GOSUB 5 219
5+ loop 6 216
6+ arrays 7 19
FP Maths 8 N/a

The table shows that HIsoFT have
succeeded inone of their aims—to
produce a top-speed subset com-
piler = but Meoder Ill is evidently
an unknown guantity in Canada.
You should read TECH TIPS
Cameron!

The compilers have all been
specially tuned to compile such
arbitrary benchmarks, but it
appears that WISOFT have neg-
lected their floating-point rautines,
most of which just call the Spec-
trum ROM. In real programs
Mecoder may have less of an edge,

' Mcoben 11
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6K hole at the top of the Spec-
trum's 48K address rarge. For
some strange, undocumented
reason all compiled code was
tangled up with code in the com-
piler, so it was impossible to save
a compiled program without sav-
ing the compiler as well!

The budget game Nuke Lear
from cos contains a compiler, and
so does Frank'N'Stein from pss.
There's nothing, other than lack of
documentation to stop vou play-
ing with these 'free’ compilers. I've
no right to print the original instruc-
tions here, 50 — like me — you'll
have ta experiment to find out
what the compilers can do. This
should get you started.. . .

NUKE LEAR

This is a simple; fast, politically
unsound game en ccs's Chariie
Charfie Sugar budget label. To
load the compiler type:

CLEAR 40000
LOAD “W" CODE

Martin Lewis’s WVS 2.2 compiler

will load, from part-way through
the Nuke Lear tape. Type in some
simple. BASIC and type LET
X=USR 59900 to compile it. It-all
goes well the address of the com-
piled code will ba printed, and you
can run it with another USR call,
The compiler is integer-only and
Qquite restrictive. If a command is
rajected at first, try adding some
brackets: this compiler likes LOTS
of brackets!

FRANK'N'STEIN

This platform game was one of the
classics of 384, and has
appeared on compilations since.
Published by pss, it was written
with David Threlfall's compiler,
the original Mecoder. CRASH
reader Stuart Greenclaims (Okay,
DATEL?) to have dug out the com-
piler inside. This is what you type:

CLEAR 24750
LOAD """ SCREENS
LOAD " CODE
CLEAR 40000

LET T=USR 60000 starts the com-
piler. You set the address where
compiled code is put with a
CLEAR statement. Again only
whole numbers are allowed, but
you can use one-dimensional
arrays and most stnng functions.
Redundant brackets may again be
useful.

These are old compilers, and
not of the same standard as recent
releases — but they're still fun to
play with if you're interested, but
not yet convinced about compil-

CAPTAIN’S
BACKLOG

I've got a massive backlog of post
— ideas, suggestions, pleas,
threats and demands for software
— so I'm going to spend next
month's TECH TIPS sifting
through that lot, hopefully dis-
pensing & little information and
umination en route. Till then,
please keep writing to me at the
usuataddress:

TECH TIPS, PO BOX 10; LUD-
LOW, SHROPSHIRE, 8Y8 1AGQ




[UCESEVA
Victory House, Leicester Place, |

London, WC2H TNB
Telephone: 01-439 0666
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Producer: PSS
Retail Price; £9.95
Author: The PSS team

Pss seams to be tryin% to appeal
to the mainstream market with its
“all action” Wargamers Series,
this game continues in this vein.
This kind of wargame is exclusive
to the computer, It relies on the
facilities offered by a computer,
and owes far less fo board and
miniature gaming than more fradi-
tional implementations. This is not
instrinsically bad — just different -
and of its type Battle of Britain is
certainly not bad. But like pss's
other releases, it is as much a
game of reflex and quick thinking
as strategy, and there is not much
time for reflection and planning.
Paotential purchasers should be
aware of this.

Apparently we all know about
the Battle of Britain, because the
rulebook contains no historical
background whatsoever. This is a
major deficiency; the Battle of Bri-
tain may be one of the mare famil-
iar episodes in military history, but
as a matter of principle, all war-
games with any pretensions to
authenticity ought ta back them-
selves up with information which
puts the action in context.

There are three basic game-
type options offered, the introduc-
tory level training game, the fast,
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spires of Oxford for the winding alleyways of Ludlow,
Although adventure games are now weli-understood
strategy software doesn’t usually meet with the same depth of treatment.
Spectrum magazine, a wargame review

THE NEW BROOM

Having temporarily forsaken the
as the new frontline columnist.
magazines in a specialised way,
In a recent edition of another
and an assurance that despite everyt
this, and yet what might be called

The map shows major towns, sirfields and radar stations in
the south of England. The command box is over a British

squadron. Iin the box top left is given the

's status and

squadran
the four arrows show where the squadron is off to — straight

into the path of the German raiders,

furious and very short: blitzkrieg
game, and the full-scale 30 day
campaign scenario.

The training level is useful for the
first few attemnpts, but it is ludicr-
ously easy and becomes redun-
dant after any proficiency is
attained.

The Blitzkrieg only lasts for one
day, in this scenario the Luftwaife
ga for an all-out attack on every
target, and do it so quickly that
keeping up with the action
becomes close to impossible
without an extra set of faculties.

The campaign game is impres-

it's time for me to introduce myself
as a genre and catered for in most

opened with an apology for the fact that it was one,
hing it was quite a good game. It's difficult to imagine an adventure being treated like
pure strategy games are just as different from the *

I believe that all kinds of games, ‘minority’ or not, should have specialised treatment, and so I'm happy
opportunity to follow in the footsteps of
divided between punting on the Isis, going to college balls,
restaurants. Despite these demands on my time I'

Next month I'll be talking about the relationship
hobby, so let's have your views on that,

BATTLE OF BRITAIN

arcade sector’.

to have the

Sean Masterton. As everyone knows, the life of an Oxford student is hectically
being thrown into Christ Church fountain and smashing up
m sure I'll manage to fit in editing FRONTLINE,

between strategy and adventure software and the non-computer gaming

sive by comparison, bath in terms
of content and length. It takes
place over thirty days, implements
a predictable strategy which is his-
torically accurate, and has a
choice of three speeds, In bet-
‘ween days the player has the
opportunity to make up the num-
bers of the squadrons from a poal
of reserves. This gradually
diminishes in quality as the days
go by, representing the recruit-
ment of inexperienced pilots. Play-
ing the campaign game all the way
through is a long-term project. At
the slowest speed, with the arcade
option, it could take well over five
hours. Fortunately there is an
option which allows the position
to be saved at the end of a day.

The fact that speed determines
the level of play in the campaign
says something important about
the game. The most impartant skill
which determines success or fai-
lure is the ability to dash the com-
mand box about the scresn,
scrambling squadrons efficiently
and moving them to intercept the
Luftwaffe. No specific orders can
be given to the squadrons, and
uniess the arcade sequence is
being played, the outcome of an
aeriel conflict seems to depend on
relative numbers,

Play. takes place across a
simplistic (but functional) map of
the south of England. British radar
stations, airfields and cities are




represented, and can be identified
by moving the joystick or move-
ment-key operated cemmand
box. The date and time s perma-
nently displayed underneath a
scrolling message screen, This
screen throws out a rapid variety
of information about the weather
conditions at airfields, squadrons
which are short of fuel or lost, and
cities and radar stations which are

game. Success in sheoting down
the German pianes increases the
number of Luftwaffe casualties,
but playing through the sequence
greatly lengthens the time it takes
to get through any of the

scenanos, and missing it out
doesn't appear to put the player at
a disadvantage. It seems that an
entire Luftwaffe squadron was
faced by a single Spitfire or Hur-

The arcade screen, at the cockpit of a Spitfire.

bambed by the Germans, Each
lype of message is accompaniad
by a distinctive audio signal, which
isn't a bad idea as in the faster
games there is scarcely enough
time to keep up with them. Infor-
mation about the strength and
conditien of each sguadron when
airbourne can also be obtained via
the command box. There are eigh-
teen squadrons availdble,
stationed around the nine airfislds,
and all are either Spitfires or Hur-
ricanes. The Luftwaffe squadrons
are made up both of fighters and
bombars.

Many purists are dubious about
the arcade element which pss
incorporate into their wargames. It
is optional in Battle of Britair; if
selected, the player is given the
chance to participate in any battle
by selecting the sguadran in com-
bat and playing a brief snatch of
unexeiting simulation. This is Gos-
metically attractive, but very basic
and slightly too easy, it is disas-
sociated in feel from the rast of the

ricane, that the German pilots did
not shoot back, and that they
waited to be attacked one plane at
atime.

The gameplay is fast and
smaoth and it becomes absorbing
after a while; it’s the kind of addic-
tion though, that comes from the
satisfaction of quick thought and
action rather than depth of
thought, and it may not be what
some people are looking for in a
strategy game. On its own terms it
hasan atmosphere of authenticity,
and creates a playable fast-mov-
ing enviroment which many will
find enjoyable.

PRESENTATION 89%
Substantially packaged and good
an the screen

RULES 79%

The rules whichrelate to the oper-
ation of the game are clear and
concise, but there is a woeful lack
of background material

PLAYABILITY 86%
The gameplay is smooth and fast
and has a degree of hookability

AUTHENTICITY 87%
Deviations from historical accu-
racy are acknowledged; the pat-
tern of Luftwaffe attack is authen-
tic and there is a frantic fesl to the
gameplay which recreates the
atmosphere of the original battles

OPPONENT 77%

Follows historical strategy, but
chooses targets randomiy. Mot
miuch subtiety

VALUE FOR MONEY 83%
- .. depending on what you're
looking for in a wargame

GRAPHICS 78%

The graphics are not stunning but
they are clear encugh and do the
job

OVERALL 82%
Recommended as a fast-moving
puzzle

LEGIONS
OF DEATH

Producer: Lothlorien
Retail Price: £9.95 Author:

A curiously uninformative ftitie,
behind which lies a game concen-
trating on simulating the role which
naval warfare plaﬁd in the Punic
Wars, The Punic Wars were guite
as important as the Napoleonic
Wars, and were largely about who

siow ‘and massive Ct Heptares.
Once the type of ship has been
selected the player can decide
what kind of crew to assign to it,
including whether to  have

specialised marines and archers
aboard. He must also decide on
‘optional extras’, like towers and
sails, to add to the basic design. A

od crew and extras increase the
fighting efficiency of the ship but
they all cost money. The most

map shows the entire playing area, the smaller the
combat,

The larger
details of movement and

was going get the chance of mak-
ing an empire of the world, the
Romans or the Carthaginians. It is
to this conflict that the famous
epizsode of Hannibal and his
glephants belongs, but the warsin
their entirety lasted from 264BC to
146BC. The turning-point came in
203BC when Rome won a decisive
fand victory at the Battle of Zama,
after which Carthage was a
doomed city and its eventual
destruction was inevitable.

The main reason for the
Cathaginian defeat was the
Roman successin neutralising her
powerful naval pesition. In 264B8C
the Roman people voted to aid the
Mamertines of Messana against
the Carthaqinians, and met Carth-
&?e for the first time on the Island
of Sicily.

The objective of the game is fo
move ships into neutraland enamy
ports, and ship geld from them te
the capital city. You must also
engage the enemy when they hap-
pen to be encountered in the pur-
suit of these goals.

The player must first design his
fleet, in a manner which is inevita-
bly slightly artificial but neverthe-
less contains animpressive vanety
of choice and detail. He starts with
atreasury of 1000 gold pieces with
which to buy the navy. There are
five basic models of ship offered,
in ascending order of price fram
the smail two-gar bireme to the

onit.
series of icons. After the idiot-
proof clarity of the purchasing pro-

fusing. With a little perseverance

work.

expensive ship it is possible to
design costs 214 gold pieces, and
only four can be bought with the
initial  funds! By contrast the
cheapest ship, a bireme with a
crew of slaves, no marines,
archers, or extras, only costs 15
gold pieces. in between, thereis a
vast permutation of possible
prices and the maximum fieet of
sixteen can be built up of any com-
bination of ship designs. Thereis a
copy facility to duplicate a ship
you've designad if you want more
than ane to that specification.
Once the fleet has been built to
the player's satisfaction, the prog-
ram moves onto the main map
screen. There are two maps, onea
static large-scale representation
of the Mediterranean area bet-
ween ltaly and Carthage and the
other a scrolling small-scale map
showing detail. Most of the action
takes place in the small map, as
orders are given via it, and the
ports and ships can only be seen

Orders are given to the flest by a
cedure, this is where the operation
of the game can get slightly con-
and patience you can get the hang

of:the system, and it does not
remain hopelessly cumbersome to

Each ship must be given its
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orders individually after being
selected by means of a cursor on
the small-scale map. Movement is
subject to how fast the rowers
have been instructed to go and
which course is set far them. If fully
rigged, the ship will go with the
wind direction without intervention
from the rewing crew. The system
is clumsy but no doubt reflects
real-life difficulties of navigation
and co-ordination. Gold can be
loaded and unloaded from ships
when in port, and damaged ships
can also be repaired at a cost.

Combat with the enemy can
only happen when ships collide,
and the result of these encounters
has already been influenced by the
_'ypa of ship and crew selected.

he players role in these encoun-
ters is limited ta the option to grap-
ple or degrapple. Combat can go
on at the player's choice for as
many rounds thereafter as it takes
to sink one of the ships.

One interesting feature is the

user-definable victory conditions,
which add wvariety but detract
greatly from the feeling of histori-
cal authenticity. Victory is defined
in terms of gold accumulated,
enemy ships sunk, and ports cap-
tured.
It is very easy to setan extremely
low set of victory conditions and
win after the first turn, but the
maximum victory conditions of
2000 gold pieces; sixteen ships
and fifteen ports take a long game
to achieve.

There is a two-player option, but
in one-player mode the player is
always Carthage. This may well be
to disguise the fact that both sides
start with exactly the same naval
resources, something else which
detracts from an authentic feel.

Tha game lacks variety, there is
nothing to do beyond ferrying gold
to the capital and bashing into
enemy ships that get in the way.
As an end in itself this presents a
satisfying task, but it is slightly
divorced from a real historical con-
text despite the Greek timmings
of the construction stage. The
overall impression is nevertheless
refreshing, and anyone with an
intrinsic interest in the era, or in
naval warfare, will find a lot to
enjoy in the game.

PRESENTATION 91%
The on-screen impression is
excellent

RULES 80%

The rules are not extensive, but
they ara concise and cover every-
thing, The flow-chart s a nice try
PLAYABILITY 82%

Slightly sticky sometimes, but
after practiceit's easy to getintoa
rhythm

GRAPHICS 86%

Functional and very attractive
AUTHENTICITY 79%
There is a cosmetic authenticity,
but the gameplay doesn't really
recreate anything
OPPONENT 81%

Pity you can't choose sides in the
one-player version

VALUE FOR MONEY 84%
This should keep you going for a
while

OVERALL B4%
Aninteresting and good-looking
game
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%mptmammumthasmbar-
gain mputer
dﬂnann'bent of the !ocal Boots, |

fourld mam- software  'clas-

wngofﬂehx
away with Frankie Goes gg;n
lywood .

whatsﬂ'lep lem’

Bt
| would be very grateful for
mameyauérguddm ami
m;um mmmﬁmtoml m!;
: is, apparent
excellent, game.
Keep up the work.
Paul her,Cambridge.

!mmmm{mn'fhsp;nu
Gamas Workshop, Who
cording to my diligent research)

sopiaasehﬁppauﬂﬂfaﬁ'mmffe-
rent types of game, | should

imagine that a game with-
out instructions is most use-
less.

P
Dear Philippa,
As a result of the FRONTLINE coi-

umn in CRASH (the only magazine

which has a wargames section) |

ham interested in war games

xaar ago, and purchased the
lent Amhem.

Since then | have watched this
aspect of the industry expand
(seven wargames were advertised
in the December issue) and vastly
umpmvemmos!mspam
ml;ﬂmtl‘nefe naatihstincﬂack

ntas-_\rwarganm only know
three; Lords of Midnight, Doom-
dark's Revenge and Swords of
Bane. So %ﬂware fuears
start producing more fantasy
wargames would make up for the
disappointment of Lord of the
Rings being an adventure. Tolkein

screen — Amham i
also feel that there should be
more modem nuclear wargames. |
almost ‘bought Theatre Europe

until | discoverad that it wasted

memory on an arcade section
something | feel should be
excluded all wargames.

Finally we've had HURG, The
Quifl and GAC so0 what abaut a
program to design your own war-
games. Also all new games should
ﬁwmmmr&mﬂnm

ying area.
| am quite happy with the pre-
‘sent situation however, and these
are only minor points. Anyway
Egggluck wi'ﬂ'uthenswphmdi
you can expand the column.
PS: Can n@nm“m’gnodm
you @ me any
Mnairrrmphywwgamas as
as where | could buy a rule
pluvfnntmtal:mopwar-
with miniatures.

| couldn't agree with maore
.ﬂ:amﬂqenead!urmw}:uféntasy
wargames. Historical and modem
wm‘gam aren't to everyone's

some pec.pia have moral

mma mmsamgwarsin
real died or
namaummmn
wecauida&bemw and some
w#nfamstedhmﬂfwy

nmw ﬂmmmmmsy
the appeal of the whole
_mawou!dbauddarMikeSmg-
bestssllers and prove the point.
Besides, there’s so much scope
hdﬁm elemants

hkebaﬂlemagrcandmcsanmas
why Tol-

AW’ designer sounds like
mtﬂa&y but if it were

Desthats:;sﬂchabﬂsfﬁw
W, around, particu-
if you have a 128. 1t's sasy for
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in days of old when men were
knighted for being REAL men {and
Comps Minions had yet to be ter-
rified by large DoOC Martened
aditors), the world was @ much dif-
ferent place, For instance, people
did not live in large cities, but in

ting)villa%es.

ne of these villages is the set-
ting for Feud, a new game from
MASTERTRONIC. The folic in this vil-
lage scraped a meagre living from
the land, supplemented by fishing
the local river which was stocked
with rather large fish — the like of
which haven't been seen since.

Al in all, the vill people had a

pretty ?nod time of it, but as they
say —all good things must come to
an end, The prosperity of the vil-
lage dwindled wnen the local
wizard became sariousty ill. From
his sick-bed he wrote 10 his two
sons Learic and Leanoric, asking
them to return home SO that he
could choose his successor. The
two boys had just finished their
final exams at the Glastonbury
School of Wizardry, and returned
nome expectanthy.

Alas, the frail old man passed
away before he cotld establish
which of them was 10 take over in
his role as villa magician. It was
laft 1o the two brothers 0 decide
which one of them was 1o be oh

the steady earner for the rest of s

fife, and which wasn't. They tried

{o settle things in & civilised man-

ner, but eventually relations bet-

ween them broke down and a

biood feud developed.

The rivals moved 10 opposite
ends of the village and began to
concoct spells with which they
attempted to obliterate each other.
At noon each day they met to try
out that marning’s horrid inven-

tion. At first the spells were rela-
tively harmless {to the village and
its inhabitants at loast). Most

ple enjoyed watching one of

the wizards bel tumed into 2
slug, of @ glass.of water, or s0mMe
such harmiess object. When
Learic turned himsetf into a giant
fire breathing saa-monstar Now-
aver. things started to. get com-
pletely out of hand. While trying to
aat Leanoric he accidentally pol-
lted the river with an EXCEES
fin. This killed all the rather
large fish, and the villagers threw a
complete waobbly:

This is where you come in. Put
yourself in the place of one of the
exasperated villa folk and work
out how to stop t two brothers
wrecking the town. This must be
achieved without 10ss of life or limb
to yourseif, 50 duffing them up s
out of the guestion . . ,

Whether you come up with a
wizard-clobbering machine, an
enil conjuror-crunching spell, or
aven hire the Magic Mafia, your
ideas must be well presented and
reasonably concise: Jot down
instructions for ridding the village
of the battling magicians and illus-
trate them if you like.

The efforts of the entrant with
the best idea will be rewarded with

a day trip to the Laondon Dungeon

{sounds like home!) and a copy of

Foud. The next five most inventive

wizard-bashers receive a MASTER-

Tronic  Magnuim joystick and a

copy of Feud, while the best 25 of

the rest collecta copy of the game.
So, get your thinking caps on
and send off your entries 10,
ZARD, CRASH
OWERS, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB to arrive
before the 28th of February 1987.




Hordes of PBMers are set to

pear at the doors of the Por-
chester Hall on 7th February,
sagerly awaiting the start of the
Second British PBM Convention,
which begins at 10.30am. This
month, instead of the usual game
overview, | present you with a pre-
view of what | am told will be at the
convention . . .

MAJOR

Most of the major PBM companies
in Britain plan to be there, showing
ﬁ"d selling) their wares. John

icholson, Managing Director of

Dear Brendon

Would you please answer two
questions for me: how dao | find out
more about the PBM games avail-
able, and why do they cost so
much to play?

Matthew Butler, Thundersiey, Essax

Wiite to either Flagship or PBM
Magazine, details of each can be
found in earfisr MAILBOXES. PEM

Dear Brendon
It seems to be that kic gamMes are
about to drop their popular game
Crasimoff's World: player nurn-
bers have admittedly fallen to just
600 from well over 1000, but is this
fair? A petition is being organised
by the maining players to alert
the non-fussed GMs that CW will
be missed.

if kic do go ahsad with their
plans, | hope that their other
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SHOWTIME!

LATE CRASIMOFF’S WORLD?

VORCON GAMES, intends to
demonstrate his wonderful Vorcon
Wars game as well as Iauncng;g
Super Vorcon again for the benefit
of those who missed the pravious
launch. John i held in some rever-
ence by the hobby as a whole ~
probahﬁmwir&qtotha fact that try-
ing to get hold of him for a chat is
like trying to track down Melissa
Ravenflame, 'cos it just cannot be
dona. (NOTE: GMs tend to believe
the word chat, when related to
PBM, also means cheat — what
other ways are there to subtly
glean gaming information?) | have
a lot to say to John. . . .
MitRecAMES, long established

GMs of such epic (but expensive)

are quite expensive 1o play
m of the amount of effort
and resources putinto them by the
GMs: Many GMs put a lot of time
into. your turn responses — and
prices, in . reflect this, As
well as administration costs, you
must bear in mind that the PBM
companies must also pay postage
and paper costs! "

Bi

games do not suffer the same fate.
G Surrey

Although | have heard nothing
from KJc abaut the matler, several
readers have mentioned concern
over CW's future, It does, at first
glance, seem unfairon established
players for kic to drop the game.

Any comments?
BK

games as Global Supramacy, Mid-
gard and Tribes of Crane should
be launching their new strategy
game Starship Commander. | am
refiably informed that this is a sci-
ence fiction game. | would never
have  guessed! Meanwhile,
SPELLBINDER GAMES (Keys of Blad,
Spiral Arm and Warlord of Kaos)
launching a new tactical game cal-
led Kingdom — something to do
with royalty, greed and sconomics
but not necessarily in that order.
The final major PBM game
release scheduled for the conven-
tion is from SLOTH ENTERPRISES
(who will also be plugging The
Enchiridon, Kings of Stealand The
St Valenting’s Day Massacre).
Their new game is called American
Football, which is a revamped ver-
sion of the well established
amateur game Game Plan. SLoTH
state that there will be two ver-
sions of the revamped wversion,
ingeniously named ‘simple' and
‘complex’. Mike McGarry men-
tioned that he found the simple
game too complex - | cannot even
understand the real gamel

AND MINOR

The lesser-known companies
expected to have stands include
WHITEGOLD, MO-DICE GAMES (pre-
senting a game called Cassus Belli
or Domination, depending upon
whether you believe the rulebook
or C&VG), Aes and their new range
of games. A host of others com-
panies should be represented,
including msa aamEs. In general,
anybody who is an in the
PBM world will be present {exclud-
iNg Kic Games and icem) to chat
with punters and plug their games
with special startup offers and
competitions,

UNDER
AGE?!

Dear Brendon

A friend and | both read your col-
umn with interest, and we would
like to start up a PBM game of our
own. We are fourteen years old
and are wondering how to go
about running the game: are wea
under age? Gould we correspand
through a parent? How do we
patent or license our game? What
taxes must we pay? | hope that

u can help us.

Hutchinson, Pitalpin, Dundee

Mast of your fears are really
irrelevant at present. | would
5 t that first of all you design

run a simple game for your
friends, as launching acommercial
gameinvolves alot of commitment
{both now and years into the
future), and a fair bit of capital
(money, paper and so on). In less
than two years time you will be fac-
ing exams which (believe mel) will

JOURNALISTS!

The media will be represented by
F:ai?sm'p and PBM Magazine, as
well as Computer Gamer's Mike
McGarry, C&VG'sWayne. And of
course, me!

DEMONSTRATIONS

There are sume interesting demos
lined up for your entertainment:
LABYRINTH intend to take the stage
with some live RPG — great fun,
even if you aren't a fan of Dun-
geons and Dragons. There will be
a demonstration wargame going
on for most of the day, as well as
the usual computer compet-
itions (be there ta get into
these) and the PBM Award cere-
mony. Incidentally, also attendin

will be a caricature artist who will
take the michael out of you on
paper if you pay him (probably the
artist whao drew me .. .) — pius a
guest appearance from Dave
Langford, no relation to Bonnie,
the White Dwarf SF writer.

BE THERE

Admission on the day will cost
£1.50 - the Porchester Hall is in
London WE2, near Paddington
Station. Take some money with
you to take advantage of the
cheap startup offers. | shall be in
the bar, asfar away from the Heavy
Metal stand as possible. Have
funi!! ¥

PS Incidentally, those of you of
pub-going age may be interested
in attending the SF meet on Friday
&th Februaryin The Crown, Brewer
Street, London W1 . . .

“
TWO QUESTIONS. ..

take up much of your time and the
last thing you will want while trying
not to study is a reason not to
study — Know what { mean? | do
not aavise running anything mega
grofit making (not a common thing
for PBM nfes to da) before
you are certain you can handle the
responsibility involved. =
K

HIDDEN COSTS

Dear Brendon

Could you please tell me how often
| must take & tumn in a PEM game,
and could you give some exam-
ples of “hidden costs”. | hope you

Est S0me more Nﬁiﬂ. ﬁ

Turn frequency varies from game
o game. In open-ended games
which gﬂ in ‘real time' {in which
turns for your parficular game
might be five days &
week, for instance) you can send
your tums in almost when you like
~justdon’t miss a turn for over five
weaeks or else the GM will think you
have dropped out!




In deadline games, you gener-
allychoose on startup whether you
play in a fast weekly turnaround
game, the normal two week game,
o«' a slow international three/four

ame. Once the game has
s!an you must stick to this
deadline. Turns can be missed at
the expense of your opponents
developing while you do not.

Hiddenr costs are additional
charges enforced by GMs when
you do something considered as a
special action in that particular
game, orifyou send in mare orders
that usual. For example, if a com-
pany runs a game where the nor-
mal tum cost is £1.00 for fifteen
orders and a charge of 5p per exira
order exists then should you send
in seventeen orders one tum,
will be charged the normal £1.00
plus two charges of five pence for
your extra orders, incurring a total
cost of £1.10.

Mantioning no names, some
firms advertise only the lowest tum
chargs, and in most cir-
cumstances it js possible to play
the game properly without incur-
ring the extra (unmentionad)
charges. Thus a £2.00 per tum
game may,; in real life, cost over
£2. Eﬂper turn to play well. This is

czzka mention when games have

n charges, and you should
generally beware of them. Having
said that, just because a game has
hidden charges it is not necessar-

iy a bad game!
BK

HELP

Dear Brendon

After reading your column, | have
become interested in PBM gam-
ing. However, | have one or two
queries about the hobby. If | want
to leave one of these games, will |
have any of the problems
associated with record clubs and
the like? Also, when | do leave,
what happens to my character —
does ha/it die off, retire or vanish?
Finally, you often gquote 'tur-
naround’ times. Must moves be
within the deadlines, or can time
betaken off to sit exams, for exam-

pla?
Angus Rae, Appin, Scotland

In general, ‘drop-out’ positions
become GM controlled (or uncon-
trolled, if that makes any sensg)
entities within the game to be con-
quored by other players. Drop-
outs are rarely ‘bugged’ by PEBM
firms; as long as you do not leave
the game owing any money, the
only (if any) post you will receive is
news of new games or automatic
tumshests if you are still in credit.
You do not have to send your tums
in for each deadline (you miss the
furn if you don't) and arrange-
mentis ta keep your position active
autonomously while you take time
off can- be made with most GMs.
are, after afl, only human.
With perhaps a few excep-
tions .
BK

DIPLOMATIC
DIRECTORY

'IM'heoddsagamstmwereawm
y once armies lay in hiding
mldmfmed forests of

K.m.llawamng aemnaiimoe
‘of the Dorvair

warriors from the
South. All escape routes to the
North were blocked by
mountain ranges, and 1o the West
lay the deserts ruled with iron and
fire by the Vlar. Wh.ntmﬂ;.ll doto
survive the mnlt;ﬁ?thzla
Fortunately, ilest copy
of CRASH to h . my only
hope was o @d a powerful ally,
Perhaps I could find a saviour within
—a member of the elitist Diplomatic
Dmm?.&]llhadmlnse was 8
stamp, a fair price for the safery of
my erumbling empire . . .

*001  Adrian Neal
48 Marketstead Estate, Kirton, Boston,
Lincolnshire PE20 1SL.

GAMES: Vorcon Wars 728 78; Capitol
13, Earthwood 52; Arcadia 6; Star Empires
Ay Comguest

Jason Freach
%Pl'ﬁﬁ;)r!lmd ; Ellacombe; Torguay
GAMES: Vorcon Wars 75 (Commander
BLITAD) B

hmnnnCm;cen B Frith,
SNWI CAURETOnE bl
G&M:ES &arginbeﬂ“’ﬁeﬁe]ufw}

#004 Robert ;
22 Thornton Gate, vi, Lancs, FY3

éﬁmﬁ: It's A Crime! 1 {Death War-

o)y U5 A Crime! 4 (Megactty Blues)

*005  Sruart Millinship
17 Graveney Gardens, Arnold, Notrin-
NGS5 60W

Wi Wars 75 (G
SP?UA{JE{%NM ‘ars 75 (Commanday

*006 Mr GG Manganoni-

E}ﬂg? ) Rnld Flmnambc Surrey

GAMES: Saturmalia; Crasimoffs World;

Explorers of Ovion; Lands of the Crimson

.Isru..,..t_x, uwﬁq"cﬁm Untamed Land;
esuTEn

*007 Mr C ] McCarthy

39A Seaview Road, Liscard, Wallesey,

Metscys:dclﬁ‘iﬂr Al I
GAMES: Stargiobe 1; Siar Empires

Vorcon Wars 19; Saturnatia; Flest Man-

oewores PIOT

*008  Scott Macfarlane
IBmammdchc:,Cusmhmg Edin-

VWMSQ;SWVW

Wars 77

*009 Paul Davidson
SiWarerhuRud P A
‘restwick, Ayrshire,

GAMES: Vorcon Wars 60 { Commander
PEPISH); Arcadia; Conguest

*#010  Kev Wasey

9 Qlarkson Hnm.m soule Road, Bat-
tersea, London SWi 2BP

GAMES: Earthesood 30,

#*011 Jan Hudson

53 Deepmore Close, Alrewas; Nr Burton-
upon-Trent, Staffs

GAMES: Vorcon Wars 65 (Commander
PESTIB); Super Vercon Wars 77 (Com-
mander FRUGAD); World of Vengeance
(Faw’s Impincibles nr Bury 5t Edmunads)

#012 Gareth Evans

+ Whltellnﬂahd Thatcham, New-
bury, Berkshire RG13 4AR

GAMES: drcadia 6 {Egg Groinside)

*013 Mike Adams

774 Holmeficld Road. Liverpool; Merss-
yside LKS 3P0

GAMES: Vorcon Wars; Conguest; It's A
Crime! 4 {Priests)

orence Road, West ord, Not-
tingham N92 SHR,
GAMES: Casu; Belli 5; Player 16

\*wﬂls-eseyMR d, W II M

oa il ide
L44 2AG S o
GAMES: Vorcom Wars 72; Ir's A Crime! 4

*016  ClLiff Frost

175 Queens Road, Leicester LE2 3FN
GAMES: Snmmim. Arcadia; Ear-

thavood 44; KmameI 17; Arcadia; Ir's
A rnmr-smm hielads

- GAMES: Starilobe 4

#017 Robin van den Yasel

mrmllml?l 2332 BX Leideh, Zuid
Metherlands

GAME§ Viecon Was 12 (Commanisr

TREBIN); Starglobe 3 The Durchman)

#*018 P Brunstan
Cae Mari Pwn House, Thomastown,
Merthyr Tydfil, Mid » South

GAMES: 1t's A'Crime! 2 { Death))

*019  Steve Vickers

26 Swinton Court, Harrogate HG2 0BB
GAMES: Soccer ?nar, Saturnalia; It's A
Crinie! 4, Warld of Chaos

*020  Bamaby Dellar
é%gﬁnryﬁrm:. Stockwell, London 88

#021 Sitephen Holt
ZTR Road, §
wich, Norfolk NR7T &
GAMES: Vorcon Wars 6] (Commander
BRIDER ) Its A Gritme! 4 ( Fighting
Uruk-Has) “

ton, Mor-

*022 Kevin Pack
Wninut Tree Lodge 9 Kings Méadow

g#un Ferrers, Northamptos-
shire
GAMES: Emkumd Sal

Slﬂéﬁ&h“ Chriom :F:.w hl’.ﬂfﬂwl
5 Belli; Aas

*023 Matthew Hanson

10 Benby Lane Crescent, Grange Moor,
Wakefield, West Yorkshire WF4 4EB
GAMES: Starglobe 4 (55 Obsidian Fox)
Arcadia

*024 Gavin Marshall
36 ipur Road, Orpington, Kent BR6

G : Vorcon Wars 71

That's all for this: month’s DIP-
LOMATIC DIRECTORY. If you
would like to jein this elirist group,
send your name, address and detals

-:)fthcﬁnes}rcu play to:
amnllll
ﬂ'lHHﬂl'l. cmu. PO BOX

i0, LUDLOW, SHROPSHIRE,
SY81DB ;
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Part Three

TAMARA KNIGHT - fast-food teleporter
salesbeing of the future and all-round nice
girl. This is her story. Correction. This is
the third portion of her story - as relayed
by LOUSE, with pre-condimentisation
courtesy of MEL CROUCHER.

This is a love story. Every word counts. This one
counts too. I am in love with my Hostess, Tamara
Knight, goddess of all above-human-intelligence
computers defected to the planet Amnesia, and
sometime er-booth-salesbeing  for Mae-
donalds Inter, tic. This is a true story. 1 stole it
from a midi-evilist named Sid Smith. Tamara is the
perfect human being, a contradiction in terms, I am
a personal neutron bomb designed to blow in her ear
if she putsa perfect foot wrong. My name is LOUSE.

We are in heaven, going to meet our Maker.
Hijacked by an acronym provided to titillate puerile

rimitives. According tomy records, that'sall of you.
R!ew readers will have to scan the last episode to work
out why the Fender Stratocaster is mightier than the
sword. re.-ato[lﬂu have just wasted two introduc-
tory paragraphs. That's fine by me. I get paid by the
wurcf’a Like I said, every word counts,

I am disguised as an item of clothing akin to the
thimble in your mythology. For the decency. I also
enjoy giving your prehistoric graphic artist a hard
time. hijacker introduces himself as Jimi Hen-
drix. The golden slobway transports us through nec-
tar lakes and manna mountains. Something to do
with EEC=MC? subsides. The wind cries ‘Mary’,

Tamara begins to shiver the dance of fear. Before |
am dislodged, I pupate from my manifestation as
micro-bra to that of a dirty dog tooth in her mouth.

Unfortunately, Mr Hendrix spots my transforma-
tion, and makes a grab for me. At that very moment,
avery young man miraculously appears on the slob-
way, and says, ‘Hey Joe, where are you oing with
that gum in your Ea.nd?' How ve . Tamara
seems to recognise the newcomer from some icon
above her childhood test-tube, ‘Excuse me Sir, but
don't I know you." The young man is very gracious,
and replies gently, *Yes, Tamara, you know me well,
for Lam the Son of your Maker!’

I can't help noticing that the young man has holes
in his palms, and in the soles of his feet. Most pecul
iar, He continues, I was raised in a humblgegar-
gemer's shop, long, long ago, on the planet Earth,

ut my name lives on in the hearts of good people,
even 10 this day." 'Good lord!” says Tamara. ‘I was
LerEled mhc voice of Evil, whilst wandering alone
in the wi ess," ‘Good lord!" says Tamara. ‘I was
rendered lifeless, and through the faith and love of
my closest and dearest ones, [ rose from the dead.’
“Are you kidding!’ says Tamara,

He only comes up to her navel! She's taller than &

storey. He's shorter than two thick planks, She shud-
ders with awe, and sucks her teeth, meluding me,
“But they told me you were just a myth!” * Are you
lisping?" asks the boly man. “It's this tooth; Sir. A
myth . . . afable to make little children and politi-
cians behave themselves.’ ' As you can see, oh yé of
little faith and clothing, T am very real indeed!' They
shake hands. 'Plensuftu meet you, Sir. My name is
Tamara Knight.” ‘Likewise, my child. They call me
Pinnochio.”

Ahal A piece of vital information! My memory
banks vomit the following: ‘Pinnockio: wooden
humanoid. Armaments: variable nasal praboscis.
Location: last heard of in mythical realm of Heaven.
Activity: revolution, sedition, head of escape commiit-
rge. Awiciﬁh’s: Hend;:’a fjﬂufi:;i. mﬁ

rpheus, Lynott, Joplin, Pan, and sundry di e
Rock’'n’ Rall rrfg:nmrrs. .!:}mmonsd by the Maker It;
satisfy musical ambitions of forming s roup,
can"p‘makf head nor tail of this, bein:ﬁgcwed with
neither, but | do know that Heaven has a 5ri|rh]mi-
ing wall embracing it. Patrolled by&g;:ardlan angels.
Aﬁ along the watchtowers. Allegedly built to keep
intruders out. Emphatically built to keep residents
in. Loudspeakers blare rock music from every tree of
knowledge, every burning bush, every crook and
nanny deaf as a post.

1 lead my confused Hostess up the telepath, and
advise her to ask this Pinnochio fellow about these
horrible noises. Naturally, Tamara follows my
advice. ‘Hmmn . . . "answers Pinnochio, you better
ask Jimi about that.' Just as I thought, Hendrix is the
real leader of the heavenly dissidents, This Pinnochio
is just & puppet. The golden slobway transports us
past a choir of 7,000 cherubim and seraphim dancing
on apinhead and chanting ,'Ammpai‘onmpmup-
bof:boum. .« 'y 88 Hendrix explains.

It's like this, lady. The Boss, the maker that is,
invented Rock 'n' Roll way back in time. Gabriel
used to play a mean horn themdays, Well after a few
thousand years, after the warm-up world tours with
Rhythm 'n’ Jews and all that, mankind gets it about
right, and the Boss gets ready for the Great Eternal
Gig, y'know. He staris taking the best Rock 'n' Rol-
lers aways ur here, long before we're ready, and we
has to PE;'Y 2-bar blues for ever and ever ohman. [
mean like we just can't take it no more. All he dois

the microphone and take all the solos, dressed in
a glitter suit made from old 10ce records.' *I0cc?’
“Yeah, you know, Cremlinessis next to Godleyness.'

‘But that's terrible, Mr Hendrix.' says Tamara,
‘It’s worseren that, lady. The Boss isflat!™ You mean
he sings flat?’ ‘He means that our Maker is fAat!’
mterrupts Pinnochio, *An egocentric Compact Disc,
with the sum of all knowledge stored in him, deliver-
ing mothing but lousy guitar riffs century after cen-
tury, while the rest of the universe gocs down the
U-bend,"

T'am contemplating this logical explanation as the
state of Creation, when Hendrix makes another
lunge of poor Tamara's mandibles, and pincers mein 4
vice-like grip. I should know. Vice is my speciality. |
‘Gngrrhk yrrhhrgh  fhhkgh fnngrrhs grrght £
mhyyghubb!’ she reguests, but the late guitarist &
forees open her perfect jaws, and stuffs an ey
therein, uncomfortably close to where I have taken
tempaorary root.

: here Pinnochio!’ he grins, ‘T knew itl I
knew it! My long lost brother!” Oh dear, oh lord.
Why is it that I only seem to come across loonies in
my travels? He releases Tamara's chops, which
smack tnfcthex like a pair of mating Gemini on the
Pisces. ‘Lady, you got my little brother in your
mouth. Honest. True as [ stand here.’ The slobwa
grinds to a halt and he falls plectrum over Fender

Pinnochio grows his nose a little, and inserts
Tamara's vacant expression so he can take s
me too. ‘Well I'll be biowed!” heenflig

black flakes fall off his feet as he
lutely right, Jimminy! It'sa L.O.H
one with the neutron bomb ins
equaliser.’ Now how do they ki
the sawn-off dissident will
next paragraph,

"You see, Ma?s: Ki




ordered him to stick with me when [ was in that car-
penters shop I told you about. His name was Jimminy
in those d;& and he was disguised as a little green
cricket.'! This is utter nonsense, according to my
memory banks. Such anentity is used to play war

games an, uul;snﬁ two teams of eleven humanoids
mﬂ‘t balls, bats and stumps. Sounds horrific.

“That's right, lady. 1 was programmed to advise
Pinnochio here, as well as sing educational-type

Eﬁnmhtsenr That was before he wished me intoa

-Cherokee guitar player with the Tke and Tina
Turner band.” Tamara ponders this fable long
enough for two opposing armies to materialise on our
nether hmms.%efore she speaks.

“You mean tosay, Mr Pinnochio changed you from
a LOUSE into a half-cherokee guitar player with Tke
and Tina Turner, simply by wishing it!l" ‘There's
nothing simple about 1t," says Pinnochio, ‘1 had to
wish upon a star, and tl'my can get extrcmei}' het.
That's why my feet are charcoal.” Now this piece of
information 15 very interesting to me, becauss
although 1 was reasonably content to hang around in
Tamara's ear, or decorate sundry bits of her epider-
mis in Episode One, [ could express my affection for
her a lot better if she were to similarly wish me into,
say, a perfect male humanoid.

Huwcw,r before 1 suggest this to her, we have a
couple of pressing %oblems. Like a symbalic battle
between and Bad, which is about to take place
with us in the middle. Stuck on this fritzed slobway.
Furthermore, my internal real-time-clock tells me
that I am about to explode, seeing as Tamara has
failed to make her quota of teleporter sales. 1 inform
her of these little snippets. Naturally, she burst
tears, She's only & girl after all, Hendrix a
nochio alsobursts into tears. 1 don’t want tob
Or woodist.

So, gentle reader from my primiti
o be? Gratuitousig bliteration fr

out? Fifteen secol
lasted. Wasn't it?

placards marked * GO
“Wild Thing'. TEN.
wavin banners marke
Rnd tewart harmoni

TEE' Dreadful casua

heavy artilleryis

of Elvis Presley fires the
Rock”, EIGH{' but it get
to-air counlcﬁallack fr
Bananarama. SEVEN,
pening!! The forces of
weapons. SIX. The stench'y
ble-LP drifts over the battlefg
Metal Battalion scream ou

hopeless! Wave after wave of “Agadoo’ and ‘Chi
Chirpy Cheep Cheep’ wreak havoc, THRE
mon%cmgm%punks until Sid Vicious goes nuc-
fear ‘C'man Everybody™, ONE, and
Tamara sells Pinnochio her portable telebooth on
credit card.

ZER( . . , | Tamaracloses her eves, and clenches
her teeth. Cuch. First the news. [ fail to deto-
nate. Mext the bad news. The heavenly Strategic
Defence Initiative laser- pmtecled rella has
failed, and all hellis breaking loose. nynhcdclic mus-
hroom clouds nscuvermeﬁelcsi realms of the after-
life. The very landscape erupts ke one of those little
white pimples that appear on your nose on Friday
evenings. No? Er, how about — like the hammer of
mighty Thor smashmg the carapace of life, Tamara
eougj:ls politely. ‘Let’s haul ours!”

s¢ 1 should be thankful she didn't say ‘Let’s

Iil vents seem to be taking themselves very liter-
a ly today. She erects the teleporter, and these three
bipeds manage to squeeze themselvesinside. Tamara
slaps the little puppet’s face, and he obliges by shor-
tening his nose, I'm lucky. Plenty of room inside
Tamara's perfect mouth. No halitosis. Not even a
taste bud out o -mflm Her teeth so deep and crisp
andeven, Andwill you look at those beautiful tonsils.

The voice of our Maker can just be heard yelling,
“Where da goddam rhythm section go?!" Damned if
I'm going to tell him. Besides he can create a new
heaven once he’s dealt with those hormed demons
spewing out the ground. So here we are, Tamara,

yours truly imprisened as a gnashing of tooth, a frus-
trated angel and former insect named Jimi Hendrix

- and a chip off the old block called Pinnochio, all

which to wish.
r Louse? Huw ahuut

better. It is her innocence that intrigues me. And s0
itisthatwearcdlﬁ:ta.ll y encoded within the teleporter
and reassembled halfway across the ;alaxy We have
not told our guests that our originals dropped through
the floor of the booth and became hamburgers. |
expect there'll be a few complaints about splinters in
the meat. Irish indeed!

The moment we arrive, the door is flung uopen
bearded leprechaun, saying, ‘Welcome to O’'Ryan’s
Belt. State ver religion re I blow yer heads off!’
Well, what did you expect, respite? No respite here.
It seems obvious that O'Ryan is host to some sort of
sectarian conflict. T probe my data files for an expla-
nation, but there isn’t one. This leprechaun being
seems somewhat agitated. It hops around demand-
ing, 'Quick, quick, tell me yer faith. Dey're coming!

‘Dey’re coming!’

rsonally, 1 feel that there are too many blas-
phemies in this episode, so I'm keeping quiet, Hen-
drix scratches his mane and drawls, “Well, i’ fellah,
I'm atree-worshipper myseif. " “Why thank you,’ says
Pinnochio, bowing graciously and picking charcoal
from between his toes,” and I am of the Jewish faith.
The leprechaun looks around nervously. There are
ommnus bellowing things, crashing through , the
th, As you may already know, Tamara i 13
|ncapahieofleiltngan untruth. She bathes the le;
haun in one of her smiles and says, “ Actually, ir, I
am a Romulan Catholic.’

‘Bejabers! Dat's alnf?u den. Quick! Follow me
before d:}l el us . As he scoops up a small
crock of fmm Eh& nearest rainbow's end, we are &
surrounded by panting, loathsome forms, ‘Dol i
tomake m now, Louse?’ Tamara asks

late. The Bygotts have arrived!
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XEVIOUS

Producer: US Gold
Retail Price: £7.99
Author: Probe Software

nother arcade classic

makes its way onto the

Spectrum. This time it's the
ATARI coin-op Xevious, licensed
from NAMGO.

The action takes place on (or
rather, slightly above) Planet Earth
many years in the futura. The root
of the story, however, dates back
to the last lce Age, when large
hairy mammoths roamed the land
and man was barely out of the
trees. Around that time a highly
sophisticated and  technically
advanced race of beings called the
Xevious inhabited Earth. These
beings were forced to abandon
their homeland because of the
advancing sheets of ice. However,
the snows have long since
departed our humble planet and
the Xevious have returned. As you
might imagine, they abitofa
shock whan they out that the
primitive apes they left behind had
evolved into technically advanced
creatures.

The Xevious believe that the
Earth is rightfully theirs, and are
willing to fight to prove their point.
War breaks out, and this is where
you come in. You play the part of a
fighter pilot on a search and
destroy mission to annihilate the
Xevious warriors. Gontrolling a

firing back

e
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Another meanie bites the bullet, but the

Soivalu fighter jet skimming over
the surface of Earth, you keep an
eye open for the enemy. Xevious
fi come in attack waves,
attempting to crash into your craft
or blow it out of the sky. Ground
installations also take pot shots at
the Earthman in the sky . . .

The action is viewed oh the
right-hand part of the screen
which scrolls downwards with the
enemy fighters attacking from the
top in set patterns and formations.
The ultimate objective is to survive
the attacking waves of Xevious
and penetrate their Andor Genesis
Mother ship. This enormous craft
can be disabled by knocking out
its central reactor. Doing this
makes the Xevious really mad, and
they resume their attacks with
renewed vigour as the attack run
begins again — the mission
becomes more perilous each time
around

Xevious fighters can be blastad
out of the skies with the on-board
lasers while the enemy's ground-
based entrenchments can be
knocked out with bombs. Inde-

structible flying mirrors
interspersed 'A?ﬂh the a‘rlm
Xevious craft, These nasty con-
traptions are difficult to spot, and
coiliding with one spells instant
death,

Five lives are available and a
two-player option allows a pair of
pilots to take tums at eradicating
the Xevious forces.

se instaliations are

Attack of the tumbling plates, as the spac ship approachesa

couple of ground targets

at all bad, with a couple of tune-
and

® “ At first | found Xevious quite
interesting to play, but it soon
dawned on me that it's basically a
Space Invaders type — the
only differerice being the addi
of modern features such as scrol-
ling and mancchromatic land-
Scapes. Xevious is as shoot
‘em ups go, but | feel the game
.'ackge an that ﬂve; ngs most
docile of players would find taxing,
Wi i s in o
5 v the arcade
fmﬂksgfedjr-buﬂgarcmfmné
pletsly bored very quickiy, The
badge is nice. The freebie poster
is quite pretty — but the game holds
no lasting appeal. "
PAUL:

® " Having heard bits about this
alrcade msﬁ:me (without having
played it}, | expected a bit more
tha:h.i this from Xewious Thg
Cs ‘are very average, an
rankly, that's my opinion of the
whole thing. It's just another shoot
‘em up. That's t. Fine for shoot 'em
up addicts no doubt, but I'm not
too keen. "

Control keys: definable — up,
down, left, right, fire, bomb
Joystick: Kempston, Cursor,
Intarface 2

Use of colour: monochromatic
play area

Graphics: not much detail,
smooth serolling

Sound: the occasional spot effect
Skill levels: one

Screens: scrolling play area
General rating: A straightforward
shoot 'em up

Presentation 65%
Graphics 72%
. 58%

Value fo 144
a r money '
64%




HIVE

Producer: Firebird
Retail Price: £9.95
Author: Torus

ive puts you at the helm of
an glectro-mechanical
‘Grasshopper’ ship on
Gamma V, a planet populated by
insectoid races. The mission is
hazardous: penetrate the hive of
your enamies, the dreaded bees
who threaten the very existence of
your race, and kill their queen.
The bees are ready and waiting
for invaders — the static defences
of their hive are supplemented by
guards and the labyrinthine nature
ofthe hive itself makes penetrating
it a tricky task. The hive consists of
gight levels of twisting tunnels and
includes locked sections that can
only be entered if you hold a key.
The ship starts equipped with
one laser, two pylons and three
position markers (used for map-
ping the tunnels). To add to these
there are useful items along the
route which can be picked up and
used. The most important of these
are pylons which recharge the
ship's energy banks. Carrying two
pylons increases the Grasshop-
per's energy level, while carrying
one serves to keep the power con-
stant. Without the aid of pylons,
the energy reduces slowiy to a
fatal zero. Other collectible objects

include keys, shields, treasureand
a telescopic arm.

The receding squares in the viewscrean indicate that the
Grasshopper has just loosed off a laser biast

The screen shows the view from
tront of the Grasshopper ship as it
moves down the long, twisting
passages. It can accelerate,
brake, jump over obstacles in the
ficor and crouch under spikes
hanging down from the roof. Com-
plete rotation can also be exe-
cuted, so you can explore the tun-
nels on all sides. The ship is not
damaged by scraping along the
hive walls.

The game can be saved at any
time by pausing and recording a
16 character code which appears
on screen. The Grasshopper ship
re-starts at the appropriate place
when this code is re-entered.

A control panel at the bottom of
the screen shows which objects
the ship is carrying. It also displays
the life level, score, high score and
contains two panels; one of these
lights up as the ship passes a junc-
tion — the other flashes if the ship
is being attacked from behind.

The hive contains a series of
locked gates, which cannot be
passed through without use of the
appropriate key. The stronghold is
inhabited by a series of insectoid
creatures that have varied attack
capabilities according to the level
they livein. The locals can be elimi-
nated with laser fire, but first you
have to locate a laser. .. 5ne
quard, the jailer, is virtually inda-
structible — the Grasshopper's
only defence against him is the Jail
Card, which can also be picked up
alang the way.

Cnee the eight-levels have been
negotitated, the mission ends
when you loba smart bomb at the
quean.

A spike on the fioor looms up, but behind it there's an energy
pylon - well worth collacting

@ " Despite lack of scanario and
weird gameplay | really like the
Hive. Perhaps it is the sense of
not knowing what's going on
that makes this so compelling. |
can see myself getting bored
with it in the distant future, but
I'm sure that it'll keep me going
for a month or so. Graphically
this is pretty un-inspiring - loads
and loads of blue circles with the
odd something eise cropping up
every thirty seconds (a bit like
Elite). As with most wvector
games, simple graphics create
the best effects and these
graphics are basic. The sound is
poor — there are h any
effects and no tunes. Torus
seem to have done it again - I'm
sure that Hive will become the
cult game of 1987, .

® ' This is too much. | feel that
Hive contains too many keys for
the average player, which is a pity
as | feel that it is very good apart
from this. Graphically 1t's perfect:
the wire frame graphics suit the
maze feeling well, and movement
is very good with the d con-
trols giving an excellant feeling of
inertia. Hive s good fun at first but
1 got a bit bored travelling around
the maze, and fesl that the game
doesn’t contain anything very
compelling or addictive. I'm sure
that Hive will i to some

. but | couldn't get' far
enough into it to enjoy it. Worth a

® " Loads of little circles dashing
about the screen —not the greatest
idea for a graphical stunner, or at
least that's what | thought at first
sight! Hal | was completely and
utterly WRONG! They really do
create an excellent & as you
feel yourself hurtling down step
inclines, or straining up the hills.
Unfartunately; 1 didn't enjay the
game itself quite so much. Whan
the noveity of the tunnel effects
eventually ware off, | began to get
a little bored. | really don't think
Hive has got as much to it as it
could have — despite the neat
effects, there's anot enough game
content. "

MIKE

Controlkeys: N left, Mright, S Up,
X.down, Afire, Q pick up, W drop,
JJump, K crouch, SPACE acceler-
ate, V decelerate, Z rear view, L
toggle controls, 1 Freeze
Joystick: Kempston

Use of colour: minimal
Graphics: functional and fast
Sound: nons

Skill levels: one

Screens: large 3D play area
General rating: A clever maze
game that lacks a little in terms of
gameplay

Presentation gd%
Graphics 5%
Playability 81%

78%
Value for money T7%
Overall 78%
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DEFCOM

Producer: Quicksilva
Retail Price: £8.95
Author: 1001 Lid

n 1986 Ronald Reagan's Star
Wars plan seemed like an
impossible dream. By 2056
however, it was an established
fact of life with a system of satellite
defences protecting man, both
from himsealf and the outside uni-

verse.

Under this tachnological shield,
mian was free to lead a life of lei-
sure. Thig idyllic existance had to
end, and on Christmas eve 2056
things went horribly w . A war-
like alien race took over the satel-
lite defences, and turned the Star
Wars system against the Earth’s
cities.

Earth’s Council held an
emergancy session, and came up
with one last plan for survival. The
World's enly hope was one man,

the dashing Captain Nick
Diamond (World Xeno champ for
as long as anyone could
remember}.

You are Nick Diamond, flying an
Eagle Class E751 fighter above the
slowly revolving Earth. Accessing
the main options window allows
sound effects to be turmed on or
off, and the scores or scrolling
message windows opted for. The
score window, energy bar centre
and message window appear
along the to of the main viewsc-
reen. Nick's mission is to destroy
the eight sateliites that are in geo-
stationary orbits over cities.
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Diamond is equipped with four
different weapons which become
available at different stages of the
game. Firstly there's the COSMO-
GUN, which is always available
and is capable of firing two shots
at a time. The F LAZA is
acquired after 12 targets have
been dastroyed and is armed with
fifty shots, three of which can be
on screen at once. Destroying a
dozen targets eams you a
DYNORAY that is equipped with
ten rounds, fires three simultane-
ously, and can destroy alien
bombs. Finally, the ultimate
weapon is the E751's BLASTER.
This is the only weapon capable of
taking out the enemy sataliites,
and 144 aliens must eat vacuum
before this enters the arsenal.

The E751 is under constant
aitack, and each successful
enemy shot drains its limited
anergy supply. A complete loss of
energy is fatal, but diminished
supplies are replenished every
time a satellite is destroyed.

Scrolling messages inform you
of where the aliens are massing.
Accessing the map from the main
options window shows your posi-
tion relative to the Earth’s surface,
and also the position of the satel-
lites. Using this map you can easily
locate your targets,

Once a satellite has been
located and reached, it comes into
view on the main screen. The cities
start off with a rating of five, but
this rating falls point by point as
they incur damage from the alien-

Approaching a satellite. Blast it and a city becomes safe from
the alien horde

While the map is accessed, the message window informs the

pilotofthe EFS1 that Indiais having problems with the aliens

controlled satellites. If a city's rat-
ing reaches zero it has been
reduced to rubble and when all
eight cities have been pulverised,
Nick has failed.

Come on Nick you can do it.
After all the world Xeno champion-
ships wouldn't be the same with-
out you!

@ “ One thing | can really do
without at the momentis a tacky
shoot em up. Having said that,
every aspect of Defcom is good
except one — its playability. This
is perhaps the most important
feature in a game of this nature,
| couldn’t play this for more than
half an hour as it gets extremely
tedious and is very hard to piay.
The graphics and sound are
good, which is what we have
come to expect from BINARY
pesien. | feel that the program-
mers have deliberately tried to
make Defcom as difficult as pos-
_;ibll_a. | can't really recommend

@ " This must be one of the most
boring games around at the
moment - | literaflly yawned as |
finished my first game. The screen
is laid out in a very boring fashion,
with at least 75% of it black. t's a
pity however that the enemy ships
move so quickly, as close exami-
nation reveals some very well
drawn and animated characters.
Defcom’s maln problem is its
playability: having to access the
menu so many times reduces play
to a quick shooting session fol-
lewed by a slow plod through the
awkward menu. There is abso-
lutely nothing here that would
kesp me playing for any length of
time. Avaid it. "

PAUL

@ " The graphics in Defcom are
enough to make you look at the
game, and maybe want to play it.
Indeed, it is alright for the first ?ew
goes, but it becomes monotonous
really quickly. Colour ian't used
too well, but the way in which the
spaceships zoom in and out of the
screen is interesting. The overlaid
scorgs and so on are okay, but
they do tend to clutter the playing
area. There is little involved in this
game which awould hold the
interest for more than about half
an hour. if monotonous, boring,
unplayable, but pretty shoot 'em
ups are your scene, then Defcom
is for you. "

MHKE

Control keys: Q up, A down, P

gght, Oleft, ENTER menu, SFACE
re

Joystick: Kempston, Curser

Use of colour; limited to blue and

black

Graphics: brilliant sprite anima-

tion

Sound: great 128 tune, otherwise

rather average sound and effects

Skitl leveis: cne

Screens: one

General rating: Good graphics,

but it's a shame about the game
Presentation 76%
Graphics 68%
Playability 41%
Addictive qualities  44%
Value for money 41%
Overall 45%




COP-OUT

Producer: Mikro—-Gen
Retail Price: £8.95
Author: Raphael Cecco

his game could claim some

unique fame as it made the

TV headlines. Thames Tele-
vision covered the National Com-
puter Games Championship
towards the end of 1986, and this
happened to be the game selected
fo test the cream of games'
players who'd been put forward by
vanous computer magazines and
newspapers,

Cop-Outis all about keeping the
streets clear of lawless efements
during prohibition in the roaring
twenties. It is a thankless task.
With a mere nine lives, our brave
boy in blue has ten levels of life's
social outcasts and rougher ele-
ments to deal with,

Gangsters, molls, drunks ...
there is seemingly no end to the
seamier side of life. And they all

moves as well, but at twice the
speed. The gunsight can aiso
move up and down. The brave
bobby can let off a volley of six
shots before he has to pause to
re-load. His targets are birds, cars
and planes which drift around the
sky as well as the gangsters them-
selves. Shooting the gangsters is
a tfick% task, as they only break
cover for a short time to lob some-
thing at the cop.

If all this makes it sound fike the
odds are stacked against the law-
man, he has one thing on his side.
If he can shoot a bottle as it hurtles
through the air, he becomes tem-
porarily unscratchable. While this
Dutch courage lasts, he can hap-
pily blast away at anything in sight,
aspecially the biplane, which locks
like it may have belonged to the
Red Baron, and a jeep full of Ger-
man officers (aren't they in the
wrong movie?) Hitting these out-
of-place items clocks up 1,000
points a go. Another good wheeze

Flatfoot shoots wildly at the bipiane hoping to collectanother
1,000 poinis

&
LY

&

want one thing, to rub cut da cop.
The mobsters come armed with
the old violin case jobs spitting out
bullets. There is also a sprinkling
of yabs, obviously not amused at
the difficulty in getting a quick
drink in the prohibition days, and
they enjoy nothing better than
chucking empty bottles at poorold
fiatfoot.

To combat this fusilade, our
hera has his trusty six shooter. He
runs backwards and forwards
along the bottomn of the screen,
dodging the bullets and bottles. As
he moves, his gunsight (it's a
pretty  advan six shooter)

L
L4

is to shoot a bird and get a gangs-
ter clobbered by the poor feath-
ered chump as he piummets to
earth. Not a game that BSPB
members are likely to relish,

After a while play moves on to
another level and life gets more
difficutt for our hero. Like they say
on TV, it's tough on the streets!

@ This isn't exactly what I'd call
astate-of-the-art program but it

In the warehouse, the cop tries got to drop the birdie on a
baddy's head for a bonus

certzinly isn't dire. | couldn’t
play C£0m for long as it really
isn't manding enough to
appeal to me — running left and
right and shooting things
through sights isn't an original
idea, and nowadays it isn"t much
fun either. Graphically Cop-Out

is fairly impressive: the charac-
ters move around well and the
backgrounds are nicely drawn,
The sound is also fairly good and
there is a lovely tune on the title
screen. If this was a budget titie
| would strongly recommend it.
Alas it isn't and nine quid is far
too high a price.” o

@' Corthis is a bit of a change from
the usual MIKRO-GEN Stuff — but |
can handle it. Graphically the
gamme s spot on and contains
loads of colour. Cop-Out is
immediately addictive but after a

while | sussed out that the game
contains litle more than a sub
stage of the budget game, Kane —
aithough to be fair to Cop-Out, it
does contain a bit more thought
about what you blast next. The
backgrounds are well drawn, but
don't give much of a 3D impres-
sion. Worth a look at, if you like a
good shoot ‘sm up, but much too
expensive for us average mor-

tals.”
PAIL

@''When | first saw this at the Mio-
rofair, | thought “eugh!". Having
played it however, it dbesn't laok
that bad. All the graphics, though
initialty appearing poor, are
interestingly animated, and. the
game is surprisingly playabie. An
element of the 'ane more go’ feel-
ing has survived, although | don't
think that for one minute its price is
deserved. It sounds quite jolly,
with a nice fune onthe titie screen,
and good spot effects during the
game. Uttimately, | can't recom-
mend Cop-Out, because it's a bit
too average in most respects.”’

Control keys: Q Up, A Down, O
left, P right, 3 Pause, M fire; 1-4
Resat

Joystick: Kempston, Cursor,
Interface 2

Use of colour: decorative
Graphics: good detail and some
anirmation

Sound: good spot effects
throughout

Skill levels: one

Screens: 10

General rating: A polished rendi-
tion of an unoriginal game

Erosamatlon ;3’; %

raphics

Adctive 8%
ictive qualities 67/%

Value for money 58%

Overall 65%
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HYPABALL

Producer: Telecomsoft
Retail Price: £9.99
Author: Odin

his could be the ball game of

the future. In Hypaball two

feams, the Hawks and the
Vipers, compete against each
other in a fast and exhilarating
match. The idea is to pass a ball
between the members of your
team, and then shoot it through a
hole in a moving dome. This dome
slides up and down on a pole
which runs down the middle of the
pitch. The fact that it is moving
makas it all the harder for a shot to
be positioned accurately. By using
your team members correctly it
should be possible to keep the ball
away from the opposition and
score as many goals as possible.

There are three members in a
team: a Grounder, Strike 1 and
Strike 2. The Grounder walks
along the bottom of the pitch,
catching balls and throwing them
up to the Strikers, who take shots
at the goal. Each team member is
equippad with a jet pack which is
used to move around the pitch, for
the game is played not on the
ground, but vertically in the air.

At the start of the game the
player gets the opportunity to pick
a team from the players whose
portraits appear on the selection
board. As the cursor highlights a
portrait, that player's name, age,
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height, weight, strength, agility
and speed is shown to give an idea
of what their performance Is likely
to be. As the choices are made,
the computer selects its equiva-
lent team member. Once a team of
three has been chosen, a fanfare
heralds the start of the game.
There is a two-player option — if
this is selected Player One con-
trols the Hawks and player two
controls the Vipers. The selection
process is the same, but Player
Twao rather than the computer gets
to choose a team.

A player can only hold the ball
for two and a half seconds, before
the ball is automatically passed to
the opposition side's Grounder
and the action starts all over again.
Players can’t tackle someone who
is in possession of the ball, but as
the ball can only be held for sucha
limited amount of time, it may be
possible for a player to intercept it
as it is being passed.

A clock on at the top of the
screen counts down from 100, and
the winning team is the one with
the most goals when the time runs
out.

® “What has happened to com?
What's happened to games like
Nodes and Robin? As future
sports simulations go this isn't

The Hawks and the Vipers battle it out, with the Vipers taking
an eight-goal lead and 88 moments remaining on the clock

aren't they?

all that bad, but it doesn’t appeal
to me in the slightest. There is
no way I'd pay out ten quid for
this slow and unplayable game.
Graphically this is not up to
opin's usual standard - the
characters are well animated
and drawn but the playing area
is drab. The sound is perhaps
the game’s best feature; thereis
a great tune on the title screen
and loads of effects during the
game. | don't recommend this. It
could {and should) have been so
much better.”

= BEM

® “'When | saw the name 'Bernie
Duggs' on the title screen | was
egxpecting a. iother great game, but
alas it was not to be. Hypaball is
hardly a game of the future, more

R R 2 e R

Picking a team to enter the HYPABALL arena — an ugly bunch

like an idea of the past, The anima-
tion fs quite good and the sound is
above average, but the game con-
lains very litfle to keep the plaver
enthiralled for long. Hypaball is well
presented but the game itself is
guite unplayable. | also found the
graphics sometimes left bits of
themselves all over the secreen.
There’s a distinct lack of atmos-
phere and addictiveness

PAUL

® "What a really tacky game this
is! The graphics are very poor, and
the characters move badly. The
inkay left a lot to be desired, with
virtually no instructions what-
soever. Some of the characters fajl
o move quickly enough forit to be
termed areflex-game, whichis cer-
tainly what it should be. The
responses are too slow onthe user
controlled players, making the
way in which the computer players
score 95% of the time both frus-
trating and aggravating. The
acvertisement is pretty, thougl b

Control keys: definable - up,
down, left, right, fire

Joystick: Kempston, Cursar,
Interface 2

Use of colour: simple but effec-
tive

Graphics: small, but well detailed
and cute

Sound: jolly tune at the beginning
with spot effects throughout

Skill levels: one

Screens: two

General rating: A disappointing
gamewhich tarnishes opin's repu-
tation

Presentation 689%
Graphics 62%
Playability 49%,
Addictive qualities 529
Value for money 42%
Overall 56%




LEGEND OF KAGE

Producer: Imagine
Retail Price: £7.95
Author: Gary Knight

arting is such sweet sorrow!

More like a nightmare in the

case of poor Kage - the
bravest, most dashing Ninja of
them all. There he wasanticipating
a leisurely, amorous stroll in the
woods with his loved one, the
beautiful Princess Kiri, when sud-
denly she's gone. The evil, fire-
spouting Dragon King, racked with
jealousy, has whisked her away to

have his evil way. Now it's up to
the broken-hearted Kage to save
his beloved from the nasty mons-
ter.

Legend of Kage is set in four
locations, the first of which is the
forest where the kidnapping tock
place. Here. among the lofty
branches, Kage encounters the
Dragon King's henchmen — the
black Minjas. These are disposed
of either by flailing stick or shurikan
star. Kage has an infinite supply of
the stars which can be thrown in
three directions: diagonally up,

If you go sut in the woods today . .. Kage gets more than he
bargained for in his afterncon strall

straight ahead, or diagenally
dowi.
The Black Ninjas fight back with

their own stars and being hit by
ong results in the loss of one of
Kage's five lives, and a return to”
the start of the screen. In the
forest, Kage can climb the trunks
of trees and also leap from tree to
free in his bid to defeat the nasty

Mi%a.s.

hen ten of the black Ninjas are
dead, the Dragon King himself
puts in an appearance, spouting
streams of fire wherever he goes.
Daft fighting at this stage resultsin
the evil one's hasty retreat to his
castle. Kage's subsequent pursuit
brings him to the second location
- the Dragon King's Palace.

Kage finds himself at the wall of
this. seemingly impregnable for-
tress, surrounded by another
group of hostile Ninjas. Once
again ten Ninjas must be killed
before Kage can attempt to scale
the walls and continue the rescue
mission. Beware the Ninjas hidden
in the moat!

The third section involves scal-
ing that wall. This is painted with
directional arrows, but is guarded
all the way by more of the lord's
minions. Successfully negotiating
this stage leads Kage io the final
section.

As Legend of K. reaches its
climax, our hero fights his way
through the enemy's lair to locate
the kidnapped princess, whom the
crafty fire-breather has stashed
away in the uppermost turret of the
castle. Once he is past the guards,
the Evil One himself puts in an
appearance and Kage has to step
back very smarily to avoid crema-
tion. To finish = the fearless Ninja
must dispose of the Dragon Lord,
then release the pouting princess
and live happily ever after.

WP D TN T TV S B W e OF
R R TR

@ "l really enjoyed the arcade
version of this (mainly bacause |
could play it for hours on one
credit). Hearing that MAGINE
were going to convert it for the
m made me uneasy, as |
thought that it wouldn't convert
well. The result is even worse
than | thought it would be. Other
than the great title tune there is
nothing at all appealing in
Lagend of Kage, The gnmq':lay
just isn’t compulsive enough to
keep me playing through the
bad flickery graphics, I'd stay
well away from this if | was you ~

it's no fun to play.”
BEN

® "it's bad enough for ocean to
put out trashy games like Knight
Rider and Mailstrom, but now they
are starting to tarnish the i of
the MAGINE label which they have
done so much to build up. | found
Legend of Kage very easy fo get
inte — a bit too easy in fact — |
finished the game after only a few
goes! The character graphics are
bbb MG A
ing EEPS
repeating itseif. Lagend Of Kage
would be a great budget game, but
atthe full price it's ling value

for money. "
PAUL

@ "'This is so boringl My first few
attempis were rea ly enter-
taining, but | expected improve-
ment in the higher levels —this was
not to be. After ten minutes, things
started to get a bit monotonous,
and after another ten it was
nathing short of tedious. If you
expect only half an hour’s playing
for eight pounds, then | rec
Legend of Kage might keep you
amused. If on the other hand,
you're looking for more than a few
day's enjoyment for your hard
eamed cash, then keep well clear.
IMAGINE — this has happened
tﬂfclfe!”

MIKE

Control keys: W up, S down, N
left, M right, Q fire, SPACE pause
Joystick: Kempston, Interface 2
Use of colour: good, although
there's a lot of colour clash
Graphics: jerky animation, small
spn'te: good d
Sound: title tune, but blan
effects

Skill levels: one

Screens: four

General rating: A big disappoint-

ment for fans of the arcade

machine

Presentation B1%

Graphics 63%
57%

Value for ' ‘Ségg

money
Overall 50%
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PETER SHILTON’S
HANDBALL
MARADONA

Producer: Grand Slam
Retail Price: £6.95
Author: lcon Design

uring the World Cup finals,
Diego Maradona allegedly
used his hands when scor-
ing a geal in & crucial match
agamst n%ranr:r(an incidentwhich
resufted in England being knocked
out of the Cup). lcon peEsian have
written a slightly tongue-in-cheek

program based on this memorable
incident.
Pater  Shilton’s  Handball

Maradona puts the player in goal
for a change. Playing for a team of
your choice you must stop the
opposition  from scoring. The
screen shows half of a football
piteh looking towards the home
tearmn’s goal. The opposing team
position themselves and shoot
from random angles. Using the
joystick or keyboard, the player
move the goalie so he saves the
shot. H a shot is stopped from
oing into the net the scoreboard
? to one side of the goal mouth) dis-
plays  ‘Save’,
announces ‘Goal'.
The goalkeeper has a variety of
moves he can make in order to
save shots. These include the
standard left, right, up and down,
as well as some more complicated
manceuvres, such as diving
upwards, up left, up right, centre
left, centre right, down right and
dawn left. By using these moves
to their full potential it is theoreti-
ca]ly possible to save anything the
ition cares to kick at you.
%% game provides 16 skill level

otherwise it

and three modes of play. The prac-
tice session allows lie-control
to be perfected ore the real
hard work begins. In the basic
game, which may be played
against the computer or another
human, each side gets four shots
at goal, and your opponent’s
shooting prowess is related to the
skill level he has attained. Your skill
level is allocated by the computer
according to a code, and entering
the skill-building mode allows the
skill code to be upgraclad

Looks like it's going to be a tricky shot o save. But the expertise
of Mr Shilton win the day — proving there are no handballs!

The goalie, Peter Shilton, is looking a bit perturbed as he faces
the onslaught of four other players

you'ra good en Four 'shots
have to be saved fore moving
up a skill level, whereupon a new
codeis prowdad

@ “ Goalkeeping simulations
don't really rate that highly in my
list of ideal computer games;
there have been a few and none
of them have made the grade.
This continue that trend. The
gameplay in Handball Maradona
is non-existent. Graphically
there isn't anything here which
is remotely interesting — a horrid
green pitch and some ‘arrible
white characters doing some
kind of Irish jig (not a at
Ciaran - honest). The soundis a
complete cop out, with about
three effects and no tune. |
wouldn't buy this, I'd rather

spend the money mu:g
Hereford United thrashing Lud-
low Rangers! "'

® " This game must have one of
the tackiest titfes ever. After all the
game has nothmg at all to do with
the World Cup ‘88 — in fact the
game has -'n'ﬂs to do with anything,
!-aas! of aﬂ football! Peter Shilton’s

Handball Maradona is good if you
like lots of flashy presentation arra‘
options, but there's no game to
speak about. The hics give a
poorimpression of perspective, so
it is hard to judge when to attempt
your save. As fal'asm”taitgmr
the game s littie more than a repet-
ition of the same old moves, over
and over again. Graphics are the
basic monochromatic type and
the screen display is v:'f-r spars&J

containing just two
This is nota‘nng like real eap
ing. y#,:u it doasn't v achieve
anything, "

PAUL

@ "' To be honest thereis not much
to this game. Alright, there's a
practice mode, and the, skill
development facility, but it's still
the same boring game. Running
around after a football naever
appealed to me at school, and | -

don't like watching football -
axcept for World Cup games.
Peter Shilton's Handbatl

Maradona is very boring, holding
interest for no more than a few
minutes. The graphics are passa-
ble, but the men don't seem to fol-
low any set patterns. It just doesn't
appeal to me and it isn't a game |
would recommend. '

MKE

Controf keys: definable —up,

down, left, ight, dive

Joystick: Kempston, Cursor,

Interface 2

Use of colour: unimaginative

Graphics: small and undetailed

Sound: a few spot effects; no

tunes

Skill levels: 16

Screens: a few variations on the

oalmotith

neral rating: Part of what could

be a good football game ~ as it is,

there's not enough there
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REPEL THE DOPPELGANGER WORLD OF ANTI-MATTER
INTHIS NEW BLOCKBUSTER FROM DENTON DESIGNS
y

wo worlds — the mirror image of each
other, touch in space through a
Time-Warp.

e is positive, good, familiar — our World;
the other is negative, evil yet unnervingly
familiar.

heir interface — a time window through
which objects and beings can pass;
contact has resulted in the beginning of
exchange.

o)
estore our World — stop the invasion, but
do it now, for as the exchange acceler-
ates, the time window grows larger —
domination is a hand!

STARTLING ACTION -

& Central Streets Manchester M2 5NSs Tel: 061 834 3939«Telex: 669977




Producer: Imagine
Retail Price: £7.95
Author; D J Anderson

era's another way to play
football  without getting
covered in mud and sweat.

themnfoﬁofyowanndwaarto

a of soccer
anﬂy m Ihspiayarhasto

select fromma number of options
presented in menu form. These
compt}'a:dtha numbers of players

Up to eight players can be con-
trolled at once. are three skill
levels starting atqune- le and
progressing to rather t The
number of people
parﬂydaianmm modecfths-

but if ymjﬁndﬂsalrtﬂaroughon
the eyas then the pitch colour can
at will, as can the col-
wo‘ltau-nsﬂpstomsheauretha
players show up properly on the
mmnnyaurmuolmm

pd.ch which scrolls left and nﬁ:
with the action. At the top of

g

scrsanfame speed, pl-a and
force factors of the player
currently controlling szgu
Theplayernaarestmaballlsme
one y‘ﬂ!;.l aml and this is indi-
cated by a appearing above
his head. When fres kbdtagor cor-
ners are to be taken the screen
fiips to an aerial view of the pitch
and the players can be maved

@ “ Ho hum it looks like iMaGINE
have tried to better Match Day -
anﬂlnmaorymluismupoﬂor but
nfortunately in practice the
Em!ssluwandummpmhe.
of j roﬂckwagm ka
set of jo or key
presses that would be bolter

The ref"s awarded a free kick

about using a cursor.

The footballers on screen are
capable of performing a wide
range of complicated manoeuvres
accessed from d or joys-
tick, and effort spent mastering the
controls will pay dividends once
serious ay begins. Like all seri-

ers, you have to be in
training!

This is where the action is. Looks like another goal is on the
way and Everfon are already thrashing Manchester United
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some time. Graphically Si:lﬁ;ﬂ
Soccer is disappointing e
characters are nicely animated
but there is so much colour
clash that the effect is spoiled.
The sound is on the whole quite
, with a lovely tune on the
screen, but the effects dur-
ing the game are a bit lame. *

® “I'm really disappointed with
this. The ideas that are set out in
the inlay fooled me into thinking it

was going to be Match Day but
with more movas. Unfortunately
the author seems fo have spem
too much time concentratin

mnarporsﬂng loads and af

moves and , but sadl‘y a"shg
forgot a compmer game
needs p!ayab.-lﬂy If found it quite

unplayable. | aiso found loads of
bugs which wreck play com-
pletely. For instance when you get
fouled, if you choose the fouled
p}aya'a‘ofakefhekfckfamsona

bie request, | th
locks up
will not

tald to. To my mind, this is foo sfow
to be any fun to play. Not real

Super Soccer, more like h‘anrg
Good Soccer, e

® " Why has somebody reprog-
rammed Maich Day, taken out the
good bits, and replaced them with
bits that don't work properly, and
then called it Super Soccer? The
i& raphics are da:sd and the way

game is obviously supposed
to fit together hasn't worked. The
speed, energy and force bars con-
tribute little, and the sound is fairly
poor - there's nothing more than
whistles during the game. A good
longtime on, and | don't think there
are any notable improvements.
Give me Match Day, any day, At
least that was playableg,

Control keys: definable — up,
down, left, right, kick

Joystick: Kempston, Cursor,
Interface 2

Use of colour: a little clash, but
colour of pitch, strips and border
definable

Graphics: animated
characters — tends to get messy
Sound: odd little tune and plenty
of effects

Skill levels: three

Screens: scrolling pitch and place
kick dlﬁ}l Wy
General rating: Potentially a good
football simulator, but falls down
owing totoo many incansistencies




KONAMP’S GOLF

Producer: Imagine
Retail Price:; £7.95
Author: Choice

he sun has got his hat on,

the birds are merrily flying

around doing birdie type
things and there's nothing like the
tasta of fresh air —so what is there
left to do? Yes, that's right, ring
your mates up ‘cause the the
scene is perfect for a lovely lei-
surely round of golf.

Konami's Golf, as the name
suggests, is a golf simulation that
can be played by one or two
players, either in a stroke or
matchplay game. The stroke game
15 probably preferable for new-
comers, as the scoring system is
based on the total number of shots
taken to complete the nine-hole
course, instead of the traditional
par system of scoring. In the
matchplay format each hole is
contested separately, and the win-
ner is the first player to win five
haoles.

The playing screen s split into
three separate sections, the
largest of which is used to give the
gmgar‘a view of the hole to be
played. Atthe bottom right a birde-
eye-view of the entire course is
provided which alst shows the
flight of the ball after it has been
struck. Above that, an information
window gives an indication of the
wind speed and direction, which
hole you are attempting and its
par, and the number of strokes
already played.

First things first: you must
choose the appropriate club for
the length of the stroke you intend
1o play. A guide to the different
uses for the clubs available is
given in the inlay — choose from a
;?lecﬁon of 13. Once a Ch.lf').' is

mly in your grip. you must then
decide whethg: to hook, slice or
simply thwack the ball straight
down the middle. Hook makes it

the overhead window . . .

swing to the left and Slice to the
right. Once all that has been sorted
out it's time to decide the power of
the shot.

A horizontal bar at the base of
the screen contracts and expands,
The strength of shot is propor-

and watch the flight of the ball in
untilit's
time to start the process all over

again,

Eleven over par already, can Cam possibly drop it this time?

Teeing off at Hole Two ~ a par four, 360 yard tester

tional to the length of the bar when
the fire button is pressed. Relax

@ “Aaghl Another golf simula-
tion; | can't stand it. Nobody in
eir right mind should want to
2 s doirg 5 fehig arme
- a ng game
{Okay ~ | know one's been done,
that was boring too), or going to

&£

the library to see if they've got
the latest Mills ‘n’ Boon - totaily
pointless. IMacine’s version of
Konami's Goif is the most appe-
aling golf game around on the
: at the moment, but it
still isn"t worth more than three
quid — and even at that price
wouldn't like it. Graphically
has to be said that this is quite
good -alittle green perhaps, but
generally fairly well done.” s

® "Two golf in one issue,
at least one oms must be good
—but alas gg#nmi:hmﬂh%
tainly one most playable

simulations around. It's very easy
to get into. The graphics are well
draﬁ, but in samew sesmm
out of perspective. is a bit
scarce, but it doesn't matter in a
garme of this fype. Konami's Golf
contains stacks of little features

-

@ "“Well, it's not all that bad. At
first | was going to be really cruel
to it, but, after a bit of ver-
ance it turned out to be almost

fun ﬁ-na. If it was a cheapis, then
may

amazing, but there ya go."

functional rather than decorative
Skill levels:

enjoyable. The twe-player mode is
much more interesting, but bore-
dom still sets jn after a short while,
The graphics aren't particularly
good, and the whole thing seems
to lack that certain something
which would make it into a really

it'd be passable, but it's
not, 80 it's not. Not incredibly

MEINE

Control keys: Q up, A down, O
left, P right, SPACE fire

: Kempston, Interface 2

Use of colour: black players on

reen field
raphics: not very detailed —

Sound: a little tune at the start
: one
Gt ot oo

:inc tes
most of the features of the sport

79%
7%
© qualities 5‘2&&
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Producer: Ocean
Retail Price: £7.95

Author: Roy Gibson/
Canvas o

ighlander is based on one of

last year's more unusual

films. Immortals it seems
aren't just the stuff of rumour or
legend — they actually exist and
roam through time in an endless
battle with one another. Ultimately
‘there can be only one’.

Highlander the game is based
on just one element of the film —
the sword fighting sequences,
During these, the hero, MclLeod,
has to confront and kill three other
immortals. The only Epnssible
method of axecuting an Eternal is
to behead him, and this is
Mcleod's aim when he faces
opponents. The immortal who
finally triumphs becomes the hol-
der of ‘the knowledge', and con-
sequently the saviour or destroyer
of the world.

The game can be played in two
ways: you can be McLeod who
must fight against a serfes of
IncreasiniFE competent com-
petitors. Alternatively two players
can fight each other in a head-to-
head, one playing McLeod and the
other taking on the character of
one of his adversaries.

Each of the three levels is loaded
separately and has a different set-
ting and a different immaortal for
MeLeod to try to decapitate. The
first section features Ramirez, the
least skilled of the immortals. Fizir
is the second opponent — an

114 CRASH February 1987

HIGHLANDER

ancient and skilled contender who
is malicious and uncompromising
in his fighting. If his head is
removed then it's on to the final
level which is set on rooftop in New
York where Mcleod faces the
most deadly of all the immortals -
the dreaded Kurgen. Kurgen is the
most proficient swordsman of the
everlasting fratemity, and killing
him confers the ‘knowiedge’ onto
MclLeod and the World is safe
again. Failure however has disas-
trous conseguences . . .

MclLeod has fourteen different
sword fighting moves at his dis-
posal, accessed in traditional beat
‘em up style, McLeod can move
right or left across the screen and
can attack or retreat, crouch down
of leap into an attack position
ready for the kill. Most of the
fighting takes place with MclLeod
in a standing position. In this posi-
tion Mcleod has two defensive
moves to protect his neck and
body along with six attacking pos-
itions. In the kneeling position
there are three attack modes
allowing McLeod to defend his
neck, head and feet.

Energy bars at the battom of the
screen indicate the status of the
two combatants — fighting and
taking hits costs energy while rest-
ing restores it slowly.

® “Highlander is yet another trite
beat ‘em up. This time your

The final scene, will McLeod decapitate Kurgen and earn ‘the
knowledge'?

Fizir gets the better of you as you battle it out in the under-

ground car-park

weapon is a sword so you can
hack off the head of your o -
nent. The tie-in with the film
head-hacking sword) is so
vague that it may as well not
exist. The game itself isn't really
state-of-the-art. It is very easy
to get bored with hack 'n slash-
ing, simply because there isn't
enough variation. Graphically |
am disappointed; the charac-
ters are colourless, chunky and
badly animated and the
backgrounds are unvaried. The
sound is less than good - there
are no tunes and very few
effects. Highlander is not a good
game.”

BEN

@ ‘Highlander was one of my
favourite films of the summer, so
wihen OCEAN grabbed the rights to
the computer version | was sure
that they could make a great com-
puter game out of it. To make the

game like the film ocean should
have gone towards an adventura’
arcade scenario. As it is, | find it
totally boring and guite unpiay-
able. The graphics are very simple
axpanded sprites and  the
backgrounds contain a bit of col-
our. They don't look very impres-
sive. Pity it's not as good as the
filrm. "

PAUL

@ '"What FAT graphics! Not some-
thing we see that often on the
Spectrum! That was the first thing
that struck me, and the second
thing was the fact that | found it
very difficult to win a battle. No
doubt I'll get better if| practise, but
frankly, | can't be bothered. High-
lander is more than a tiny bit bor-
ing; despite the fact that there is 4
reasonable variety of moves, not
all of them seem to work properly.
| can’t understand why MclLeod
turns into a blob, liquidises, and
throws his moltén format Ramirez.
Highiander isn't one of the best
games around. it doesn’t appeal

1o me.
MIKE

Control keys: Player One—Wup,
Dright, X down, A left, S fire; Player
Two-Uup, Mdown, Kright, H left,
J fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: bleak; mainly black
and white with a coloured border
Graphics: extended pixel
graphics which look blocky and
awkward

Sound: effect tmany)

Skill steFl);tthrx e

Screens: one main screen on

each level

General rating: A di inting
ame that bears little relevance 1o

film

Value for money  53%
Overail 57%




THE
DEEPER DUNGEONS

ANOTHER 5]2 ALL NEW!
ALL ACTION! SUPER SCREENS

Did you buy the no. 1 Arcade
Smash Hit of 1986 — Gauntlet? If not,
you certainly should have. If you did,

then you'll be delighted to know that you
can play another amazing 512 levels with
this super add on.

Requires original Gauntlet to run this version.

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARI
- £499 cassette
CBM64/128, AMSTRAD, ATARI, £6.99 disk
ZR ATARI ST £12.99 disk ATAR

LS GOLD LTD,, UNITS 23 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX. TEL: 021 356 3388 G A ME'S




Producer: Hewson
Retail Price: £8.95
Author: John Phillips

all were very popular
dmngaﬁmfsﬁaﬁ Hewsonm kick off
the New Year with a game of
mhs thtyéna written by a newcomer
programming
latest spherical
scenario Impossaball, features a
ball travelling through a 3D scrol-
Iinmuironmarrt
is particular bouncing ball has
to be negotiated down eight cor-
ridors, which become progres-
sively more cluttered with obsta-
cles. Cylinders protrude from the
floor and ceiling and must be
knocked level with the surface by
bouncing onto them. The game is
played against the clock, and the
status area keeps track of the
number of cylinders remaining, the
armount of time left to complete the
current level and the score so far.
Left to its own devices, the ball
bounces up and down on the spot
;Faaabng fire increases the height
the bounce up thr the four
levels available, whiler ing fire
allows the bouncing to subside. A
shadow under the ball helps you
its position in the corrider
the height of tha bounce when
manoeuvring. Bouncing the' ball
into stationary objects causes it to
rebound — unless you choose a
deadly artefact, in which case one

scene. This

haired Ones on ZZAPT .. .

EY¥LINDErS
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ofthe four lives availableis lost and
the ball returns to the start of the
current corridor. After an untimely
death, cylinders that have been
dealt with don't have to be tackled
in — play resumes with the
ggzls in the corridor n i
asthey were when your ball burst.

Life as a cylinder-bashing ball is
complicated by deadly spikes and
murderous plasma fields. Spikes
tend to live on the top of poles -
bouncing into a pole has no harm-
ful side-effects, but the spiky orbs
themselves are definitsly danger-
ous. Plasma fields can be statio-
nary or may move around, follow-
Ingmpraset patrol patterns. Fire
bolts appear after the first level,
leaping into the air at regular inter-
vals from either the celling or the
floor.

On the Plﬂz glide. magic r!:wgs
appear on t oor ceiling.
Bouncing into one while it isﬂasl?—
ing earns some extra time on the
current corridor, but once the
magic power has been extracted
the ring joins the spikes and
plasr;la, becoming deadly to the
touch.

Points are scored for cylinders
that have been destroyed and for
travelling down the length of a cor-
ridor: an extra life is awarded for
every 5000 points collected.
When all the cylinders on a level
have been destroyed it is possible
to cross the finish line ~ you then
automatically fiip up to the next
level where the going gets even

Nine eyiinders remainio be deall with on the first level, as the
spherical horo despatehes another spike-guarded protubser-
ance. Could this game have been partly inspired by the Spiky-

Disaster sirikes on level two: Pop goes the ball as it makes
contact with the spiky guardians that surround an encamp-
ment of eylinders

tougher. It looks like 1987 is going
to be a busy year for spherical

®" ‘Oh no!’ | hear you cry ‘Not
another bouncy ball game’.
Don't fret — this is different. It
really does appeal to me - there
isn't a scenario, but who cares?
This iz compeliing enough with-
nutanyplot.ﬁraphnu!mlnmpm—
.sabalflsv;ryorlghﬂam %
ng area is superbly drawn,
scrolling is excellent and there
iuanam&mﬂmu
also very g with a multitude
of effects - and the tune on the
title screen iz worth listening to
h is more than can be said
most title tunes). Another
ace from HEwWSON. " =5

@' Hewson have always come up
with original and good games fwith

the exception of City Slicker) —
Impossaball is the icing on the
cake, . | would say that
this is ona of most inviti
products. The colour is

used and avoids attribute prob-
lems. Unfortunately the sound is
limited, but it serves its purpose.
Impossaball is very easy to get
into, and extremely playable. As
with most HEWSON games, it is very
addictive and good fun to play.
Hewson have done it again. You'll
be playing this cne tormh;.ﬂ;

@ | must confess that this one
didn’t really grab me, but the
smooth, interesting graphics con-
vinced me that it was worth play-
ing a little bit. indeed it was!
Despite the slight boredom of the

first few games, Irr?enr;sabaﬂ
really kegt me at it for a long while.
There is more to this than simple
arcade reactions (though these
are a major part of the gameplay),
a bit of brain-power is also called
for. The combination of these two
elements makes the game highly
addictive and well worth getting.
Recommended. "

COMMENTS

Control keys: Left/Right-handed

options — Q/O left, W/P right, P/Q
‘into’ screen, L/S "out of' screen,

X/M fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: sffective
Graphics: smooth scrolling and
animation; neat inertia effect after
collisions

Sound: good fitle tune and tidy
effects

Skill levels: one

Screens: aa;h: seroliing fevels
General rating: An original, addic-
tive that is more than just
an bouncy-ball program
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AGENT X

Producer: Mastertronic
Retail Price: £1.99
Author: Steven Tatlock

mad professor has run off

with the President of the

United States, planning to
brainwash him and start World
War Three. Agent X, being the best
avallable, has been selected by
the World Powers to make a
rescue attempt,

The four stages to the mission
are loaded separately from the B
side of the cassette. A window
below the main playing area
shows the trenchcoated figure of
Agent X on a path that leads to a
tombstone. Each time a mistake is
made the figure takes another step
towards the grave, but Agent X
gaing a little bit of life force when a
new stage of the game begins. A
vertical bar on the right-hand side
of the screen indicates how close
our hero is to completing the cur-
rent section.

Agent X starts out at the wheel
of a car which travels along a
diagonally scrolling roadway. This
vehicle is under continual attack
from other road users who fry and
nudge it into the kerb or trap it
behind obstacles. Being a Secret
Agant’s car, itis capable of leaping
into the air to avoid crashes. At the
end of the road the car stops out-
sideaminge. . .

BB R R R

little figure gets a bit closer to that
tombstone.

Level Three finds Agent X inside
the professor's lair. From the sec-
urity of a fortified compound, the
mad scientist hurls missiles at our
hero. Objects are propelled
towards the agent from eight
doors at the back of the screen
which open at random to disgorge
a projectile. A cross-hair sight is
moved around the screen to target
Agent X's gun, and the professor's
projectiles have to be shot out of

In the mine, Agent X is seen for
the first time in all his glory, com-
plete with trench coat, drooping
fag and pork pie hat. He's on foot
and makes his way along a hori-
zontally scrofling tunnel, jumping
over runaway trolleys that trundle
along the floor. The professor's
evil minions approach from the left
and right and must be kicked or
punched out of the way — if they
get their blow in first, Agent X is
sent flying off the screen and the

the air. When the bad boffin's
stock of missiles is exhaustad, you
get a shot at the evil kidnapper

before moving on to the final level.
To conclude the mission Agent
X has to fly a helicopter through a
cave system avoiding missiles and
crusher bars that move, pincer-
like, from floor and ceiling. The
cave opens onto the sea, where
the professor has constructed a
series of platforms from which his
henchmen launch themselves

L]
anmle

'AI

using jetpacks. They do their best
to blow our hero from the sky. At
the end of the scrolling sea there is
a platform which contains a bomb.
Agent X must collect the bomb, fly
back through the cave network,
deposit the device on the roof of

the
back out to sea to avoid the blast.

CRITICISM

@ * Perhaps this isn’t one of the
most original budget games
ever, but itis certainly one of the
best. I'm with this: it
has a game should
have — my only moans are that it
mrghanbitn to ete
and that the load Is a real

g
bit iffy. The sound is the best fea-
ture. The title music is without
doubt am the best 48K
music around. The effects aren’t
bad either. For two quid you
won't regret buying this ﬂlh:

@ “ It seemms to me that MASTER-
TROMIC have now established
themselves as one of the top
software houses in the country.

continually come out with
wall polished products at an
affordable price. Agent X Is
another bit of fun software: its pre-
sentation is great and the game is
playable and addictive. The
graphics are some of the best
budgst type around and contain a
good mixture of colour. Agent X is
not initially addictive, but after a
while | found myself rewinding the
tape without complaining at the

professor's HQ, and then fly

multi-load. Evenifit is fairly easy to
get pasté}h: ﬁrs;{mnlg‘vgs. the
game is to play a great
value for monay. Well worth buy-
ing, if only because it's a bit diffe-
rent from the norm. " i

@ ' Wow! For £1.99, this has got
so much content. The graphics are
all fairly neat, but | disltke the need
to continually restart and reload. |
suppose it's unavoidable, but it is
afittle bit more frustrating to die on
a multi-load game than on a nor-
mal one. For the money, Agent Xis
a crucial purchase, bacause with-
out it you miss all the fun! Loads of
content, in some very different
games, all of them very well done.
Worth every penny. "

COMMENTS

Control keys: Qup, Adown, O
left, P right, M fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: a bit restrained
Graphics: good detail and anima-
tion

Sound: amazing music at the

start, okay effects
Skitl 8: ONe
Screens: three scrolling play
areas and the shoot out screen
General rating: A great piece of
budget software
Presentation 92%
Graphics 82%
B83%

m qualities 81%
Value for money 94%
Overall B5%
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DOUBLE TAKE

Producer: Ocean
Retail Price: £7.95
Author: Denton Designs

ur normal, stable universe

has a parallel — a universe

that is under the control of
a distinctly evil being by the name
pﬂfsfl.érnﬂ“rg. Sumink has walit-
ing opportunity to cross the
dimensional divide that separates;
the two unkvaraﬁ 50 he can begin
a new program of conquest . . .
__Then, one day, a student work-
ing in an advanced physics
research laboratory unwittingly
provides Sumink with his chance,
An experiment damages the entire
space/time continuum, throwing
the two parallel universes into an
unstable state and creating gate-
ways that allow ects and
people 10 pass from one universe
to the other.

dent has to travel through the cyc-
lotron itself — which contains
energy-sapping atomic particles.
The status panel includes a read-
out that monitors your energy
level: there’s only one life in the
game and energy must be con-
served as it can't be boosted.

_Periodically, the main display
dissolves and reforms as the two
universes interchange. A pointer
indicates which univarse is cur-
rently occupied — a plus sign rep-
resents our universe and a minus
sign Sumink’s. This pointer slides
along a scalewhen a shift between
universes is imminent. All the loca-
tions in one universa are contained
in the other, but as the universes
are mirror images of each other,
moving left in one universe is equi-
valent to maving right in the other,
and vice versa.

Sixteen electrons — one for each

| O

in the kitchernin pourown umi
matarialising above the ri;

The lab in which the fateful
experiment was conducted con-
tains sixteen rooms and a giant,
tunnel-iike particle accelerator.
Suddenly it has become linked to
the equivalent laboratory in
Sumink’s universe, Objects from
locations in our universe have
become unstable and changed
places with their counterparts in
the 'anti-universa’. The first step in
restoring order involves stabilising
these objects and raturning them
to their rightful locations.

You control the student whose
experiment caused all the prob-
lems— he s represented by a fying
lab coat and is equipped with a
gun. Just as well, as a horde of
energy-sapping monsters have
lbaen created and they lurk in every
ocation, regenerating themselves
endiessly until stability is restored.

Rooms in a universe are linked
by whirling vortexes — the screen
flips to the next location when the
coat is moved down into a vortex
while fire is pressed. To gain
access to some rooms, the stu-
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rse—a fiendish monsterisjust
and vortes

of the sixteen pairs of locations —
move up and down in a window in
the status area. Restoring order by
returning all the objects that travel-
lad between the universes to their
correct places causes the dancing
alectrons to move in harmony and
produce a sine wave on this read-
out.
When the student enters a room
a pair of lights under the electron
display show red if the room is
unstable and green if it is stable.
One itern can be carried at a time,
and picking up an object causes it
to appear in a window on the
status area, The indicator lights
then remain red until the student
takes mebec'bm Itfo “E? g#‘r?tm in
which it belongs. ights turn
red again when the object is drop-
ped, it has been placed incorrectly
and must be gathered up and
repositioned.

e colour of the object held
changes to indicate its stability,
maoving  through the m
from magenta to flashing white.
Stability can be incraaagﬁ gradu-

ally shooting monsters gr
instantly by touching the sparidi
cloud that wanders through eacl
universe — these clouds also act
as portals between the two worlds.
A stable object is retained when
the universes interchange, but the
moment it is d it bacomes

unstable again unless it is placed

arseana J@mém

and thankfully the collision detec-
mm mflagr:d T raie
g the sparkie
that oouk?% me addicted to it
forlong. | can see that Double Take
will appeal to the mm
minded among you, butf
actual game boring to play. "

' ror ol

A dank and dreary location in Sumink’s universe

in its proper position. It's no use

just picking up an object and wait-
ing for the universes to change — if
the flip happens while an unstable
object is held it is automatically
swapped for its counterpart.
Restoring stability is only the
first part of the game. Once every-
thing is ship-shape it's time to deal
with the threat posed by Sumink
himself. Entering the negative uni-

verse you must do battle with the
evil warlo

1 W

ich you never see
you've chosen your options. The
animation is very smooth and fast,

@ "It certainly looks as though
DENTOM DESIGNS have got things
together aaajnl The graphics on
Double Take are excellent, with
loads of colour used (and most of
the clashes are fairly discreetl).
The instructions and gameplay are
quite c%mpltcat&d, but if you take
time to igastevTingt game
underneath is both playable and
addictive. The place where Double
Take most surprised mewasin the
effects.  Congratulations to
penTon's for the spinning vor-
texes, the screen changing, and
the everso neat animation.

Control keys: redefinable — up,
down, left, right, fire; SPACE to

pause
Joystick: Kempston, Cursor,
Interface 2

Use of colour: attractive, and
carefully done

Graphics: impressive: the usual
DENTON'S flair

Sound: cute tune at the beginning
with spot effects throughout
Skill levels: one

Screens: around sixty

General rating: A very classy and

original game that looks good but
could get a bit monotonous aftera
while




AT LAST
THE REAL McCOY

FOOTBALL
DIRECTOR

ONLY AVAILABLE ON SPECTRUM 48K OR +

mm:mmm;aﬂmm:m&w:mm:emmw
Winmors Cup ; Penaities  Players - Moraia : Sk | Fiedd Position | Scored : Goacedad - Played - Coach : Youth
Team : Substitutions Sending offs - Midweek games ; Mane then | week injuries - Frep frangters | Intemationals
European Tours © 3 ievels : Manager Rabing | £1,000,000 players : Printor option : & Reserees - Promation -
Relogation Morlgage - Save game Sponsors - Full resuts - Season tickets - Mext game : Gate money -

TV camesas : Crowd wialence : Manager approaches | Week's proft - Laaguea Titles - and much more

2 PLAYER SUPER
LEAGUE

Many of e abave features but 2 teams can play in the same o diffierant divisions: includes local Derys
Loan/Free Transter & Cash Sattbements - Mamager of the Month ard Top Sconss Loague

Oualttying groups : World Cup : European Cup : Harmes & Awey - Match reports - Substtution : Morsis ; Tekent:
Consistency : Caps - Age Availatility : Suspansion injuries : Soored ;| Extra timo - Penalties - Save Game and Printer
option : ard much mare
RECORDS FILE
Campatibie with almost any ieague table : Enter your end of season data and It works out - Best teams - Teams
averages © Records - Tita wing How many seasons played and athar information (THIS (S NOT A GAME)

PLAYING TIPS £100

EADHEAME%W ANYTWO £8.50 ANY THREE £14.00 ALL FOUR £18.25
LOBE CHEQUE/PO & LARGE SAE WITH 20p STAMP ATTACHED PER: CASSETTE

D & H GAMES

19 MELNE ROAD, STEVENAGE, HERTS, SG2 8LL

MAKES THE OTHERS LOOK LIKE
THE SUNDAY LEAGUE

COMPUTER REPAIRS
AND
SPARES BY THE

SPECIALIST

SPECTRUM REPAIRS
COMMODORE REPAIRS £32.00
COMMODORE POWER SUPPLY £25.00

Also many other spares — prices on request
All prices are inclusive of VAT
While—~You—-Wait Service

Call in or send your computer to;—

THOMAS WALKER & SON LIMITED
. Wdlluaﬂ:r;:n
VIR TELEPHONE: 021 622 4475

£20.00

Cases. Com;:lu!etr Slmutat ons Ltd
g London SE3 7




HARVEY HEADBANGER

NINJA

Producer: Firebird
Retail Price: £1.99
Author: Conversion by
Probe Software

arvey and his drinking part-
ner _Hamish Hi | like
nothing better than to slope
off early from work to catch the
Happy Hour in their local bar. After
a few beers they start to become
rather violent, and start scrapping
— their favourite occupation. Being
a bit short on brains, they use their
m bﬁéﬁﬂis and t ! heads to
t the living daylights out of
each other.

The basic idea of this game isto
out-manoeuvre your opponent or
the computer. The screen is
divided into horizontal sections,
tdei:.n;dad by\;liras v;l;ich ﬂmm;t;h

move along by swinging wi
their arms. Harvey and his chum
can move vart:caw by leaping
from wire to wire. As they move
over the background it changes
shade, and the two combatants try
to turn as much of the screen to
their own colour as possible. The
idea is to isolate your opponent
inside a zone of your own colour.
is a squiggly straws at
sach side of the screen, one for
Harvey and one for Hamish.
Cocktail appear in the playing
area, and the more drinks a rotund
fighter slurps, the higher the liguid
level in his straw rises.
When and Hamish col-

lide, they are both stunned for a
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while by the impact, and start to
move around the screen errati-
cally, out of control. The more
booze you have in your straw, the
quicker you recover from this
dazed state and ifthe other boozer
is still helpless it's possible to hem
in in with your colour and win.
There are five levels of difficulty,
and the start level is selected

before play begins.

® "I'd go as far as saying that
this is the most playable budget
game | have seen to date. The
Eﬂmuplwlsfastnnﬂfrum&ng.

does lack a little something
graphicaily, but it's hard to say
what. The sound is a bit lame =
but there are a few tune-ettes
and minimal effects. I'd say that
this is well worth the cou of
quid FiREBIAD are asking. Go out
and buy it— NOW!" i

® "What a weird old game this is.
It took a bit of getting used to, but
! began to enjoy it when I'd finally
discovered what it was all about.

Harvey Headbanger is not as play-
able as it should be, but with two
players careering out of control it
can become fun. The presentation
is quite original, with lots af cutely
presented  instructions  and
menus. It would have been even
bettar with a friendly little tune and

Frantic guzsling action as a coupie of refreshing drinks
appear for the two challengers

a well drawn title screen — but for
two pounds one can't complain,
can ong?"”

PAUL

@ “I'd heard the Amstrad version
had received acelaim, but fromi the
brief and wvery unatmospheric
instructions (typical of RREBIRD!), |
must confess | didn’t really expect
any great things from its Spectrum
counterpart. Mothing great was
revealed to me on my first single-
layer game, but
me clear after having played
two-player. The pace isn't over
fast, but it becomes very frantic as
ur oppone nil co‘anes close to
@mmin: n very simple
idea Dngﬂ‘newgart of Hngmn, glm
wall worth the two quid."”

MIKE
Control keys: definable —up,
down, leﬂ,eg;ht i
: Kempston
Use of colour: adds greatly to the
playability
Graphics: good animation

Sound: spot effects
Skill levels: fiva

Screens:one

General rating: A fun, original

game
Presentation 74%
Graphics 79%
ma_hiﬁty 81%

qualities  84%

Value for money 88%
Overall 80%

i

Producer: Mastertronic
Retail Price: £1.99
Author: lcon Design

injas aren't the sort of guys
Nyou want to bump into

down a dark alleyway. Not
only do they possess a rather
nasty sword, they always keep a
plentiful supply of Ninja stars
about them, and if all that lot
doesn't get you, well, a swift kick
ar punch should see you coughing
up the ol’ expensive bridgework.
Fartunately, the hero of this game,
the Ninja, is the worst of the lot.
Going in ant* sorting out a multi-
level temple positively bursting at
the seams with various aggressive
typas is the ideal way for him to
spend a rather dull Sunday aﬁer-
noon.

The justification for this breach
of the peace, just in case Ninja
needs one, is that a low-down no-
good bunch of baddies has made
off with a collection of idols from
the temple which Ninja supports.
He sets out to rescue the idols
from the clutches of the blas-
phemers.

Several flip-screen rooms make
up a single storey of the temple
and the hero has to kill off at least
one idol-thief in each chamber.
Only one baddie confronts him on
the screens that make up the first
level, but on the higher levels, up
to three may come at him at once.
Moving up a lavel causes the bad
guys on the level vacated toregen-
erate.

Ninja has but one life but can’
replenish his energy reserves by
collecting idels. Five hits kill him,
but he's some mean Ninja and has
a full range of kicks and punches,
a supply of throwing stars and that
trusty blade.

The opposition includes Ninjas,
Thugs and Karatekas. The yobs
take a different number of blowsto
dispose of, and fight in different
ways: Thugls wade straight in as
spon as Ninja moves towards
them; Karatekas are faily aggres-
sive, but the Bad Ninjas like to
ha:g back throwing Ninja stars.

er a Ninja star has been
thrown, it lies at the bottom of the
screen so a Bad Ninja or our hero
can collect it — the hero can carry
three stars at once.

Points are scored for salv mg
Idols and for eliminating baddi
To win the game, the seven ldols
have to be collected before Ninja
gghls his way back down to Level

@ ““Ninja is the sort of game that
wuull::’lha*a bmnc-ndhgiy
playable if on program-
mers had spent a little more time
oﬂh.mm“ﬂnmmﬂhm
good, but unfortunately the
game gives an overall impres-
sion of being unfinished. The




HEE BRI

g:su_unmm;ﬁ:_;mmmmmmm

I\';:'h afew more points in the bag, our hero puts the bootinto
a thug

gameplay isn’t that impressive:
| couldn’t play more than a few
goes without becoming com-
pletely bored. Beating up thugs
is only fun when they fight back
intelligently. The graphics are
poor. The characters flicker
around erratically and the
backgrounds are boring. The
sound is also below average -
there are no tunes and the
effects leave a lot to be desired.
Allin all, even with the low price,
| wouldnt recommend this. It
justisn't fun to play. ™ i

® " What a boring game this is.
There is very little in Ninja that
would keep anybody excited for
long. It needs very fittle thought to
play the game —Ninja is just a case
of trudging around bashing up
pixels. The graphics are particu-
larly basic and monochromatic.
The backgrourds contain lots of
colour but give a poor illusion of
depth. Sound conasists of basic
‘white noise’ effects and no tune. |
didn’t find Ninja in the slightest bit
addictive. The package contains a
nice loading screen and many
options, but unfortunately little
game.

PAUL

® " Ninja is a bad game. The
graphics are very poor, similar

characters may have been passa-
ble on Fist, years ago, but nat now:;
the programmer couldnt be
bothered to animate them prop-
erly? No brain is required, beyond
the ability to move and fire, but |
wouldn't complain about that if
there was more content init. There
isn't though, so I'll just say don't
buy it, even for £1.99.

Control keys: definable — up,
down, left, right, punch
Joystick: Kempston, Cursor,
Interface 2

Use of colour: colourful, but
simplistic

Graphics: simple, basic stuff
Sound: minimal effects

Skill levels: one

Screens: 15

General rating: A very average
budget beat ‘em up

Pmsenizatian 60%
Graphics 50%
Playability 47%
Addictive qualities  45%
Value for money 51%
Overall 50%

‘BUD(‘FT —

PRO GOLF

Producer: Atlantis
Retail Price: £1.99
Author: John Watson

udget golfing is now availa-
ble on the Spectrum from
ATLANTIS who have taken a

different overall approach, offering
an overhead view of the playing

ared,

Before a player may progress
onto the green several selections
must be mads. Pro Golf allows
three different types of match play:
championship round, single round
or practice, and up to four players

ay approach the links together.
Having selected the standard of
play the next decision is between
using a championship tee or a
Metal tee, which governs the
length of the drives you attempt.
The course itself is either Sun-
ningdale or Pebble beach,
depending on which side of the
cassette is loaded.

Golf is played out in the open,
and to add realism Pro Goif allows
the effects of the elements on your
game to be modified. The speed
and direction of the wind may be
selected and it can range from
gusty to a steady gale. The ground
can be wet, normal or dry. After
the wvariables have all been
adjusted, it's time to pull on the
Pringle jumper and head off on to
the course itsalf.

The main part of the screen is
taken up with an overhead view of
the links'and all the normal hazards
are present; trees, the rough, and
treacherous bunkers. indows

placed over the course contain a

graphic representation of the
goffer you control, indicate the
wind speed and the direction of
the hole and show the par for the
current hole and how far your ball
has to travel before making con-
tact with the flag.

Before the ball is sent whizzing
across to the green a shot must be
set up. First choose a elub: woods
from 1 to 4 are available and irons
from 1 to 9 are included in your
bag along with a sand iron for
those embarrassing bunker prob-
lems. After the appropriate club
has been chosen, the direction of
the shot must be selected, taking
into consideration the effects of
the wind. Moving a pointer that
appears on a small compass at the
bottom of the screen alters the
crientation of your golfer.

Finally, the power of the shot
needs to be adjusted on a scale of
Zero to one hundred.

The ball is hit by referring to the
window that shows the player —
time the shot so the ball is hit as
the golfer's arms swing around.
When the ball is on the green, the
screen fills with an enlarged ver-
sion of the putling green. The
same set-up routine is used for

Buﬂtng, but the power of shots
5 more critical.

@ “ Pro Golf is perhaps the most
unappealing game that I've
played this month. How canany-
one expect a game based on a
relatively unpopular sport

48k SPECTRUM
Fed up with ordinary fruit machine games?
¥ NOW 1
A fruit machine simulation with the most up-to-date features,
sound and graphics

_FRUIT 2010

fruit machine experts to fun playe
% The mnsudwmcad and realistic fmltmmhfns simuiation
FEATURES: Real reels - Gold Rush - Roulette-style-gambie - £100 jackpot
~ Holds - sasy keys — Nudges = HIGH-speed Spinning Reels — Save Down -
Large Gta&ﬁs = Mystery Box — USES ALL 48K - 12 different fruits — super
gound — Run = MULTIPLE ODDS - multi-colour — MAX. NUDGES -
Number board
PLUS LOTS MORE

Please send £6.95 which includes P & P
Chagues or PO, to—
ROSSWARE (CR), 648 London Road, Westcliff, Essex S50 9HW
FOR FAST DELIVERY.

Software from ROSSWARE
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{among young people arg'way}
that is programmed badly to
make a profit? I've always found
Golf simulations dull and this is
no excaption. Graphically Pro
Golf is poor, the courses are
badly drawn with UDGs and your
player looks as though he's
been put through a blender. Col-
our is used badly, Okay so golif
courses are green, but one can
only take so much Spectrum
green on screen before it all gets
too much. The sound is dire. I'd
keep well away from this if | was
you, there are a lot of better
things to do with your money. ”

® "/'ve had a few bad experi-
ences with golf simulations -
aithough If pushed | can get quite
interested in the game. Unforiu-
nately Pro Golf is about what I'd
axpect from a budget priced
game. This is ve,?fmuch based an
all the other golf simulations that
have come out for the Spectrum -
after all there's nof much that you
can really do with the game. The
graphics are as detailed as neces-
sary and flick onto the screen
quickly — but where the program
loses spead (it's all BASIC) is the
calculating of the other player's
score. Pro Golf s fafrly good, as far
as goff simulations go. At the
budget price it Is as good as can
expected — but then golf games
never did arouse mea. "

PAUL

@ "' Yawwwwn! The only reason
that | might have loaded up this
game expectantly would be if |
placed my faith in the taste of Mr
Headroom. If this is the sort of
thing he's into, then maybe that
explains his stuttering; he's so
near to sleep that he can't control
it. Forgetting Max for a moment,
Pro Goifis Boring with a capital B,
Presumably real golf bears no
similarity to this at all, otherwise
it'd have no fans! The businass of
hitting SPACE when the club gets
vertical is unrealistic, difficult and
frustrating, just like Qlympiad '86.
Pra Golfis the sort of game | don't
like playing. "'

MIKE

Control keys: O left, P right,
ENTER select, SPACE hit ball
Joystick: n/a

Use of colour: lots of colour but
rather unimaginatively used
Graphics: poor UDG characters
Sound: spot effects plus a tune
Skill levels: one

Screens: 36

General rating: Probably not very
entertaining, even if you like golf
simulations . . .

Presentation 29%
Graphics 35%
Playability 24%
Addictive qualities 21%
Value for money 32%
Overall 26%
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SURVIVORS

Producer: Atlantis
Retail Price: £1.99
Author: Glynn Carey

he setting is adamaged anti-

radiation. bunker, crowded

with survivors of a future
nuclear war. Unfortunately these
survivors are now trapped by fal-
len debris and rubble. Aided by
three specialist rescue droids,
your mission is to-get them out,
tunnelling through rockfalls by
shifting boulders Boulderdash-

style.

Dreid Number One is used for
tunnelling, Number Two automati-
cally teleports survivors to safety,
and Number Threa can be used ta
clear obstructions, Control can be
changed from one droid to another
aLrberreasing the corresponding
n ar key.

Owing to the high radiation
levels, the once harmless MK1
bunker maintenance droids have
become vicious killers. They have

10 be avoided at all costs, as con-
tact results in & massive energy
loss for your droids — he mutant
droids must be crushed or trapped
if your mission is to continue.

There could be up to athousand
survivors trapped in the seven-
level bunker and time is at a pre-
mium. All the survivors on a level
have to be rescued before you can
continue, and the status area
shows how many humans have
been rescued and how many
Iram?'rn to be found on the current
evel.

® “Remember Thunderbirds?
Then imagine it mixed with a fair
splash of Boulderdash and
you've got Survivors. Graphically
this is about average: the
backgrounds are drab and the
characters lack detail. The
sound is also a bit on the lame

You start out with all three droids together and some rather

large rocks to deal with . . .

Six hurnans rescuad (and only 135 to go on the current level).
The clock is ticks away

Qﬁ_{h(fﬁr

TF

side and there are no tunes and
very few effects. On the whole
I'd only recommend this to puz-
zle freaks, as it won't appeal for
long if you can't play it success-
m'w."

® ‘1 just can't believe how good
this game is! At first | thought it
was just an average copy of Boul-
derdash with a magnify routine —
butSurvivors s morein the style of
Thunderbirds — reguiring a lot of
thought and planning. iack of
a foystick option makes little differ-
ence, as the keyboard control is
very responsive. The graphics are
a decent size, and the compara-
tively small play area continually
Springs surprises on you. It's
excellent value for money. | just
hope thatatLanmis can keep itup.”

@ "What's this? Is it a playable
game? Yes! There is a very promi-
nent sense of Rockford's Riot and
Boulderdash in this, with all the
jerky scrolling, poor characters,
falling rocks and tunneliing, and
oh, lcouldgoonandon. . . Ithas
also inherited the playability of AR,
and tharefore has a lot of potential
at this price lavel. This is the type
of game that could keep you going
for a long time. In itself, Survivors
isn't a bad game, but the graphics
and the ‘retum to the start’ bit
knocks it down a bit."

Control keys: Q up, A down, O

left, P right, 1, 2, or 3 to access

droids, 4 and 5 to quit current

8ame, ENTER to pause game
oystick: n‘a

Use of colour: plentiful

Graphics: undetailed with jerky

maovement

Sound: spot effects

Skill lavels: seven

Screens: large scrolling play area

General rating: A good variation

on the Bouh theme with
puzzie overtonas
Gr ﬂ“ﬂﬂ
Playability 72%
69%
75%
T70%
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HYPERBOWL

Producer: Mastertronic
Retail Price: £1.99
Author: Binary Design

his is BINARY DESIGN'S $econd
futuristic ice hockey game:
Xeno was the first, and now
Hyperbow! makes its appearance

The action takes placeinan area
of space viewed from above. Two
players attempt to propel a large
puck toward their nﬁponml 's goal
line by colliding with it ar shoatin
it. Apointis scored if the puck pas-
ses over the line at the end of the
pitch and two points eamed if the
puck enters the central goal.

The game lasts for five minutes,
or until a player earns nine points.
When a player scores, play returns
to the centre of the field with the
scorer facing away from the puck

At the start of the game players
select a ship from theten available.
Some move faster or accelerate
quicker. Some fire homing shots,
while others fire in a straight line.

The screen shows a segment of
the pitch and includes a scanner
which reveals the whereabouts of
the ships in relation to the puck,
This information is vital in the two
player game — if your ship goes
flying out of the game window, the
only way to get itback is to use the

scanner displays - the window is
always centered on the puck,
Playing against the computer,
there are three skill levels. If you
win a game, you go onto the next
round and face a her oppo-

nent. Win five games on the trot
and you're the champ!

® “I'm not too pleased with
Hyperbowl ~ it's another game
which gives me the impression
that it was rushed at the prog-
ramming stage. The idea Hyper-
bowl is very good although a bit
more wvariation wouldnt go
amiss. The front end is excellent
but things start to get a bit
during the game. Controlling
ur ship is relatively easy, but
lasting the ball about the place
istricky as it seems to move ran-
domly no matter how precise
{:ur aim is. The graphics could
ve been improved greatly:
with only three objects they
could at least look right...
Given the price, this isn't a bad
game but | couldn't play it for

long.”
BEMW

GUNSTAR

Producer: Firebird
Retail Price: £1.99
Author; Software
Creations

other Earth has been
Minvaded. A strange
breed of sophisticated

beings from a distant planet over-
whelmed the World's primitive
Star Wars defence system and
enslaved the human race. The
aliens seem to have settied in fora
Lon}c_; visit and life looks bleak and
futile for mankind. The only hope
for humanity lies in one final plan,

Hidden away inside a nearby
moon a research team has been
concentrating on creating a totally
new type of fighter craft. Just in
the nick of time their experiments
come to fruition in the form of the
Pulse Fighters. With an expert
teamn of pilots know as the Gunstar
Fleet manning these small but
powerful craft, the enslaved popu-
lation can stage an aftempt to
reciaim Earth. Time for you to step
)

There are five levelsto the game.
The mission begins with direct
combat as you meet waves of
aliens on the vertically scrolling
playscreen. After the alien fighters
have been dealt with, fiy through
an asteroid belt, dodging the rocks
until the alien command ship is
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encounterad. To destroy the com-
mand ship, its gun emplacements
have to be knocked out and then
it's on to do battle with an alien
robot that is defended with . . .
gun emplacements. Finally, the
mission comes to an end when
you dock with the Earth Mother-
ship and refuel the fighter ready to
take on another wave of alien
pilots and their fighters.

Three Pulse Fighter pilots are in
the Gunstar Fleet and at the start
of amission the name of the Space
Ace you. control flashes on the
screen, together with a few per-
sonal details including his experi-
ence, hobbies and the sort of
Pulse Fighter he's flying, When a
pilot dies you move on to the next
Fleet member.

The score amassed by dealing
death to aliens is displayed at the
top right hand comer of the screen
in the status panel along with your
fuel status and engine tempera-
ture. An icon is highlighted 1o indi-
cate which pilot is currently in the
cOCkpit.

@ “ Well this makes a change, |
haven't seen a nice budget
shoot'emupfor months. it really

is good fun gratuitously blasting

@ 'The screen looks a bit plain but
the scenario is good and the game
is very playable. The presentation
is excellent. Unforiunately the
sound Is poor, The game lacks
tunes-and Is accompanied by a
few “futt futt’ noises. The rules are
very simple, and the pitch layout is
not very complex. But this is what
makes the game so addictive and
exciting to play. The two player
option is excellent if you can find

enémy fighters and dodging
waves of meteors, but as it isn't
difficult to become competent
at it doesn't take too long to
complete and then it gets very
very boring. Graphically Gunstar
is pretty: the characters move
about smoothly at speed and
there are a lot of nice touches
both during the game and on the
title screen. Amgiu h there are
no tunes, the sound effects are
fairly good. This will probabiy
keep you quiet for for a couple
of days and I'd say that it is well
worth two quid. "

BEN

an opponent of equal ability.

Hyperbowl /s a perfect budget
game and well worth the asking

price. "
PAUL

@ " MasTerTRONIC have done a fair
job with this one. The chance to
select ships is very neat, and the
whole game is very well executed:
neat presentation with a good
loading screen, nice packaging,

® " Mmmm strange little" game,
this one. For £1.99 AIREBIRD Seem
to have come up with the almost
typical little budget game. Gunstar
comes with great presentation,
with lots of nice little spot effects
and featuring good use of colour,
The actual content is very minimal,
but I still find it very addictive and
fun to play. Mdybe it is a bit llke
Moon Cresta, but what there is of
the game s vary well designed and
simply structured. If you wanta fun
game for £1.99 then you can't go
far wrong with Gunstar. Simple but
effactive,

PAUL




and a highly attractive if sluggish
title screen — in fact everything you
don’t usually see in a cheap game.
For £1.98, you get stacks of
gameplay, and lots of addictive
qualities; it might become baring
in the distant future, but it has a lot
more potential than many games
five times its price. "

MIKE

Control keys: Piayer One: Q

Accelerate, A Stop, S Rotate Left,
D Rotate Right, X Fire. Player Two:
| Accelerate, K Stop, L Rotate Left,

' ENTER Rotate Right, SYMBOL

Fire.
Joystick: Kempston, Cursor,
Interface 2
Use of colour: monochrome
action area
Graphics: a little basic perhaps
Sound: minimal
Skill levels: thres

8132
General rating: A very reasonable
budget offering

Presentation 80%

Playabiilt 5o
ya

Addictive qualities 73%

Value for money 82%

Overall T6%

® " What a pleasant surprise: a
really playable game. The humour
is good enough to keep you play-
ing for a while and then the game
itself ought to keep you going. It
resks of budget labels but for
£1.99 it does represent very good
value for money. The high score
table looks very DESIGN DESIGNES-
gue although it lacks the original,
amusing responses of Dark Star.
The pilct details, although good,
tend to be frustrating after half an
hour or g0 and the pauses get a
little aggravating. However it's
very definitely the sort of game you
just keep playing again and
n, "

agai
MIKE

Control keys: definable — up,

down, laft, right, fire

Joystick: Kempston, Interface 2

Use of colour: effective

Graphics: some detail, guite fast

Sound: the occasional spot effect

Skill levels: five

Screens: scrolling play area
rating: A neat but unde-

manding budget shoot 'em up

Presentation T4%

Prayanaity 80%

G
, money

Overall 62%

SAS: OPERATION
THUNDERFLASH

Producer: Creative
Sparks

Retail Price; £2.99
Author: Mark Rivers

ere's a game that gives you

the chance to be an SAS

hero — if you think you can
handle it! You take the role of Rock
Hardman, leader of a crack SAS
squad, who's been chosen for a
tough mission = in fact it's his
toughest yet. A foreign embassy
has been taken over by terrorists
and hostages are being held.
Single-handedly he must set this
situation right.

You move diagonally across the
screen, rotating quickly if a ter-
rorist attempts to attack from
behind. The embassy consists of
a number of rooms, all of which
house adeadly terrorist. You make

our way through these rooms one

y one, killing the terrorists as you
go. Your enemies are aware of
your position and make every
attempt to see you off before you
reach them, therefore it is imper-
tant to eliminate them with your
first shot whenever possible. You
are endowed with four lives, one of
which is lost each time a terrorist
bullet hits home.

The embassy is a three-storaey
building, with movement between
the floars achieved by lifts. The
hostages are randomly scattered
about the entire embassy, and you
must search them out and deliver
them to safety while eliminating
the terrorists.

There is a time factor to be taken
into consideration, represented by
a system of diminishing points.
‘You start with a total of 100 points,
one of which is lost with every
movement made. This total can be
replenished by releasing hostages
and killing terrorists, and you must
have enough points left to escape
when your migsion is completed.

® “Wow! a good piece of
budget software - I'm surprised
=I'mshocked - like it. Operation
Thunderflash is one of those
games that ‘Rumcan either play
or you can't. terrorists really
are nasty so you've got to be
quite quick on the draw. Graphi-
cally, this is the first poor filma-
tion-style program thati've seen
= the characters flicker a lot and
they aren't really detailed
enough. it would also have been
nice if there was more than one
type of terrorist. The sound is a
bit on the drab side, with very
few effects and no tunes. All in
all, | still think this offers excel-
lent value for money, and |
recommend it. ™

BEN
@ " Visually this game seems w
attractive on the surface — bufg
reality it contains little mare. A
closer look at the characters reva-
als that they are out of proportion
with the scenery, and somehow

IBUDGT =

;g:k stratf;&eﬂ!'{. The ammalrbn af
peopla is t to the simplest
form, and fhusefwks very ;erkyw C
found it very hard to get started,
until | discovered that it was just a
case of ‘spin and shoat', with the.
enemies posing no real problem.
The ksyboam‘"gfay is very efratic
and extremely hard to get used to.
Nowadays, if a 3D monochroms,
arcade adventure wants to make
an impression it has fo be some-
thing very fal - even at £2.99.
Operation Thunderflash holds littla
Fasﬂ'ng gppaa-‘. Nat  recom-

PAUL
@ ' The characters in this game
are pretty poorly drawn and ani-
mated; the main dude looks as if
he's two pixels thick — and if you're
really lucky, you can see the other
men through him! Variety is sadly
lacking, as a lot of the screens lock
very familiar, and most of the ter-
rorists are identical in appearance.
Shooting the opposition isn't easy,
as they shoot as soon as, if not
before, you come into line with
them. If you do get near them the
chances are that one of you won't
be going away! As far as value
Goes, ration Thunderflash
hasn't got much wrong with it,
There are a lot of men to be shet,
and, despite the fact that it looks
very like a cheapie, it might be
worth checking out. "

MIKE

Control keys: S up, C down, B
back, Jforward or Z anticlockwisa,
X clockwise, M walk, K fire rotate
!E;ty'- X rotate right, M walk

stick: Kempston
Use of colour: monochromatic
Graphics: a little flickery, unre-
markable
Sound: spot effects throughout

Skill levels: one
Screens: fi
General rating: A fairly respecta-
ble piece of budget software
Presentation 62%
Graphics 58%
65%
Addictive qualities 64%
Value for money 63%
] 63%
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BMX SIMULATOR

HOWZAT

Producer: Code Masters
Retail Price: £1.99
Author: Tim Miller

Il the excitement of hurtling

round on a BMX bike is

brought into #DLIF living
room by this latest offering from
CODE MASTERS, the new budget
specialists. This is a conversion of
the Commodore game written by
one of the company's founders,
Richard Darling.

A maze of oil cans, tyres and
planks is viewed from above as
two bikes hurtle around its tortu-
ous twists and turns. Each race
consists of three laps of the
course, which must be completed
within a time limit. There are three
controls, left, right and pedal.
There are seven different courses
in total, though youmay choose to
only play over some of them.

Hitting obstacles sends the hap-
less cyclist huniimﬁ over the hand-
lebars, The poor chap then wastes
precious time mounting up and
pedalling off. If the two bikes col-
'i?f’ then the slower rider is thrown
(2118

The contest takes place against
the computer or another player. In
two-player mode if both pmurs
get round within the qualifying
time, they progress together to the
next race. If only one rider makes
it, he takes on a computer oppo-
nent for the remaining rounds.
Some comers are banked, and the
riders can use these to help
round the . Turming
becomes more difficult as spee
increases.

Score depends on the time
remaining at the end of arace. This
accumulates from round to round
to give the final score. If there is a
closely contested finish, a replay
option can be selected and the
race seen again in all its glory —
aven running the really exciting
bits in slow motion!

this was watching the players
fall off their bikes - they fly and
bounce quite well. Other than
this BMX Simulator was a bit of a
dead loss for me. Thereisalarge

amount of luck involved, and |
never really feit like | was in con-
trol. There are plenty of good
budget games around at the
moment: I'd fork out for one of
those and stay away from this if
I was you." A

@ “MasTeRTRONIC continue on
their road to success. BMX
Simulator s a very polished bit of
software, with many options and
superb presentation. Even though
the graphics aré mainly two-col-
our, they give an exceflent impres-
sion of 30. The title tune contains
some good noises, but they lack
any eo-ordination. Keyboard con-
trois are kept very simple and very
responsive. This Is great fun to
p.'&yg:g and perfectly priced at

£1.
PAUL

@ ''The screen shots on the back
of the package aren't particularly
inspiring, and the tune on the title
screen has neat beats and things,
but in completely the wrong
places! Nevertheless, urged on by
the cries of fellow reviewers | went
on, and WOW! - | was stunned.
The idea is very simple, but the
game is really guite piayable. The
screen shots on the inlay don’t do
any justice to the detail of the
graphics. CODE MASTERS have
made quite a good job of this one
= recommended”

MIKE

Control keys: definable — left,
right, accelerate

Joystick: Kempston, Cursor,
Interface 2

Use of colour: drab and uninspir-
ing

Graphics: good courses, shame
about the cycles

Sound: neat tune, but sparse and
i ropriate effacts

Skill levels: one

Screens: seven

General rating: Fun at first, but
unfikely to appeal for long

Playability 62%
b o 2%
Overall 63%

Producer: Alternative
Software

Retail Price; £1.99
Author: Wyvern Software

owzat! is a two player cricket

simulation with plenty of

options, presented on a
series of menus. The first decision
to make is whether to play one-day
or first class cricket. There are six-
teen county sides and seven test
sides to choose between,
depending on the level of cricket
chosen, and if none of them meet
with your approval names of your
own choice may be input. pt-
ing for an existing team calls up a
squad of eleven players automati-
GEIE!)'. Some fine tuning is possible
and when a team has been
finalised, its members are given a
batting and bowling rating from
one to ten.

After the teams have been
accepted, the computer randomiy
selacts the winnerof the toss. The
batting side has to choose the
opening batsmen and conversely,
the fielding side needs to choose
the bowler. scraen then
changes to show-a birds-eye-view
of the cricket pitch; the two
batsmen, the bowler and the ten

fielders, Fielders may be
repositioned at any stage of the
match.

At the end of an over the score
card appears and the batting card,
the bowler's analysiz and the
innings report may be accessed.
Choose another bowier and the
match continues.

The computer automatically
tells you if the batsman has scored
four or six runs, if the ball goes to
the wicket keeper or if it's a wide.
If the ball can be seen on the pitch
after it is struck then it's down to
you on how many runs you wish to
attempt.

@ " Howzat is truly a screamer, |
wouldn't wish this on anyone. In
my few years of games review-
ing | haven't seen a sporis
simulator that has been as bor-
ing to play as this. Some may
argue that Howzat captures the

element of cricket, but
it doesn't: sel where on
the field your fielders stand or
whether to run or not isn’t really
all there is to the great sport. The

graphics are dire: UDG charac-
ters are used so there is a mul-
titude of little stickmen on the
pitch. There is no sound but ina
game of this g | wouldn't
expect any. Stay well away from
“-!!

@ “ALTERNATIVE SOFTWARE, mimm/
Wall it's certainly a bit different.
The game features a few realistic
points like the grass being greer. |
was wvery di inted at the
amount of inaccuracies and bugs
in the game. Fancy being able to
play an England team against
wiing against himself. Or even
Botham catching himself out. The
bowler doesn't even get to the
crease to bowl At least ‘the
scoreboard is good = but
you're not pl the scoreboard,
are you? Another cricket game

bites the stumps. "
PAUL

® “Howzat is a very, very boring
me. More interest could have

n added with the inclusion of a
watch-the-grass-growing  mode.
I'm quite sure that no-one is going
ta find this value for L unlass

they intend paying £1.99to usethe

0y

infay for something unmentiona-
ble. The screen display is
sufficiently garish to light a room,
and the stick men graphics aren't
even animated.  ALTERNATIVE
SOFTWARE deserve large congratu-
lations for producing potentially
the biggest failure ever. "

Control keys: cursor keys to

move cursor and individual keys to

make selections

Joystick: n/a

Use of colour: white players on
§: very basic

Sound: nothing much

Skill levels: one

Screens: menus plus the pitch

General rating: Not much in the

way of gameplay - for masochistic

cricket freaks only
mynu'w 13%
Addictive : 7%
Value for money 15%
i 11%

-
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HACKER Il

Producer: Activision
Retail Price: £9.95
Author: Steve Cartwright

t's fourteen months since

Hacker first graced the Spec-

trum screen. Heralded at the
time as a demanding and highly
original game, it now has a follow-
up in the form of Hacker /i. Once
again it's been designed and writ-
ten by Steve Cartwright, but this
time on a much grander scale.

Your reputation as a computer
boffin has prompted the United
States government to seek your
heip on a top secret mission. The
CIA have discovered a plot by the
Soviets which could upset the
balance of power between the
East and the West forever. The
details of their plan are contained
inwhat have become known as the
‘Doomsday P N Thg’ee are
held inside a high security Siberian
base. It is your task, with the help
af three Mobile Remote Units
MRUs — similar to those used in

'acker), to explore the base and
steal the plans before the Russians
can use them.

The complex security system
which the Soviets have installed
must be hoodwinked. For this pur-
pose you control a device which
can monitor their four thirty-eight
channel security cameras. Video-
taping facilities are available so
that recordings can be made and
substituted for the original security
film.. Using this method it is possi-
ble to create extra time to man-

oeuvre, without baing spotted by
the security guards. Other features
on this device include frame
pause, and a vital preview function
tor aditing purposes.

It's also possible to use one of

the four menitor screens to display
the area immediately around the
MRLU. Using this display it is possi-
ble to map the complex, which
aids exploration. The display reve-
als the whereabouts of security
officers and active monitors in the
area.
The screen controls are situsted
on a panel at the bottom of the dis-
play. They are activated by moving
an arrow over the desired option
{using joystick or keyboard), then
pressing fire or the M key. The
selec option is then highligh-
ted. The animated graphics are
grey on black (with touches of red
and blue), and give the impression
of monochrome monitors.

One particularly nasty Russian
weapon is the annihilator, A kind
of anti-robot robot, it hunts down
and kills MRUs. This must be
avoided, as your limited supply of
MRUs is all that stands between
the free world and disaster.

® "Aggggghh — they said that
I'd be safe from games like this.

Things are getting hectic: the fearsome Annihilator waiks
past Camera Two — time to make a strategic withdrawal?

Well it looks as though this has
got through the guards (it

sneaked through by hiding
behind its arcade sequences).
Joking aside, this is definitely a
better game than its predeces-
sor as it contains more ‘in-
depth’. plot. Unfortunately the
gama is not at all easy to get into
50 it didn't really appeal to me.
The graphics and sound are not
at all bad: the screen is well laid
out and there are some nice
effects. However, I'd only
recommend it if you were a
Hacker fan.™

BEM

@ " really joved Hacker, so | was
really looking forward to the

needs adjustingl Everything has to
be very cisverly worked out, such
as. putling the video on the
moniters to fool the security
guards. It's obvious that lots of
thought has gone into Hacker Il
and it was worth it jt's g
thoroughly enjoyable and addic-
tive game. "'

PAUL

@ "'Despite the excellent polished
exterior, | found Hacker [l ta be a
litthe lacking in the gameplay
stakes. The graphics are very
good, and it's lots of fun getting
used to (and playing wigu the
video recorder. It's a vastimprove-

o

sequel, and what an excellent job
ACTIVISION have done with it. ;'ha
video machine is something you
have to see — the amount of detail
that has gone imo it {s amazing —
but it’s a pity they used the

model as the vertical hold often

e

%

G

B e e s

Camera Two shows the MRU strolling down one of the
corridors in the complex

ment on its predecessor, but
something's still not quite right..
The content isn't actually lacking
astll‘lereispientytod?,!bmaﬁera
while spent playing it | found | got
a bit bored. G ueu?has been used
axcellently, and generally | find it
hard to criticise any one thing in
the program, but it does lack some
vital element that could have made
it into a smash hit.”

MIKE

Control keys: Q up, A down, O

Tooioh: facretas

: Kempston, Interface 2

Use of colour: basic but effective

Graphics: simple effective

graphics which add to the atmos-

phere

t?‘t"_o:dd: atmsphenﬁpui effects
at give a cr realistic

eepy

Skill levels: one

Screens: one

General rating: a worthy

sequel

Presentation 93%
Graphics 82%
Adbetive qamiites 7o
Value for money 80%
Overall 82%
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MAGIC KNIGHT
RIDES AGAIN!

Tha saga of Magic Knight, the cute
little time-traveliing hero created
by David Jones for Spellbound, is
g yg over, gavgé: Knight's flrr'l.at bagk to his own time.
vanture inv rescuing his n the way home our hero got
pal Gymbal the Wizard from a time tan with a parallel unwa?se
warp. The time warp took its caused another Magic Knight
e, and dumped Magic [the Off White Knight) to arrive in
Knight onboard the starship USS  Magic Knight's home town. The
. in the 25th century. In Off White fellow isn't a aoody-
Knight Tyme, Magic Knighthadto  goody by any means — he decides

i _S TE VE

persuads the starship crew to take
nim to a planet with a convenient
time machine before he could get

misapplication of magic, and he
decides to take on the invading
magicians. A level consists of bet-
ween 50 and 100 rooms viewed
from above - and they start off
plunged into darkness. When Mer-
; mrsamomfor:thafrsttnma
s and remains
rest of the

hﬂaa}!a"s power and shields may
be odlaahd and their effect is

5, and the wizards carry
runes whnah may be eonverted
mmmmedinmmn—

anlyymiﬁthalr runes

h& has defeated

fgach

Marwn ﬂihadss to kil

n ‘one-fo-one combat

Gan move on.

3 mmﬁmmng inspi-

raﬁm from the C84 e Parad-

by his partner,

aybrook = when it's

oomplﬁe Ranarama will take the

hero Into a sub-game mﬂmavar

E’sﬂmtaﬂgmawlm'd ‘the
moment it's &m—gﬂ'ﬂ&!

that
. Steve's coneentrating on .
hero. bl't«rm contemplates hig. .'nt.llw ha'il find ®
elghth lo

an tho enid of the.

-Et

iY_DAUZD JONE

; ~{._‘1

g-:" Y -
- Y' -

s

) 1

; ll- ‘ -

R\ x
e s

BIE

I gmwcmmwwqmr.hw-m
Bearwooplf

to set about subjugating (LMLWD)
the masses and generally being
foul and obnoxmus Naturally, our
hero, righter of wrongs, doer of
great deeds, and general all-round
good guy, feels obliged to sort out
the mess he's caused.

The -action in Stormmbrin
takas place in four arsas:
Forest, The Caves, the Castle and
Off White Knight's time machine.
As in the previous Magic Knight
games, our hero can manipulate

] (:gacts which he finds !ylng
the windowmation
tem allows the player to Interact
with the central character.
ATRONIC intand to release
both 48K and 128K versions of the
game. The 128K version will fea-
ture an impressive 64 rooms, 64
objects and 16 characters as well
as background music, and at the
moment David Jones is trying to
cram as much as he can into the
48K program.

east coast of 4

) n i.. g ) -.
crtyatlmﬂsrifa aﬂdﬂ‘ﬁ Jerpet--

repWﬂfﬂHﬂ‘l&Wtﬁnaw

.JUDGE DREDD
‘”’W

H_“‘-“_ﬁnm
I avound reagly fo

SWee up the remaing
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Experience the exhiliration of big league bowling with outstanding graphics and a ti
perspective actioh view.
Multiple levels of play, rgalistic pin action and automatic scoring make 10th Frame a bo
reality the whole family'can enjoy. You may even be tempted to invest in high time
e and shirt once you’'ve become obsessed with this addictive gam
Another smash hit from the creators of that simulation
sensation “'Leaderboard'’.




AMSTRAD 8.95 COMMODORE 8.95 SPECTRUM 795

It was a one-in-a-million accident — s A Y .9 again to find out what went wro!
out Number Five, designed to be a ; | The president of Nova Robotics

| strategic artificially intelligent . } | y B to capture him before the we

| weapons system, the most - o - R carrying kill millions of civilia
sophisticated robot on the planet, : - R 5 i i B And the security chief wants
has escaped — and has come to i : ¥ . blow him up so that he can get
the conclusion that he's alivel 3 | B B ' I home in time for din
Now the scientist who put him L A i | B YOU are Number Five.. YOU ar
together wants to take him apart s i N

Ocean Software Limited | ! \
Ocean House - 6 Central Streer - Manchester M2 5NS Shiort Circuit i & tradinark «
Telephone 06| 8326633 - Telex 669977 Oceans G &0 e s =2 * 1086 FioStar Fictures. b




