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Air to air and air to ground combat flight simulation

Defeat the elusive Starglider in an amazing all-action combat
flight simulation. The planet Novenia has been devastated by an
evil tide of invading Egrons; single-handed, you must wipe out
the enemy in explosive one-to-one combat. Swooping down with
lasers blazing, you'll need to take fast evasive action to avoid the

barrage of enemy missiles. Exhilarating low-level attack and

defence flight manoeuvres, coupled with a cunning strategic
element, make STARGLIDER a classic among classics.
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Energy lowers lie dead ahead
detended by heavily armed Egron
battle tanks

A Stomper and Walker closein Laser

fire-is fulile agains! these matal
micnslers

The Walker attacks. Bank your craft
to evade thelasers and prepare 1o firg

Missile launched! Stear your TV
guided missile on targetloannihilate
the invader

The Starglider swoops in 1o attack
Several direct hits are needed to
destroy i

A special mission: A devastating
super missile has been located in The
rulng of Movenia

GAME OF
THE YEAR

‘One of the finest games ever for the
Spectrum... It's hard to imagine a
better shoot 'em up... Starglider
is the best vector graphics game
to date’

Crash Smash

A Classic
among

classics

‘The best 3D line graphic game ever.,
Better than Elite, with the
emphasis on action’

Sinclair User Classic

‘“The graphics are the one thing thal
makes Starglider stand cockpit
and laser gun above previous

3D games’ !
Your Sinclair Megagamg

Spectrum 48/128 cassette

Rainbird Software, Wellington House,
Upper St Marting Lane, London WC2H 8BL
Tal: 01-240 BB38

Ruinbird Soltware (8 & divislon of @
Brilish Telscommunications pla




The home computer ]

software industry seems fto
be following the model that
astronomers use for the life
cycle of stars.

A mature star consistsofa
solid nucieus surrounded by
burning gases which give off
a considerable guantity of
energy, Including heat and
light. A couple of years ago,
the home computer industry
consisted of a large number
of small, independent firms,
all highly active and all
releasing games left, right
and centre. Afew larger com-
panies sat in the middle of
the industry providing an
anchor — this nucleus
included the larger software
concerns, independent dis-
tributors and a couple of
retall chains.

The next stage of a star's
life is the Red Giant phase,
when the matter surrounding
the nucleus begins to run
out. About a year ago, the
innovative qualities of games
for the Spectrum began to
dwindle, and apart from a few
bursts of imaginative design,
the glow of exciting new
games subsided as licence
deais took over. Games
designers and programmers
started working to a formula,
producing clone upon clone.
Many of the small companies
disappeared, and the nuc-
leus grew more solid.

Then comes the Supermava
stage, when most of the mat-
ter that surrounds the nuc-
leus of a star is ejected (spot
the bankruptcies). After the
Supernova comes the White
Dwarf, when the matter mak-
ing up the star coflapses in
onto the nucleus — which in
turn becomes more more
dense as it absorbs material
and condenses.

This is the stage the British
games industry has now
reached — a handful of large
concerns have all but
absorbed the smailler com-
panies. The latest news sees
MasTERTROMIC absorb MEL-
BOURNE HOUSE and MIRRORASOFT
take pss into the corporate
fold. And of course MIKRO-GEN
took cover in the CSD group
some months ago.

How many Iindependent
companies remain active in
the market now that the
major concerns are acting
like Black Holes, attracting
talent and the competition
into their depths? They can
be counted on the fingers of
one hand — ignore the thumb.
Only a couple of companies
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ﬁremain truly independent,

sourcing and publishing
their own products.

The only hope for original-
ity and innovation lies in the
emergence of a system that
paraliels the book publishing
industry, where authors tout
their wares around the large
publishers. Some com-

panies, like CANVAS, DENTON )

DESIGNS, BINARY DESIGN and
DESIGM DESiGN are already
‘packaging' products for the
larger concerns, and a thriv-
ing market for freelance
programmers exists.
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The only drawback
the Iat_’ge markeﬂng-ur:::rs:
combines can exert an undue
rqﬂuence an the market -
given their powerful relation-
ship with the distributors and
reta'il chains. With less
choice available, the cus-
tomer may have to put up
with the games that market-
ing people decide will sall
The recant spate of licensed
games and tie-ins, nearfy all
of then:: mediocre, could he
an indication of thingas to
come, fs Innovation
equashed out of the equation
m;lhen Corporations control
the home computer software
industry? Let's hope that
imagination lsn’t sucked into
the resulting Black Hole.
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No 36: Xmas 1986/1987 looks back over 1986 giving a
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Reviewers' Cha Following on from the ratings | should be - the outcome of
Maps includsd nfiltrator, Level changes announced fast month, | rejuvenating our percentage pol-
One of Scooby Doo, all of Heart- we've decided to complete the | icy, and fewer games should be
fand, The Great Escape, and Drutd. task ofrevamping the way inwhich | bunched together at either end of
Mo 37: February 1987 our (named) reviewers evaluate | the scale.
The man bel'H;’JET!MN is inter- games. One final upgrade is planned —
viewed and reveals a few of his dark The gensral reaction to the | and with luck we should have
secrats, andwe reveal the dark sec- changes we've already made is | implemented it in time for next
rets of thi trio of reviewsrs chained favourable — quite a few people | month. While some software
up in the CRASH Durgeon. TAM- have written to Llayd telling him | houses make it clear that an
mﬂ%’;&cﬁ:ﬁﬁr;ﬂ;?' that it was the Right Thing To Do. | enhanced version of a game is
World of Video Dighisers full Over the past year or so, the gen- | included on the cassette for the
rnatoh raport on t & Match Day eral standard of games has | benefitof 128K and Plus 2 owners,
Challenge i .sgmn, in which: we tell improved steadily which has fed to | quite a few games offer additional
hownneoi Programmers a degree of polarisation in the per- | facilities, or “work' better on the
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gﬁ?"ﬁd"r‘jfﬁga '”"'”“f:'j Lo month, we 've reappraised the way | Trowic's 180 for instance.
mdeandylg.' AWEngS B in which percentages are S0 as of next month, Ben Stone

awarded, and taken the opportu- | will be providing a small panel to
nity to remind ourselves that an | go with every mainstream game
average %ame should score | review, pointing out any additional
around 50 features that 128K and Plus 2 own-

Games can only really bejudged | ersare likely to find when they load
in the light of the current standard. | up.
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Every year, buyers for the major
stores and local toyshops in the
South of England get together at
the Earl's Court Toy Fair and
decide what to order for the 1987
Christmas market. This year it was
overrun by Lasers.

There were lasers that fired at
each other, some that fired at
tanks, others that fired at targets
and those that fired at television
screens. What's more — there
wasn't a single laser in the entire
exhibition!

Confused? well so was I! The
story goes along these lines: this
year the toy industry has decided
that you and | are all going to buy
‘laser’ guns for Christmas. But
none of these ‘laser’ toys feature
real lasers — instead they use a
system like the one used in a tele-
vision remaote control.

LASERS LASERS
EVERYWHERE!

Court Toy Fair

be available later this year, includ-
ing Laser Gun from san pal, Zillior
from matcheox, and Laser Com-
bat from acTion aT. With this type
of gun you need two players for
maximum fun. The one with the
gun goes seeking after the target
wearer, and fires at him whenever
the target is in view.

The final variation on the theme
was the Laser Challenge, which is
the nearest that the toy companies
have yet come to making an
arcade game, This package con-
tains a gun and a video tape. This
tape depicts a number of moving
characters which you attempt to
shoot. Scoring is registered on the
gun itself, with different colours
indicating differing values.

There were other new games on
show besides the lasers. There
were dolls by the million, including

that talk in time to the words enthe
cassette. As you'd expect there
were cuddly bears by the hundred
— but what | didn’t expect was a

cuddly computer screen. Ma
aames were showing Animator; an
LCD screen which allows you to
draw and animate pretty pictures.
| suppose that it's a cross between
The Art Studio and an Etch-a-
Sketch—butnot half as much fun!

There were a couple of comput-
ers at the show. The first was the
NINTENDO Games Console on the
MATTEL stand, and the other was
on the stand of the only
mainstream computer manufac-
turer at the show — ATARI.

The wnTENDO made a huge
impact in Japan last year, and a
few software houses are already
planning to support this machine
when it starts tosell in Europe. This
console has special cartrid
that use a robot assistant (R.0.B.
— your Robotic Operating Buddy!)
to help you play the game.

| asked for a demonstration of
this systern using the robot assis-
tant, and have never seenanything

my life. The product manager
assigned to do the demo was in
real trouble — he had to keep talk-
ing at the same time as changing
screens, moving the robot up and
down, spinning the gyroscopes
and moving the little man on the
screen. Sounds like just the sort of
game we could use for a
raviewer's challenge . . .

atam were proudly displaying
their 2600 games console—yasit's
that machine again, the original
atari. They also had the 130XE
computer, newly described as a
Games Computer and the brand
new B5XE Garies Computer.

What is particularly interesting
about this machine is that it is
basically an aTari computer with a
cartridge socket and no keyboard,
but it can be built upinto a full com-
puter system with a range of add-
ons available.

In all there was plenty to see at
this year's fair, and plenty that you
will be seeing on Television later in
the year.

Budget masters MASTERTRONIC are
entering the ‘full-price’ market
with a bang — they've just bought
MELBOURNE HOUSE.

The details are secret, but MEL-
BOURNE HOUSE claim they were
paid a seven-figure sum — making
this one of the biggest takeover
deals in the history of the industry
(in financial terms, at least).

Both houses plan to publish
software under their own names;
and BEAM SOFTWARE, & arate
company owned by the founders
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of MELEOURNE HOUSE and responsi-
ble for many of MELBOURNE'S prod-
ucts, will carry on developing pro-
grams for the label.

masTERTRONIC has been looking
to acquire a ‘full-price’ software
house for some time, a company
spokesman said, and they were
impressed by MELBOURNE
HOUSE's product plans.

But thiz doesn’t mean MASTER-
Tronic will change their own policy
on budget games.

MasTERTROMIC are setting up a

centrate on making coin-op video
- but AmrcADia's arcade

games could find their way into

MASTERTRONIC'S product range.

MIRRORSOFT are empire-build-
ing, too. Their parent company,
PERGAMON PRESS has acquired two
US software houses, SPECTRUM
HOLOBYTE INC and MEXA CORPORA-
TioN. And, closer to home, the
group has conquered wargames
specialists pss.

Gary Mays, joint managing
director of pes, is happy about the
maove — it'll give his company
guaranteed distribution and finan-
cial security for new projects, he

Several games of this type will | cassette-based madels with lips | so complicated and difficult in all Mark Seeley
-

new arcade-games  division, | says.
M ERGER MAN IA ARCADIA SYSTEMS INC. This will con- pss plans include Battefield

Germany, a wargame set at the
beginning of World War Il in
Europe, and Bismark, a simulation
of the famous World War |l naval
action.

They're also planning a Spec-
trum version of Tobruk that will be
playable by two people, each sit-
ting at their own machine net-
worked through the joystick port.
The Spectrum version should fea-
ture an arcade seguence, and is
intended to appeal to a much
wider market than the wargamers
who have traditionally been the
main supporters of Pss games.




OUT AND
DOWN!

Two games until now only availa-
ble at full price have been rere-
leased on budget labels. Vircin's
Falcon Pafrol Il has resurfaced on
the £1.99 sus Byte label and
Willow Pattern has gone from
SUPER SILVER 10 SILVER — getting a
pound cheaper in the process.

Mark Smith, winner of the Hewson
City Slickercompetition sits at the
feet of his hero, Daley Thompson—
wall actually a waxwark of the
world-champion breaking
decathiete at Madame Tussaud's.
Mark was treated to a whirlwind
tour of London, escorted by our
very own Girlie Tipster Hannah
Smith and the wonderful Julia
Coombs from HEWSON.

LATE ARRIVAL

11 o (G I e, S

Arkanioid from ocean arrived just
teo late for review, It's.a micro ver-
sion of the arcade hit and marks
the return to popularity for Break-
oul-type games.

Breakout originally appéared in
the dim and distant past at the
dawn of the arcade industry.
Arkanoid adds lots of exira fea-

turas, including aliens, indastructi-
ble bricks, bricks that only disap-
pear after three hits, and bricks
that release bonus peds. Hitting a
bonus pod causes
changes .. .the bat may grow
larger, turn into a laser or become
sticky, and sometimes you can
choose to go on to the next level.

LOADING ERRORS

The end of tape azimuth problems
i8 in sight according 1o LOADAIT.

If you send them your cassette
deck together with £9.95 they'li fit
a little azimuth-tweaking knob
before sending it back. Then,
when a tape faﬁs to load, you can
twiddie the azimuth knob until you
get the clearest tone from the
loudspeaker. A scale around the
knob can be used to read off the

A WH Smiths Data Recorder
with the LOAD IT azimuth adjuster

optimum setting for that game —
make a note of the number on the
inlay card, and the azimuth knob
can be set to the best position
whenaver that game is loaded
again.

Loap it are at 35 Stretton Road,
Shirley, Solihull, West Midlands.
To find if your make of tape rec-
order can take the Loap IT treat-
ment, phone 021-745-4570.

GOING SWIMMINGLY

After a short lull in their packed
schedule of releases, PIRANHA are
getting ready to launch another
batch of games into the Spectrum
universe.

Don Priestley, creator of
Popeye and Trapdoor, is develop-
ing another game in which Berk
has to get to work — Trapdoor il

A game based on the Royal

Family is on the drawing board,
too, as well as the official Yogi
Bearlicensed game, scheduled for
summer release. The top talents of
DELTA 4 are going to work on a
spoof adventure, The Great Amer-
ican Detective, and Piranha have
acquired two more licences —
Judge Death and Roy of the Rov-
ers;

GENESIS Il

If something's worth doing well,
it's worth doing again!

That could be the motto of the
GENESIS design-a-game contest
we ran together with pomask last
year. And now, fellowing the
Christmas success of the first
GENESIS game (Kat Trap), comes
another winner — The Sewer, from
16 year-old Martin Lee of Exeter.

Martin visited pomark's South
London HQ to discuss his plan
with Graham Stafford of pesian
pesiGN, who'll be responsible for
the programming.

The game's a blend of subterra-
nean strategy and arcade action —
you race against time to rescue
workmen trapped by rising water,
acid and the unfriendly rats and
leechdes of the underworld.

Graham Stafford will be coding
on the Amstrad — he reckons it
makes conversions easier — but
don't worry. The Sewer will be
rleased for the Spectrum too.

Read all about it in AMTIX!
magazine, which borrowed our
man Minson to sit in on that first
brainstorming session. He came
away burbling something about &
classic in the making . . .
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January means out with the old
and in with the new. Out with the
Christmas parties and in with the
New Year orgies. Except for those
weird people at HEWSON!

Remember how they n
celebrating Christmas at the PCW
show in geﬁtember? Well, they
realised the srror.of their ways and
held another Christmas party, this
fime in early January. Now they
could be Ukranians, who celebrate
the festive season about two
weeks later than everyone else. Or
maybe it's just a ploy to confuse
poer, befuddled hacks like me.

Anyway, | didn't make it, I'm
afraid. Anyone who read about my
leaky roof last time won't want
further grisly details of the struc-
tural horrors that kept me away
from the launch of impossabalf,
Andrew's spesch and the truly
wonderful Julia Coombes!
Apologies all round.

Luckily | escaped the Curse of
the Flat of Usher in time for Arcus
SOFTWARE'S launch of G Hilf -
the Game. Rolling up to their offi-
ces | 'was greeted by Carlos in
headmaster's gear. " You're late",
he bellowed. *'See me after
class"”. It only took a moment to
remember that he'd once been a
school teacher. Any ex-pupils out
there, do write in and tell us his
nickname, won't you!

On the subject of nicknames, I'd
hardly had time to pick up my
school badge — Vice Captain (it
seemed most fitting!) — when
somebody grabbed my sleeve.
“Behind the bike sheds', she
whispered into my armpit, being
rather too short to reach my ear,
“Five minutes"'.

Having stopped only to grab a
can of beer, | headed for the
rendezvous. There the mystery
woman removed her gymslip dis-
guise and revealed all. “It's GCar-
los”, she told me. "' You must stop
calling him Cuddly. He likes it".
She then suggested an alternative,
but really, | refuse to brand him
Kinky Carlos until | have facts, and/
or photos to prove it!

Back to the throng and | man-
aged to take a look at the game
itself. It's based on one of the
Grange Hill books and you take the
role of Gonch inanafter hours hunt
for your confiscated Walkman. it's
neatly animated but | wasn't able
to study it in any depth, because
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MINSON AND THE

FREUDIAN GYMSLIP

Does Christmas never end? HEWSON obviously think not ~so |
boycotted their January bash in protest. But that still left me time
to be caned by Dave Carlos, AND get slightly the better for drink
with the delightful Amanda Barry.

anything to do with schools brings
me out in an anxiety rash.

Luckily this allergy doesn't run
as far as Fleur Taylor, who plays
Imelda, and is, I'm happy to report,
nothing like her on-screen charac-
ter. Infact, she confided to me that
she’'s even a Spectrum games-
player. Her faves are adventures,
Atle Atac and that ancient offering,
Valhalla. She's obviously too busy
acting to keep up with the state of
the art!

| was about to discuss this
further when the cane of Carlos
descended and | was whipped off
to the detention room. By the time
I'd written out, ‘1 must not be late
for Carlos's Press Conferences’, a
hundred times — and he wouldn’t
even let me use my word proces-
sor — it was time for a lunch
appointment with the ever lovely
Amanda Barry from ARIOLASOFT,

This was meanttobe a ral
chat about the industry, but as
thera have been several dramatic
developments at the company in
the past few days, it seemed natu-
ral to focus on these as we
munched a Mexican meal at
Covent Garden's chic Cafe
Pacifico.

The first topic was the new label,
STARLIGHT, which is run by Francis
Les, one of the guys who made
BEYOND a force be reckoned
with. We discussed it as we tried
to work out how to pronounce the

names on the menu, and started
on the first of an endless round of
Margarita's, which helped our
Spanish no end . . . but screwed
up our English.

STARLIGHT is starting in express
fashion with Deathscape, a furious
shoot up which will be arriving on
the Spectrum some. time in the
next few months. And following it
is Dagfight, a one or two player
head-to-head aerial combat game
with split screen views and vector
graphics, From the early screen
shots | saw, it looks stuft.

The label ties in with the new
moves at ARIOLASOFT. com-
pany has decided to pull cut of dis-
tribution and concentrate on pub-
lishing. Now that may not seem
particularly relevant to you, but it
should be. I've discussed the
nature of the software industry
before, and this sort of change
could indicate what's happening
in the business as a whole.

On the surface, nothing obvious
will alter, except that aRIOLASOFT
tittes may be a little easier to
obtain. That’s because the com-
pany will be concentrating on what
it does best, which is not simply
creating games, but helping
others to create them. So sTAR-
LIGHT, my old friends at naress and
the rest will have the creative free-
dom to develop original concepts,
in the knowledge that ARiOLASOFT
will get them onto the streats.

This seems like a generally good
thing to me. When a company
spreads itself too wide, becomes
too big, it can lose touch with its
programimers. only thing
that'simportant to itis grinding out
product, ARIOLASOFT 's move could
lead to more well-thought out
games.

Amanda was positive too about
the position of the Spectrum in the
coming year too, even though the
company will be releasing one of
the best of the games consoles,
the seaa. She thinks that this will
go to a whole new market of pure
gamers, while the enthusiasts will
stick with the machine we all love.

Just how much we love it was
demonstrated by the late January
Microfair. It colncided with the last
day of Harrods sale, which usuall
resembles an American Football
scrimmage, only less polite. But
this time the Knightsbridge store
was near empty. Surely all the

Sloanes and Arabs weren't at the
Horticultural Halls?

Okay, sa | e ate, but
there's still a lot of enthusiasm at
these gatherings. It's interesting to
see how the QL keeps "em roiling
in, too, Sir Clive's most ambitious
micro may have been a financial

flop, but it still has a strong follow-

ing. There were plenty of bargains
at the fair too, including some very
recent tapes for a few quid. Could
it be that not all manufacturers had
such a buoyant Christmas?

There was no CRASH stand this
time mough. | was forced to hang
around Sinclair User;lsh Hﬂt:be.
swopping insults w i
dalighﬂ'l.lil ad manager. A
thing | did, because it was then
that | caught Paul Popting, a
CRASH competition winner, actu-
ally buying a copy of their comic.
Worse, the wretch said
that he'd never read my colummn.

| was just about to rip out his
kidneys when he explained that
he'd been forced to buy the
offending rag by some so-called
friends. Sure .enough, this crowd
of infidels was torturing him as we
spoke. As he promised to tear him-
self away from CRASH's reviews
for some Fear and Loathing, |
stopped foaming at the mouth and
sant him on his way. But be
warned - you're never safe from
the wrath of Newsfield.

Actually, | was hoping fora word
with SU's Commie-dore loving
gossip columnist, Kremlin. Seems

y shouted into his ear
trumpet that I'm getting married,
and he decided to publish the fact.
Well, yes it's true and already
many of the most beautiful women
in the world are weeping, joining
nunneries, etc — but don't send
any flowers yet, because the big
day isn't till the summaer.

Kremlin seems to reckon that
getting hitched will bring an end to
my wild life. Poor old thing!
Perhaps he's drawing on his own
experience. | can promise him that
my fiancee has pledged to keep
me in the weirdness to which
gu'va all become accustomed!

Kremlin old buddy, if | do get
any carpet slippers as a wedding
pregent | promise to donate them
to to-you. I'm too busy searching
out the Fear, Loathing and Free
Lunches!

Olé—aswe say down Mexico way.




“Itis a strange craft that
Icontrol. The task before
me is colossal, the
dangersimmense.
Theloch awaits...”

OUT IN MARCH ON

SPECTRUM
£795




ANOTHER 5].2 ALL NEW!
ALL ACT ION! 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.

Reguires original Gauntlet to riun this version.

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARF
£4.99 cassette
CBM#64/128, AMSTRAD, ATARI, £6.99 disk
ATARI ST £12.99 disk

LS GOLD LD, UNITS 23 HOLFORD WAY, HOLFORD, BIRMINGHAM Bs "AX. TEL; 021 356 3388




Producer: Advance
Retail Price: £7.95
Author: Future Concepts

latform games have been
around ever since Manic
Minerstormed the software
charts four years ago. Since then
) o, 've had a patchy
time of it. But Cobra showed thata
good platform gamne can still chart,
and ADVANGE have leapt in with this
similar {though more light-hearted)
offering.

Butch Hard Guy is just unbeliev-
ably butch, o macho that in com-
parison John Rambo and Zombie-
Squad Cobra look like Demp:
and Makepsace. His mission
Rescue a few forgotten army war
veterans who are held captive by
the notorious villain Dr Tie Fu (no

tea jokes, please).

Butch doesn't need namby-
pamby toys like machine %lns,
grenades and rocket-launchers;
and why should he, armed as heis
with lethal fists and feet?

on the 20 screens
of platforms, are located the POW
cages. It's up to Butch and his
deadly arsenal of moves, to find
them, shatter their bars with a swift
kick, and then make for his
helicopter with the War Vets in

But there's a small problem — of
Course. I?jr Tie Fu has a platoon of
combat droids out protecting his
interests. These can be stunned
with a punch, or killed with a care-
fully timed kick, which results in
their recolling backwards and

Level Thres, and Butch still has three captives to rescue

exploding. The flying shrapnel,
however, is dangerous, andsoisa
robot's touch — it loses the Hard
Guy one of his five lives.

art from running left or right,
Butch can kick, punch and per-
form high orlow somersauits. High
somersaults are used to move up
the screen, low ones are useful for
leaping from ledgs to . Mis-
sing a ledge is bad news though,

%

Rescued POWs who get hitby a
combat droid while making for the
exit, go back behind bars...
forcing Butch to free them all over

The last vel makes his way to freedom

ter suited to a ca but
alllndlltlm'tm‘:u. "IH

@ " | iove the way that Butch Hard
Guy ls presented as amickey-take

impiemesnted. | found Butch Hard
Guy to be one of the most addic-
tive and yable games ['ve
played so far this year. It's simple
in structure, but effective. All the

are a bit too detailed in some
places, making them look ltke a
mass of dots moving across the
screen. Overall, Butch Hard Guy is
a great little game. | look forward
to his further adventures — or
maybe a film tie-in. .. "

PALL

® “ The first time | played Buich
Hard Guy, | thought it was going to
twm out a generally re ]
game, but it didn't take much to
discover that it isn't all apvance
have cracked it up to be. The
rescuing business is all very well
for-a short while, but after a lot of
playing, it starts to get tedious. The
graphics are fairly average, cer-
tainly nothing special, and the
whole game, while initially play-
able, becomes boring. Not one I'd
recommend. "

FRIE

Control keys: definable, left, right,
up, punch
Joystick: Kempston, Cursor

Use of colour: Eoor
Graphics: small and badly
led

detai

Sound: nice drum solo which puts
the rest to shame

Skill levels: one

Screens: 20

General rating: Despite mixed
feelings about addictiveness, an
above average and playable plat-
former.
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Retail Price: £8.95

dier alive —which iswhy he's

beenaskedtorescueGeneral
MacArthur from the rebel forces,
The exact position of MacArthur's
prison is unknown, although inside
intelligence reports have hinted at
a group of islands in the South
Pacific. Consequently, it is in the
sub-tropical paradise of Atoll
Archipelago that your mission

ins

BazookaBiH is the hardest sol-

& three islands that make up
the rebel stronghold are crawling
with revolutionary troops armed
with an impressive array of sophis-
ticated weaponry. An individualist,
Bazocka Bill starts his mission
with no weapons at all except his
fists and feet — his commanders
expect him to make use of the
resources he finds on the way. Bill
can coliect equipment, by walking
owver useful items as they are drop-
ped by his fleeing victims.
Weapaonis appear at the top of the
screen as they are added to Bill's
armoury, they can then be
selectad béusingacursor. Knivas,
Machine Guns, Flame Throwers
and Bazookas become available,
but each weapon has a limited
useful life. Some weapons are only
effective on specific targets — after
all, it's no use trying to take out a
tank with a Bowie Knife.

Thescreenis divided up intotwo
levels connected by ladders,
which either take Bill to another
platform or onto a different screen
altogether. The flip-screen format

Producer: Melbourne House

Authors: Arcade Machine Ltd

is used, and the ladders play an
important part—it's possibletorun
around a building by flipping from
screen to screen, but a ladder has
to be used to progress into the
game.

The revolutionary troops and
their tanks, trucks, helicopters and
jets enter play from both sides of
the screen - in order to stay alive
Bill has to deal death on a lar
scale. An extra life is awarded g:
every 100 revolutionaries killed,
although Bill can't have more than
five lives in reserve at any one time.
As the rebels: inflict damage on
BB's body, markers in the status
area disappear — when the energy
read-out dwindles, a new life is
taken from the quartermaster's
stores. When Bill's five lives have
been used up, a fimer counts
down from ten — pressing the C
key before this timer reaches zero
allows play to continue from the
point reached, with a set of five
new lives and the score setfo zero.

xgnca an 1'5E?‘nd has
explored and all the weapons and
food collected, Bill can proceed to
the next location by stealing an
enamy jet from the airport, and he
has to engage in aerial dogfights
on the way to his destination.

Ara you soldier enough to keep
up Bill's reputation?

With a knife selected from the weapon mendy, the ultimate
tough guy takes on masked rebels by and oil dump

Exploring a building, with only his fists to protect him, Bill

soldiers on

@ " I'm sorry, but | really don't
rate this new game from wmeL.
BOURNE HOUSE - t doesn't
impress me in any way. it ieft me
feeling that the programmers
didn't care about what the end
product eventually came out
like. The gameplay is slow and
becomes extremely tedious
am;h only a short ﬁw. The
graphics were designed on a
sub-standard utility and are
therefore pretty bad -~ the
characters are messy and the
nds are dull. The
sound is also well below aver-
: there are no tunes and the
:E:cto are drab. | couldn’t rec-
ommend this — it isn"t worth the
asking price, "
BEN

POTIOD

el e
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@ * MELBOURNEHOUSE are a bit late
with this one — ocEAN and IMAGINE
have already released better
games, in the same vein as this,
months ago! Thers is nothing orig-
inal or addictive in the game. The
sound is very weak, and not a tune
;?D be Mﬁd];hng chakmcrer is very
w responding to key presses,
which makes quick fire action
impossible. Some of the later
islands contain  some good
wedpons and wvehicles - but
nothing to keep a player enthrallad
for too long. Bazocka Bill seems

ffke too little too late.
PAUL

@ "' There is very little outstanding
about Bazooka Bill: the graphics
are colourful (although the charac-
ters aren't particularly well ani-
mated), and the game is nothing
more than an average beat 'em up.
The way in which theladders move
you about in different ways isn't
very well portrayed in the two
dimensional graphics. | don't
reckon that anyone would play this
for very long; as the gameplay
invalved is very simple, and so
addictivity suffers. Not overly play-
able, and with a price tag that's far
to high — Bazooka Billisn't a game
I'd recommend. "

MEKE

Control keys: Qup, Z down, [left,

P right, SPACE selects weapons,

H pause, C continue game, F abort

Joystick: Kempston, Interiace 2

Use of colour: simple yet effective

G’“ﬂ"'i"’" colourful, by not very
a

speci
Sound: the odd spot effect

Skill levels: one

Screens: threeflip-screenislands
to explore

General rating: A poor develop-
ment on a well-wom theme

—— = Sl



Producer: US Gold
Retail Price: £8.95
Author: Adventure Soft

irst they went from TV stars

to plastic toys, and now —

predictably perhaps, they're
a computer game. Masters Of The
Universe has gone from strength
o strength since arriving in this
country from the States. us goLp
has licensed the idea from MATTEL
and converted the hunky cartoon
characters for the pixellated small
scraen.

All the favourites from the series
are here, including the evil
Skeletor, Sorcereas, He-Man and
of course Castle Grayskull. You,
hunk that you are, play He-Man as
he punches, slashes and kicks his
way throughget another attempt
10 overthrow Skeletor.

Way beneath Snake Mountain
the evil Skeletor has discovered
the arcane llearth stone, and by
using its supreme powers he has
managed to take over Castle
Grayskull, He-Man has vowed to
destroy the llearth stone and put a
stop to Skeletor's dastardly plans
for domination. Unfortunately,
Orko, trying to help out, cast an
imprison Spell at Skeletor, but
because he was heavily protected
by the llearth stone, the spell
rebounded and now Orko is him-
self imprisonad inside Castle
Grayskull, Now read on . . .

The task is to break into the cas-
tie, release Orko, destroy the
liearth stone and reinstate the Sor-

SWORD

SKULLS CRACKED
MDDNE TIL DOOM

ceress back where she belongs
inside Grayskull. There's a draw-
back. Skeletor has created an
army of clones within the castle,
who have been programmed to
attack infruders, sapping their
energy, and they must be
destroyed or avoided.

Luckily, hunky He-Man, armed
with his trusty Sword of Power,
can despatch most of the clones
with a quick poke at their nether
regions. He's also a very agile fel-
low, able to run and leap over obs-
tacles if necassary.

Apart from slaying as many
clones as possible, the idea is to
collect objects on the way, which
might be useful during themission.
They also provide Orko with the
right spell to release himself from
the castle and to conjure the spell
that you require: a spell to turn the
sword into an Atom Crusher.

How much power remains in
He-Man’s sword, how many skulis
he's cracked, and how much Body
Shield he has left, are all shawn in
a status panel. Body Shield pro-
tects He-Man from most of the
blows inflicted on his muscular
body, and appears as a block
around the on-scréen character. It
wears out though, and leaves him
vulnerable to sudden death.

Thera's a time limit too, rep-
resented by moons. At the start
He-Man has only three moons 1o
finish off Skeletor. Will he manage
everything in time?

@ “ The gameplay is non-exis-
tent, the graphics are bad,
there’s no sound and it's badiy
programmed. In fact the only
thing that Masters of the Universe
has going for it is its name. The
oﬁnh‘ols are badly lsid out, and
there are two ju keys - one
for each diracginr:'l? Nice,
backgrounds and lots of colour,
but when you mowe around
things start to get sick (aithough
there's no colour clash - the
programmers have got round
this by putting He-Man in a box,
s0 whenever he goes near a
landscape feature it gets rubbed
out. Keep away, this is com-
plataly horrid. ™

He-Man finds a key and an energy restoring twi
only got two and a half moons left to compiete

STATUS

@ " What has us Gowp done this
time? This must be one of the
worst games to come out of their
stable for ages —and it's oneof the
worst looking games around.
There may be a fot of colour on
screen, but it's badly constructed
and too liberal — and why the hell
they've got a big black ‘halo’
around the main character is
beyond me. | found it unpiayabie,
with the collision detection par-
ticularly apalling. | found it no fun
to play, and there's nothing even
slightly addictive to hang on to. |
hate to say it, but even the TV
series is better than this. "

@ "' What a pile of rubbish! The 'fil-
mation' buisness is confusing, as
filmation in computer terminology
means something quite different
to the definition used by the film
production company who make
Masters ofthe Universe on TV. The
graphics aren’t very good, and He-
Man himself doesn't look particu-
larly realistic. It's very boring to
play, and not much goad 1o ook
at. | wouldn't recommend it. m

Control keys: B run left, 8 run
right, O jump right, 2 up, W down,
1 jump left, SPACE fire, R restart
Joystick: Kempston, Interface 2
Use of colour: colourful, but lots
of clashes

Graphics: good when static, but
mo\n'r;g spoils the effect . . .
Sound: none

Skill levais: one

Screens: scrolling play area
General rating: Poor program-

ming skills, and non-existent
gameplay makes for a missed
opportunity.

68%
41%
27%
1%%
%y
28%

CRASH March 1987 17




-
e

Producer: Alligata
Retail Price: £2.99
Author: R Steveson and
N Speight

steam-trainjourneyisrudely

interrupted by the outbreak

of war,and the locomotiveis
in deadly danger. Taking the con-
trols, it's up to you to %und_e the
engine along a five-track railway,
avoiding hazards and trying to
hang on to your three lives for as
Ich%as possible. ; .

e main screen gives a side
view of the train as it progresses,
with the background scrolling
from right to left at a constant rate.
Enemy zoom in for
a low-level pass, emptying their
payload of bombs in your direc-
tion. Runaway carts rumble down
the track towards the loco and
explode on contact, while airships
hover in the sky attempting to drop
bombs onto the roof of the engine.
Evasive action is out of the ques-
tion — the screen scroll forces the

e

Trouble wa.sﬂnbviously antici-
pated by the railway company, &s
the locomotive is not dafano:?ess
Puffs of smoke can be released
from the smoke stack to destroy
falling bombs or blind enemy
pilots, while the explosive trucks
can be destroyed by firing blasts
of steam from the front of the
engine, Points are awarded for
dealing death to the enemy and for
blowing up trucks. A long-range
radar display occupies the bottom
of the screen, and warmns of dan-
gers lurking further along the track.
The fuel available is monitared

18 CRASH March 1987

on a bar to the right of the screen:
the engine loses steam and grinds
to a halt when the coal runs out,
becoming a defenceless target.
Coal dumps are scattered around
the network of sidings, and it's
possible to change the points and
move onto a branch line to pick up
3uppliaa when you come to a junc-
Q.

@ * A mindless shoot 'em up no
less - goody! Loco is the sort of
game that will get loaded up,
played for hours, and then never
played again. The gameplay is

Wheeee! A chunky bomb falls from the
plane. Get ready with that smokestack

and the use of colour is dubious.
The sound is also on the minimal
side: the odd effect is all that is
on offer. For the price, you could
do a lot worse than buy th!a!."u

@ " This game /s so0 playable, |
can't believe it! Okay, so the game
is a bit dated amongst the Top

elly of an enemy

Guns and Gauntlets of today — but
there’s no denying the fact that

Loco s t fun to play . .. fora
while. backgrounds are well
drawn, but they don’t change
much and lack colour. The map at
the bottom of the screen is a good
idaa, but can get out of synchrani-
zation with what is really -
ing above it. | would say that
is a brilllant game for the age range
of 8-13, but anybody older than
ma:;m wouwld get bored fairly
guickly. "

" PAUL

@ Loco is boring. The graphics
are average, and the whole thing
isn't much fun at all. The price,
although only a few quid, is too
mugch. Locodoasn't look like much
or play like much. The title screen
picture is neat, but then again, that
hardly makes up for the fact that
the game isn't very good. A very
simple idea, but one that's far too
simple to make an interesting
game. Not recommended "

Control keys: Q upand A down at
points; P release steam, SPACE
release smoke

Joystick: Kempston, Cursor,
Interface 2

Use of colour: basic, with some

clash

Graphics: fair detail, but simplistic
Sound: the occasional spot effect
Skill levels: one

Screens: five scrolling levels
General rating: A simplistic game
that would have long-term

appeal to the younger player.
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Producer: A'n'F
Retail Price: £8.95
Author: lcon Designs

he single greatest drawback

of space travel is its cost.

But the costs are worth it of
the profit is reliable, and space
farming certainly meets that
requirement.
You would like to try your hand at
the new game of seading uninha-
bited planets and harvesting the
resulting crops. Trouble is, that an
alien species have just had the
same ides, and their plants
(‘weeds' to you) seem to do so
much better. The only real ray of
hope is Agent Orange - a potent
weedkiller that reaches alien
weeds the way ordinary dometic
killers can't. t's out there iP thle
wide gal — somewhere, if only
yau oouiﬁnd ' g

Still, before that, there's farming
work 1o be done. You are faced
with battling across eight planets
full of rival alien planters. Starting
from home, a mothership heads
for the first world, carrying seed-
crc; and all-purpose crop-plan-
ter/fighters {or daughterships). On
arrival in orbit, an information
screen shows the number of
enemy craft on the planet, and
their shield strengths, When the
daughtership is launched, the
screen displays the immobile
mother ship and the virgin sail
below. The view is from overhead
with a left/right flip scralling screen
— the fighter moves in eight direc-
tions
Further read-outs indicate the

fighter's shield strength, enemy
shield strength, score, money and
number of seeds and harvested
crops in the fighter's hold.

Crops are planted by holdin
down FIRE and moving the cral
over the planet's surface. Once
sown, they multiply fruitfully, going
through three stages of growth;
rad, bius and green. When green,
they're ready for harvesting, a sim-
ple matter of moving the fighter
back over them. Leaving the crops
unharvested causes them 1o
wither and die.

This scene of peaceful cultiva-
tion hides a violent fight for the
right to plant. Alien fighter/harves-
ters are there too, and are deter-
minad to stake their claim. On the
early levels of the game, just one
shot disposes of them; but later,
with bigger shields, they're far
more aggressive. These ships can
also plant crops, which you cannot
harvest — but you can burn them
off. If the joystick is released and
the fire bution is held down, the
ship starts to fire rapid, short range
shots, clearing alien weed to give
your craps more room to breed.

Strateqy plays a par. The
fighter’s hold carries only 600 har-
vested units, and when it's full, the
fighter retums to the Mothership.
Fighter shields are replenished at
this stage. The Mothership can
anly carry 2000 units, so after three
harvesting trips, the Mothership
must return home to cash in the

s. But it can only leave the
planet if all alien ships have been
destroyed.

Back home you can trade ships.
The cument stock of ships and
seeds is cashed in, and the sum
added to money received for
crops farmed. More expensive
models with better shielding can
be purchased with the profits,

Maanwhila, back at the space
ranch, more aliens have taken up
residence. You can return and

Between planting jobs, your fighter passes an abandoned

start over, or try for another planet
— who knows, you might discover
that elusive Agent Orange.

@ “ | really don’t know what to
make of this —it"s a sort of dodgy
shoot "am up with a few frills and
virtually no lasting appeal. The
gameplay is much too difficult
to get into and the instructions
don’t help that much — nice
scenario though. The graphics
are generally poor, the screen
flicks abysmally and the charac-
ters, whilst being well detailed,
flicker and j around the
screen. The sound is also
nothing to write home about.
There are a few measly effects
but no in-game tunes. There are
some shoot ’em ups
around—misim'tomofmeml:i‘l"l

@ " | think it's a pretty sick joke to
bring up Agent Orange as a sub-

Threatened by the approaching enemy, your craft emerges
from the mothership

ject for a game, but that's beside
the point | suppose. You don't
need to be put off by the name of
the game, playing it will make you
think seriously about it. Agent
Orange is described as a combi-
nation of shoot 'em up and strat-
egy. The arcade bit is certainly
there, but the game contains littie
else. The idea of planting crops
and harvesting them s quite neat
but the thought hasn't been
developed enough. | didn’t really
enjoy Agent Orange as it seemed
very hollow in content. *'

PAUL

® ' Agent Orange lsn't all that
much of a game. It's not flawed;
the way in which it was put
together seems to have done it
justice, but the way in which the
game itself actually works is fairly
mindless. The business of fiddling
about with crops is alright for the
first few bouts, but after a while, it
gets tedious. The graphics aren't
stunning, and though Agent
Orange isn't a bad game, |
wouldn't recommend it. ’

MIXE

ELDR I DEBUS

.

CLPODOOROD
4 g v i

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour:

Graphics: detailed bas-relief, but

jarky

Eounﬂ:ﬂt!etune. average spot FX
Skill levels: one

Screens: eight scrolling land-

scapes

General rating: An original and
intriguing idea, but lacking in the
finer elements of gameplay.
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Producer: Melbourne House

Retail Price: £8.95
Author: Beam Software

redd has been a long time

coming, unusual in one of

such tempestuous cer-
titude. it must be over two years
ago that GAMES WORKSHOP con-
fided they were developing a com-
puter game based on the cult 2000
AD comic-strip hero - but the
Workshop stopped producing
software. Dredd then moved sur-
reptitiously over t0 MELBOURNE
HOusE some months later, and
their game has been many moons
in the making.

The time is the future; a post-
punk, post-industrial world, where
the minority managers tun auto-
mated factories and write the laws,
while the teeming masses celebr-
ate their terminal boredom in

crimes ranging from petty to meg-
lomaniac. law s unforgiving -
in Mega-City 1 the equlvalant of

being hung tor stealing a loaf is to
be shot for jay-walking, presuma-
bly becauss you shouldn't get in
the way of a busy, car-bound man-
ager.

Meanest of all the Judges is
Dredd, a man-myth who wears his
beliefs in a holster.

MELBOURNE HOUSE now offers
you the chance of a few hours
inside  Dredd’'s death-black
armour, astride his Lawmaster
motorcycle, and with his faithful
Lawgivef strapped to your side, in
the eternal hunting down of per-
peatrators (or 'perps’) who threaten
Mega-City 1 with anarchy and
dastruction. Moving through

city streets on foot is considered
an AT risk, so Dredd, following
basic procedures as laid down.in
the Justice Department Regula-
tions, prowls his sector on his

Lawmaster. From this mobile pos-
ition, monitoring crimes as they're
reported on the crime display
screen is simplicity itself. By mov-
ing an icon (representing himseif)
over a reported incident on the dis-
play and pressing fire, Dredd is
whisked to the incident - and dis-
mounts.

The game now switches to a
side-on-view platform game. A
status panel below the playing
area offers three selectable read-
outs. The first shows remaining
levels of stamina and ammunition,
and also states the Judge's
response; three may be selected.
Halt is a shouted warning, Warn
fires a shot across the perp's
bows, while Kill speaks vioclently
for itseif.

Dredd moves from screen to
screen by running along platforms
and jumping up or down. Alterna-
tively, lifts and doorways may be
used to reach the last known pos-
ition of the perp and bring him to
book. In responding to Halt or
Warn, the perp sticks his hands in
the air and ‘comes quietly'. But
should Johnny chance hisarm, it's
out with Lawagiver —and BADAAM!

When the crime is first selected
on the crime display, its ‘normal’
level of threat is set for Dredd, but
some perps are mare desperate
(or foolish) than others and the
Lawaiveris designed accordingly.

The ammo comes in six grades:
Normal, Armour-Piercing, Heat-
Seeking Bullets, Ricochet, Incen-
diary and H»?h Explosive. Armeur—
Piercing Bullets can be fired right
through platforms. Heat-Seeking
Bullets track down the perp.
Ricochet Bullets can be bounced

The soulless Citi-Blocks of Mega-City 1 form a fitting
backdrop for the Crime display screen

IIME FEFDR
TIMES SOURRE LEVEL =@

FMURDER

Even a heavily-armed murder suspect can't escape from the

tong arm of Judge Dredd

off walls and floors, while High
Explosive and Incendiary Bullets
are extremely prejudicial to a
perp’s well-being.

As Dredd deals with one crime,
others are continually being per-
petrated, 50 having dealt success-
fully with one, it's back to the crime
display to check on progress
throughout the sector. Should
there ever be more than eight
crimes, on screen at once, the
Eame is over and the criminals

ava overrun the city.

®  If you are a regular CRASH
reader you may have noticed
that we have a at liking for
2000 AD and its characters. |l am
EXTREMELY DISAPPOINTED
with this awful effort. Judge
Dredd had potential to be one of
the strongest characters ever to
appear in a computer game;
unfortunately the situation here
cramps his style. The game has
been badly planned and abys-
mally programmed, it's hard to

and eventually repellant.
'm afraid that this does no jus-
tice to the original cult cartoon
strip whatsoever — stay well
clear of it.

@ " Judge Dredd seems to be in
the same vein as V, both look
pretty but are boring to play. Some
of the characters are well drawn,
but none are solid enough to
resamble humans. The game has
no music, the sound effects are
variations on simple white
noise, The key-define section is
badly thought out - defining sepa-
rate keys for moving diagonally is
outdated. [ can't see Judge Dredd
appeaiing to 2000 AD readers
because it isn't half as much fun as
the comic strip. **
PAUL

® " Judge Dreddign't all that bad
—though | didn't like it much at first
playing. Later on | started to get
into it, and it bacame more play-
able, Unfortunately, by that time, it
wasn't long before it became bor-
ing. The graphics arent up fo
much, but they serve their pur-
pose. Dealing with the different
crimes in different ways is initially
quite enjoyable, but the game's
staying power is limited. Sorry MeL-
BOURNE HOUSE, but | reckon that |
would find 20 gopies of 2000 AD
much better value for meney.

Control keys: T-P choose bullet
pa; J-L se response leval;
NTER select report; movement

keys definable

Joyaﬁck. Kempston, Cursor,

Interface 2

Use of colour: garish, with attri-

buta problems

Graphics: reasonable backdrops,

but awesome Dredd is reducedto

gﬂl—geﬁned cypher ex
nd: no music, poor spot

Skill levels: one

Screens: over 50

General rating: A valuablelicence

shot to pieces in Mega City 1-an

awful pity.




Producer:Konami
Retail Price: £7.95

Author: Andrew Glaister and S Ruecroft

nere's been a jail break. The

warden is tied to a stake in

hiz own prison yard, and the
inmates have taken over the town
and are holding the citizens hos-
tage. It almost makes you wish
that you'd never jained the police
force. Orders come down from
above — free the warden at any
cost. This gives you carte blanche
to shoot just about everything —
the kind of mission you really

enjoy.

JISP.L prisoners are armed with
guns and are lobbing tear gas gre-
nades at anything official looking—
like yourselt.

Combatting the revoiting pris-
aners isn't going to be easy, allyou
have, is a fast-repeating pistol —
hardly a mateh for the horde of jail
breakers. But releasing hostages
simply done by moving over
them), adds new weapans, aither
a bazooka or a tear gas grenade
launcher. They're shown on
screen and can be swapped over
by pressing SPACE. Additional
weapons are lost each time a hos-
tdgeis accidently shot, soit’s back
to the pistol again.

The screan scrolis from right to
left, the policeman moving and
firing in four directions. Most of the
convicts come from the right hand
side of the screen, although occa-
sionally ane may try and sneak up
from behind.

The hostages are to be found
strolling around town, blissfully
unaware of the mayhem and car-
nage around them. But some sit in
the road or in windows of houses,
pathetically waving their hands,
waiting to be rescued.

Stage one is the town where the
villains are on foot. Stage two
moves to the city park where the
escapees have hijacked trash
vans and are intent on driving the
heroic policeman into the dust.
The final section takes place inthe
prison itself, where the warden
awaits rescue — prisoners are par-
ticutarty thick on the ground here.

The pistol is favourite for dispos-
ing ‘of running convicts, and the
bazooka comes into its own when
clearing obstacles and prisoners
who hide under manhole covers.
Finally the tear gas launcher is
handy for flushing out well dug—=in
convicts.

If additional weapons are lost
through indiscriminate shooting, it
may be necessary to wait for a
hostage to come along for rescue
before continuing the carnage.

@ “ At last, the iong-awaited
first release under KONAMI'S oWN
label has arrived. We eagerly
loaded it up, and then . .. what

a disappointment! Over the last
hour I've squeezed-out every
last ounce of playability that is
to be had from Jail Break. Now
I'd be extremely happy if | never
had to see it again. The game is
fairly well presented, and the
sound is quite bearable (al-
though effects are used mini-
mally). But the game... I'm
sorry Komami but | won't be
awaiting your next release with
quite as much enthusiasm. "BEI

JOb

@ ° Jail Break is an extremely hard
game. It takes quite a while to get
used to the collision system — the
bullets seem to be able to go
through your legs, but if they hit
your hat you've had it. The scrol-
ling is afrocious. The background
moves ferkily and siowly, although
the graphics are nice and detailed.
The characters don't move about
very smoothly and often get lost
behind each other when two
appear at once. Jail Break is quite
good fun to play, and fairly addic-
five. However, it doesn't excel in
any areas, and is not one of the
best games with which to launcha
new label, "

PAUL

@ " Wow, what a totally trashable
box. Wow, what incredibly poor
graphics. Wow, what a generally
rubbish game this is. At least

Kowaml have got the courage to
actually take the blame for it; prob-
ably because no-one else would!
The scenario is hardly original, and
the game itself lacks any amount
of playability, addictivity, and most
of the other things that would usu-
ally convince someone that a
game is worth buying. Boring, not
very playable, and poor value for
money. Konami  have already
started to lose their reputation,

A policeman's lotis nota happy one, but at least the convicts
had the decency to erect a headstone

Save us from the ball and chain . ..

our heroic cop must

dispose of two convicts before rescuing the housewife

i gl
i

Control keys: Qleft, Wright, lup,
J down, O fire, SPACE select
weapons

Joystick: Kempston, Cursor,
Interface 2

Use of colour: minimal
Graphics: dubious sprite collision
and poor scrolling routines spoil
otherwise pleasant gra| hlcs
Sound: sparse spot

Skill levels: one

Screens: scrolling play area
General rating: An alarming dis-
appointment, coming as it

from the arcade masters.

60%
54%
41 ‘5

51%

4T%
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TEMPEST

Producer:Electric Dreams
Retail Price: £7.99

Author: David Pridmore
o, this isn't based on the
famous play by Wil
Shakespeare, but it is just

as frenetic as that drama. For the

sake of a scenario, Hyperspatial

Wireways are a series of wire tubes

spanning the universe which guide

travellers safely to their destina-
tions. A problem has arisen
though, in the form of weird aliens
infesting the Wireways and mak-
ing them unsafe for joumeying.

Down to you Zapper.

Your task is to clear the Wire-
ways as best you can. Each screen
is of a different-shaped wireway.
The zapper you contral is at one
end, and hordes of aliens gradually
make their way up from the other
end towards you. Wireways con-
sist of several lanes across which
the zapper moves blasting away
along them,

The aliens are multifarious. Flip-
pers are lines which flip from lane
to lane as they make their way
slowly up the Wireway. Shoot
when they briefly sa before
fipping a&gain. Flippers can
destroy the zapper if they flipon to
it

Fuseballs are cross-shaped and
stick to one lane. Should they
reach the end of the Wireway, they
block the zapper from moving
across that lane.

Square-shaped tankers slowly
rotate as they make their way up
the lanes. When hit, they either
split into two flippers, or a spiral-
ling fuseball. If the tankers get to
the end of a Wireway, they split as
if they had been hit or sometimes
just go phut and disappear. Tha
resulting fuseballs hurtle around
the Wireways, gradually moving
towards the zapper.

Early 33!119 levels only have flip-
pers and fuseballs, tankers turn up
later, But after level 12, spikes and
pulsars arrive. Spikes look like
single lines and grow straight up
the lanes, slowly extending them-
selves, Left alone, they eventually
wither and retumn down the grid.
These are only lethal if the zapper
pagses over them when fully
extended. When shet, they remain
at their present length until the
screen is finished, and then extend
to their full length. They cannot be
shot at this stage.

Pulsars loock like flippers, but
don't flip, they just travel straight
up.a lane. If the pulsar reaches the
end of the lane, it short-circuits the
grid and destroys that lane.

Ordinary zapping is hard work,
but once per level the super-zap-
per may be used. It simply clears
the entire Wireway of everything. if
it's used before all the aliens have
come onto the Wireway, the
remaining aliens trave! faster.

Points are scored for all aliens
killed (super zapping doesn't
count), and there's a bonus for
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finishing each level. You get three
zZappers to start with, another
every 10,000 points, and you can
choose to start on any screen.

| crmoisw |

@ " Yeah Tempest is finally here.
The only problem is that it is on
the Spectrum, therefore all the
computer's llmltations come
into play. The action is spoiled,
surprisingly enough not by the
speed, but by the graphics,
which simply aren't clear
enough for you to be able to play
the game properly. The sound is

fairly good, there are no tunes
but the zappy effects during play
more than make up forit. | didn’t
really expect this to be much
good, arcade conversions sel-
dom are, so I'm not too disap-
pointed with it. But the dire front
end and attract mode don't app-
eal much,

BEN

@ " | remsember how good Tem-
pest, the arcade game was. Unfor-
tunat the addictiveness and
playability seem to have been lost
in the mists of time, The graphical
transformation seems accurate
and the depth of piay area has not
been lost. However, there's a limit
to the complexity that can be por-
trayed on the Spectrum screen; |

began tofeel | wasn 't really looking

forward to the next level, or even
the next game, as the basic for-
mats of each had little variation.
Tempest contains nothing to keep
the player interested, "'

PAUL

@ " Tempest has a great deal of
fun geing for it, There's no denying
the fact that it's nothing but totaily
mindless biasting. Then again, If
you're prepared to wear your fire
button into. non-existence; than
this is the game to get. Absolutely
no strategy, forward planning, or
intelligence is required; if ike me,
you enjoy anincredibly destructive
bout of meanie bashing, then
Tempast is worth looking at. Price
wise, though, think carefully
before buying; it is a bit steep. "
MIKE

Camercon bravely blasts away in demo mode

Control keys: Q anti—clockwise,
E clockwise, ENTER fire, Z zapper
Joystick: Kempston, Interface 2

Usa of colour: monochrome play

Graphms* understandably slow
and rather cluttered

Sound: good explosion effects
Skill levels: 99

Screens: 99

General rating: A good try ata
game not really suited to the Spec-
frum.




RIDERS GO FULL CIRCLE...

SHOCKWAY RIDER

- . SPECTRUM £7.95
L FI AMSTRAD & COMMODORE £8.95
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" if all of the BuLLDOG games
are going to be up to this
standard, then The Best Of
British label can look for-
ward to a prosperous
future. Just as | was getting
bored with sil the budget
arcade adwentures that
have been coming out
lately, Feud comes into the
office and changes my
mind completely. The
graphics are, without
doubt, this program's most
astounding feature. Thay
are extremsly colourful,
large, and very detaijled. All
this without & hint of colour
clash. MasTertronc have
launched their label in the
best possible way ~ fabul-

ous! ™
FRUL

* Feud is really good! The
graphics are guite pleas-
ing; things like the river and
the gardens could have
been made more realistic,
but the effect is still there.
The gameplay is packed,
and the fun doesn't end
once you've found the
spelis! The fact that your
brother constantly follows
you around keeps every-
thing moving at a frantic
pace; when you think
you'va got him on the run,
he heals himself - Aargh!
For £1.99, Feud is excellant
value for money. Can we
expect more like this from
the suLLboG label? | hope
W

* What a way to kick off a
new labell Feud s com-
pietely brilliant. | love origi-
nal games, so0'itis areal ple~
asure to see a cheapie
that's as ‘new’' in concept
as this — and as playable. |
haven't been able to force
myself to play anything else
today. The graphics are
very good. The screens filp
annoyingly, but the detail of
the backgrounds and the
superb animation of tha
characters make up for
this. Thers is no music on
the title screen, but the
effects are fairly good. Your
life won't be complate with-
out Feud, especially at the
price. L1

BEM

Control keys: Q up, A down,
O left, P right, SPACE fire
Joystick: Kempston, Curser,
Interface 2

Use of colour: very pretty
with little clash

Graphics: large, well-ani-
mated figures, and attractive
settings

Sound: no fitle tuna, but
good spot effects

Skiil levels: ane

Screens: 120

General rating: An excallent
start to a new iabel, which
proves that budgat arcade
adventuras arealive and welll

Presentation
Graphics

Playability

Producer: Bulldog Software

Retail Price: £1.99
Author; Binary Design

Addictive qualities
Value for money
Overall




Producer: US Gold
Retail Price: £8.99
Author:The US Gold Team

hera's no sign, as yet, of the
ectrum version of the

assic Leader Board from

the American software house
{the peﬁgrhehind games

such as Aaid Moscow and
Beach Head). However the latest

ACCESS O to be converted for
the Qmmrh asimilar style to
the aforementioned golfing simu-

lation. Tenth Frame is a ten-pin

bowling that includes all the

features found in the alleys.
Before play can begin an

ﬂgﬁ“" screen is nted, firstly
ng the i between
league or open bowling. If the
former is chosen you then have to
input the name of the playing
teams, number of pla on each
team (up to fou the number
to ({from one to

three). The latter option delivers &
screen asking the user to input the
number of players (frem one to
eight) their names, the ability level
(either kids, amateur or profes-
sional} and the number of games
to pln{i When this information has
been input the bowling can begin.
The screen displays a natural 3D
view of the bowling from a
ion above and nd the

m.mmwlarappemsatﬂm
o
: use ys. Pushin
the |':g::nran‘.l' key activates %

marker which appears halfway

Ace kid super-bowler Cameron pulverises the pins

down the aliey. Left and right
moves it in those directions and
using the marker you can aim
where the ball is going to go (it
crosses the marker as it travels

down the alley). When everything
is primed the bowler can be made
to bowl the ball by pressing the fire
button.

A ‘speed and hook' gauge atthe

bottorn of the screen is used to

control the strength and curve of
gach players bowl. As the ‘fire’
button is depressed the speed
indicator increases towards the
speed zone. When it reaches this
the ‘fire’ button has to be released
(otherwise an error will be incur-
red) and upon release the hook
gauge comes into action, the indi-
cator sliding downwards towards
the hook zone. When it reaches
this the fire button should be pres-
sed, again the timing is critical —
too much hook either side of the
hook zone could mean the ball
missing the pins altogether.
Each player has two attempts at
each set of ten pins, a score Is
ven and the next player bowls.
me continues in this fash-
ion, the score sheet being shown
after every player has had thair
turn. The score Is automati-
cally, and incorporates all the dif-
ferent types of score, including

spares, strikes and extras,

Beeiaiiel
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@ " Tenth Frame hasn't quite sur-
vived the transfer from the Com-
modore to the mighty )
Lost in the process is the sound
and the afnws%awe and a lot of
the playability. graphics are as
good as can be expected — but a
bit too “wire-framey’ to look very
realistic. The game has all the
basic features of bowling ~ unfor-
tunately none of them are very wall
implemented or expanded upan.
I'm sorry to say that Tenth Frame
didn’t really bow! me over (we're
sonym that you said it as well Paul -

@' Ten pin bowling isn'ta game |
would recommend for conversion
to computer, especially not to the
Spectrum. In faimess though, us
aold have made a determined
effert. Unfortunatety, their efforts
may waell prove to have been in
vain — the result isn't very good.
The graphics are fairly a 4
with some niee animation on the
bowler, but the game's biggest
downfall is the annoying pause
after every go. Overall, | think that
Tenth Frame should be given care-
ful consideration before purchase
even by a dedicated fan of the

Control keys: Q up, A down, O
left, P right, CAPS fire
Use of colour: unremarkable
Graphics: basic but functional
Sound: the occasional spot effect
Skill levels: three
Screens: one main playing screen
and & score screen

rating: A valiant attempt
to convert a game that probably
isn't suited to the Spectrum







Producer: Leisure Genius
Retail Price: £9.95
Author: Andy Green

or many pecple, the mere

mention of the word *Scalex-

tric" conjures up visions of
many happy hours spent piecing
together plastic track sections.
Now with this computer version of
the old sitting-room floor racing
game those moments can be re-
lived. There is a choice of 17
ready-made tracks included, or a
completely new track may be
designed and built using a series
of short sections.

When building a circuit, there
are 15 different track alements to
choose from. To begin with, there
are four ‘straight' components,
each of a different length. Next
come the ‘chicanes,’ where the
track narrows to a single car width.
These come in several forms:
curved chicanes, straight
chicanes and chicane entrance
and exits., There are also skid
chicanes where the track quickly
narrows then broadens again.

There are three different comer
radii, ‘inner’ curves are tightest,
followed by ‘standard’ and ‘outer’.
There is also a banked curve which
has the standard radius.

Having positioned the first sec-
tion, you place your cursor on the
next piece of track required —pres-
sing ‘fire’ then lays this in place,

s0 on until & circuit is com-
pleted. If you are unhappy with the
result, you can choose to replace
sections of the track, or alterna-

n on the starting grid
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tively scrap the whole design. To
finish a circuit design, the two ends
of the track must be quite close.
Then the ‘finish’ icon is seiected,
and the computer informs you
whether or not the two ends of the
track can be joined. If not, another
combination may be tried.

There's more to Scalextric than
building tracks, however — after
the circuit has bean chosen the
real racing can get underway. Two
people can compete, or you can
take on the computer which drives
the car that appears on the lower
window — the screen is split hori-
zontally, with each portion show-
ing the rear view of one of the com-
peting cars {when the two cars are
close 1o one another they appear
on both screens). The screen also
shows the twists and turns in the
track ahead. Thecar's controls are
accelerate, bral-;;&. steer lsft gnd

ight — r-changes are dis-
pansed with,

If the car exceeds a safe speed
in a comer it starts to skid out-
wards. The maximum safe speed
depends on the tightness of the
curve, but exceeding the car's
handling limits causes a collision
with the verge. Hitting the grass
causes the car to slow right down
to 50 mph before it can be'steerad
back onta the track. If two cars col-
lide, the one at the back explodes
- however, barging from the side
is harmless to both vehicles.

A small map at the bottom of the
screen shows the track layout and
the position of each car, and the
lap time achieved by the two driv-
ers is given after every circuit of
the track.

g for the green light, Cameron and Shane share the pole
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“pPortugal looks nice Shane!” “Okay Cameronlet's race there

this time "'

@ * | was expecting great things
from this — after :ﬁ. what could
be better than a Scalextric set

without a dodgg transformer?
Unfortunately Scalexiric has
turned out to be a below-aver-
age racing game, with an unin-
teresting little bit at the begin-
ning. The graphics are initially
gaood, but get boring when
you've seen all the tracks. The
sound is nothing more than you
would expact from a game of
this quality - that is, a bog-stan-
dard engine noise. I'm very dis-
appointed: surely LEISURE GENIUS
could have come up with some-
thing a little more inspired. "

@ ' | saw an advert for this years
ago, and I'm not sure that it's been

worth the wait. Scalextric fsn't one
of the best racing simulations
around, but it does contain some
very nice features that set it apart
from other games of its type. The
icon system is very easy to use,
although getting a good track
tagether can take some time. The
cars are very well drawn with some
good perspective graphics, but
they're not responsive enough for
a competitive game. If you really
want fo buy Scalextric, don't be
fooled by the prefty graphics —
insist on playing it first. ™

@ "' Scalextricis aJéight. astgr as
racing games go — but it’s all been
dmgg before. track editor is
very slick and useful, but | just
can't see that thera's that much of
a market left for a race game. The
graphics are fine, with few prob-
lems apart from the usual colour
clashes. If you're not yet the owner
of one of the many thousands of
race games, then Scalexiric is
worth considering. Neatly dane,
and profassionall %I?agsd it
has everything going t — apart
from an nﬁgina!%daa. 4 A

Control keys: definable: left, right,
accelerate and brake

Joystick: Kempston, Cursor,
Interface 2

Use of colour: workmanlike
Graphics: good detail on cars
Sound: monotonous engine effect
Skill levels: one

Screens: two

General rating: A great idea, but
lacking in gameplay




Producer: Activision
Retail Price: £9.99
Author: Richard Gold

Il this talk about the new

Plus 2 and 128 machines

having compatibility prob-
lems is ‘apparently a cover-up.
What has really happened is that
the computers have beeninvaded.
Little Computer People (LCPs)
have found their way into the
machines and are tap dancing all
over the data bases and really
messing things up.

only way {o restore order
amongst all this chaos is to tempt
the little de-bugger out of the
works and on to the computer
screen. The way to do this is to
provide him (they're all male, for
some strange reason) with an envi-
ronment he feels at home in.
Acrvision have tried to do just
that

Each LCP has a different per-
sonality, but something they all
have in common is their desire for
friendship. Being locked away in
all those nasty chipsisno fun at all,
and LCPs like nothing more than
having their hair ruffied, or playing
a game of cards with their human
companion. To keep the little chap
fit and healthy, he neaeds regular
supplies of food and water and
some dogfood for his canine
chum.

The House That activision Built
afrives on cassette, and loading it
in' equips your computer with all
that Is needed 1o cater for even the
fussiest LCP. The top floor con-

tains a television, stereo, typewri-
ter and pianc (most LCPs are bril-
liant pianists). The middle floor
contains the bedroom, bathroom
and computer room, and the
ground floor contains his kitchen
and sitting room.

The LCP leads a very active life,
and occuples every minute of the
day by pursuing cne of his hob-
bies. Every moming he goes
through his work-out routine io
keep in shape; he watches televis-
ion, plays with his computer,
phones friends and even dances
to his favourite records.

An LCP communicates with his
human friend (or ‘owner’) in a
number of ways. He bangs on the
inside of the computer screen
when he feels that you're not pay-
inq him enough attention, and if
he's feeling particularly verbose,
he may even type you a letter! In
this way, keeper and LCP start to
build up a rapport and become

friends. Paying lots of atten-
tion to the LCP is the best way gain
his confidence. LCPs love pre-
sents, and by using the relevant
keys gifts of all sorts can be left at
the door for collection.

If, on the other hand, the LCP is
ignored, he becomes very depre-
ssed. In serious cases of neglect,
if he goes without food or water,
he turns a nasty shade of green
and goes to bed. Ignore him for
too long, an your high-tech 'pet’is
likely to fade away forever.

ALittle Computer Person neads
a lot of attention, but at lsast he
doesn’t leave stains on the carpet
or scratch the fumiture . . .

Cameron’s Little Computer Person grooves to the beat on the
top floor of his house

Sitting comfortably in the armcha

CP phones a friend —

you'll never understand his langu

@ As a concept for a computer
entertainment package thisis a
good idea. A pet living in your
computer, who has his own per-
sonality. This pet can be tem-
peramental (even angry) at

ng

at others — brilliant! Unfortu-
nately actwvision seem to have
forgotten the limitations of the
Spectrum, so a great idea has
Iuntalutumslmpactg‘u;tnm
screen presentation sloppy
g_lr;phles. I'd only recommend
if you are desperate o see
your computer doing something
different. o

@ " Yes folks, you can now live
your life all over again for the mini-
mal sum of ten pounds. Oh, and
you're restricted o your own
house - but we'll give you a dog
and a new identity . . . Sorry, I'm
afraid that LCPs aren't really as

axgiting as that. You have towatch
another person live their own life -
what could be more t{;%n;g&;’ Lgefr
may appear cute 1o s 5

the novelty soon wears off. |
couldn 't reafly find anything addic-
five about this game, and | very
much doubt that it will have the
cultfollowing on the Spectrum that
it's got on other machines. ery
much a minority interest.

® * LCPs were all the rage when
they first materialised on the Com-
modore. Looking at it now how-
ever, | can't help feeling that it is
destined to become bering. The
things you can order (ask?) your
LCP to do, are limited, and though
it may provide a terrific amount of
excitement for thaks ﬁr?t 'thfew
atternpts, the ﬁaal only there
for a while. The graphics are
reasonable and colour is used very
well on the background furniture.
Worth looking at, but | think addic-
tivity is severely limited. *

MINE

Control 'gljoconiuncﬁonwith
EXTENDED MODE key), F deliver
food, W more water, A alarm, D
deliver dog food, C ring phone, P
scratch back, R deliver record, B
deliver bool-'}

Joystick: N/A

Use of colour: colourful, if a bit

Grnpzicu: a very desirable resi-
dence

Sound: effects, depending on
whiat your LCP is doing

Skill levels: one

Screens: one

General rating: An interesting
concept, but not one likely to
prove terribly addictive on the
Spectrum
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THE DEFINITIVE AWARDS FOR THE BEST SOFTWARE OF 1986!

At long last! After much moiling and toiling opening letters, reading
your forms and inputting the datainto atrusty APRICOT database (the
poor Comps Minion has worn his fingers to the bone in the process
of working out the Top Five in each category) we are proud to
present... THE RESULTS!

BEST GAME OVERALL

STARGLIDER
RAINBIRD :

Andrew Onions (REALTIME SOFTWARE): ' Ah,
brillll This is the first time we’ve received any
sort of accolade in two and a half years. It's
very nice to win but | think we can still do a lat
better, We've scheduled a year for our next
product and it should be worth looking forward
1ol

LY ¢ .
GREAT ESCAPE D
OCEAN m
URIDIUM AMITE DAN II
HEWSON 2.
QUAZATRON =
HEWSOM Q_ =0 — =0 06—
GHOSTS 'N’ GOBLINS Pkt W
ELITE Ay

Even though it costs naarly twice as much as
most ‘full price’ Spectrum games, Sla?lkhr
clinched grestgrausmd netting 12.5%
of the votes. Close behind with 9% of the votes
Was DENTOM DESIGNS' wartime arcada adven-
turefu-romm Great Escape while the two
ias published by HEWSON,
[m.uman Ou.w.a:ron claimed 6% and 5.8%
respen‘lwaty ELive's coin-op conversion,
Ghosts 'n’ Goblins, scraped fifth position with
a craditable 5% nfthevmm in this category.

BEST PLATFORM
GAME

DYNAMITE DAN i
MIRRORSOFT

BOMBJACK
ELIE

COBRA i “"E It'ﬂ“‘lEMT ESCAPE .

OCEAN B —
STARGLIDER

DAN DARE s
BEST SHOOT 'EM UP RAINGH

VIRGIN
GHOSTS "N’ GOBLINS BIRD
STARSTRIKE NI

ELITE

REALTIME
Thigre was ne-doubt about this cafegory —
Dynamite Dan If emerged a ciear i it o URIDIUM

This'was a hard-fought category, but
pounding the o otut?ng mEt*p the mund with HEWSON finally mzmv?:}r‘s horizontal scroller, Uridium
AN enormous votes.

came out tops with 26% of the voles. Breath-
k came next with 9.5% full-uwad by

Ing down its rouerbml neck with 24% wastha
Cobra with 7%, There wasn't much between  -IGHTFORCE vertioatly-scrofing. Lightlorss, Traling 81603
Dan Dareand Ghosts n’ Gobiins, either—they FIL way behind with D came eLTE's Com-
took Fourth and Fifth place with 5% and 4% COMMANDO mando and two REALTIME products, Starglider
respectwely ELITE and Starstrike ||, with 7.5% and 5.5%.
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BEST ARCADE
ADVENTURE

THE GREAT ESCAPE
OCEAN

AllyNoble ([pentonpesiens): ' C-0-0-0-0-0-0-
ohilll Acel Marvellous!! Fabl!! What rmore can |
say?!

HEAVY ON THE MAGICK
GARGOYLE GAMES
KNIGHT TYME

MAD

BATMAN

OCEAN

FIRELORD

HEWSON

Denronoesiens' The Greal Escapeemergeda
clear winner claiming 11% of the vetes. How-
aver, second, third and fourth places wera very
figreely contested with Heavy on the Magick
finally amassing 7%, Knight Tyme following
just behind with 8:9% and Batman coming in

with 8%. HEwsoN's Fireferdbrought up the rear
with & respectable 4%.

BEST ADVENTURE

HEAVY ON THE MAGICK
GARGOYLE GAMES

Roy Carter: "It shows what excellent tastes
CHASH readers have got! Seriously though,
wa're all really pleased. Those who voted will
bepleasedto hear that we'redoing a follow-up
sometime in the future.”

THE BOGGIT
DELTA4/CAL

THE PRICE OF MAGIC
LEVELS

LORD OF THE RINGS
MELBOURNE HOUSE
TWICE SHY
MOSAIC/LEVELS

GARGOYLE GAMES innovative Heavy on the
Magiok stomped away with this award, col-
lgcting 18% of the votes, while DELTA4'S
humorous Boggit netted 14%. A little surpris-
ingly, LEveLs only managed third with the 9%
claimed by The Price of Magic while MeL-
BOURNE HOUSE's Lord of the Rings slipped into
the Number Four slot with 7%. Twice Shy
reaped 4% of the accounted votes and was
awarded Fifth Place accordingly.

BELSTAR
FIREBIRD

NAPOLEOMN AT WAR
ccs
THEATRE EUROPE

PSS

THEIR FINEST HOUR
HUTCHINSON/CENTURY
DESERT RATS

cecs

ing away with this award was FIRE-
BIRD’s budget re-release, Aebelstar,
amassing 15% of the votes. The following pos-
itions wera hotly contested with cgs’ historic
wargame, Mapoleon at War, collecting 7%,
Theatre Europe with 6.8%, Their Finest Haur,
6%, and Desert Rats with 5%, Strange But
True Dept: The Great Escape came Sixth . . .
an odd chioice for a strategy game . . .

BEST SIMULATION

.,
TT RACER
DIGITAL INTEGRATION

Dave Marshall (oiciITaL wTEGRATION) ' Marvel|-
ous! I'm very pleased that we're keeping up
with pecplé's expectations, We're already
warking on the next simulation which should
improve upon the quality of our recent prod-

TOMAHAWK
DIGITAL INTEGRATION
SPITFIRE 40

MIRRORSOFT

CASCADE
STRIKE FORCE HARRIER
MIRRORSOFT

DiairaLinTEGRATION dominated this category —
their motorcyele racing simulation, TT F :
proved to be the most popular, taking 25% of
the votes. Very close behind with 24% came
Temahawk, the helicopter simulation. Th
ﬁi%ht simulators followed next — Spitfire 40,

ACE and Strike Force Harrier, netting 9.5%,
7% and 4% raspectively.

BEST GRAPHICS

LIGHTFORCE
FTL

Roy Carter: " Greg Foliis will be thrilled, It's
very pleasing to know that someone out there
appraciates your hard wark.”

STARSTRIKE I
REALTIME
tan Onions (REALTIMESOFTWARE)! "' It's nice that

people noticed. It's shame the gameplay
wasn't as good as the graphics, though ...

TRAPDOOR
PIRANHA

GREAT ESCAPE
OCEAN

BATMAN
OCEAN

Lightforce's beautiful vertically scrolling
graphics proved to be the most popular inthis
categary with 11% of the votes. Collecting 8%
were the stunning Starsirike Il 3D graphics,
andnottarbehind was cuddly Berk's !
with 7%. The Great Escape came fourth with
6.5% while Batman amassed 5%.

PING PONG
IMAGINE

OCEAN

DYNAMITE DAN 0
MIRRORSOFT
GLIDER RIDER
QUICKSILVA

MIKIE

IMAGINE

Aninteresting result, Egen the attention given
te musiccharts inthe FORUM recentiy. Runa-

way winner in this category with 21% of the

viotes was the very imprassive title screen tune
tomaamMe' Pir %ﬂ%ﬁﬂﬂmd came the nojsy,
yet tuneful Cobra, with 9% while Glider Rider

and Dynamyte Dan (I tied for third place with
7.5% apiece. Dancing neatly into fifth position
came Mikie, collecting 4.5% in the process.
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BEST SOUND FX

DYNAMITE DAN I
MIRRORSOFT

COBRA
OCEAN
STARGLIDER
RAINBIRD

Graham Baird (REALTIME SOFTWARE): |t now
seams worth the two days we sitting
dewnwith a multimeter measuring the Spec-
trum's power output. That was the most bering
job I* ve ever done — it was mind-numbingly

FIRELORD
HEWSON
QUAZATRON
HEWSON

Firet, second and third &n were fought fl.'H'
ﬂaroal . with Dynamite Dan lfinally comi
tuprswrm 10% of the votes. Cobra's 8.5
eamed it a second poaition while the EI%
claimed by rgrabbed third. Fireford
was next with 6% and Steve Turner's noi
Guazatroncame inarespectable fifth with 5%.

BEST PROGRAMMER

STEPHEN CROW

Stephen Crow: "1'mreally, really surprised,
I'm starting a new game with shoot "em up.
overtones which | hope will be more spontane-
ous and exciting than Firelord.”

KEITH BURKHILL
JONATHAN SMITH
DAVID JONES
STEVE TURNER

There was very little competition involved in
this ca:t:? it seemed — Stephen Crow,
Starguake and Firelord, received
1f% of the votes — exactly twice as | many as
second-placed Keith Burkhill. Ocean's
Jonathan Smith came arespectable third with
7%, with David Jones, the man behind the
.'cmgm Tymeand Spelibound series, ¢ in
memrt;! Jﬂh 5%. Steve Turner managad
Wi

BEST SOFTWARE

HOUSE

ELITE

Steve Wilcox (Joint Director): "I'm very
pleased and would like to extend thanks to all
contributing ammers and, of course, the
CRASH readers for voting us in. Next yearwn!t
bie an exciting one for Specirum owners s we
are planning fo release more titles than we did
last year. So hope ;u;lgwa Il be having the same
canversation in 1

OCEAM
HEWSOMN
IMAGINE
GARGOYLE
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There were absolutely no arguments In this
section whatsoever. the coin-op kings
collected a staggering 36% of the votes —three
times as many as runners-up oCeaN. who
claimed a relatively meagre 12%. Just behind
came Hewson with 8%, magive followed with
59%. GARGOYLE GAMES did well 10 slipinto Fifth
position with 4.5%.

BEST

ADVERTISEMENT

GREAT ESCAPE
OCEAN

COBRA
OCEAN
FIRELORD
HEWSON
FAIRLIGHT Il
THE EDGE

CONTACT SAM CRUISE
MICROSPHERE

The Great Escape's simple, yet powerful
imagaoﬂ'mmgnpping bedwire provadto
beimmensely popular and reaped 22% of the
total votes, The swi action man, Sylvester
Stalione, pictured on the Cobra advert came
next with 6.5% and Firelord followed closely
behind with 6%. Fairiight Il came in fourth with
3.5% and Contact Sam Crulse scraped fifth
place with 2. 5% anly receiving one more vole
than Thanatos

LEAST PLEASING

GAME

WORLD CUP CARNIVAL
Us GOLD

KMNIGHT RIDER

OCEAN:

REALM OF IMPOSSIBILITY
ARIOLASOFT

I(I.IHG-FI.I MASTER

lﬂll!ﬂwm(
OCEAN

There were no questions about the winner of
mlslaasthanﬂattenn%award USeoLp's hori-
bly tacky World Cup Carmival proved itseif to

batharrmstpcpulamf'me worstbuys’, claim-
ing 18% of all the votes. The terminall dul!
Knight Ricler came second with 7% w

ARIOLASOFT'S crude and crummy Realm m' |
Impossibility siid inta third with 4. 5% USGoLp

rabibed a further 3% of the voters with their

urth placed Kunig-Fu Master and the very
msappalnhng Street Hawk came fifth with

| STATE OF THE ART
AWARD

STARGLIDER
RAINBIRD |

Graham Baird (ReacmiMe soFTwase); '1'm
shocked ...

LIGHTFORCE

FTL

HEAVY ON THE MAGICK

GARGOYLE GAMES

GREAT ESCAPE : |
OCEAN

URIDIUM

HEWSON

This astigilwsaward was won by Starglider,
wrﬂc?:rrm ved 14.5% of the iﬂla?vutas The
11% netted by Lightforce gained it a close seo-
ond, and GARGOYLE GAMES picked up the
accolade of the Third position with Heavy.on
the Magickwhich collected 5,5% of the votes.
The Great Escape came in fourth with 4.5%,
and just edging into fifth was Uridium.

David Drury, Rowley Regis, W Mids;
Leighton Davies, Newtown, Powys; Olivey
Leeds, Tonbridge, Kent; Leon Aresti, New-
bury Park, Essex; Toby Lyons, Ryde, Isle of
Wight; Spencer Tillett, Rainham, Kent;
Jonathan Archer, Croyde, N Devon;
Graham Seeney, Scarborough, N Yorks;
Chris Smith, Dinas Powys, S Glam; JA Frost,
Sit:mtlsr'l:.ll.issa'1 Glos.
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Retail Price: £8.99

Producer: Starlight Software

Author: Mick Eatock and Simon Welland

reyfell is an ancient land

ruled over by Mauron The

Evil. Norman the Wise (a
catof no particular ambition) hears
tales of this sad land from the great
wizard Hitormis, whilst quaffing a
few oo many in his local. Accord-
ing 1o legend, Maurcn stole the
Orb of Life and in so doing, sen-
tenced the land to a future without
love or peace, A drunken ambition
is kindled in Norman's feline
breast. He staggers out, vowing to
destroy the evil one and retumn
Greyfell to the tranquility it once
knew.

What & rash cat, you may think,
but curiosity , . .

Nermar is soon embroiled with
many enemies, out to pravent him
succeeding. Rats,  Wolves,
Crocodiles, Dragons, Minotaurs,
those old favourites - Killer
Tomatoes — and even Cat-eating
Plants burst forth from all over the
place.

These creatures can be
despatched with a quick spot of
fisticuffs, but Norman also has
three spells he can summon up.
Physical fighting drains stamina,
but, worse, the spells are finite and
care should be exercised to con-
serve them for really ‘tiﬁht spots.
Stamina, on the other hand, can
be replenished by eating plants
(walking over them). Stamina is
shown as a can of beans —if all the
beans vanish, Norman Tiddles
loses one of his nine fives . . . how

appropriate.
The adventure element in
Greyfeil is supplied through action

icons, seen at the screen base.

Pressing fire while Norman is sta-
tionary accesses icon mode. With
the icons, spells can be selected
and fired (unless supplies run dry),
objects can be picked up or drop-
ped, and the last selected object
can be used. There are also
facilities for pausing the game,
saving current position to tape and
tu%%ljng the sound on or off.

me Greyfellians are pleasant,
and are even helpful when they
offer clues as to which objects

might be collected and to whom
they may most usefully be given.
Clues appear as speech bubbles
in cryptic form like "“Fe2Cu”. Hav-
ing pondered on the possible
meaning, Norman can hare off to

get the required object.
Greyfell is traversed on foot
using the cardinal compass

points. Pressing against an object
allows Norman to cat-jump onto i,
if it's low enough. He can also
enter the small huts encountered
along the way, the scene cutting
to their interiors. There may be a
series of flip-screen rooms inside,
seen Alien 8 style. Norman's
objective is to seek out Mauron in
his lair, and return the orb to its
rightful placein the cup of sorrows.
Success is measured ‘arcade

style’ by the number of nasties kil-
led, and adventure style, by the
percentage of quests completed.

Norman can't see the doors for the milking stools

TR —

o - B :
= *P‘t*g

@ “ An impressive debut from
STARLIGHT. The plot is original, if
perhaps slightly tacky. The
graphics are cute - the 3D
forced perspective screen lay-
out works well, and the charac-
ters are endearing. Sound is
also well above average with a
few tunes and a amount
of effects. Greyfell falls over one
giant stumbling block: its
gnmoplay - it left me cold.
tomping around the playing
area fighting off the meanies
justisn’tfun, After a few goesl'd
had enough. Mot playable or
addictive enough for me to rec-

ommend. "
BEN

@ "' This is a lovely game to launich
a new software label with. But
despite the flashy loader and
pretty graphics, the game breaks
no new boundaries. The screens
are superbly drawn, pleasing to
the eye and offer one of the
3D views I've seen. The icon-dri-
ven section is a bit too cumber-
some to use guickly, and things
are generally too slow for the aver-
age arcade piayer. The strong
acdventure elements make it more
likely to appeal to adveniure
players than arcade fans, It's a
decent little games, and well worth
alook. "

PAUL

@ " Greyfellis very well presented.
It has excellent graphics, and a
very neat loading sequence. The
30 effectis sy y executed, but
unfortunately, the game moves
siowly. The-fact that there arefar
too many meanies makas it much
more unplayable than it could have
been. This is a pity, because if the
game had had as much playability
as it has polsh, then | think this
new fabel would have been offtoa
flying start. As it stands, | think
Greyfell is very well produced, but
Iackingp in the playability depart-

ment.
MIKE

| comments |

Control keys: definable: walk
north, walk east, walk south, walk
west, fire
Joystick: Kempston, Cursor
Use of colour: limited
Graphics: 3D monochrome
raphics
ound: achirpy tune at the begin-
ni;g and spot effects throughout
Skill levels: one
Screens: 120 plus
General rating: Not very original,
but this is almost rectified by the

highty polished presentation.
Overall 87%
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With the dema
that | am not
Spring has sprung |
rl"h‘l

Still, ena r:h of my preo

IJI" able
.h H

the POKEs debate . . .

Dear Lioyd

| hate to use your precious pages
as a speaking pedestal, but:

1) Could software houses please
adopt some universal logos
involving 128K products with or
without independent 128K ver-
sion. Some inlays are printed 48K/
128K, 128Plus/128K 48K and
some have nothing branded on
them. Aaarrghh! It"s very confus-
ing as mast shops these days take
out the instruction leaflets for dis-

| ;posas
5 ig OCEAN please stop churn-

ing out ‘big-name money-spin-
ners' that tum out to be rubbish?
{Knight Rider, Miami Vice and so
on.) The only two games of any
calibre recently from ocean are
Cobra and Top Gun. Come on
OCEAN please just release quality
software. Fair enough, after such
massive advertising campaigns
it's hard to back down on releasing
a game. Take Street Hawk for
example, it took ages to come out
and when it did it was crap. But,
surely folks would rather wait
longer for a better program. And
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128
PONDERINGS
G S

ds on my time that L.l make
Q lfep;\ up

ah this month, for her well-re

_,J‘A—u‘\\-
now think, think deep, think back —
ocean used to produce the bestest
software in the whole wide Bwit-
tish Isles.

3. And now to make my letter
have even less effect. Hats off to
ocean for bringing out a 128K
compilation package. What a

reat ideal We need more of these
sgr (Cue Dambusters Theme
Music). These compilation pack-
a?:aa could be the hBﬂI‘l and spirit

every 128K Spectrum (or Plus 2)
owner. In the ever-developing war
of rivairy between the Spectrum
and Commadore owners, our two
latest machines powered with
128K compilation tapes will help
us defeat the Commodora owners
on playability on graphics, on
addictiveness and on the sound
capabilities. Long live the 128.
Paul Robinson, Doyne, Perth-

Glad to hear that someone has lots
of positive things to say about the
128 Plus 2! t about Top Gun
andCobra. . .

LM




RABBITTING ON . ..

Dear Lloyd

| think it ought to be brought to

your attention that there is a nasty

fiend on the top of the Editorial

page of your magazine.

For ‘the last three years the

aforementioned bug has been
ing up a poar, defenceless lit-

the rabbit. | think it's about time the

abhion

ol |11 b
Yours grovelinay
Mark Mceralth, _
Crescent, Whithurn,
nian, EH47 oEG

&7 Lomond
west Lot-

rabbit got its own back.

If the situation is not remedied in
the near futurg, 1 shall set my man-
eating goldfish on you.

Nicola Weston, Basingstoke,
Hants

Take another look!

Gar Ly, 4 Albert Road, St
David Munday 5, Kent

peters, Broadsiair

o l

Gareth Sul

gou‘lh. gebastopol,
Gwent, NP4 S5AR

Maple Road
Pontypool,

HAYES COMPUTER CENTRE

(SALES AND SERVICE)

1000 UXBRIDGE ROAD, HAYES, MIDDX
Tel: 01-573 2726 (24-hr Ansaphone)

Stockists of Home and Business
Micro-Computers
Software, Hardware, Books and Accessories

We specialise in the repair of Sinclair products
(Spectrum and QLs)
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PURCHASE
PROBLEMS

David Cayzer, Winlaton, Tyne
and Wear

Dear Lioyd

While wandering around the shops
| saw the Spectrum Plus 2 pack. It
had a few free games with it, so in
| went to examine these freebies.
‘AMSTRAD Quality Control' they
said. 'Obviously Amstrad are
doing something about software
quality’, | thought to myself, 'pre-
venting such crap as Kung-Fu
Master — what a good idea!’

MNow, wouldn™t it be a good idea
it a 'Software Quality Control’
examination by certain magazines
and computer companies was
computsory for all games so we
don’t get ripped off?

A "PASSED QC' sticker or
‘FAILED QC" sticker could be put
on the cassette, so giving the
purchaser a guide on what to buy.
The game would stil be fairly
reviewed in magazines, but would
be mentioned as ‘passed’ or
‘failed’ Quality Control, Even if it
put the price of the game up a bit,
we wouldn't get ripped off, and
have to spend hours in the shop
going ‘Shall |, shan'tl' . . . Itwould
save a lot of bother (and money).

Also please tell me what has
happened to the ‘Journal of Mysti-
cal Affairs’, as | haven't been
receiving mine for some maonths
now. | also feel | must agree with
YOUr view oOn  AMERICANA'S
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CONTROLLING QUALITY

Bulifighting Game, and | see no
point in publishing such a game,
as people are quite unlikely to buy
it, unless they are quite tasteless,
though 1 think it should still be
reviewed (taking inte considera-
tion the topic of the game).
Continuing on the POKES
debate, | think that if one of my
games were hacked | could see
where | had gone wreng with an
‘impassable’ bit, or made the
game too hard, and change it next
game, so POKEs can be a help to
a game's programmer!
David Hosier, Oxford

The Amstrad quality control
scheme isn't intended to act as a
guide fo the quality of the game,
but indicates that the program wifl
run on the full range of Spectrums
without problems - a useful
guideline for the would-be purch-
aser, given the compatibility prob-
lems that were experienced on the
128K front.
The JOURNAL has been taking
a bit of a rest recently — I'm told
that the energies surrounding the
MYSTICAL ‘SUBSCRIBER NUM-
BERS have been channelled into
other areas. The JOURNAL should
be back with you soon . . .
LM

E’,\‘Mmq CROOK. e T,

CRITICAL CO

Dear Lic
| @m
thin

James
Reading

Munson,

Grazeley,
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Dear Lioyd
| have an apology to make. | am

sorry for buying Super Soccer
%HASH'S

before reading review
but | was so locking forward to a
follow up to Mateh Day that | just
couldn't help myself. | thought
that, considering IMAGINE's track
record, the game would at least be
playable! The animation iz appal-
lingly slow, the pitch has a weird
perspective, the colour clash is
horrific but even taking in these
drawbacks, the game was quite
enjoyable until | discovered the
{main) bug . . .

If a foul is committed sometimes
the injured party stays lying on the
pitch indefinitely and very soon
you can find that half of your team
is ‘dead’. This happens regularly
now, and makes the game totally
unplayable. It is quite obvious to
me that iMaGINE rush-raleased this
game for the Christmas market — it
15 unforgivable. This is the most
bug-ridden and useless game
since wi.

Enough of that and on to the
important part of my letter. |
noticed in the December issue of
CRASH on page 75, a competition
to win a copy ot Handball
Maradonna. | noticed gquestion
three which asked 'Name the three
gnadkeepers in the World Cup

arty in Mexico this year'. Easy |
thought: Jim Leighton, Andy
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Goram and the legendary Alan
Raough. Well, | didn’t actually think
that, I'm not that naive, but | object
to the wording used. THE World
Cup Party, to me and many others,
was the Scotland Squad and one
must not forget the Morthemn Ire-
land team either.

Also, in that issue there was a
review of The Great Escape in
which 'you play an English POW
trying to € ... Am | mista-
ken or didn't the rest of Britain also
fight in World War 1I? Frankly, |
think this is an insult to all Scottish,
Welsh and Irish men who game up
their lives to save not only their
own countries but England as well.

Scotland gets a raw deal from
all areas of the press and society
and for CRASH to add fuel to this
fira really annoys me.

England is not the centre of the
Universe and CRASH is a British
publication.
Chris Lafferty, Wishaw,
Strathclyde

You're quite right of course, Chris.
It's a clear case of thoughtless
xenophobia on the part of the
CRASH Team, and | have taken
staps to reprimand those respon-
sible. Rest assured that with a
name like Graeme Kidd, our Editor
has nothing against the Scots! L

f 4
LR T = e

UPGRADE
BLUES

Dear Lioyd

How | wish | could buy a computer
which was the best and it would
not get updated. In Christmas of
1983 | bought my first computer, a
Sinclair 7X81. At the time | thought
it was the best computer going,
until Christmas of 1986 when |
updated my computer to a Spec-
trum 48K. | still have the machine
and | never regretted buying it:

Now the Spectrum 128K and
Plus 2 have come out. | would love
to get one, but | can't afford one.
Allmy mates smirk at me-they've
go‘; 128s and | gﬂ round their

ouses playing 128 games, and
sob my heart out that | cannct hear
that cool 3-channel music and
extras that you don't get on the old
Spectrum.

And | hear of more people
updating fo 12BKs, while | just
have to pla;r my old games and
sulk. But I'm glad to say that
CRASH still keeps up reviewing
48K games, and | never miss an
issue. The Spectrum is one of the
oldest and most popular comput-
ers going, solet'skeep it up. Thank

ou Clive,

obin Plummaer, Harlow, Essex

You could always try enfering the
competitions we have planned for
the April, May and June issues —
we'll be giving away a Plus 2 and
cofour monitor every month! 5




Dear Lioyd

| feel compelled to write, and so
write | must to tear apart the very
fabric of the software industry as
we know it. The danger must be
brought to the attention of your
readers for only your readers can

it

repel i,

“What danger?’ | hear you cry —
well it is manifest in two ways:
1) Budget software. This is, if we
admitted it , a mixture of boring
dross and banal gamesplay dres-
sed up (in some cases) by nice
graphics. Let's face it, the only

software that is played for

more than one day is that which
has formerly been released at full
price like Full Throttle, Kentilla and
s6.0n

On the rare occasions that | play
budget software | must admit that
Ieellike | arm merely going through
the motions of playing agame , I'm

not really enjoying it.

2. cmsdgnasn awards. Now
I'm not a person who attacks
something just for the sake of it. |
feel that as a whole has
become just like the big com-
panies it condemns for releasing
games just because they look

. The CRASH Smash label is
now being ‘stuck on anything
which looks pretty and plays
reazonably well. If you were hon-
est you would admit that your
reviewers hardly play a game for
more than ree days. A game
which looks good, plays well and
ia free to your reviewers has the
danger of being made a CRASH
Srash. but to a punter who pays
£10 for a game the program must
contain another quality, tability.
Games which | own which da not
contain this are Top Gun, Druid
{utter dross) and Starglider 128,
which has been heralded as &
great program but is, in reality, a
normal game with things bo

CONCEPT NOT
EXECUTION

ael Whit
Northants

BUDGET BASHING?

on. I'm not saying all Smashes lack
lastability (Academy is ace), just
most.

So how can these dangers be
eradicated? Simple, just don't buy
budget es on looks alone —be
miore selective in your buying. As
to the CRASH Smash problem, it's
up to mu Lioyd. Smashes should
only awarded to programs
which have lastability and if this
means holding a review back a
month  untl™ the reviewers
thoroughly play it, then this is your
rasponsibility as a service to your
readers.

Better alate review than readers
casting aspersions on your ability
to judge a game fairly.

Connor, Battle Hill, Wal-
lend, Tyne and Wear

| thinic you are being more than a
littie harsh about the quality of
budget games. Some of them are
very poor indeed, but the overall
quality of original budget releases
has been improving dramatically
ovar the past twelve months or so.
It is the middie of February as |
write this, and our reviewers are
still - playing -Top Gun and
Starglider. Furthermore, Starglider
has done waill in the Readers
Awards, ft comes fto
Smashes, the reviewing team
thinks particularly care! about
awarding ratings, and | feel that
holding reviews over for a month
or more would annoy more read-
ers than it would . Your
opinions as to the lastability of a
game must remain opinions,
and it seems that they differ from
the opinions of our reviewing

team.

What do other readers have lo
say on the points rafsed in this let-
ter?

Dear Lioyd
How mariy times recently have you
noticed reviewers saying of a
game ‘Mot bad would have made
a good budget offering.'?

.de | think this is a very good
idea.

Take for instance, the recent
releases by  OCEANMIMAGINE,
Granted, some of these games
have been verﬁgood indead, but a
large amount have also been very

average.

Now | can imagine their prob-
lem. A game idea perhaps with an
expensive licence is given to a
team of programmers, and they
set to work on it. Later, back they
come and show their game to the
company. All is well if the game's
great, but what if it isn't?

The company has several
choices. Do they send the prog-
rammers back and tell them to do
it again, possibly risking some-
Wr&like the Street Hawk fiasco?
Do they release the game, risking
their reputation if it is badly
raceived? Or do they forget about
it, losing perhaps thousands in
development costs or licence
deals?

But they could have another
option. Release the game, butata
budget price. This would mean
less profit from each game, but
higher sales — and the protection
of their image might make it worth
their while.

There is another thing though.
People know when it comes to
buying budget games, it's mostly
a hit-and-miss affair — you may get
a great game, or a load or rubbish.
Peopla might think that all budget
games released are bad if com-
panies adopted my idea and
released games that didn't come
up to scratch at a budget price.
This will all depend on how bad the
near-misses are. | think this idea
might work and it's certainly worth
considering.

John McKintay, Lochgelly, Fife

| think the financial commitments
made by software houses fo pay
royalties to licence owners that are
based on the ‘full price’ might
cause problems, but the theory Is
an Interesting ons. Any software
houses like to comment?

P

AT LAST!

SPECTRUM SPARES

AT REALISTIC PRICES
All prices include post/packing, handling and VAT

ULAGCO01  £11.99 | SPECTRUM K/BOARDMEMBRANE £4.99
128kROM  £11.99 | SPECTRUM K/BOARDMAT £5.49
ZE0, £299 | SPECTRUMK/BOARD TEMPLATE £4.99
7805 REG £1.49 | SPECTRUM+MEMBRANE £9.99
4116 RAM £1.49 | MODULATOR £9.99
SPECPSU  £i0.49 | S/MANUAL a £23.99

Remember all prices include P & P, handling and VAT
Full spares list available / Trade enquiries welcome
Access/Visa, 24-hour T.A. service
SPECTRUM REPAIRS £14.99 + PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE
Tel. (0253) 822708

e e o]

Large Graphics — Myslery
sound - G

Chagues or P.O. 10—
ROSEW,

48k SPECTRUM
Fed up with ordinary fruit machine pames?
+r NOW
A fruit machine simulation with the most up-to-date features,
sound and graphics

FRUIT 2010

+ For fruit machine experis fo fun players
& The most advanced and realistic fruit machine simulation
FEATURES: Real resls - Gold Rush — Roulette-style-gamble — £100 jackpot
— Holds - easy keys — Nudges — HIGH-spead Spinning Reels — Save Down -
% — USES ALL 48K — 12 different fruits — super
ash Run — MULTIPLE ODDS ~ multi-colour = MAX. NUDGES -
MNumber board
PLUS LOTS MORE

Please send £6.95 which includes P & P
JARE (CR), 646 London Road, Westcliff, Essex SS0 9HW
FOR FAST DELIVERY
Software from ROSSWARE

CRASH March 1987 43




ARCADE ANGST

Dear Lioyd

| feel that | must write to you about
the topic of amusement arcades
brought up by Tom Evans last
issue.

| found his letter to be most
insulting, and | feel that | must dis-
agree with most of his views. First,
he puts the honesly of arcade
goers in question: "You may won-

where they get all their money
from. I'll leamlt up 1o you to make
your own conclusionto this ... .
As a fairly frequent arcade goer, |
am infuriated to be told that | come
by my money ill means. How
can he say this? Sure there are
some less savoury characters who
may steal money to go down the
arcade, but that percentage is so
imponderable that it does not bear
thinking about. He goes on to
claim that if one is 'addicted’ to
arcade games then one will
automatically become addicted to
fruit machines. Honestly, how can
one man make up so much crap?
I count pla{lﬂ:g arcade games
among my other hobbies. | do not,
however, find fruit machines com-
pelling whatsoever. To play fruit
machines you have to be a mug or
very rich indeed.

I think he is stupid to say that
magazines should do everything
againat the so-called "scourge’ of
arcades. The whole concept of
games playing was bomn in the
arcades. Without arcade games
we might still be n mes
like Mr?}ed Out ang‘ Sz:f:?zoggs {a
terrible  thought, | trust you'll
agree). | also disagree with his
view that most arcade games
make no contribution to the
advances of games technology.

Dear Lloyd

After reading Tom Evans' letter in
CRASH Iast issue on the fact that
arcades influence the young, |
thought ‘what a prat't | mean, there
are worse things on TV to ‘influ-
ence the young' and in other
sources. He also imphes that so
called ‘arcade junkies' steal
money or get it through other
‘eriminal’ means, How can he say
this: has he done a survey or

something?
He then blarmes arcade conver-
sions or certain computer

magazines for the addiction to
arcade games. Does he always
speak such crap? He's like that
man who said computer games
led to violence Me and my mates
just laughed. | didn't post my

apers through windows because

played Paperboy or run through
my wll e with a gun because |

gornputsr games are for entar-
tainment not as a way to learn
‘how to be a criminal'.
S Counsell, Hedge End, South-
ampton
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Admittedly Kung Fu Master was
rather poor but Dragon's Lair? This
was the picneer in video disk
games. ltwas to break new ground
in game technology.

He also goes on to say that most
arcade conversions are poor: that
is possibly true, but most of them
fare not tao badly in the transition
from multi-megabyte machines
with dedicated graphic chips and
suchlike to the humble Spectrum.

How can Mr Evans say that
reviews of good arcade conver-
sions spur ‘gamblers' and 'ad-
dicts'? If the conversion is good
then the games player need not go
to the arcade loézlay it. He need
only sit down in front of his com-
puter to seek enﬂénsnt And why
does he call arc game players
gamblers? A gambler is someone
who puts up a stake in a game of
chance in hope of getting a greater
returm. There is no gambling
aspect in a computer game. Gam-
ing shows skill and judgement and
does not have the prominent fac-
tor of luck.

| think that Mr Evans’ whole
argument was blatantly pre-

udiced, and | don't think that | will

the only irate person to comp-
lain. Anyway, if he is against a:rsna
playing why does he read C H
and others games mags?

You know, | often wonder if you
write these letters Lloyd, knowing
that it will cause a flood of replies
in the next few issues to come. |
think Mr Evans name will join the
list of other tedious little men like
Jeremy Conners and S Valente,

Yours angrily
Tom Kane, Viewpark, Glasgow

You weren't the only one to react
angrily, Tom . ..

TO ELITE!

Dear LM
| am writing to saé‘;hat | have to
ree with wards {issue
o 37) about your review of Space

Harrier. This gama is very d
considering the limitation of the
Spectrum and the complexity of
the arcade machine, and Keith
Burkhill has produced an excel-
fent interpretation of the original.
Now, let’s compare it to another
game, say, Lightforce. | think you
have to admit that really under all
those wondrous %raphlcs. Ughr-
force is really just another shoo
"am up. So how did it manage to
get a Smash and Space Harrier
not?
Terry Jones, Eastern Green,
Coventry

There's obviously a fair amount of
disagreement surrounding our
review of Space Harrier. Not
everyone feals we under-rated the
game, but the mafority of the let-
ters | have received this month
would indicate that our reviewers
were rather harsh. They stand by
their ratings, though . . .

LM

jc-wn tn comp!h
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B ur opinions flowing, i
LLOYD MANGRAM'S FORUM,

ROPSHIRE, SY8 1DB




AT LAST
THE REAL McCOY

FOOTBALL
DIRECTOR

ONLY AVAILABLE ON SPECTRUM 48K OR +

Four leagues ; 20 teams each ; 38 game season : Home & Away © FAALzague Cups « Esmopean/UEFA Cup
Winners Cup ; Penalties - Players | Morale : Skill - Fisdd PosiSon ; Seored | Conceded : Plaved : Coadh : ¥outh
TJeam ; Substituions Sending offs | Midwesk games - More than | week injuries - Fren transfers : intemationals

Eurpean Tows : 3 levels | Manager Aating : £1,000,000 players : Printer option : 8 Reserves ; Promation ;

Relegation Morigags | Save game Sporsors | Full nesults | Season tickets @ Next game : Gale monsy |
TV cameas | Trowd viglence - Manager approaches - Week's profit - League Titles ; and much maors

Ny of the above features but 2 teams can piay in e ame or difierent divissons: inchudes local Derbys
Loan/Fres Transler & Cash Settiements - Manager of the Manth and Top Scorers League

INTERNATIONAL MANAGER
Dualifying groups : Warkd Cup - Evropean Cup | Home & fway | Mateh reports © Substitution - Morale - Yalent ©
Gonsistency : Caps : Age Availability ; Suspensioninjurtes : Scored : Exira time : Penalties | Save Game and Printer
opthon : and much mone
RECORDS FILE
Compatible with aimost any league table : Enter your end of season data and it works out - Best teams - Teams
wverages : Records | Tille wins How many seasons pigyed and ather information (THIS IS NOT A GAME)

PLAYING TIPS £1.00

EACH GAME £7.00 ANY TWO £14.00 ANY THREE £ 20.00 ALLFCIUHi:Eiun
ENCLOSE CHEGUE/PD & LARGE SAE WITH 20p STAMP ATTAGHED PER CASSETTE

D & H GAMES

19 MELNE ROAD, STEVENAGE, HERTS, SG2 8LL

MAKES THE OTHERS LOOK LiKE
THE SUNDAY LEAGUE

FOOTBALL MANAGEMENT

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

E & J Software ofter 3 CLASSIC Football Manage-
ment. St Games for all soccer enthusiasts

Eam of these QUALITY GAMES uses the full NEW FOR
of your comi and &
Pnchu with ATURES to make 1987

FE
aach game the most REALISTIC of s kind!
PREMIER H : A COMPHEHENSWE AND EXCITING LEAGUE GAME — Can you handle
eams Home & Full Squad

::mul this? — P‘Imr wsﬁl Details All Teams, Ttsﬂstg&h:ﬂma:
lﬂws yer in L yers o any other team, Eile
Rq:m Fuﬂ sam :ﬁ% s m‘v’purmn‘fums . Alt Other Teams.

?1& Man;n Substitutions, Half Time/Full Time Scores All
Mmhas Mamed Bawdw‘ﬁui.is-mtm. Full League Table, Fixdurs List, Team Morals {all
WRMS), Ttmrbamam(s Opposition Select Their Strangest Team, Injury Time, Financal
Problems, M Nlendamse Bank Lnnna T Skill Levels, Managers Satary, Change
Player Team Names, Continuing Seasons, Job Offers or Dramissal based on your perform.
anoe, Primter Option, Save Game and MORE

Eungrsznu n Ch %FEHB EUHEF;EAN fT\'LI;ﬁOsk;quﬂﬂnGN _FuEII ihe ms
phere of Eurapean — Home anal I
out (with SUDDEN DE.!\TH! Mm;m , Pra-Malch Tearn Naws, Ful T?am And
Substitute Selsction, Dnuﬂ‘tﬂwma Extra Time, Hall Time & Full Time Scores Al
Ties, 7 Skill Levels, D

any MATCH E.AMSJ Full Results List, Full
Dieaw ~ Al Hwnds Pﬂntw Em am Mames, Save Game,
%IHOPEAH I includes a nSive Teaﬂ Smull.llnn vdih these GREAT FEA-

HES — Match Timer, N & Recorded Goal Scorers, cnmumecks Goal'rmas.
Injuries, Bookings, Disallowed Goals, Injury Tima, Pena‘rhus Sending O and
* EPECI.HIé;EE.:‘;UHE ﬁ‘an&db:tml PHEMIEH 1T winning Sade info EUWSFAEECFH
Both thesa MES Can ls;od Of &5 COMPANIN games { L
v RI C '-’Al BLE} %

WORLD CHAMPIONS : A 'DOMPLETE AND EXCITING WORLD GUP SIMULATION

Ti the fi through the qualifying stages and on 1o THE
FINALS! — SaleTcmFmrnSqm&aIQSP rs, Select Friendly Maiches, Fulea
A.mquas in Qualifying Round, Pre-Match Team News, 2 Substitutes Allowed, mr.fqﬂi-

Tour rgpwwnls Full L%‘Fws. Players gain expariancecaps &s

s, Extra Time, Panal -0ut, Quarnier anal Group, Full Random
Draw, Change G ewels, Printer Option, Save Game, Full Resuls
List, Past Match Injury Faport, D CHAMPIONS Includes a comprehensive text match
sirvistion - Goal Times, Bookings, Irqumn, Named/Recorded Goal Scorars, Injury Time,
Mateh Clock, Sending Of, Penalties, Comars, Free Kicks, and MORE!

All games avallable for ANY 48K SPECTRUM
Games supplied on tma with full instructions @
add £

M&tﬁlﬂtl’ll’ 1ﬂtlouiuidlUK]
Great value — Any 2 Deduct £2.00
FANTASTIC V E — All 3 Games Daduct £3.00

Tl‘lll nnmn are available by MAIL ORDER ONLY

First Class Service. All are available for
IM‘HEDMTE DESPA.TCH by 1st Class Post
and are sacurely pachked.

From: E & J SOFTWARE, Room 3 , 37 Westmoor Road, ENFIELD,
Middlesex EN3 TLE
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APPOINTMENTS

SOFTWARE CONTRACT
CO-ORDINATORS

At least two talented individuals are sought to fill new positions
within the company,

-/

Initially responsible for co-ardination of contract programmers and
lizising with programming houses, activities will include:

Contract negotiation

Drawing up software specifications

Product evaluation

Liaising with graphics and music artists

Talent spotting

Project scheduling

Previous experience is not as important as strong creative instinets
and willingness to adapt to and adapt the administrative
procedures currently in place.

Successful applicants will probably be 22 yvears plus and have a
games programming background, On offer is a first class salary and
bonus package, and the opportunity to advance in a friendly
environmant, within an expanding company.

OO B R =

The company’s Software Manager will be appointed in due course
from the Contract Co-ordinators.

Far further information contact;
Steve Wilcox
Elite Systems Ltd.
Anchor Houss, Anchor Road, Aldridge, Walsall, West Midlands
Telephone: (0922) 55852

ENSURE YOUR REGULAR |
COPY OF CRASH

When a magazine is rising in circulation as rapidly as
CRASH is doing it tends to sell out immediately and you
may experience difficulty in obtaining your copy every
month. So the best thing to do is place a regular order with
YI:]U? local newsagent, which you can do by handing him
this form.

legﬁlm me a regular monthly order for

CRASH Magazine.

BB s aess
PR i rwne ki w ey Ry
ToﬂmM i

CRASH Magazine is published in the middle of every
month hyw td, 1-2 King Street, Ludiow,

Shropshire SYB 1AQ. Tel: 0584 5851, and distributed to the
newstrade by COMAG (08954 unssl Please check with
the publishers if you have any difficulties in obtaining

supply. I
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by Rosetta McLeod

ELECTRONIC
ENTERPRISE

Anew company, WESTEX ELECTRONICS, have released a mostinventive
product designed to teach basic electronics to primary school chil-
| dren. The interesting thing about WesTEX s that it was setup by three
| teenagers, Andrew Marsh, Barry Hindmarch and Andrew Haw-
kins, as a result of the boys winning the Whitbread Business Chal-
lenge, This competition aimed to find the best business idea in the
country, and was only opento those under the age of mnateen Hav-
ing won the competition and obtained some financing from a bank,
a company was created to market the product - an aid to teaching
the fundamentals of electricity and electronics.
The kit which they are now marketing consists of a printed circuit
| board, associated worksheets a
| Two teachers are also involved in the venture, and have lent their
expertise to the preparation of the excellent worksheats.

ELECTRONICS KIT

cer; Westex Electronics
: £16 95 for kit, £2.99 each program

sOmea encou

nd companion computer programs.

WesTex began trading in November 1985; and a few months age
were able to move into their own premises.and take on their first
employes. In the contacts | have had with the company, | have been
very impressed with the professionalism of the whole venture. Barry,
whois at present studying forhis Alevels, and the two Andrews who

| are both employed in a local electranics firm, give only a pari-time

commitment to their company, but already their future locks prom-
ising. With the intraduction of the new GCSE syllabus, five or six new.
products are in the pipeline, starting with a kit for teaching physics
to pupils in the early stages of secondary school, CRASH COURSE
will keep youinformed of these new developments. In the meantime,
ifyou were thinking of buying your ¢hild a chemistry or physics set,
think again, and send off to WESTEX for their electrenics Kit. The
company is based in Peel House, Skelmersdale, WN3 9PT
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STAR
SEEKER

Producer: Mirrorsoft
Retall price: £9.95
Age range: older
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Producer: Astrocalc
Retail price: £11.50
Age range:
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ASTROTUTOR
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Hannaith takes another break from writing for magazines, and spends a
while writing about them . . . in this, our third look at Fanzines.

Believe it or not, it's almost a year since the last Fanzine
feature appeared! A follow-up was inevitable — we just didn't
expect to leave it this long. However, this procrastination has
nothing to do with a lack of material — ever since last May,
Fanzines have been steadily arriving at CRASH Towers. We
read them, and read them again, before entering them under
F in the congested CRASH filing cabinet . . . but nothing hap-
pened. Until now.

The cleaning lady has been moaning that bits of paper are
all over the ugim fioor, and seeing as the filing cabinet is
about to burst, The Powers That Be decreed that the Fanzine
File be opened cnce more and its contents exhumed. Seven
Fanzines were investigated last May. Have they stood the test
of time? Or have they gone to that great newsagents in the
sky?

SPECTACULAR!

Jonathan Davies dropped me a
line to announce the appearance
of his Fanzine SPECTACULAR.
Jonathan and his co-producer Nat
Pryce are still coming to terms
with the price of fame, having won
a Fanzine competition organised
by YOUR SINCLAIR. The two lads
write and produce SPECTACU-
LAR, and as Jonathan mentions in
his letter, it's not always easy to
cover all aspects of the Spectrum
with such a small workforce. The

PUBLISHERS’ UPDATE

One of the homegrown magazines
mmmmmumm
mﬂugw inder the

S

‘bumped in to Lucian at the PCW
d o me thaaad news
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COBRA, FIST II, TARZAN
TERRA CRESTA, SUPER SOCCER
DEFCOM, AND MORE :
REVIEWED INSIDE|

a;f f_pﬂ'ﬁ- HACKER 11
- PLAYING GUIDE!

ACADEMY

magazine is wrtten on the
Amstrad CPC464, lllustrated with
screen dumps of games (provided
by an Alphacom printer), and pub-
lished using a full size printer
which some kind soul has loaned
to Jonathan and Nat. SPEC-
TACULAR comes out avery two
months and can be obtained by
sending a cheque or postal order
for 35 .alt:':g with an 18p stamp,
to BP%GT ULAR, 28 Clarem-
ont Road, Bishopston, Bristol
BS7 8DH. A subscription for six
issues costs a mere three pounds.

v
LIR FL LI

HFEIENM'E morarome

F

=i



MONITORING GAMLE>

Huw Lippiatt is sole editor of
SINCLAIR and COMMODORE
MOMITOR. Up until now the Fan-
zine has been hand written, but in
future it will be typed and photo-
copied for a more professional
feel. SCM runs to around 12 pages
which are literally crammed with
reviews, photocopied screen
shots, letters, tips (written by a cer-
tain Robin Andy!?) and gentle
banter batween Huw and his com-
triot, Jad. The writers of
NCLAIR and COMMODORE
MONITOR have found a useful
way to convince software houses
that they are genuine: every
sent to them is auctioned it
has been reviewed and the pro-
ceeds are senttothe NSPCC.SCM
is selling well, with stocks being |
exhausted within half a day of the {*
magazine going on sale. Readers:
waminggh nd out for themselves
about should send 50p and
an SAE to SINCLAIR and COM-
MODORE MONITOR Head
Office, Glemholm, Albion Ter-
race, Saltbumn-by-the-Sea,
Cleveland, TS12 1LT.
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MICROCHIPPERS

Back in August 1986 two lads
called Stephen Thomas and
James Kinnear came knocking
on our door here in CRASH
Towers. They had come to do an
interview with CRASH for their
Fanzine MICROCHIP. | range-.éﬁ
Stephen a while back to c

whether MICROCHIP had sur-
vived the ravages of time since last
summer — | thought that seeing the
total chaos in the CRASH office
wuuh:!l %ﬂ’ism off journalism for
good ough Stephen wasn't
back from school when | . his
Mum assured me that MI -
CHIP was still going strong and
they were about to bring out their
next issue any day now. MICRO-

CHIP is a strange combination of
professionally typeset pages,
which are then photocopied, with
photographs and hand  drawn
sketches. The owverall effect is
quite fetching, Butthe mostimpre-
ssive feature is the standard of the
editorial content, the publication is
written in an interesting and infor-
mative style. MICI P fills
around 1010 12 A4 pages and fea-
tures reviews, featuras, interviews,
tips and competitions. One nice
touch is that half of the profits from
the Fanzine ara donated to the
Save the Children Fund. MICRO-
CHIP costs 25p, and Stephen and
his co-writers can be contacted at
MICROCHIP MAGAZINE, 37
Park  Place, Cheaitenham,
Gloucestershire, GL50 2RE.

i rton in Birmingham is the
Eg‘s%s ':$ HT PUBLICATIONS.
the time you get
this, JOURNAL, their brand nﬁ:
gan"ﬁng magazine, will be o'nbia
streets and very much available.

is the four-

Perry Buck is Aot
# overseer o thi

teen year-old ove “and stres-

enterpri 8
g:sx}t?l;"liwvmmng from wrmng;g
uction, administration o
layout will be handled by his go
ol JOURNAL not only features
e S o rede
is
:ﬂ?&ons as aregular Play B:
Mail coume, O Y4 Cloes
E:nd::rhihe marriage of computer
and poarc.!l s geﬂ.mﬁ n;?;g
ﬂmdedmc' reviews of the latest sit-

UNDER THE SPOTLIGHT

) os such as Trivial
mwn_%gnm;ﬂ should run to

i H Christmas
on
&?ﬁiﬂ Play By Malil Golumn) &re :
divigion of womﬂmmmlmm
tiyou'd liketo see what s
has to offer, then send an o
JOURNAL, 18 Hawkesley B:Hi-
Kings Norton, Birmingham,
98Q. At the moment there is som;
indecision about the price
Jouh is an|§mmm around to
uc :
gnd the ¢ printer. The

coverprice willbe sither 50p or 75p

ief letter of enquiry tO
gtsa a brief vaﬁa’:‘dtmth&l
mag would be @ good idea, gid
guess he'll have got things SO
out by the time you read this.
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REFLEX ACTION

REFLEX started out in October
1986 and is the only Fanzine (to
my knowledge) to come from
Gscoﬂ:lam”r.lnd. Ewmﬁnmalton and Phil
share responsibili
of Editorship, but they get a hit'g
help from Art Director Graham
Delargy and contributing writers
Colin Failes and Fraser Cheyne.
REFLEX started out as a small A5-
size publication, but as sales
improved its size increased to Ad,
and it now runs to about eight
pages. One of the main attractions
of this Fanzine is its compact
nature — it doesn't look cluttered,
and gives the impression that a lot
of thaught has gone into the pres-
entation. Reviews are printed on
separate pages, and surpdsh::%ly
there is no wasted space at all. The
original artwork is produced using
an Alphacom printer, and the

are then enl using a
g?g?socopier. Scrmmpsngm
games are used to break up the
text, which gives the magazine a
more original and professional
look than photocopies of screen
shots which have been “borrowed”
from existing computer mags.

Ewan mentioned to me that a
forthcoming feature in REFLEX
will be ‘Teach Yoursslf Machine
Code', which ha is in the process
of writing at this very moment. This
will be serialised in REFLEX over
the coming months. As with man
Fanzine producers, Ewan and Phil
are still in full-time education, so
they’ll probably have to itake a
break in the summer to take their
Highers {the Scottish equivalent of
A Levels), REFLEX arrives through
your letterbax after you send a
cheque of postal order for and
an SAE to SPECTRE ENTER-
PRISES, REFLEX, 21 Berry

Drive, Irvine, Ayrshire, KA120LJ.

When we last ran a feature on Fan-
zi.nes, it seemed that one of the
biggest problems faced by the
home-based publishers was get-
ting companies to take them seri-
ously. This still seems to be a prob-
lem, as software companies are
wary of people posing as Fanzine
editors just so they can gai free
games. Julia Coombes, PR per-
son for Hewson, has a standard
tactic for dealing with the piles of
letters she receives from Fanzines.
Julia generally ignores the first let-
ter, working on the basis that if the
magazines actually exist and are
keen en i they'!l persevere
with trt;)ng o obtain software. A

ood tip is never to rely on just a

tter, most software companies
won't respond unless you actually
send them a copy of your Fanzine
te prove you exist. And if you send
a couple of consecutive issues,
then you credibility rating is bound
to increase.

Right that's it. I'm sorry if your
Fanzine hasn't been given a men-
tion, but once again I've got more

material than space, A lot of mags
had to be left out because |
couldn't contact the editors (ex-
directory telephona numbers and
50 on), so if you are on the phone,
staple & note of your address and
phione number to your magazine
when you send it in.

Considering ‘that wvirtually all
these Fanzines are written by
people who are still attending full-
time education, and work on them
is usually slotted into the homae-
‘work schedule, the standard is
exceptionally high.

Keep sending your Fanzines to
us — and each one is thoroughly
read before being put safely away
for future reference, Fanzines are
taken very seriously by those that
write them (and p e like us,
wha read them), so if you don’t
want to be left out next time we
take a look at the Independent
Publishing Sector, then send your

ublications to:

ANZINES DEPT,
PO BOX 10, LUDLOW, SHROP-
SHIRE Y8 1DB.




Ooch, Ouch! My fingers are horribly sore after opening a monster
deserves

dose of Christmas com

n entries, working out who

to win and typing their names into the Competition Computer. | hope
you're all suitably grateful - | had to miss quite a few of my favourite
telly programs as | worked into the night, sorting out your entries.

1 don't suppose you have any more sympathy for me than the
Spiky-Haired Ones on ZZAP!, so | might just as well get straight on

YOUTH CLUB

BLR will shortly be receivin
Sony Walkman and a co

a cassette rack

mon, Ireland.

a copy

DURELL
DEEP

STRIKE

B Morris from Rochdale OL11
30L was first out of the comect
entries bag in this difference-spot-
fing competition, and he wins him-
wg a radio-controlled aeroplane

Kevin Wikkatts, West Midiands,
Jamaes La EH15 2BG; M
Orlow, DET 9EX; Mir M E W
Pulpher, Surrey, CRO SJU; J | Hunter, Hud-
dorsfisld, HD1 ; Stmon Lake, West Mid-
lands; B75 , Longhurst, Hertford-
shira, HPZ3 4ED; Jonathon Clinton, Warks,
§irS ) Gort Bertyshice, SK17 87S; G Por-
kinson, TH16 2DU; R Davies, Clove-
land, TS9 7THF: Roger Calian, Cheshirs, SK2
50QU; Harry Fuscks, Hants, S081 BGO;
Righard Wong, Liverpool, L15 BJS; Mitchell
Jagd, Denmark, Damen Calderwood, Scot-
land, PA14 50D; Tan Wel Hos, West
Malaysia, 47300; Steen Madsew, 2830
m Denmark;  Martin  Bums,
PL12 6PE; Stewen Broadfield,
Staffs, BTT 1DN; , Bol-
ton, BL2 Miartin Devlin, Bucks, MiK11
10G: § P Kally, West Yorkshire, HD3 4EF;
John Welsh, Glesgow, G42 888

Stephen Grant from Sussex BN1
a
of Fire-
lord. Why? Cos he provided the
most humorous entry, in my hum-

o to: C Emblem,
Barnsley, 571 4RB; Mark Oldham,
Manchester, M24 3WW; Christ-
oﬂrvar J Wright, Merseyside, L63
9HJ; Judy Falkner, East Sussex,
TNE 1TN; Sean Cooney, Roscom-

And 25 runners up each receive
of  Firelord plus a

o A abhl.l.’.

A (Crisia o5 S s

ble opinion, for the HEWSONS J
Christmas competition. Five sec- pard Ligiow, o skeny
ond prizes of a copy of Firelordand e Fown whichis

das the head oy THE

(5 HPs (s Batish Hedgehog
Prreservntion saf_na'ﬁ Betha
didnt  heowlll) The heack o
the crisis =2 @ nos péen

Hmmell Soten Spckied
rseys, Where o compuder
{Mnm‘cpﬂ ity d,-%mn] R
hoes been  olothed  on ;
s ST
[l

Eterral Youth Sgell!
e Ty

Tre tompder minion wshes
remoin prongmoes, (e Here
are ne feprds of rofpmie W
Nedudl Hidlons bocks

GREMLIN
JIGSAW

A Philips Compact Disc Midi Hi-Fi
System is winging its way to Mark

alward of Northants NV109EY —
Mark's entry was first out of the
correct entries bag in the Chris-
mas card comp. A second prize of
a Sharp Ghetto Blaster goes to

The gufs & Koo
Corit vormiH] (g ?

[Graeme Kidd |5

o
o

i | B -
e ki O‘m“[ orongroad ] (omp eny.

LA BELLE FRANCE

Penny Gibson will be travelling
from her home town, Bristol, flying
from London to Charles DeGaulle
airport in Paris. You see, INFOG-
RAMES are treating her and a friend

Dis is m““jl

1, B, () Torrl i‘
| down the Spell |
Aoty on cauEe . e wonls |

fois Taont Wik, W
oelie tipater "B

Miss Toni Wills of Leicester LE2
3AA, and the third prize of 5 GREM-
UN GRAPHICS games goes to
Claudio Rivera Redrado from
Malaga Spain 29620. Finally, 25
runners up each receive the GREM-
uN GRapHics game of their
choice . . .

to a weekend in Paris. Well done,
Penny. Everyone else who entered
this comp collects a money off
voucher redeemable against

INFOGRAMES games.

th |t \fm Ceiddem prpn o EIJ-"“'P?J"-
wath th spiEY pairad Ones. some bt
e e o o Cofoum BB e
7 paapia ‘me
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!
33
E
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FOOTBALL FORT

Football historians put their think-
ing caps on for this one, hoping to
win the holiday of a [fetime.
Nicholas Taylor of Cheshire SK14
4DL collects the £1,500 to spend
on a sporting holiday of a lifetime —
courtesy of cos. Congratulations,
Nick. The following 25 runners up
each receive a copy of Bran
Clough’s Football Fortunes . . .

Gienn McDowall, London, 3W18 30R; MrC
Harris, Dorset, BH17 7GO; Mark Devina
Sheffiald, 512 2GG; Graham

o Houldershaw,

HOT AND
COLD HOLS

Mark Watkins of Buckingham-
shire HP7 9BB has won a £600
holiday - It's up to him to decide
whether to go somewhere hot and
sunny or cold and shivery. Ten run-
ners up each receive an INCENTIVE
game of their choice . . .

m'm:il.lﬂ QTQ'B-“2 o hﬂ:
s sPD
Webb, Em

i
o
i
i
i

>
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TRENDIFY A
MINION

Linda Kmq ford

MINIONS PAINTY REVENGE

David Edge
from Shropshire TF7 5RX, and Mr
P A Pethers from Snowsfield SE1

3TD will both be joining some of
the piranHA and Mewsfield staff for
a day out at the Combat Zone . . .
sometime around the Easter holi-
days. Thirty runners up sach
receive a copy of PIRANHA'S Rogue
Trooper . ..
lan Grainger, Hants, PO2 OPS; Dylan Wyn
?::1. Walss, LLTT BYX; J Singh, I;::
BALI; IMnTa;flnr Scotland, KY11 ?E'E"
Almsiair Duwn, Exfouirgh Eish SA Mai.
Kirkby, :
W K CT2 oHR; Mark Sib-
son, mt Ynﬁm,.ﬂ'ﬂ OPF; lﬂhﬂluhe
Wilts, 5P4 9PN; Rodney T , Barks, L2
iLB; David Johnson 58

7 80T,
6LD; Snmeerwakmarn. Wieral,

STOP DOC
MARTIN
PRATTING

m ﬁ"’ FHASS Yau siaT  o5Ea
LY MAPPENY (mH
Auenug akm e ymM AT THE “m__'?F_WTH& A Loy

ON YER BIKES!

Rosalind Whitworth from Coven-
try CV6 SES, and Mark York of
Glos GL2 OAP both win a BMX
bike, thanks to ELITE. Thirty runners
up collect a copy of Space Har-
rer. ..

Mark Cobb, Scotland, DD4 7PD; Kevin O

KAT KOMP

Flipbots are on their way to the fol-
lowing ten pecple ... they came
up with some really neat names for
the Katmen that give poor old MT-
Ed such a tough time in Kat Trap,
the GENESIS game.

MINION SPOT THE BALL

. Herts,

‘WD2 4DX; Jason Aark, Essex, GM‘FS 2TH;
Chris 8NF; Robert
Bond, London, 'SE1 8K; Mrs C Middileton,
no‘ﬁnid. 5A8 EFH David Parker, Lancs,
oLtz &mh:nDuw.TmaMWun
NE100YN; SlmnRW'lllﬂng,Lm.SE 8
TTL; John Motherwedl, ML

MacKenzia,
SNE; David Murrfoed, D

SQBIIED;LH
Prutton, Beds, 5G15 ; Jon Cripps,
Herts, WD3 580; Chris Thomas, Somersat,

Hrbert, Staffs, W57 BRAE; Kelth
Wood, Em@,im'r'ruumﬁnnﬂngu.
Ealtsmm. BBD,

David Windall, Kent, TN15 0DH; Jeson
Edwards, Eﬂm.GDSSLL Pmulpl(n-ruwdy
Mr Wigan, WNS Andrew  Longwill,
Scotiand, PA2 BAJ: ﬂicnw Stone, Hm
RG26 6JF; Steven Polock, Wulshlm
BAY; Shaun Fairbrother, Burton- 'hun,
DE11 9LB; Pater Maden, U‘um cwz
7JE; Brian Poole, Bolton, BLS 5TA; Justin
Lioyd, Cormwall, TR15 3XF

O, M Carl
ark Sinckair, Nor-
Stathcl

¥
'|I'..9.|"
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HIVE AMSTRAD DISC

*FREEPOST FIREBIRD, FIRST
FLOOR, 64-76 NEW OXFORD ST, l.mmmu fPS.
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£9.95 £17.95
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Every Mon night | rush home
from wurk.d?'obbla my tea and
quickly help Mummy Minicn

wash-u%.Then!shk into tha arm
chair in front of the telly and watch

o
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The Growing Pains of Adrian Mole,
a peanut butter sarnie in one hand
and a strong cup of tea inthe other.

It's great. | can really identify
with poor -Adrian. Heaven knows,
my formative years are just as hec-
tic ashis, but I reckon that I'm even
worse off. At least Adrian only has
to put up with scatty parents and
the odd problem with his obnoxi-
Em girl'l'!i:ﬁtdh.ePandora.ofI get all

at, plus hassies of working
for GEASHI

I'd like to ses how Adrian would
cope with running up and down
stairs carrying all the post which
hasto be delivered — at least seven
times a day. Would he keep his

temper when the Spikey-Haired
ones from ZZAP! demanded yet
another cup of tea? 'S never
a clean mug left for me.) How
would Adrian like trudging up and
down Gravel Hill in all weathers,
ferrying take-away curries to the
food-freaks that work on M7 | bet
the young Male would go into the
throes of deprassion when the Gir-
lie Tipster practises her new make-
up on him and then parades him
araund the offlce for ne to
see (and laugh at), like she does to
me. In fact | was wondering if
Adrian would cope at all and that
gave me agreat idea for a compet-
ition.

|
S

Those well known adventure
people, LEVEL g have written a
game based on the trials and tribu-
lations of Adrian’s Life, and it's
called The Growing Pains of
Adrlan Mole. The game follows
events in Adrian's diary and the
player tries to unravel his pubes-
cent problems, As | was sitting in
the broom cupboard having a
quick break my mind started to
drift: Just imagine it Adrian Mole
got a job at CRASH Towers-as the
new -:m'npsd{ Minion . ..

A qui to those nice
f)oaple at n‘lﬂfl?whu are publish-
c:? the game, The Pains

Adrian Mole, and | had some
prizes for you to win. Compile a
short diary {just a couple of days or

a describing
Adrian’s dilernmas as he hasto run
around after everyone here at the
Towers (just like | do.

The best diary wins its author a
Sony Walkman, like the one Adrian
longs after in the TV series. The

three next-best entrants get a

ctm;uf the book, The Growing
Pains of Adrian Mole autographed
by Sue Townsend the authoress
(coo). And then 25 runners-up
stand to win a copy of the Spec-
tn.;rn game. s
was very with myseif
for thinking up such a good com-
on and told Graeme Kidd,
nfortunately Graeme thought it
was a good idea too. So good that
he said it wouldn't be a bad idea at
all if Adrian Mole did get a job here
because he'd probably do a better
lob than me. Sulk.

Whisk your diaries into me at
CRASH, making sure that they
arrive no later than 26th March.
Mark them: ADRIAN MOLE - NEW
COMPS MINION, CRASH
TOWERS, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1D8.




HAING STEWED: ANAY ON THE MONSTERS

Sl SPCE-SHIE BEEN ATTACKED BY A CHEF
W Wi A CHOPPER, LOST M3 FABULOUST

EYE OF OKTWP AND 80 HIS DNNER

B CATE CANCELLED (MR HERD /5 NOW A

EAGLE COMIES, MY
SWCLAR CF , MY ToE-
ML CLIAPERS . AN
TYRHOWD WVLESS You
il FARIES ME JRAICK....

IF ONLY 7 WASNT
POISONED! IF ONLY T o
HADN'T SwiaLLeReED AT Sl OOP$! THE MONSTER HAS
Bavse! F ovey' T oonE Jll RUBBED (TS TiM, ASIDE

SKVISHED THIS Loawt M WHICH 15 THE FABUHLOUS
_ ABD. .. i il EYE OF OKTUP-..

i
Al

\y CHINKEE ... TV BOVWNA GET KiNG ARAWN T}
W ON RICE ., TWICE! WHAT Yout [am=iX

I e E||l|“l
L '\\\\\.\\ﬂ
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KONAMI COIN-OP I‘IITS

SPLECTRUM-COMMODORE-AMSIRAD-C16°BBC
CASSETTE DISK

£9:95=-14-95

o . the game |
Screen shots taken from various computer formats 5? = [

M--r-:.

..Ehe Aame







 ROUND2
= RURAL AREA

ARER .

B L e

P aEEeeTeTeRe st YN
L
shetel .o‘o‘.“ ’:.0‘_ P

60 CRASHMarch 1987



G
s

CRASHMarch 1987 61

4




[,
h,[]@ s

COMPILEDBY WEIYNE BIRcH N
. . m g

C‘r&ﬂl—-sg

wDeDd,
5D O EP»IES- <ok

IS

4 HHEDIHH - RATINUM 2
- @ HIEE 991 -y
: THN’G’STEN @.ll_‘z-. e
g C-lm-lag

62 CRASHMarch 1987




GOEI= @D
© €S won
L i -G 4
- 9S00 S
@90 ;
N T
uonin - g ) DD D
" HEP LD IED-

-Fo - == I-l URiBILM

SHOOTHRLE SURFHRCE FERTURES
RUNWH

@ rineRUNGHERS

XY wieH

= } SURFHCE

T J eemtures

€  SHIPSONA RUNWEY

CRASH March 1987 .63




' J8 Earee LB

{0 61 7 FH0E e,

64 CRASHMarch 1987




& r

CBM 64.Spectrurn, Amstrad CPC,ATar:‘&OOﬂ
TEL 01 954 1909










THE STORY 50 FAR fetched; creation’s only per-
fect (not 1o mention artistically unciad) human being,
Tamara Knight, is seeking a star upon which to wisl
me, a soft-hearted miniature neutron bomb named
LOUSE, into a soft-hearted full sized human being
of the male persuasion - preferably with some lei-
sure-ware thrown in. Fortunately, we have just
escaped from a hellish place called Heaven in the
company of a half-Cherokee former-guitarist from
the Ike and Tina Turner Band and two short planks
named Pinnochio, Unfortunately, we have landed
on the planet Alnilam in O'Ryan’s belt, where secta-
rian conflict is about to erupt between some disgust-
ingly bloated oranges called Bygotts, and the local
leprechauns. The worst thing of all is that I am now
forced to use the oldest science fiction cliche in the
history of pulp. It is my duty to inform you that the
leprechauns are little green men. How utterly
humiliating!

“Bejabers!” says our leprechaun, flinging his crock
of gold at the nearest Bygott. “Pleased 1o meet you,
Mr Ber}iabers. " says Tamara, a very polite, but very
Unwo dlfy young lady. “Ron for {er loife! If de
Bygotis foind out yer a Romulan Catlick, they'll skin
yer aloive! And me name’s Widdy Coolyew, boi de
way, pleased ter meecher.” Now | n to know
that pacifism is second nature to Bygotts, The trouble
is that their first nature is homicidal mania. We make
arun for it, but the Bygotts are everywhere, leering
and jeering, panting and ranting “Eatup yer greens!”

Tamara emils a pel velp, and asks what we should
do, to which the leprechaun yells, “Don’t ask me
darlin’, ask de bloody Tinkers. " A swarm of leprec-

hauns attacks the huge bulk of the nearest giant
orange, renting it asunder — but the sunder would
rather be purchased outright. (WARNING: the fol-
hm bit may be offensive to some vegetarians).
Shreds of pith are ripped from the living fesh of the
orange warriors. The little n men are sprayed
with juice and bombarded with pips. Several are so
badly injured that they will remain vegetables for the
rest of their lives. Many Bygotts are liquidised before
qur very eyes, crying “‘King Bully fer ever”. Mashed
Ip and splatiered chlorophyll coze underfoot. The
echaun calling himself Widdy Coolyew is cruelly
tossed in oil and vinegar, but he manages to shout to
Tamara, “Bring me a handful of dat Byﬁmt pith,
quick! If de rest of em can see dere leader’s dead, dey
moight bogge:

mﬁ‘ "

is is hopeless. I frantically search my data banks
for some useful information to get usoutyof here, but
the only suitable reference I have for thja’;]‘?lanet is
“all knowledge is to be gleaned from the Tinkers.”
The poor little leprechauns are staughtered. The rich
little leprechauns buy their way out of trouble. The
Bygotts gather round us, menacing and semi-peeled.
It 1s quite disgusting, Their focus of attention seems
to be Tamara, who is still dutchigﬁlihe fibrous tissues
of King Bully of Orange, the Chief Bygott, to her
bosom. She is unceremoniously dragged from the
battlefield, battered to her knees (they prefer meat in
batter) and forced head down over the stump of a
dead tree. From the midst of the vengeful mob a
sinewy blood orange, stripped to the navel, slowly
makes its way toward us. It carries a great sword,
glinting and spattered with glutinous green essence
of leprechaun.

““If she dies, I die, and so does every other
living entity hereabouts. At least I can do
something constructive for a change.”

The executioner’s sword is raised above my poor
Tamara’s beautiful neck, There is absolutely nutﬁg
I'can do to save her. In a blinding flash of realisation,
bred in the wild and released into captivity, [ know
that I cannot live without her, and more to the point
this story will be somewhat redundant without its
hereine. So that's it then: only four poxy episodes
before Tamara Knight, intergalactic sales-being for
the Maedonalds Tel t Corporation, :aum:!g the
only perfect human being in existence since the
mythological robot-goddess Annbrownsmirrah, is
about to die, There is only one ludicrously melad-
ramalic thing left for me to do, 1 will fulfil my destiny.
At the moment when this terrible sword decapitates
Tamara, and severs her guiltless head from her
blameless body, 1 will detonate myseif, and reduce
this entire saga to radioactive dust, If she dies, I die,
and so does every other living entity hereabouts. At
least I can do something constructive for a change.
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“Goodbye Louse” says Tamara, in a small, calm,
rfiect voice. What's geod aboutit!? Deathcan often
E: fatai! 1 hurriedly re-combine my molecules and
cease to be a dirty dog tooth in her perfeet mouth. It
just wouldn’t be right for her o die with such a
lemishiin her chops. Instead, with her perfect saliva
still clinging to my unworthy carapace, 1 transform
myself into a little tea-brown birth mark, or should 1
say iromic death-mark, the back of her neck, just
where these miniature black hairs of her nape meets
the fuffy down of her spine, just where the sword is
aimed for, just as the last terrible command is given
and a voice screams the order, “CUT!" Goodbye
Tamara, I loved you as much as it is possible for a
neutron bomb to love the spirit and fiesh of a small
but perfectly formed innocent, whose age and [Q)
hoth register as sixteen, goodbye, goodbye, good-
bxe

“Wheo IS that girl with the chopper over
her head, as the actwess said to the bar
steward. She's not in the sewipt . . . "

I prime my detonator, squeeze my trigger kiss her
neck and hear the prissy voice screcching a string of
hysterical orders, “Cut! Cut! Cut! Who'IS that girl
with the chopper over her head, as the actwess said
to the bar steward. She’s not in the sewipt, is she?
We'll have to shoot this WHOLE scene again! Some-
body pour me a dwink of milkywilks in a dirty glass,
and put some clothes on that stupid girl's
extwemities. You there! yes YOU, the little wooden
puppet and the half-cherokee puitarist fwom the The
and Tina Turner Band, scwape up those corpses
pwonto, and get the pwops department to bwing me
a fwesh batch of those fat oran erhin%i'esand WeEC-
hauns to kill. Oh cwipes! What a WOTTE day;
thwee million cwocks of gold over-budget, some gir-
lie wandewing onto the set, & pile of wotting native
fleshypoos, and worst of all Fve just b
fingernail!"

is this sweaty idiot, dressed up in a safari suit
with a silk cravat wilting beneath his chubby pink
'R}wls'i Well, whoever he is, Tamara has been saved!

y beautiful hostess will live to ight another day! (or
in our case, another five minutes). The
impedimented idiot seems to be beckoning for Tam-
ara to join him where hie sits on a folding canvas chair
with ‘Sir Dickie Asteroid, Designer-Conflict Direc-
tor’ stitched on the back sequins. I scan my memory
banks to remove the negative from this nonsense:

Designer Conflict: in certain sectors of the Galaxy,
especially Taurus Excrementus and O'Ryan’s Belt,
randomised warfare is considered much too danger-
ous to be left in the hands of politicians, industrialists,
the military and the church, In these regions, all con-
flicts are handled by advertising and marketing agen-
cies.. Warring factions are endorsed by competing
sportswear companies, package heliday operators,
breakfast-food producers, sanitary-ware manifac-
turers, arms dealers and washing powder corpora-
tions, and all proceedings are holovised. The winner
of any Designer Conflict is declared as a result of
public opinion polls, registered by the operation of
the remote-control handset of domestic holovision
sets, (NB: certain Designer Conflicts are sponsored
by popular game shows, wherein the lucky contes-
tants are able to'commit genocide if they can answer
a few simple questions — and all on live breakfast
holovision).

So that'sit ., - the old Vietnam scam! And [ am
not in the shightest bit surpnised to discover that Sir
Dickie Asteroid is under contract to none other than
Macdonalds' biggest rivals in the whole wide uni-
verse, the dreaded Cocacolamisation Corps! They'll
grind my Tamara up for lavatory paper if they dis-
cover that she is working for the dirty Macs! But
before | can warn her, the loathseme Dickie peers at
Tamara's bundle of Byfgmt skins and demands,
“What's this load of wubbish, you wuddy
wenegade?" Tamara smiles as sweetly as anyone can
smile who has just escaped decapitation, bats her
evelids, licks the perfect sweat from her perfect ;jﬁ‘ﬂ
lip and answers, "I was just taking the pith to Widdy

‘oolyew . . . "

Part Four

.seems puzzled, “Whata . .

en my.

“Stunt man, you see this wicked wude
wench?’ ‘Yes, Sir?’ ‘Well wuddywell
STUNT HER!”

“WHAAAM" screams the offended bladder,
“How DARE you widicule me! How DARE you
mock my litthe affliction! You wotter!” Tamara
. P You're doing it
again you little WOTTER!" “What a what?"' “You
wotten wuddy wotten wotter!! " Sir Dickie has turmed
a very fetching shade of purple and puce, and it
fetches his entire film crew Eag onto the battlefield,
“Where's my stunt man?!" he bawls, “Here, Sir™
snarls the stunt man who resembles a cross between
a fork lift truck and another fork lift truck. " Stunt
man, vou see this wicked wude wench?™  Yes, sir?"
“Well wuddywell STUNT HER!"

The moron picks up the execution-sword, swings it
at Tamara’s terrified body, misses and neatly ampu-
tates Sir Dickie Asteroid’s left buttock. Your heroine
and her companions tiptoe away, leaving the
Designer Conflict Director complaming about the
stains on his freshly laundered trousers. I nuzzle into
the nape of her neck, happy again, and advise her to
search for the mysterious }I"‘inﬁners that kittle Widdy
Coolyew was blathering on about, and whom my data
bunks endow with so much power. If a Tinker really
exists, he might be able to tell us how te wish upon a
star. Then we cold stop having these ridiculous
adventures, Tamara could visit the toilet and have a
bite to eat, and T could be transfornied into 4 soft-
hearted full sized human being of the male pemsua-
sion, preferably with some leisure-ware thrown in.

It is Pinniochio, riding on the shoulders of Jimminy
Cricket aka Jimi Hendrix who moves the plot along
not & little. He rubs his forehead in amazement, hur-
riedly extinguishes the small boy scout fire that spon-
taneously ignites there, and points to a battered
wooden siﬁnpost leaning like a crossroad drunk,
upon which is earved TO THE TINKERS “Gosh!"'
says Tamara, * What can it mean?" We all ignore her
perfect stupidity, and make our way along an over-
grown, twisting pathway, following the sign. We
carefully avoid the minefields, quicksand, trip wires,
budget software, the snake pits, piranha lakes, bon-




nie langford videos, the rat traps, tiger traps, von
trapps, and fall headlong into the first man/woman/
wooden-puppet trap in our path,

We are falling, kicking and screaming into the
stinking void. (Well what did you expect? A rest-
room 10 materialise, complete with waitress service
and extensive whine list?) As we Jand, a rest-room
miaterialises, complete with a leprechaun waitress

roffering an extensive whine list. My sweet Tamara
i overjoved, but not in the slightest bit surprised,
and as we have not eaten for the last three pianets;
she asks what food is 1o be had, “Sure dere’s no
bleedin® meat, but we got plenty of oranges.” Tam-

ara lets Pinnochio order for her, and excuses herself
for a visit to the toilet, I suppose I oo will have to get
used to these little human weaknesses after we dis-
cover a star upon which to wish me.

When we return from my Hostess” ablutions, Jimi
Hendrix and Pinnochio have disappeared. Maybe
pwpets have to go and have & sawdust or something.
“We got some meat now, miss,” says the miniature
waitress, ““noice and fresh if yer don’t moind de bits
of wood in 1t."” For some reason that [ cannot quite
explain, a shadow of doubt flits across my printed

circuit boards, but no matter. Let's see the whine list,

“Can | have some whine, please,” Tamara requests.
“Sure and whoi not. Yer allowed one whine. Just
moan it at der Tinker.” Tamara spins around looking
for this mythical fount of all knowledge, but fails to
spot anyone except the waitress, and a pile of clothing
remarkably similar to those worn by Jimi Hendrix
and Pinnochio.

1 scan the room with my sensors, but there are no
other life forms here. “Um, excuse me, " says Tam-
ara, “exactly where i this Tinker, and can you tell
me where my friends have gone, please? “5Sure yer
companions are turnin in dere gravy, and de Tinker
is on de table in front of yer. Now if yewl scuse me

oi'm bein written out of de plot, cos oi was onl
included as a sinister female for a bit of sexual equal-
ity . . . "and with these obscure words, the leprec-
haun waitress disappears with 4 slight odour ofPl:hip
fat. "Where's the Tinker, Louse? I can’t see anything
on this table except the whine lis.” And the whine
list says, “Den by a process of logical deduction, I
must be de Tinker!"

Well, here's & turn up for the book. The greatest
intellect in the entire star system of O'Ryan’s Belt is
a tatking sheet of badly Iﬁrintcd A4 paper half blotted
out by snail trails from the planet Tippex. * Oi donot
talk sheet”  says the whine list, mis-reading my mind.
Tamara wrinkles her nose, and gathers her thoughts.
Not an easy task for her to achieve simultanecusly.
“Um, hello? Hello? can you tell me why ... "
“STOP!!™ Linstruct Tamara. before she destroys our
only chance of finding the wishing star, *"You are
only allowed one request, which the Tinker must
grant. PLEASE don't waste it Tamara, Think very
carefully before you speak.” She smiles at the whine
list, runs a perfect finger over it and says, “But why
do they call you the Tinker?"

“I'll always be a neutron bomb, never a
man. What a life!’’

Ho hum. So that's it then, our only chance of
salvation gone, and T've just realised what those
ketchup stains on the tablecloth really are. Poor Jimi.
Ah weH, nearly at the end of this episode, let's hear
what the Tinker has to say and just sit around waiting
for the usual crummy crisis. Wheo cares, I'll always be
a peutron bomb, never be a man. What a life! “*Dey
call me de Tinker, " says the Tinker, “'because I tink.
Therefore T am.” You know, sometimes 1 feel like
detonating just for the hell of it. Tamara is sill trying
to work out the quotation from the Irish philosopher
Des Carthy, when the Tinker pipes up, " Well hurry
up den, yer allowed one question each, so let’s
hearin’ from de sentient birth mark on de back of yer
neck!" I cannot believe my inﬁuts.' It means me! We
are saved! Oh bliss! Oh joy! Oh get on with the narra-
tive, 1 une one of my eutputs to the Tinker's fre-
quency, and ask the vital question, clearly and pre-
csely, * Show us how to get to wish upon a star where
all our dreams come tre.”

The tinker tinks, er, thinks, draws itself up to ils
full height of 297mm and delivers the answer, the
solution to my future happiness with Tamara Knight.
“Sure yer eejil, it's not a star yer after, Where you
want to be is de planet Astar. Dat's where all yer
dreams come true, Youse take the Md42 out of
Alnilam, keep going, past Castor and Pollux,
then . . . ah to hellwidit, Or'ake yer there meself.
Oi bought dis great teleporier booth from a Mac-
donalds sales rep last Tuesday, and Oi've bin dyin ter
troi it out”, £

Little does the Tinker know that dying is xactly
whal happens every time a Macdonalds Teleporter
sends a copy of its passengers off, and drops the orig-
inals through the gor to be made into hamburgers.
But who cares about that. Unbelievable happiness
and fulfilment is about to be mine, when [ am wished
into. human form as Tamara's consort, She gggles
with undiluted pleasure bracing her limbs against the
walls of the Tinker's teleporter, to avoid hamburger-
hood. We are instantly transported to the planet
Astar, and just as instantly left there by the Tinker,
who has forgotten to turn the oven off. And good
riddance, say I, there’s only room for one synthetic
superintelligence in this story, and that's me.

And what 2 beautiful place this is! Much quicter
than the idiotic battlefields of Alnilam, much prettier
than the hell-on-earth of Heaven, much less pretenti-
ous than the high-tech of Amnesia and nowher¢ near
as smelly as Pynkfoid, Astar will become our private
Paradise, our very own Barrat podule. “"Well, Tam-
ara, what do you think of it so far?” 1 ask, readying
myself for manhood, and trying to decide whether or
not 1o have a small moustache. Tamara hesitates,
“I. .. I'mnot sure Louse. I've got 4 funny feeling
we should be very careful what we say around here.
1t feels like the whole planet is listening . . . 7" “Ha
ha!" Lery, “you don’t say! You must be kidding . . .
you . . . " Whoops, | seem to have been somewhal
preoccupied with my future moustache, and my
words have had a rather drastic result, No sooner
have I spoken, than Tamara's mouth disappears, and
she gives birth tb two tiny goats, Well hush my
mou ., . . hngk?

Ta be continued . . .

=

CRASH March 1887 69




SUPER

VORCON
WARS

Super Vorcon Wars is, to guote
from the precise rulebook, “an
enhancement of the long running
and popular, computer moderatad
Varcon Wars.” | couldn't have put
it better myself: SVW is a genuine
enhancement of VW (which |
reviewed in July 1988). The
game’'s features have been
broadened and developed — but
unfortunately the price has also
gone up! John Nicholson, foun-
der of VORCON GAMES, T

SVW to complement, and not to
raplace the original. The new and
improved features of SVIW reflect
all that John has learned about the
game during his four years of mod-
eration. So, what is s0 special
about SVW? Is it any better than
the original? It is worth the extra
40p per tum? And, most impor-
tantly, are its players having fun?

VORCON RE-CAP

As you may or may not remember,
Vorcon Wars is. a sixteen-player
game of global strategy and diplo-

— with the ultimate aim of
gainin Pawer over a fully circum-
nawvi e semi-developed world.
The Piane.t of Vorcon is divided
into ‘hexes,' each hex having its
own function {agriculture, indus-
trial, forest and so on) and lon-
gitude/latitude position. These
hexes must be captured, and
defended by deploying armies
about them — thus expanding the
amount of world controlled. Diplo-
macy is often ignored, and battle
soon arupts when players meet —
and can be anything from a minor
skirmish to an ali-out nuclear bash.
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with a Super Yorcon Wars Start-up
] {Valid until the end of March 1287)

That, very basically, is Vercon
Wars. Super Vorcon Wars is an
attempt at improving this master-
piece of simplicity and playability!

THE DIFFERENCES

The basic differences and addi-
tional features of SVWin compari-
son to the original are: new land
types, revised hex layout, subordi-
nate commanders, spy satellites,
running points score (which can
%rant your commander a Super
sommander status — very effec-
tively raising military might), addi-
tional options and diseased food
supplies. This may not make much

sense to non players, but the
rest of you will know what | mean.
HEX

Should you prove super-efficient
at stockpiling food supplies for
your forces, diseases will become
rife — destroying your stockpile
very rapidly. To overcome this
difficulty, the Laboratory hex has
been created: when disease
appears, you must set up one of
these to discover the antidote,
Once the antidote is discovered (at
economic expense) and the
stockpile has fallen, the problem
vanishes and the lab is destr i
This prevents players from
stockpiling so much food that they
needn’t worry about feeding their
armies during battles.

SUBORDINATES

A problem encountered by many
in Vorcon Wars is the limited range
of your commander's effective-
ness when moving armies. Your
troops can only be moved when
within viewing range of your com-
mander (the VW equivalent of the

ing — a very important
entity). In SVW, subordinate com-
manders can be created to control
a minor campaign on one border
while your main commander has
an additional print-out sheet. This
feature allows a greater use of
strategy, yet it could be a?ued
that it de-limits the use of diplo-
macy (a powerful player with many
subordinate commanders has lit-
tle need to trustin allies).

SPIES IN THE SKY

In the revamped game, satellites
can be ‘re-directed' away from
your commander’s location to any
co-ordinate you choose to spy on

8 This coupon entitles me to

! TWO FREE TURNS

— effectively allowing you to keep
an eye on the opposition while you
temporarily play semi-blind. This
switching of orbits cuts down the
sateliite’s life, butitis auseful idea.

OTHERS

Additional options and land hexas
exist fo accommodate the fea-
tures covered here. There is cer-
tainly more scope for strategy with
the use of subordinate comman-
ders and spy satellites, but only
time will tell how the game goes
down ...

CONCLUSION

SVW is not necessarily a better
game than the original, although if
you are looking for a fast tur-
naround game that has a lot of
scope, then it may well be the bet-
ter option — it's up to you. SVW
does cost more to play though.
Vorcon Wars costs £1.00 pertum,
while Super Vorcon Wars comes
in at £1.40 (which can be weekly,
fortnightly or every three wesks), If
you would like to play in SV, sim-
plmsl £5.00 to YORCON GAMES,
C H Game, Juniper,
Bracknell, Berks RG124ZG. This
pays for the rulebock, start-up

{first printout and a world
map) plus the first two turns. Cut
out the coupon on this page and
post it along with the £5.00 start-
up payment and you will receive
an extra two free turns, bringing
the total up to four turns before you
start paying anything elsel The
offeris open until the end of March,
s0 use it while you can!

PBM FORUM

SPORTS

Dear Brandon.PBM

Are there any sport games,

other than those based on soccer?
Chris Counsell, Hedge End, Hants

Yup, there certainly are. | shall be
covering an American Football
game next issue — I've also heard
rumours of a cricket game that's
under development. [ will fill you in
on the details should they be for-
warded to me. Does anybody
know of any amateur non-football

sport PBM games? o
VERY TIGHT!
Dear Brendon,

After joining Stargiobe a few
months ago, | have been venturing
about the globe discovering stars
and sending messages. In
December's CRASH you wrote
that ships with a 'sending mes-
sages' score greater than twelve
may send tight beam messages.
Hmm, | have forty-four points, but
have had no indication on my
print-outs of this new ability. How
exactly do | send these mes-
sages

mmm,m

P saf%asay that | shail not give
away the ‘secret’ of tight baam
messages. The point to remember
when playing Starglobe is that the
Mulhollands designed it ta be a
gama of discovery: where's the fun
it you are told how to do every-
thing? The best advice | can give
you is te experiment with your
sending rnassagas order; it is also
worth sesing if PRIOR, Main Com-
puter's data banks hold any
clues . .. but|have said enough—
try it!

BK

A COMPLAINT

Dear Brendon,

Although | find your column both
interesting and informative, |
would like to complain about your
‘overview' of Satumalia in the
Christmas Special.

You gave the impression that
the game was both bonng and
meadiocre. Your overview hardly
touched on the politics of the relig-
ions, and on the feuds that go on
between them! Not even a mention
of the degree of planning and dip-
lomagy that is involved — elements
of sirategy and war-gaming come
in when battles or confrontations
are being planned.

Fame s surely what most
people aim for; surely calling it
multi-player was an understate-
ment. Saturnalia has over 1,000
players, and was voted Best Game
at the First British PBM Conven-
tion!

That concludes my grumble.
Thanks for writing such a good
column, soon may it spread to four
pages!

J Cottrell, Barrington, Cambs

I am sorry that you disagreed with
my overview of SLOTH ENTERPRISE 'S
Saturnalia game - each to his own
is what | always say. | based the
overview on the feelings passed
on to me by readers and friends
alike who generally seem to rave
about this game; this {to ma)
appears to be a safe way of writing
about a garme. Still, your letter has
put the record straight. By the way,
I personally do not use the PB)

Convention Awards as a yardstick
for my column’s contents as they
do not represent a true cross-sec-
tion of the pla ' baliefs, The
FLAGSHIP FACTORS  (where
available) are the most accurate
reflection of a game's quality, and

it is these statistics that | try to go
by. =9
PLEASE

Dear Brendon,

Please, please, pleass, please,
please (etc) ask Lioyd te publisha
photo of his typewnter!!!
A Colingwood, Spring Park, Kings-

il BK
NOT VERY WHITTY

Dear Brenden,
| am a long time CRASH reader




and RPG pllli‘yer. As oneof my hob-
bies being Football, | Iaamﬁt the
chance of playing Guy itty's
PBM football game mentioned in
your column, After receiving an
info sheet, | sat Mr Whitty £7.00 to
start up and play the game. For
reference, my team was named
'Garlic United" (account number
C29) — a member of the C-ARLA
league. Since sending these
details and the cash to Mr Whitty's
address | have heard nothing.
Four months ago, | posted him a
letter in anattempt to discover why
| had heard nothing from him.
Please could you help me —have |
lost my money, or did | do some-

thing wrong?
] #uuu, 17 Western Avenus,
Brentwood

have received a number of letters
on this subject, and personally |
am quite wormied about what is
ing here. | have written to
Guy Mﬂrybmamyafmmemg
reply. Is an out there actual
playing mﬁ?’m? If so, then
please write 1n and tell me. If you
are reading, Guy, please either
come up with the goods or refund
your applicants' credit by cash,
postal order or a guaranteed
cheque. This matter cannot con-
tinue fike this for long. K
Bl

ouT!!!

Dear Brendon,
Has a PBM game GM the right to
throw you out of the game, or to
stop the game without a refund —
even if you are in credit?

Gounsell, Hedge End, Hants

Yas, the GM does have the right to
throw players out of his game, ifhe
has good cause o do so0 (if the
player has broken house rules for
exampla). He can also stop run-
ning a game without notice (al-
though this is not a very good way
{o make & company popular). The
GM should, by law, offer you acrée-
dit refund or transfer — perhaps to
another game — so don't worry.fBK

IT’S A SHAME!

Dear Brendon,

Three months ago | wrote enclos-
inga Laige SAE, asking for details
of It's a Crime! ag mentioned inthe
July ‘86 issue of CRASH. | am yet
to receive a reply. Could you
please investigate, and send the

details requested if possibie.
G Burkill, Fitzroy gn London

| long since forwarded all Crime!
applications to KJc games. Not so
long ago, they finally sent out ail
the requested rule books (so | am
informed). | suggest that anybody
afill waiting should write to: IT'S A
CRIME! START-UPS, Crash QAP
Dept, KJC GAMES, 5 Vicarage
Avenue, Cleveleys, Lancs FY5
2BD.

BK

That's all for this month's PBM
FORUM - keep those letters
coming!

March is 2 merry month for maraud-
ing maniacs (who are, no doubt, all
as mad as a March PBMer . .. ).
Anyway and anyhow, here lies this
month’s list of successful candidates
for the DIPLOMATIC DIREC-
TORY: . . .

%001 Adrian Neal

48 Marketstead Estate, Kirton, Boston,

Lincolnshire PE20 151

GAMES: Vorcon Wars 72 & 78; Capitel

15; Earthwood 52; Arcadia 6, Star Empires
1 Comguest

w2 Jason French

78 Princes Rosd, Ellacombe, Torquay
TOL IPA

GAMES: Voreon Wars 75 (Commmander
BLITAD)

*003 Travis Smith

27 Sharmon Crescent, Braunstone Frith,
Leicester LE3 6NW,

GAMES: Starglobe 4 (55 Belle Fulie)

*004 Robert Darbyshire

22 Thornton Gate, Clevieys, Lancs, FY5
1IN

GAMES: If’s A Crime! I (Death War-
mors); It's A Crime! 4 (Megacity Blues)

*005 Stuart Millinship

17 Graveney Gardens, Arnold, Nottin-
gham NGS5 6QW

GAMES: Vorcon Wars 75 (Commander
SHUTUN)

*006 Mr G G Manganoni
109 Kings Road; Famcombe, Surrey

GU7 3
GAMES: Sammalia; Crasimoff's World;
Explorers af Onion; Lands of the Crimson

Sun; al,ss,-Mari of Chaos; Uniamed Land;

Vesuman

*007 Mr C J McCarthy
GmES:S I Ktgr Empires I;
Vorcon Wars 19; Satrnaha, Fleet Man-
oewores P107

#0008 Scott Macfarlane g

2 Broomside Terrace, Costorphine, Edin-
EHI27LZ

G 8: Vorcen Wars 60; Super Vorcom

Wars 77

009 Paul Davidson

5] Waterloo Road, Prestwick. Avrshire,
Scotland KA 2AA

GAMES: Vorcon Wars 60 (Commander
PEPISH); Arcadia; Conguest

%010 Kev Wasey

9 Clarkson House, Maysoule Road, Bat-
tersea, London SW11 2BP

GAMES: Earthwood 30

#011 lan Hudson
53 Close, Alrewas, Nr Burton-

?m rent, Staffs

AMES: Vorcon Wars 63 (Commander
PESTIBHS? Vorcon Wars 77 (Com-
mander FRUGAD); World of Vengeance
(Tan’s Invincibles nr Bury St Edmunds)

*012 Gareth Evans

4 Whirclands Road, Thatcham, New-
bury, Berkshire RG13 4AR
GAMES: Arcadia 6 (Egg Groinside)

#013 Mike Adams
774 Holmefield Road, Liverpool, Merse-
side LK9 3PQ
+ Vorcon Wars; Conguest; Tt's A
Crime! 4 (Priests)

#014 David Lane

23 Florence Road, West Bridgford, Not-
tngham N92 SHR

G : Casus Belli 5; Player 16

#015 Martin

Wallesey Road, Wallesey, Merseyside
L44 2AG

GAMES: Vorcon Wars 72, Itf's A Crimes ! 4

*016 CULff Frost

l?iﬁw Road, Leicester LE2 3FN
GAMES: Samumalia; Arcadia; Ear-
thepood 44; Kings of Steel 17; Arcadia; It's
A Crime!; Sweords and Shields

#017 Robin van den Yssel
Smaragdiaan 172, 2332 BX Leideh, Zuid
Holland, Netheriands

GAMES: Varcon Wars 72 {Commander
TRERIN); Starglobe 3 { The Duichman)

(18 P Brunstan
Cae Mari Pwn House, Thomastown,
Merthyr Tydfil, Mid Glamorgan, South

Wales
GAMES: Ir's A Crime! 2 Deatk)

*019 Steve Vickers

26 Swinton Court, Harrogate HG2 0BB
GAMES: Soccer Star; Saturnalia; Ir's A
Crime! 4; World of Chaos

w020 Bamaby Dellar
;;’;ﬁmﬁmu,s'mdcwdl, London SW8
GAMES: Stargiobe 4
#021 Stephen Holt
27 Rosemary Road, S

wich, Ni NRT 8

GAMES: Vorcon Wars 6] (Commander
BRIDER): It's A Crime! 4 (Fighting
Uruk-Hai)

rowston, Nor-

*022 Kevin Pack :
Walnur Tree Lodge, 9 Kings Meadow

Lane, %lam Ferrers, Northampton-
shire BJE S

GAMES: Earthwond; S :
Starglobe 4; Orion's Finger; [t's A Crime!
3; Casus Belli; Aes

#023 Matthew Hanson

10 Denby Lane Crescent, Moor,
Walkeficld, West Yorkshire WF4 4EB
GAMES: Starglobe 4 (55 Obsidian Fox);
Araadi

#024 Gavin Marshall
34 Spur Road, Orpington, Kent BR6

E&HES: Vorcon Wars 71

*025 Owen Whitehead

213 Park Road, Barnsley, 570 1QW
GAMES: Aes (' Rillion’ - E Side}, Sarur-
nalia (Grendl of the Web), Enchirodon
{Brothers i Arms), [t's A Crime ( Brothers
in Arms), From The Mouth of Hell (EIf),
World of Chaos {Rillion Kerr), Soccer Star
{Morning Star RS League)

+026 Damian Manning

12 Warden Road, Sutton Coldfield,
‘West Midlands, B73 55B

GAMES: Starglobe (S5 Alvon), It's A
Crime {Merry Moh)

+027 John Preen
12 Underdale Avenue, Shrewsbury,

Slgﬂihm' , SY25DY
GAMES: 5 Four (85 Broadsuord

of the Guild Allsance}, Vorcon Wars 78
(Plomag)

%028 John Kemp
% Wold View, Caistor, Lincoln, LN7

6UU,

GAMES: It"s A Crime! 4 (New York
Assassins), Arcudia 8 ( Lord Centanrus at
Fihad City, P27)

029 Milan Petronic

24 Dell Road, Kings Norton, Birming-
ham, B30 2ZHZ

GAME: Arcadia 13 { Draug Dur)

#*030 JC Fowler

11 Beaconsfield Place, St Agnes,
Cornwall, TRS 052

GAMES: Starglobe Three, Arcadia 8

#031 Kevin Edwards

52 Woodlands Road, Irchester, North-
ants NN9 TBU

GAMES: Vorcon 60, It's ACrme! 4, City
of Smfe.

#032 Jason Cottrell
1;?“: , Barrington, Cambs, CB2

5
GAMES: Satumalia (Axi Taramus),
Tyranny (P5)

;333 Michael R Stannard

Harrington Street, Cleethorpes,
South Humberside, DN35 TAZ
GAMES: Arcadia 10 {Mordran the
Unknowm af Seven Springy City)

*34Malcolm Sums

76 Mount Road, Canterbury, Kent,
CT11YF

GAMES: Soccer Star { Kilmore Otlers),
Bradiey's Football | Houston Ohilers)

#035 Paul Dayiduon

51 Waterloo Road, Prestwick, Ayrshire,
Scotland, KA9 ZAA

GAMES: Vorcon Wars 60 fP_%ish;,
Arcadia 7 (Ped at Moriguendi Civi), Con-
queest { Anar Narior, maps 18/19)

#036 5 Davies

16 Clara Street, Ton-Pentre, Rhondda,
Mid Glam, S. Wales, CF41 THQ
GAMES: It's A Crime! 4 {gang 315), Vor-
con Wrs 64 (Choneb)

w037 8§ Wyatt

60 St Andrews Road, Shoeburyness,
Essex, 553 91]

GAMES: Vorcon Wars 73 (Prifun), Vor-
cor Wars 78 (Savkal), It's A Crime! 4 (Mer-
cemaries), Kings of Steel [ Woodland
Alliance)

#038  Richard Goff
%oﬂlupdjs Road, Colchester, Essex, CO3
GAME: Arcadia 12 (player I7)

#039 Jason Huggins

35 Garratts I.M:?Enmld, Surrey,
SM7 2ZED

GAME: Satwrnaha { Vetrex)

So ends another Diplomatic Directory
—don’t forgel o send your applications

io our chief Diplomat ar:

PBM DI ORY, BRENDON
KAVANAGH, CRASH

PO BOX
10, LUDLOW SHROPSHIRE,
$Y8 1DB
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and 200 copies of THE HELM go to runners—up

AFDBESUFSTROHSIG
OMLEHTQUCDDEBCCW
HARVEYRNZULYCEER
QLSRACUPERAALADH
PWILDBUNCHEZPFSD
SCBPEMDVOTMVEEPK
NINJABOOATYNEFEG
BTGUNSTARVHJKGHR
OZEYGHXYEKIPSVBE
VANKEWTLNIRHGNLT
OPGYRONVAGVJNXDS
YUSVOLLIANDLISSA
RTXBNFWVMKUIKTHM

NBME i taud e anana s his A na e TACNT
F. V(e T R TR S e
............................... POSTCODE ......cccceievnee-

EireBird

Sometimes | think I'm the only
sane one here — they're a right
Wild Bunch here at the Towers.
Take forinstance everybody’s fav-
ourite Girlie Tipster — Hannah
Smith. There she stands on the
edge of her desk {for some reason
she calls it Gunstar), shouting at
the top of her little girlie voice
“I'm at The Helm, I'm in control
but just %imma my make-up and
%i;llie niff back - pleeseease!”
ally screwy if you ask me . . .

And what about Lee Paddon?
(*What about him?' | hear you
cry). Anyone who wanders
around pretending to be a Ninja
Master, while Thrusting his face
into a Murgi Biryani down at the
local Curry House needs to be
locked up in a King's Keep, and
that's for sure.

Without a doubt The Doc Mar-
tened One wins the coveted "Qut
of his tree’ award — the number of
times he blows a Shorts Fusel
The only cure is to stick himdown
with the Spikey Haired Ones from
ZZAP! for a while. But, more often
than not, he returns with his Boo-
tys hanging from his ears and
singing ' Cylu-ta-ra-de-bum-de-
ay!" Maybe thatisn't the best sol-
ution to cure his Harvey Head-
banger type fits after all.

Madness doesn't confing itself
to the CRASH office — it also finds
its way up to the Art Garret where
Olli and Lissa (his pet airbrush
run riot when a new caseload o
stinky orange ink arrives! Poooo-
eesgee! Some days | think it would
be safer if | worked in a Gyron
Arenaratherthan this nut-house.

The only time | get some peace
and quiet is when | retire to my
beloved broom cupboard and play
some games. Just recently Cuddly
Uncle Dave Carlos has sent me a
load of FresIRD Silver games that
are great fun to play! So, being the
kind person that | am, I've set a
competition for you to win every
FIREBIRD Silver game ever pro-
duced — that’s just the first prize:
there's also 200 copies of The
Heim for runiners up! Easy-peasy
comp - all you have to dois to find
all the words marked in bold in my
witterings, and locate them in the
wordsquare. Sometimes the
words (all of which just happen to
be game titles) will be split up, for
instance, ‘Harvey' somewhere
and ‘Headbanger' somewhere
else. When you've found all the
titles, cut the wordsquare out (or
make a photocopy) and pop it in
the post to;

FANATICAL FIREBIRD, CRASH
TOWERS, PO BOX 10, LUDLOW,
SHROPSHIRE sYs8 1DB. All
entries must arrive in the broom
cupboard by the 26th of March. At
least I'm not crazy . . . now, | must
be off - It's time to water my
Spaghetti plant




‘Mission Impossible compieted
+ Robin Of The Wood completed

ol

£
i
[

|
I
‘.

Gunfright complated
Brian Bloodaxe got Crown Jawels
Dan completed
Atac completed 100%
Nodes of Yesod completed
Boundar completed
Bobby Bearing mn‘lplmaﬂ-. :
Fist tenth dan {56 times)
¥ie Ar Kung Fu complatad
Green Berst.
AJRemic

Dang
completed three times ina row
ated

. Saboteur ]
\'hﬂrl(unﬁFuStage?E

Match Day won Final 3-2
World Series Baseball beat computer
el=7
1o Skool freed bike
Mark Rees, Gwent, South Walss

m&tmgm mpleted o
tenth dan ST

Dynamits Da four sﬁuiaufeyﬁmm ]

Jack the Nipper Littls Horror
MB!

%wpwuawmmﬁ(m

w Mun’age! won league and FA
of level s&
World Cup ‘:D—D in Final
Match Day 4-3 on International
Philip Carney, Penrith, Cumbria

Paperboy completed

1942 completed

Ghosts 'n’ Goblins camplem
Glider Rider compiated

Great

completed
ﬂhu!mpdmad first on Bvery

malﬂeruoomplshed
Heavy on the Magick completed
Kwah! completed

‘Lord of the Rings completed
warul'mom»compietedaﬁar

completed
Harrier Atlaek completad
Mark Cairms, Lisburn, Co Antrim

Yie Ar Kung Fu 208500, Level 40
Yie Ar Kung Fu Il compléted twice
Shao-Lin's Aoad temple

Doo Level Five
mnn% Decathlon five

completed
Tepper second screen

: mmmm.mninadwam
inmaﬂrnoqunrhr...

Harrier Attack compieted
Hunchback three screens off comple-
Hon
Rocky Horror Picture Bhow three
igces off completion

KIE completed twice round and then
ta gym
Breakthru complated {too hard | must
cgl?nmando Area Five :
Bruce Lea completed five times round
Full Throftle first position
Exploding Flst tenth dan
Hypersports been round twice, then

to archery
rean Baret got to end of harbour
Kev H

Zoids Great Gorgon

Yie Ar Kung Fu Level 25 or 26
Uridiurm 40,500,25

Firelord 36,000

Batman complated
gabrcwulf W =
Combat Lynx 14,500
smtpwmnmlatad LavelsOne, Twu
Thres, and Four i
Turbo Esprit stoppad smuaglers, all
Starion creator (| admit a tiny cheat

there)

Cavas of Doom complated
Quest for the Holy Grail complated
Finders Kespers got out
Hnaknm mmmd

Hﬂﬁ%ﬂmﬁnﬂeﬂch&dmﬁs

Dm‘lﬁ F’uqmu Forest Hill, London

Pﬁammm?;plemd

Rocky Horror Show completed
Bruce Lee completad four times;
20!! 400

mmd

Econhvn monks

Commando Area Six 128,900
Xewvious Area Twao B4 GDU
Back to Skoaol frog in cup
Dandy ail screens from stari
Space Harrler Area Six
Robin of got sword
Universal Hero completed

“Timothy Parsons, Nr Horsham,

Sus sex

Commando 285,000

Bombjack 262,000

Saboteur completed

Jack the Nipper 50%

Ghosts 'n’ Goblins killed second gob-
lin

Rocky Herrer completed

Bruce Lee killed wizard three times
Football Manager Division One

© Final)

=awh Day Fél;zlt;mn{#—i
atchpaint n-all levals
Cyberun 46,785

Automania completed three cars
M Cromarty, Nr Keighley, West Yorks

completad (rescy Ja-dien

iﬂ:! 48,300

Atac completed 889, 52,300
Monty is Innocent completed

Frank Bruno's Boxing beat Peter Per-
fectin 17.86

Fairlight complsated

Match Day won Final 13-0 (five minute
halwes), 134-0 (45 minute halves]
Saboteur Levels One and Two com-

ﬁlneted
Gurﬁwmmt:ea:? leth Bandit £48,300
s L v »

Back to Skool compieted
Kung Fu black belt - leveisaven

" Three Waeks in Paradise compieted

100%

Vﬁ?‘olﬂ'llEmhdlthtmﬂ'ldﬂn

Haarbocump}etedaﬂm
Frankia Goes to Hollywood 94%
completad {is won the.

Konami's Tennks beaten singies and

doubles

World Serles Baseball beat computer
80-18.0n eas

Yie Ar Kung Fu beaten ali baddies
m:tedr Mousa in Double T

cofnpletet :
Bruce Lee complsted 16 imes
122 400
Raid Over Moscow completed
211,300
Who Dares Wins 1l completed 52,890
Hunter 175,160
0.08 54%
That's the Spirit 98
Barry McGuigan's Boxing beaten
Shamrak O Leary
Paperboy compieted 90,900
Rock 'n’ Wrastle beaten all wrestlers

Steven Woodward, Harpaden, Herls

Full Throttie first _
Way of the Exploding Fist tenth dan

sdem#m :
wi’u'mtlomanﬁmm {

1.09.26, Paul Ricard 1,24.58,

bridge Ring 55.30.
Mammmunm Harts

Foothall Manager First Division and
won FA Cup

Atic Atac 86%
Commando Araa Five

Bruce Lee completed 16 times in ona

mm?ba’sedmuww

000 Egypt for the third

Bu'mb]ﬂ:kﬁ




Producer: Utimate

A game that needs little in the way
of introduction. It was first ever
isometric 3D arcade adventure,
and two years on, programmers

Producer: Ultimate

Sabreman js still battling with
danger — this time he's trapped in
a huge underground labyrinth, The
meanies aren’t deadly, but bash
the little hero about nevertheless.
Faliing large distances is fatal, and
there are a lot of huge drops which
may be negotiated by riding bub-
bles of volcanic gas, or by using &
rope to get down and across
chasms. Weapons need to be col-
lectad in order to get past particu-
larly big meanies, which block
strategic parts of the maze.

THEN

® “Underwuride /s certainly no
Atic Atac Part Three - it's a totally
original game that will keep you
enthralled for ages. ULTIMATE'S
graphics need no explanation, but
an obvious item missing is the Hall
of Fame (but I'm sure the spare
bytes from this went to a good
cause). ULTiMATE have come up
with another excellent game. |

74 CRASH March 1987

KNIGHT LORE

are still producing clones.

The player controls Sabreman,
who has to collect charms and
take them to a cauldron room,
Each room contains traps and
problems that require a combina-

UNDERWURLDE

r._..-. -.--;. = ‘l"a‘. um

nolses

Skitl levels: 1
Lives: 6

especially liked the volcanic bub-
bles on which you can stand and
ride, and the eagles which carry

you all over the place. "

After anabsence of overayear, CRASHBACK
makes a comeback. Ben Stone takes a look
back at yesterday’s hits - starting with the top
games that appeared in CRASH early in 1985.
Issues 12and 13 come under the Stoney gaze

year...

tion of logical thinking and sharp
reflaxes to overcome. Al night,
Sabreman turns into @ Werewolf,
and if he doesn't complete his
quest in forty days and nights, he
is doomed to remain a werewolf
for ever. Poor little lycanthropel!

THEN

@ “Any ULTIMATE game is a thrill to
unpack and foad, but with Knight
Lore they have surpassed them-
selves. The 3D graphics are so

NOW

@ "'| must have been one of the
first people to complete Under-
wuride. | played it in all my spare
time until | reached the end, and
what an anti-climax it was too! The
game didn't really offer anything
new in format but it was very com-
pelling. At the time | think we al
overlooked the fact that all in all it

this month, and Ben will be continuing his
retrospective reviews throughout this

excit that the fingers are
instantly itching fo get at the keys.
Tha 3D itselfis excellent, with mar-
vellous drawing of the walls and

| characters. The hidden view idea

has been used very cruelly, so that
a hint may be given of something
nasty crouching behind a stairway
— but you're naver sure until it's
too late. The animation is terrific,
from the smallest detail right
through to Sabreman himself
Knight Lore has that magical
ingredient which makes it exciting

1o play and watch, and keeps you

. onth&ac?enf seat with anx-
isty. IT'S SIMPLY A GREAT
GAME. "

NOW

@ "' Knight Lore was, and will prob-
ably always be, one of the most
magnificent games on the Spec-
trum. It was the first 3D game to
appear. Superior graphics are
coupled with magnificent anima-
tion and & subtie sprinkling of
humour, | remember when it first
arrived in the office the whole
place stopped dead while we
crowded round the screen in awe.
As for changing the ratings, | think
maost of them still stand taday. In
fact | would be inclined to put the
use of computer rating up by a
couple of percent, but we dont
have that rating any more!"

was just a big maze game with
pretty graphics. There are a lot of
games around today which are
very similar to this, and many of
them involve deing more than just
getting out of a maze. The ratings
should all be put down to the low
eighties or high seventies as the
game has dated considerably.
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First Star/Monolith

Cute. hero Rockford tunnels
around 18 different underground
mazes collecting gems as he goes,
Boulders lie around, and problems
are caused when the earth that
supports them is tunnelled away —
they tumble on Rockford unless
he's quick. Nasties chase the hero,
and they can only be killed by fal-
ling boulders.

Hewson Consultants

Back in the days when Manic
Miner and Jet Set Willy were riding
high in the charts, everyone was
bringing out ptatform games. This
one had a few innovations which
setit apart from the crowd. Techni-
cian Ted works in a microchip fac-
tory, and has to achieve a variety
of tasks during one working day.
The routes around the 50 screens
that make up the factory are by no
means as straightforward as those
in Manic Miner. Plenty of hazards

threaten to drain Ted's energy.
.uwgu‘!h ‘ o
Use of computer  ous
Overgy® Money.  gga’

T
“This i is 80 si

pleit's ridiculous! Yet once started
it's impagsm.'e k

if you
keep him standing still for too long,
eyes flicking nervously — as well
they might, with all that weight of
stone abova his head! The move-
ment of boulders and gems is so
logical, when huge stacks of them
fall it can be a joy to watch. With
the five mffh and 16 screens
to play , this game repre-
sents good value even for the
slightly high prics, and I can rec-
ommend it to anyone. It's excelfent
g,nd lremendously compeliing to

ay. ™

NOW

@ “When Boulder Dash first
appeared in my games collection |
coutdn't play it enough: solving the
puzzles contained in each screen
was sometimes infuriating but

THEN

® "The music is the best since
Manic Miner, with two tunas
piayed with a ‘real’ synthesised
sound (and equipped with on/off
faciity if you go mad). The
graphics are really wonderful:
loads of detail, animation and
humour, and the timing routines
throughout are perfect, and per:

fectly hard to beat too. Thera's .

nothing new in Technician Ted, but
the thought that has gone into it is
quite something else. Addictive,
delightful to play and a definite
must, "™

NOW

@ “Technician Ted had the best

loading screen of the year, in fact

it was the only thing that really

stuck in my mind about it. Looking

at it today | can't really see wnﬁa?r it
at

. was a Smash. It wasn’t origi

' the time; the graphics are bad and
- the game is pretty dull to play. It
" shouldn't really have had such

high ratings. Ninety-six percent
overall fo‘:ga M%aﬂ:cy Willy variant
seems silly nowadays. I'd put all
the ratings down into the mid to
low sixties as thera are still so
many games around in a similar
vain.™

Rocky romps through the undergrounsd

Caverns fn-searsh-ol’-—g&ms-.- e

always great fun. Dti?;nalﬂy and
humour were probably its main
points — never before had a game
as funny as this been seen on the
Spectrum. Today it is still just as
compelling ‘and playable, but it

Elite

Stringfellow Hawke, helficopter
ace and 'nam veteran must pilot
the Airwolf through an under-
ground labyrinth, deep bellow the
scorched sands of the Arizona
desert. Five scientists have been
captured, and Alrwolf must go in
and rescue them.

The passages and tunnels are
well protected, with defence
fields, guns and electric barriers.
Tha helicopter sinks under gravity,
50 the player must constantly dab
the 'up” button to remain airborne,

THEN
® “Airwolf doesn't need Jan
Michaei to sell it - the game can do
it all by ftself. This is one of the
meanest arcade shoot 'em ups
since they brought Scramble out
on the big machines. The pace is
violent, furiously fast and will
totally destroy your index finger in
g;.‘;pmcm. garr_i;rsharﬂmd
WS you no respite — you no
sooner get through a defence ring
and aﬁaﬁeﬂnmher screen with a
sigh o and NO~it's off again,
T%ﬂ‘ng stuffl™

seems to have lost a lot of its orig-
inality over the years. The ratings
at the time were justified in being
so high. Now, however, | think that
they should all be put down by ten
or fifteen percent.”

NOW

® “Airwolf was one of the first
licensed games on the market,
and certainly the best of its day on
the Spectrum. It was very good on
all counts: nice graphics, cute
sound and immensely compelling
and infuriating gameplay. | was
very surprised at how hard it actu-
aléy was - some peaple in the
oftice took more than an hour of
continuous play to get past the
first two obstacles. nfortunately
after you had mastered all the
screens (which didn't take too lon
as there were only twelve of them
and gtot aj|l the scientists, thera
wasn't really any point in playing it
ag;ain.Todaylstifﬂﬂinkﬂisaym
game, but not quite state of the
art. All the ratings should go down
into the seventies.”
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Na 24 Xmas 1985/1986

On Tha Cover Spectal - our very own
OLIVER FREY occupies five pages. Star-
quake is mapped and thmaremFak
light pokes. We profile aamecris
LLOYDMOk\SbECth1985 HCJGEHKEAN
taiks f0 MEwson consuTanTs. Spetbound gets
tog marks fram the reviewans.

No 28 February 1988

Durnw ~ tha prafile, and soma rather silly
photos of the team. A chiat with the mcaos.
mreng dua. A dauble dose of JETMAN. Gres-
i aRsprics bring a Minjs to the Spectrim,
TECH NICHE looks at a FORTH add-on and
wtensions to ZX BASIC, Zoids narmowly
Pips Sweevo's World in the reviews.

Mo 26 March 1086

HUNTER S chats to e Gals from stsuoes.
A first look at the Spectrum 128. What's new
on Micronet 800, Romasme noaot’s Multitace

e under scruting, Marsport maga-map
and a rather smaller diagram of Guniright,
Three Wesks in Paradise, Movie, and Winfar
Games ans SMASHed.

No 27 April 1986

Massive 23 page Playing Tips Supplament
= inchuding Zoids and Monty On The Run
miaps. 1985 Readers Awards resufts. MEL
CROUCHER inferview. wwams resuriaces
and rausce Bre guick on the draw. Round up
of 128K games. A visit 1o the first Play By
Mail convention. Bomb Jack wows the
TavaWers,

No 28 May 1586
Update an the Fangine scens. wmamreck
profie and Planels preview. DI‘r’Compasi!e
Video Interface. nd 211240

mapped. D,

iz top SMASH of the month.

No 29 June 1088

First PEM MAILBOX and CRASH GAL-
LERY. Spechrum listing. Homegrown
software, HANMNAH SMITH chals 10 aes-
e Compllations compared. Mapsof Cylu,
Sir Frad, Saboteurand Parls 1 and 2 of Tan-
taltts. The GENESIES, BIRTH OF A GAME
Teature gels underway.

No 30 July 1988

Mors  CRASH/munero gallery.  More
Homegrown Software. THE BIRTH OF A
GAME: some earty entries. Mr MINSON
meels game designess naress. LUNA JET-
MANM retumns, Taralus, Knight Tyme and
Mowie mapped. Ghosts And Gobiing, Jack
the Nipper and &Hfrrmlﬂugssfawvema
reviewars acciaim

No 31 August 1986

HANNAH goes wresting and maps Pantag-
ram, Heavy on the Magick and Jack the Nip-
por at tha same time! A look into the Dra-
gon's Lair. Sinclair “LOKI' myths axploded,
Enmewane imtarview. PETE TAMLYN starts
his ook at Role Playlng Compular games,
Wordprocessar rousd-

No 32 Saptamber 1288

GAC reviewsd. The Music Box opensd.
Mmpo.gew’s DAVE PERRY talks about Waily
and  Ricky Stesie.  Repairing  your
QUICKSHOCT 2. Dan Dare armves! Bobby
Baaring, Ghosts and Gobilins, Cona, Cybe-
:..ln':nd Action Refiex gel the castographic

abif.

Mo 33 October 1988

JON RITMAN = Mr Batrman and Mr Match
Dy tells ail. The GENESIS project: tha prog-
ramming begins, HUNTER S MINSON goes
missing! Multi-fracking SpecOum. COSTA
PANAYA, the man from wasre, interviewsd.
Maps of Dan Dare and Cauldron I, First part
of Equinox and Oynamite Dan.lf maps:

T T T Yl it il Y YEY FPT R TR RRRR R R R OR RN R R R R R R R R NN NN RN

Mo 34: November 1086

DON PRIESTLEY, creator of Popeye and
Trapdoor  interviewed.  Music  Machine
reviewed, GAMES DAY report, cueera's
Sound Sampler samplad. PBM Diplomats
Diractory openad, GENESIS: Kal Trap pre-
view - tha Marketing Mix expraned. Equinox
andﬂmhﬂaﬂ'mapacumpﬂalad Uiy
arsai Hero, and Hiack

35: December 1988

DAN MALOME, the artist behind Antinad
irtervigwed. RamELECTRONICS rabease a BOM-
based wordprocessor. Glider Rider and
Lightforce. maps revealed, MID! interface
examined, Spectrum Plus Two problems
axplained, The (Greaf Escaps heads a pack
of smashes,

| would like to order the following CRASH BACK NUMBERS . . .

Please tick the corect box

2472826 ] 27(] 28] 291 30(7] 31 ] 32( |33 134[ 135 ]

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

pence off TOTAL COST!

@ Better still, order FIVE or MORE issues at the same time 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)

a

Name

Address

Postcoda

Please make cheques/posial orders

sondl

to CRASH, itis bestto avoid

cash payments. Please DO NOT enclose ANY order with mail to

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

yuworderntomwdram below ...

PLEASE DEBIT MY VISAJACCESS ACCOUNT E' I

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

Signature

Expiry Date

CPEL
| enclose a CHEQUE or POSTAL ORDER for the TOTAL

BACK NUMBERS,

Please Charge My Account No:

R (R 0 0 1 O G O R e

Number of issues ordered
Less discount if applicable
TOTAL COSTE

CRASH MAGAZINE, PO BOX 10,
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No doubt the winter will be a chilly memory when you
read this. But as | write snow is still on the ground and
the temperature is still far below zero. This is just the kind of
weather where you can whisk yourself away on the wings of
imagination to the burning dunes of the Desert Rats or the
cosy {well, warm at least) depths of a submarine in the Silent
Service. You don't even need a pair of furry boots and a nice
warm college scarf to keep your circulation going and your
extremities un-frostbitten while tramping across Icemark
thwarting Doomdark’s Revenge. | much prefer winter - it
- - gives me an excuse to stay indoors with the computer.

Wargames occupy an interesting place in the field of ‘com-
puter entertainment’ in that they, unlike any other software,
resembie a form of non gaming. This puts them in
avuinerable position. | think it’s true that most people would
rather own a boxed wargame, with fine artwork, a solid play-
ing board, hundreds of little cardboard counters and rules
resembling a physics textbook. ‘Real’ miniature wargaming
lswlrwﬂ'lg'lgofasaparate issue, with its own mystique;
computer wargames, or most of them at least, owe their
game mechanics to the board wargame.

A traditional board game offers many associated advan-
tages. Already mentioned is the covetous pleasure of owner-
ship; and the simple act of pressing out and sorting of the
2,356 cardboard counters is an afternoon’s absorbing enter-
tainment in itself. Not to mention the masochistic delight
with which the true wargamer approaches the rulebook.
disadvantages of board wargaming are; the need to spend
lots of time playing them, the necessity of finding someone

Retail Price: £12.95 -

Nothing less than the rise and fall
of the n Empire, managed
over several centuries and possi-
bly millenia. is the subject of this
unusual game from pss. The game
concentrates on simulating the
broad sweep of Rome's military
conguests in the early stage of the
game, then its struggles to keep
eonin;lt of rtts capiured prnv;nni;g
against native sing an
|ncreasinglé I!kewn th%t of civil
Details of individual batties
are not gone into, and military
decisions are limited to very
broad-based movement of units
from one country to another. But
the player has control over

OXFORD BLUES

strategic factors influencing politi-
cal stability and long-term military
success, such as the appointment
of legates, tribunes and regional
Producer: PSS Time to invade ogenfﬂw four neighbouring regions . . . butwho will | rate and the option of bribing the

Author: Rome Software ] j THE

HHICH TRISBUNE 7

else to play with you, and the inconvenience caused by hav-
ing to leave the game components set up between sessions.
One inspired bound by my cat Gabrielle once sent Napo-
leon’s armies flying spectacularly across Europel

A computer wargame like Desert Rats gets round these
problems, and it's obvious that complex board games of this
sort are the ideal type of traditional game to be transiated
literally to computer. But to overcome what’s lost in transla-
tion, computer strategy games should make more of an
effort than we usually see to exploit the unique opportunities
for enhancement. Admittedly memory is alwmn?ohg to be
working against the game designer, especially on 48K
machines such as the Spectrum. | would like to see more
thought put into packaging and presentation for a start, and
more of the game's ‘hidden rules’ - the eguations determin-
ing the outcome of combat, for example - explained. Just
because the computer does the work of dice-rolling and
modifying, it doesn’t mean that the player does not wish to
know what is involved.

Of course I'm talking about one particular type of com-
puter wargame, and I'm not forgetting that there are other
strategy games reviewed in FRONTLINE which belong more
in the computer-only camp. But the pnrﬂcular charm of what
the can do - rolling dice, doing sums and pretend-
ing to play a game with you - isldg wuedtomarnu

commanders, the setting of the tax

army to remain loyal if a revolt
= = sgems to be brewing.
REPUBLIC Unlike most other games from
& ps8, Annals of Romehas no arcade
%ﬂ "' element, and does not take place
in “real time’. The enormous tima-
scales involved would make either
of these factors ridiculous, but it
must be said that having high
BASIC content (and being alarm-
ingly easy to break into — on my
copy at least) there are parts of the
game which are close to bein
maddeningly slow. Itis the kind o
hig hlﬁ strategic, abstract game
which may not be too affected by
a slow processing speed, but the
moderately impatient may find
that it detracts from playability.
The main map display shows
Eurcpe approximately as it was
divided at the time of tha Romans,
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rather squashed into a comer b
two panel displays. | say approxi-
mately because of course the
political map of Europe changed
regularly from 273BC, when the
game starts, and as far as I'm
aware it's possible to camy on
playing Annals of Rome inde-
finitely. This is an unavoidable
simplification, but it does typify a
fiaw in the idea behind the game
design. There are twenty-eight
states, including ltalia iself -
which you control from the in-
ning. Possessions of the o
powers are shaded in a pattern
distinctive to each race, though
there is no index or description of
these 'fillings® in the manual, The
Romans do not have a pattern,
and the visual impression created
by this is that the Roman conguest
of Europe made the continent look
a lot tidier! The countries are not
identified by name, unless there is
no overall ruling power in the area,
but a corresponding map in the
manual does the job and prevents
the screen becoming too cluttered
with information. symbol on
each country shows either the
military strength established in the
area % it is over 10,000) or the
‘code’ of the ruling power. An
unnecessary complication arises
when you start to conguer ter-
riteries for yourself; Roman forces
are displayed in units of 5,000. An
over-large message  window
below the map throws up informa-
tionin a computer-controlied fash-
ion. The player has no real control
over the sequence of play or the
accessing of information, but this
doesn’t make itself felt; the com-
puter-generated  sequence s
complicated enough.

The game opens with a series of
'football results’, which tell the
player which powers predominate
{and where) in ‘the known world
circa 273BC.' A detalled break-
down of each country's population
is then given, and this information
is updated at the beginning of
every tum. Most countries are
occupied by more than one race,
although in normal circumstances
only one has any military strength.
Every time an army captures a pro-
vince it brings with it a small core
of its own people, which expands
if the occupation prospers, or
dwindles away if another power
captures the territory. Vestigial
remains of former occupations
have absolutely no effect on the

meplay — the only thing that
really matiers is the strength of the
native population in a nation's
hometand, because for several
turns after you capiure the territory
they will be persistently revolting —
but it is an interesting touch of
authenticity.

The economics phase which fol-
lows requires the player to set the
tax rate between One and Two. A
high tax rate will increase income
(and so provide more money to
spend on the army, ich
increases recruitment = think) but
it will also trir?ger inflation, shrink
your population, and make you
unpopular. Once the rate is
selected the recruitment figures of
that game turn are displayed in a
confusing manner, and other facts
and figures are updated. This
phase is rather badly presented
and does not merge smoothly with
the main body of the game, partly
because it is hard to sea how the
player's participation affects its
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opposing nations listed below

outcome.

By contrast the next Ve
phase is fascinating; the player is
presented with a list of twenty-one
personnel, all of whom start out in
Italia as senators. The senators are
individually named in a convincing
fashion — although historically
Romans had three names, not two
— and their age is displayed with
two figures which dencte their
ability, which never chal , and
their loyalty, which can guctum
dependi on how they are
treated. When more than one ter-
ritory is controlled, the assignment
phase enables the pkayarto trans-
port any number of officers all over
the empire, andto change the gov-
emors of any province which
might be a breeding-ground for
rebellion. In the later stages of the
game the assignment phase is of
the highest strategic importance.
Officers with good ability ratings
are best saved for leading armies
into combat, because loyalty is far
more important than ability when it
comes to choosing governors. If
the popularity rating has fallen
below zero, effective organisation
of the empire has collapsed and
the personnel assignment phase
no longer occurs.

If a governor does decide to
rebel, and more than one may do
so0at once, he will rampage across
the empire — and, mysteriously,
across unconquered territory —
towards Rome. Rome has the
option of mobilising loyal forces in
other territories against the
advancing rebels, but unless the
rebel army is very weak this is usu-
ally a waste of resources. When
armving in Italia a battle is fought
between the rebels and the loyal
army there, and if the rebels win,
their leader is proclaimed Dictator
and the player thereafter takes his
side. Apparently later in the game
an Emperor can arise, though |
can't say I've got to that stage yet.
Civil war is absolutely devastating,
because it wastes arfny resources
and leaves hitherto secure ter-
ritories  without any occupying
strength.

The longest and most important
phase gives you the opportunity to
vacuum-clean Europe in the name
of Roman imperialism. Unfortu-
nately this is where the game
slows down — the manoceuvres of
each territory are handled in tumn,
and the player has to watch while

provinces belonging to enem
powers plod laboriously throug
their moves one by one. There are
twenty-eight countries and the
player starts off controlling only
one of them; that means about five
minutes of watching what the rest
of the world is doing. Although it's
important to be able to see what
other races are up to, the execu-
tion of this part of the game is
clumsy, unprofessional (especially
by pss’s standards) and infuriating.
Just a littlte more speed wouid
have added an edge of playability
to the combat phase.

When itis italia's turn at last, the
player is presented with informa-
tion about his own military
strength and those intheterritories
immediately adjacent. You can
move troops into any one adiacent
territory in an attempt to capture it,
or yoli can choose to do nothing.
There are three types of troop:
Legionnaires, the  excellent
fighting units of the Roman army;
Auxiliaries, who are non-Romans
acting as support for the legion-
naires; and Limitanei, fixed garri-
son troops who cannot be maved.
Auxiliaries and Limitanei are
recruited from capturedterritories.
The player starts with a number of
legionnaires, who, with a combat
value of ten, are at a tremendous
advantage compared to all the
other armies in the ring. An army
has to be led by at least one officer,
chosen from a displayed list of
personnel. Combat with the army
in the territory you are intending to
capture is resolved immediately,
but represents the outcome of a
struggle for power that has gone
on during the period of years rep-
resented by the game tumn. Some-
times, but not often, the conflict
remains unresolved until the next
game turn. if the Roeman forces
triumph (as they usually do in the
early stages), the province comes
under the player's  control
immediately, and if that country
has still to have its turn, there is
nothing to stop a march onto ter-
ritories adjacent to it.

The sequence in which the
countries move is random, but it
determines the structure of piay.
If, for example, you march 30,000
legionnaires into Alpes in the first
turn, whether or net you can pro-
ceed to capture Gallia in the same
turn depends on whether Alpes
has had its turn. It's therefore pos-

sible to capture several territories
in the first turn, or possibly only
cne. This artificial limitation is
unrealistic, considering that some
of the game turns last twenty-five
years, there is clearly no reason
why troops could not march
onwards without restriction if the
way is clear, Something of this sort
happens in the civilwar phase, and
although it would have required
more. thought to make fiexible
movement work in the combat
phase, planning campaigns would
have been easier and the game
would feel less abstract.
Annals of Rome comas sub-
stantially packaged in pss's usual
laudable style, though the cover
art is excruciating. And aithough
the instruction manual contains
the sort of ‘game-mechanics’
information that | would like to see
more of, it is organised in a most
unhelpful manner. Well-written
and authoritive background adds
immensely to the atmosphere of a
wargame, which has r all, to
compromise on its on-screen
appearance. Annals of Home
shows no sign of lack of research
or absence of a feel for the histori-
cal period, so it is disappointin
that the authors don't,gﬁgré theagr
knowledge with us in the manual.
| ' must say that | like this game
very much, despite its faults of
presentation and the painful slow-
ness of the combat phase. There
is something In the idea of recreat-
ing the entire sweep of Roman his-
tory that captures the imagination,

and vacuuming Europe at the start
of the game is very satisfying
indead. | suspect that later on

it becomes impossibly frustrating,
as hordes and  hordes of
technologically advanced Goths
and Vandals and Huns steamroll
gour legions in ridiculous num-

ers, no matter how well you play.
It i5s a game that ultimately, you
can't win.

PRESENTATION 49%
Slow without excuse, and some-
how the successive phases feel
tacked togather.

RULES 60%

Some interesting material in the
manual, but it is ill-organised and
difficult to consult. There is alack
of historical material.

PLAYABILITY 85%

Despite all that, it is compulsive
and fascinating.
AUTHENTICITY 86%
Without question the authors have
a deep understanding of the his-
tory of Rome, and this is imparted
in the feel of the gameplay.

OPPONENT 50%

Other races show a lack of com-
mon sense, and will attack against
impossible odds. Howewver,
because of the nature of the game
thereis not much scope forintelli-
gent opposition anyway.
VALUE FOR MONEY 75%
While lfeel there’s alotof gameto
begotout ofit, £12.951stoo much.

GRAPHICS 70%

Somehow they don't quite work;
too elaborate to be called func-
tional, and too messy to be
cosmetic.

OVERALL 85%

The sum of this game is greater
than its parts and | have to rate it
highly.

T




SILENT SERVICE

Publisher: Micro Prose
Retail Price: £9.95
Author: Sid Meier

Some wargames take a very long
view of their subject matter, cover-
ing acampaign taking place overa
period of years. Others zoom in a
little closer and recreate the strat-
&gy of a single battle. At the micro-
scopic end of this spectrum is the
'war machine simulation.’ if you
think about it, there can't be a
more detailed wargame than one
which allows you to press the but-
tons. And Silent Service, a sub-
marine simulation set in the Sec-
ond World War, places itsalf firmly
in the category of wargame simu-
lation. There's not so much
mechanical apparatus that the
military scenario is obscured, and
not so much ‘Jap-zapping' that
the ilusion of authenticity is lost.
Conceptually, Silent Service has
got it just nght.

However the implementation
falls something short of the prom-
ise of the game design. | haven't
seen Silent Service on other
machines, but from playing the
Spectrum version | can tell that it
has been translated from a Com-
modare. There's a style of design
which shows that this i= a too-lit-
eral Spectrum ‘translation”:
churky graphics, wide spaces,
large lettering, joystick fixation.
The trouble with such transiations
is that they tend to look slightly
tatty around the Spectrum edges,
and Silent Service suffers from
this.

The guality that is most lacking
I atmosphere. There is too much
‘number-crunching,’ and there'sa
lack of sound effects - there are a
few, but those which exist seem to
highlight the deficiancy (this is
made worse by the long list
describing them - for Amstrad
owriers | suppose). Despite the
Spectrum’'s  well-known  limita-
tions, | feel that more attention
ought to have been paid to sound
in a submarine simulation. The
silence of the Sient Service
caeases o be interesting when it's
a defauit mode occasionally inter-
rupted by squeaks and scrapes.

TORPEDO
TARGET

Silent Service Is supported by
superb instruction, including
detailed historical and technical
information, and diversifying into
maps, diagrams and charts. With
a game like this, interesting and
informative  documentation is
extremely important. It's unfortu-
nata that the physical format of the
‘manual’ is so inconvenient; two
of those large sheets of glossy
paper which are supposed to be
folded fifteen times into the cas-
sette box, and quickly get tatty. In
the form of a booklet these instruc-
tions would have been a joy to
consult, but as it is, it is very
difficult to find things. Format
aside, the instructions contain
descriptions of the multiple stages
and scenarios, technical informa-
tion about the history and ‘real-
life" use of equipment simulated.

There are three types of
scenario;  Practice,  Convoy
Actions and War Patrols. The
Practice scenario puts your sub-
marine near the Midway Allied
Base, surrounded by a number of
empty cargo ships which have
been anchored in place so they
can't run away. This scenario
allows you to learn how to operate
the controls of the submarine, and
how to aim and fire torpedos effec-
tively. Though this option is mostly
useful, the moored ships do have
the irritating habit of drifting, mak-
ing it difficult to keep a good angle
on the bow. The Convoy Action
scenarios put you in specific his-
torical situations. Somewhere in
the Pacific you are faced with a
convoy, and you ars equipped
with a submarine appropriate to
the time of the encounter, It is
much more difficult to attack a
moving, thinking target sffectively.
Every wargame has a scenaro
which really counts, in this caseit's
the War Patrols. This option allows
you an initial fifty days of fuel and
complete freedom of the South
Pacific. By roaming across alarge-
scale map you have to locate your
own convoys and deal with them.
The aim is to sink the maximum
possible tonnage of Japanese
cargo ships.

On top of four basic ‘skill levels’

— Midshipman, Lieutenant, Gom-
mander and Captain, difficulty is
also controlled by what the game
calls ‘reality levels.' For example,
the player can choose whether or
not to have limited visibility, or the
possibility of the occasional dud
torpedo, Skill levels like this which
directly influence gameplay are a
good idea, and one of the many
satisfying touches of Silent Ser-
vice. On the War Patrol scenario
the player also has a choice of his-
torical submarines which, fully
described in the instructions,
reflect the innovations which were
added to submarines as the war
progressed.

The first two scenarios merely
land the player's submarine at the
appropriate location, but the War
Patrol opens with a large scale
map of the entire South Pacific.
There is certainly no shortage of
convoys, and finding them is not
at all difficult. There is a map to
indicate the shipping lanes where
the more valuable targets — oil tan-
kers and troop ships — are likely to

A quick scan of the engineering screen indicates that all is well

Only one torpedo on target, but it's enough to cause an oil slick

DRATARA CO
TARGET RANGE:

SPEED:

ANGLE ON BOUW :

LEAD RANGLE :

TARGET COURSE :

I :

TONS

be found. You gan then zoom inon
the map to four degrees of mag-
nification, which will eventually
show your position relative to the
other ships in tha vicinity.

Internal control of the submarine
is based around a picture of the
conning tower, complete with a
picture of a man who | suppose is
intended to represent the player.
For some reason | found this
screan slightly disconcerting. [t
seems to take away the perspec-
tive of immediacy, as if the simula-
tion allows you to leap in and out
of your own body. The conning
tower screen's main function is to
act ds a visual menu for joystick
control; by moving the man to vari-
ous positions about the tower,
other screens can be selected with
the fire button. There are direct key
presses to bypass all this if you
wish. The game is paused while on
the conning tower, so to get things
going you have to be doing some-
thing else. Climbing a ladder takes
you to the bridge screen, which
allows a literal view of the sur-
rounding seas and provides infor-
mation about visibility conditions.
You can spot distant ships off the
edge of radar range as you sweep
around 360 degrees with your

binoculars, but on the whole it is
safer to dothat from inside the ship
through the periscope. The peris-
cope can operate up to a depth of
44 feet {if you remember to raise
it), and can rotate: through 360
degrees - also independent of the
submarines’s bearing. The peris-
cope screen is vital when it comes
to sinking ships, as it identifies
targets when they are entered on
the periscope’s crosshairs, and
provides information about the
speed, bearing, distance and
angle on the bow. Other screens
show a panel of instruments refat-
ing to the condition of the sub-
maring itself and a damage report.

Manoeuvring and positioning
the submarine is not too difficult,
being largely & matter of tuming
the hull by means of the rudders.
There is no need to be pointing at
targets in order o fire torpedos at
them. The periscope crosshairs
aim, and a handy device called the
torpede computer calculates a
course for the torpedoe, based on
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the speed and bearing of the
target. If you wish, you can turn
this off and try to do this calcula-
tion yourself — though | wouldn't
advise taking on this extra diffi-
culty. While | have faith that the
program knows what it's doing
underneath, the visual confirma-
tion of torpedo strikes is disap-
pointing — and often ambiguous, It
is reasonable that some torpedoes
which appear to be heading
straight for a target don't cause a
strike, because it warns in the
instructions that there were some-
times faults in the mechanism. But
| become cynical when the tor-
pedo appears to shoot neatly past
a ship — and then hits it anyway! All
hits are accompanied by stunning
silence, and a hit to the submarine
is indicated by the corny (and dis-
tinctly un-submarine-like) device
of a flashing margin.
erpanase CORvoys aTmr; acécom—
ed by destroyers. The idea is
E:Ii;rta'ck the destroyers first, then
Bick oft the helpless cargo ships.
nfortunately the convoys tend to
scatter when you make your pre-
sence known, making the chase
frustrating and time-consuming.
Thera is a facility to speed up time
— a3 the designer points out in the
instructions, real submarine pat-
rols and encounters could last for
hours — but on this version at least,
it doasn’t seem to work particu-
| well,

& designers of this simulation
have done a good job in fitting an
ambitious game environment into
a little 48K Spectrum, and to be
honest it's hard to find anything
wrong either with the idea or
implementation. It is certainly an
impressive piece of software. And

@
=ty
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yet, despite being someone who
loves simulations of anything
(especially with lots of buttons to
press and technical detail to back
it up), | feel uncompelled by Silent
Servica. This is disappointing,
because with just a little tweaking
(and extra bytes, | suspect) it could
have had that extra something. I'm
afraid I'm going to have to close
another review wishing for a 128
version . . . no doubt to the irrita-
tion of 48K owners.

PRESENTATION 85%
Smaoath, apart from a slight
Commodore accent . . .
RULES 90%

Wonderful, detailed, at
informative — etc, but in a most
irritating format
PLAYABILITY 70%

Nothing much interrupts the
playability, it's just rather dull
AUTHENTICITY 79%

The documeniation is excellent
butthe 'feel’ of the simulation, and
the lack of sound, detracts
OPPONENT 72%

They act predictably, but are
sometimes genuinely menacing
VALUE FOR MONEY 80%
Thereis alotin this for your money
GRAPHICS 81%

Attractive, but the enemy ships
look weedy and there’s the usual
simutation ‘blank space’ syn-
drome

OVERALL 80%

Professional, impressiveand wide
in scope

This is a new section of
FRONTLINE which steps on the
Girlie Tipster's toes ever so
slightly (sorry Hannah), | intend
to publish

strategies for e M::v
game likely to

be reviewed in column. I'm

starting out this month with tips

for Annals of Rome hot from a
certain Philippa Irving of
Oxford, but I'm looking to YOU
to send in your own reports from
the wml m front — starting from
now!

_It's essential to be aggressive
right from the start, or your empire
won't be large enough by the time
the first really tough enemies, the
Dacians, arise. Your legionnaries
can demolish any of the other
races at first, so don't be put off by
the size of the Gaulish empire.

A good first move is to capture
Alpas with a a large number of men
= 30,000 or more, Following that
march straight on to Gallia, leaving
a minimal force defending Alpes.
This cuts off the source of the
Gaul's strength, aggressive

expansion during the next couple
of turns should then eliminate
them completaly.

During the early stages, never
leave ltalia defended by less than
20 units, otherwise you're asking
for Rome to be sacked.

Leave the capture of Gracea
untii you are stronger, for the

nians are difficult to over-
coma when they revolt.

Concentrate your forces on
homelands, leaving safe fpm—
vinces under tha command of one
unit only (as long as they're sur-
rounded by friendly temitories).

Always choose loyalty over abil-
ity when assigning Governors, and
save those of high ability for lead-
ing armies into enemy territory,
Don't let forces build up too high in
any territory, or even the most loyal
of commanders may be tempted
o rebel.

Mever raise the tax rate above
One, it isn't worth it as popularity
is of prime importance.

Watch out for the Dacians!
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LITECH
CINICHE

Franco Frey gets out
his SHUGARTS, won-
ders why ALAN
SUGAR hasn’t pro-
duced a disk system
for the Spectrum, and
gets to grips with the
DISCIPLE - the best
thing in terms of disk
interfaces since the
(now unavailable) OPUS DISCOVERY.

PURE GOSPEL

With the demise of the opus Discovery, the Spectrum world has
slipped back into a dark and diskless existence. Any hope of upgrad-
ing the current cassette-based games market with a user-friendly
:Hsllhmforrm‘l. is quashed by the lack of a standard disk operating
system for the Spectrum - or at least one that's supported
by the original manufacturer. Sir Clive himself originally drove a nail
into the m's coffin by introducing an unsuccessful upgrade
I:h:":ulmipp::l{ ti'lai:rlI|:|'l:igﬂ:'r'lllrwlmi 'I.I'ilséinil: it's gm;gl&:?n gar
up, not sk system pectrum
128K Plus 2. Pians may baafaﬂt,ngm alas, they're far too late.
Along comes Alan Miles from MILES GORDON TECHNOLOGY to show the
big boys what ought to be done, by introducing the Disciple— which
takes off where the interface One fell short. Couid this be the begin-
ning of the New Testament?

The Disciple is everything the
Interface One should have been —
and more. multi-purpose
interface provides a disk interface
for any two SHUGART {SA400) com-
patible 3 inch, 3.5 inch or 5.25inch
disk drives, a fully supported Cen-
tronies printer interface, two joys-
tick ports and a local network sys-
tem. In fact, most of the things any
serious or games playing

trum user would love,

PHYSICAL

The Disciple could ba mistaken for
an over-large Interface One. It
plugs into the interface edge con-
nection of the Spectrum and acts
as a wedge-shaped support for
the keyboard.

DISK HERE,
DISK THERE

Any single or double disk drive
may be connected to the Disciple
— as long as it mests with the
SHUGART standard 34-way bus.
Digging around in the office pro-
duced a cumana double disk drive
for the BBC which worked a treat.
The nper.gtinﬂ system can be con-
figured with the help of a utility pro-
vided on cassette. This program
enables the user to give all the
details of the system, including all
the parameters relating to the disk
drives including the number of
drives, tracks, sides, and the step-
ping rate in milliseconds. It then
goes on to ask about the printer
and the networking configuration.
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THROUGH PORT

JOYSTICK PORTS
NETWORK CONNECTORS

SPECTRUM EDGE CONNECTOR

DISK INTERFACE

]

Once satisfied, it formats a disk (in
single or double-density format)
and saves the system with the new
settings. Boot-up from then on is
simple.

On booting-up the Spectrum,
RUN is performed and the system
file is loaded from disk. Ready! The
utility may be saved to disk for any
future upgrades to the system,
and with this done theboring cas-
sefte work can be forgotten.

SYNTAX

The operating system is an exten-
sion of Sinclair BASIC. To direct
the commands to the disk drive,
the BASIC command must be fol-
lowed by a Syntax Operator,
which is either D1, D2 or D7, the
latter accessing the last drive in
use. Typing a capital D ensures an
automatic display of the catalogue
after the command has been per-
formed, otherwise a lower case d
will suffice. A normal file access
could read like this:

LOAD D1 “SAMPLEFILE"
Ex-Microdrive users with the
knack for convoluted commands,
will be pleased to know that they
can continue to use the Microdrive
syntax. Apart from the usual

PRINTER INTERFACE

INHIBIT BUTTON
SNAPSHOT BUTTON

LOAD, SAVE and VERIFY, the cas-
sette-based user will have to
include such instructions as FOR-
MAT, CAT, ERASE and COPY into
their repertoire. FORMAT D1 for-
mats the disk in drive 1 in double-
density format, FORMAT SD1 in
gingle-density format. CAT 1 dis-
plays a directory of the contents of
disk drive 1 in extended form, giv-
ing such details as program
number (generated by the disk
operating system), the filename
{up to ten characters long), the
number of disk sectors used, the
type of file (BASIC, Code, Snap-
shot, Screen, Microdrive file,
Specials, data array or character
array) and finally -the starting
address of the file and the number
of bytes used. CAT1! calls up an
abbreviated version of the direc-

tory.

I:FC: save ke rd work, & file
can be loaded using the program
number designator generated by
the directory system. If the ‘sim-
ple' CODE was number 5, the file
can be loaded with a LOAD p5
command.

As with any respectable DOS
the Discipie recognises wild-card
filenames. These can contain ?
symbiols representing any charac-
ter and * symbols representing any
ﬁua.ntity of characters in the name.

RASE D1 "“DEL"" erases any files
starting with DEL such as *'DELTI-
TLE” "er “DEL". ERASE Di
“filename” deletes the file from
the disk directory of drive 1.
ERASE D1 “namel" TO “name2 "
renames a  file “namel” to
“name2". COPY D1 “name1" TO
D2 “name?2” copies a file from
drive 1 to drive 2 and renames it

"name2’.

The Disciple has an auto-load
file feature. When booting up the
disk system with an initial RUN
command, Disciple searches on
the system disk for a file with the
name “Auto-load” and lcads and
executes it automatically. All that
is required is to rename the desig-
nated file " Auto-load ",

PRETTY PRINTER

The Centronics parallel printer
interface on the Disciple provides
the Spectrum with the choice of
dot matrix or daisy-wheel printers
—the printer port ig fully supported
by the system software, and initial
configuration is affected via the
Utility program. The S(f&ctrums
normal printer channel prinfer
or ALPHACOM) may be used, or
the Centronics port brought into
play. The number of line feeds, as
well as the number of line spaces
before the left hand margin and the
?raphic characters to printed

r€and 7 all haveto be specified.

If the printer recognises EPSON
type command codes, the system
doesn't have to be configured any
further, as the operating system
uses default values. Dtherwise all
the necessary printer control
codes can be input for printer
initialisation, character pitch, line
width as number of characters, n/
72 inch line spacing, normal line
text fine spacing, bit image
character mode for user defined
screen graphics, and any other
gxtra control codes for the printer
used. The operating system rec-
ognises all the usual Spectrum

——
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Deja Vu! Another paper version of a favourite screen
this time created with minimal

{grinliuao_ommd‘g:gs sugh&s LPRINT
including an syntax),
LLIST and COPY SCREE%?
Experiments with a CANON PW-
1156A printer proved immediately
successiul — to be able to print out
a sereen dump without messing
about with printer control codes
was little short of a mirache!

TO SHARE AND
SHARE ALIKE

Two network connectors allow
Spectrums equipped with Disciple
fo communicate with each other.
There are basically two modes
available: the Shared Access Net-
work that allows up to 62 usersto
access the printer and disk drives
of the master machine, and the
Independent  Station MNetwork
which provides file access to indi-
vidual users each equipped with
their own disk drives and printer.
In each case the system file has to
be configured so that the system
can recognise whether a station is
the master machine, and what the
station number of each machine
on the network is. If a Shared
Access Network is set up, the
users only nead to input their sta-
tion number with a FORMAT N9
{for station number 9) command.
Sending a file “TEST 'to station 9
invoives loading it from disk with a
LOAD D1 “TEST" command and
fransritting it with a SAVE N9
command. MO specifies a general
broadcast, which can be picked
up by any station using a LOAD NO
command

JOYSTICK

Two Atari-compatible joystick
ports are available on the Disciple.
The right-hand port is used for
single-player events. If a commer-
cially-produced program asks the
uzer to select Kempston or Sinclair
mode, either option may be cho-
sen, The left hand port supports
only the Sinclair mode for two
player games. The joystick ports
do not have to be configured prior
fo use.

CHEESE PLEASE!

The SNAPSHOT button enables a

‘photograph’ to be made of the
antire %peclmrn 48K memory so

image,

effort with the DISCIPLE

that the memory contents may be
saved to disk. The main use of this
facility is the conversion of cas-
sette-based games to disk for ‘in-
stant’ load. To avoid pirating, a
barrier has been set up in the
operating system which prevents
SNAPSHOT files being copied. At
any given point in the game, pres-
sing the button pauses the prog-
ram and transfers the contents of
the memory to disk in a SNAP-
SHOT file, which may be renamed
at a later date. A further function is
provided: by pressing CAP SHIFT
and the SNAPSH button the
current screen is dumped to the
active printer port — excellent for
mapping games!

NO INHIBITIONS

To avoid serious clashes with
other peripherals the Disciple pro-
vides an INHIBIT button which de-
activates the operating system
and shuts down the disk drives.
The system can also be turned off
with an OUT 31,0 command, and
stays off until an OUT 31,16 com-
mand is received. In all cases the
printer and joystick ports remain
active.

A point to note is that should the
Spectrum ba reset with the com-
puter's RESET button, the Disciple
retains the operating system in its
memory. So rather than reload the
system file from disk, a simple
OUT 1230 reinitiates the operat-
ing system.

CAN | HAVE ONE!

The Disciple is excellent valug for
money. It not only offers an
extremely versatile disk and
printer option for the Spectrum,
but also includes the facility to
transfer commercial cassette-
based software to disk. The man-
ual is concise and informative. The
fact that everything works first
time (including the dreaded busi-
ness of dumping screens to the
printer) shows that this is a well
worked out design. Well done
Miles Gordon!

Producer: Rockfort
Products, 81 Church
Road, London NW4 4DP
Price: £89.95 inc VAT
Tel: 01 203 0191

TIME 80:02:58 BOMBS:

TIME 0@: 2@ 12 éDHEE-:'?
Mapping GLIDER RIDER made sasy, the DISCIPLE way . ..
e e IS iR RV Ny

2 ENERGY: 88H

IIHE 0@:0%5: 16 BOMBS:9 ENERGY: 77X

EMERGY : £85%
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REVIEWS @ CHARTS AND MORE
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. 'THE NEW WEEKLY POP MUSIC
INFORMATION PACKAGE ON CASSETTE
FOR YOUR SPECTRUM 48K/128K

FIRST ISSUE OUT FEB. 6th 1987

To order your SHAKE write to: SHAKE, SUITE 3.2, Dept. CR, EPIC HOUSE,
CHARLES STREET, LEICESTER LE1 35H, sending cheque or pnsta-l order,

| enclose £1.49 for the current issue of SHAKE.
O | enclose £7.25 for the naxt five issues of SHAKE.
v/ Tick as appropriate.

L e e B et B8 L et e D RS R, T
Address,

Slgna[um

Currently available issue dispatched for all urders unless mherwlse statsd
Pastage free within UK, Europe and Eire add 30p postage per issue orderad.

Rest of warld add £1.20 per issue for airmail.

gk |£1.49 | sk

£1.49 | W
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| This month Simon
Goodwin sifts through

the accumulated post
and checks out the
firstbook about
Spectrum Plus Two
machine code
programming.

HAND-MADE
MACHINE

“ﬂ code — 1::1 18“9'-!308
1] to pmgm most commer-
fohul games. This m

) : hatast gode the Spec-

im can handie and the code
used for virtually all commerctal
ames, Compllers will speed up
AS ',-lheydnntle‘lyw&dd
much to the language, and — gt
tmutanﬂ'iezm-m rarny pro-

duce code as quickly or concisely
as a human can. So there's still a
market for human beings who can
wﬂtarnanl'nns-caﬂu to order, and

it's great fun if you've got
tima to leam. Machine code prog-
ramming also teaches you a lot
about the 'inner workings' of the-
cor-aputer

Imham m:,r tha. boak will suit
experienced Specirum coders ds
well as . begmners, because i
ﬂatads the special features of the
new model, Contrary 1o the impre-
gsion given by thetitle though, this

| ITECHONICHEOTECHO

Specfrum +2
Machine Language
for fhe Absolg’re Bgeegmner

) machine cnda as ‘a
first oomputar Ianm
PRESENTATION

Thabmklsaﬂﬂ-pamnﬁmr
back, set in fairly large typ Tha

mrning book, hut it is
not d cul: to work out what the
author means. . Thersare afow fee-
ble jokes, ane
mﬁt 16 texdt:

PR E

ﬂ?‘w:#:ﬁ:ﬂ?':i"r-.



NEW TRANSFER PACK 3 — for spectrum
tape to drive

A software system to convert many TAPE based programs to

I:IRNE{nu mmltm}+01'"£ﬁ USEFUL utifities. Mostm;

l)fogL are EASILY converted to drive. Pack has at least 7 programs!
NCLUDES MaNY UTILITIES (&. gbava!' creator, bytes chopper/splittar,

TAPE UTILITY — neede to convert

for optional extra program.

State TYPE Hsm&mmadﬂnwhmnmmmagwukw

E':I':w‘;;odnwi} £11.99 on TAPE (£12.99 on Cartridge — 48k Spectrum only)
ating]

INFORMATION SHEETS - £1 each — approx 8 transfers of popular pro?-
rams, per sheet —needs TP3. Up to No. 25 available. Special offer -
1 to 20 only £4.501

MICROTRANS 2b — for m/drive to m/drive back-up + easy ERASE, tapa
1o drive (incl headerless) — does NOT convert pr—:t:grms Includes
MICROTAPE and RUN ms. Only £3 on tape. £4.50 on Cart. For
any Spectrum.CODE COMPRESSOR - £3.50

Overseas: add £1 Europe, £2 others each product. SAE for details,

NO RISK! — ALL OUR PROGRAMS CARRY OUR MONEY BAGK

ud rates.) Opus/Beta owners add £1

u
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128 QUIRKS
(at least!)

An anonymous reader has written
into ask huwtousggws?glusTw_c‘s
extra memoryina rogram.
The first pu?:‘.}rl should mn%etsthat
ZX BASIC can only handle about
40K of program and data at one
time, on any Spectrum version.
The easiest way to gain access to
the extra RAM on the Plus Two is
to split your program or data, load-
ing different programs or arrays
from the RAM disk as you go
along. The RAM disk works fast
gt:ugh t'tjha prevent annoyi';\.g
as program runs,
vw prubabty have to revlse tha

got ¢0K of BAél‘G alraady thls 15
effort is likely to be overdue!

128 SOUND
, from Sweden

{ isel) has
,  surprise! a
Spectrumm 123r‘:nada for the British
market, and finds that the sound is
not modulated onto the correct
channel to work with a Swedish
telly. There are two cures for this
problem. The first is to replace the
modulator — the silver box sup-
ing the TV socket — with a
ish one. These are cheap,
standard components — one firm,
astec, makes modulators for
almost everyone — and you should
be able to get a Swedish sound
and vision model from any compe-
tent micro r firm.

It might be possible to 'tweak’
the modulator to use a different
sound-channel offset, but |
wouldn't like to try it without a lot

expensive test gear. The
simplest option is to give up on the
idea of getting sound and vision
from the TV, and to connect a
separate amplifier to the sound
output on the DIN socket at the
back of the 128.

Several readers have reported
problems with distortion on the TV
sound output of the 128. To some
extent this is inevitable, given the
simple circuits used and the
amount of interferance of all kinds
inside  the
background
noise should be much quigter than
the music — no louder than the
background hiss on a cheap cas-
setta, for instance. If your machine
sounds worse than this, you
should com, the TV noise with
the output from the SOUND soc-
ket at the back of the computer. If
this is less noisy, try different TV
sats. If the problem persists, but
only on TV output, the Plus Two
modulator needs to be replaced -
otherwise, your TV is at fault.

Some Flus Twos give a lot of
background noise from a TV and
from the SOUND socket. If so, and
if you're willing to invalidate your
guarantee, try opening the
machine and un-plugging the con-
nector to the cassatte player. Ifthis
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TECHTI TBITS

gives a g ovement you
can makathns ification perma-
nent, without losing the use of the
recorder, by putting a switch in the
red lead to the tape drive, and only
turning it on when you need to use
the tape. The rest of the time you
should get a clear sound. | should
stress that | have not been able to
try this, as | can't find a faulty Pius
Two to practice on. The idea
comes from cHEETAN, whose MKS
keyboard makes heavy use of the
sound chip.

128 INFO

Alan Johns has not been paying
attention. He wants to know

to redefine characters or disable
the BREAK key on a Plus Two. The
answer is simple: do it just the
same way yc;:u would on an older
Spectrum. For instance,
POKE 236064 to shift the chat!r:i:a-
ter set up four lines. This makes
things pretty hard to read, so you
should use POKE 23606,0 to put
things back to normal. I've
explained how tfo re-define
characters in detail, and explored
several ways of disabling Break —
with various pros and cons — in
CRASH issues from 31 onwards.

A VOLEXING
QUESTION

John Marshall has written in to
ask if the voLex Teletext adapter
works with the Plus 2. Search me,
Johnt None of us has got one —not
aven Franco. Please write to TECH
TIPS if you've tried this add-on
with a Plus Two, whatever the
results, and put other volexers out
of their misery.

PLUS TWO
PRINTERS

I recently discovered that the
aLpHacom-made  Timex 2040
printer will work with the Plus Two;
like other ZX-printer emulators it
only works in 48K mode, as it
doesn't usa the serial port which is
brought into play in 128 BASIC.
Several people want to know how
to get Dixon'’s cheap and cheerful
printer to GOPY scresns
from the 128. In theory this should
be possible: the same device is
sold in a bundle with the QL, and
will print out graphics from the
‘Easel’ package, with a littie
prompting. With luck and a follow-
ing wind (a thermal, of course) |
should have the answer next
month.

COMPILER RIGHTS

E Cainsell wonders whether
royalties have to be paid to the

compiler-writer if a pi writ-
ten with a compiler is published.
The answer is almost certainly no,
although some firms do-ask you to
contact them before you publish
compiled code commercially.
Firms have tried to extract royal-
fies under such circumstances,
but - frankly - | think this is J(ust
‘trying it on’. There are no royaities
to be paid on programs compiled
with or HISOFT BASIC, but you
must explainin the documentation
of your that it uses run—
time routines" which are cop
property of the compiler firm.
sa that thmM%reement with the
ors of DER Ml requires
themtocharga ‘a one-off fee of
£150" if you use the compiler to
write a commercial program. |
have spent a while trying to con-
tact sofFTeK, without success. ocss
have gone bust, so | Suppmﬂsr
can do what you like with B
code — that is, if you can get it to
work!

DATEL UPDATE

The issue of CRASH containing
my appeal for further comments
On DATEL'S Snapshot has only just
reached the shops as | write, so |
have only received three more
comments so far. Stuart
and Connor Sadler have
sirnilar problems to those | found,
whereas Simon Parkinson has
written in to say: “Your out to get
DATEL now arnt you™ (sic). “I've
naarly waryﬂ'llng that paTEL

the Spectrum (including the
Sﬂapshonmdthefragreat espe-
cially the prices.

I'm not out to * get' anyone, and
I've nothing to gain by reviewing
any product inaccur Appa-
rently the Advertising Standards
Authority is lno!-:ln into’  the
Snapsfmr claims. | will print their
conclusions hefe,allhuughl'm still
interested to hear what CRASH
readers think.

SPECDRUM and
MICRODRIVE

D Wanklin wants to know if it is

possible to load and save Spec-’

Drum patterns on Microdrive. The
short answer is ‘no’, because the
SpecDrum software only works
with tape — it has deliberat

, been
kept simple, to leave lots of mem-
ory for sampled sounds and
your drum patterns, It would be-an
awful lot of work to convert the
software, and you'd have less

space for drum patterns after-

wards.

However you CAN save pat-
terns with a ‘one-press’ saving
device such as a Multiface, and
indeed that's what | do to avoid
tape loading times. You need quite
alot of Microdrive space, because
the Multiface will save the prog-
ram, samples, and drum patterns
all at one go. In practice this is
30:3 convenient, as long as you

't need instant access to sev-
eral full-sized rhythm files.

ELITE JOYSTICK
CLASH

smu-tﬂom of Malta, complains
that FIREBIRD'S Elfite space-smash
won't work with a ram Turbo joys-
tick interface. | spoke to Ram and
FIREBIRD, and found, in essence,
that both the program and the
interface are too clever for their
own good! RAM ELECTROMICS
explained that their interface-gen
erates keyboard and * sicn-
style’ signals simultaneously; this
disturbs Elife, although it doesn't
bother any other programs.

Ram had been selling the Turbo
for a couple of years when the
f:robiem cropped up, but they

ked at the design to see if there
was an easy cure. There wasn't!
FIREBIRD decided not to try to re-
work the program, on the grounds
that the code was already horribly
complicated andd \:'oauld need

major changes, and the program-
mars had been asked to make it
work on the ‘Spectrum’ — not with
all the possible add-ons. -

Ram eventually made a special
adapter, to fit between the Turbo
and the m — this disables
some T faciiiti_r?]s. 50 that Elite
can run properly. The snag is that
the adapter negds two Blgenslva
adge-connectors and costs £3,
aven though mam sell it at cost-
price, as a “service. If you've
already got Elite and a Turbo, and
you really want to be able to use
your joystick, this is probably the
best solution. if you've already got
one product, but not the other,
beware!

ENDPIECE

I've still got stacks of letters to ans-
wer, and | hope | will have cleared
the backiog by the time you read
this. I'm afraid that, for a whilé, I'm
goi dg to have to ask you not to
SAEs with your letters
because 1 can't to give
everyone a personal reply. At pre-
sent | spend more time sorting out
comespondence — usually just re-
iterating things |'ve already written
in the column —than | do writing for
ALL of you, and that's clearly
counter-productive for all but the
lucky few! That said, | hope you
will continue to write in, because
I'll continue to offer prizes for good
ideas, and to answer as many
quastmns as possible in the
magazine. The address hasn't
anged: TECH TIPS, PO BOX
10, DLOW, SHROPSHIRE,
SY8 1AQ.




SueTownsend

THE
G,F?OW/OA‘_@%M

PROGRAM BY LEVEL 9

] [T e
gindiames presents the computer version of "The .
¥ Mole!’ Based on Sue Townsend's best-selling book,
B, the game allows you to help Adrian with day-to-day dec
eautitylilpmstration nid your aim is to make
; . ultipie-choice ques
game covers 18 molnths jpithe li agpiring intellectual. A
available for 7 differentcomputers.

'BBC B varsion is notillustrated, Produced by Mosaic Publishing Ltd.
P — —— — — — — — —— e —— —— SE— S— —— q

The Growing Pains of Adrian Mole is available from all good software stockists.

I I you have trouble findingit you can buy directly from Virgin Games. l
Please encircle the software yourequire and sendthistear-off to

I VirginGames Mail Order, 2-4 Vernon Yard, Portobello Road, l
London W 11 2DX. Make cheques or crossed postal orders payable to

I Virgin Games Lid. Please do not post notes or coins,

COMPUTER FORMAT PRICE RELEASEDATE

Commodors 64/ 128 CASS £6.95 10 Febneary 1987
Amstrad CPC CASS E8.95 10 Fabruary 1987
BBCBCASS £8a5 17 Fabruary 1987

MEX Sk CASS ES.05 17 Falbruary 1987
Atad 400/800XLXE CASS ful-1-1.] 17 February 1987
Amstrad CPC 8128 D1SC A

PCWa258/8512 DISC £14885 17 February 1887

Spectrum 48/128 CASS £8.85 10Februsry 1987 I




INTO THE
NEW YEAR,

VALIANTLY. .

YOME who knows anything about adventuring will
have heard of LEveLs. Jewels of Darkness was the name
7 given to RANBIRD's recent release of their three sclvm—
& ture classics wrapped up 8s one, mmpnslrﬂ

'- January should have seen the ralaaseofamther:aa:g{'
1 Sificon Dreams. This package has Snowbali (C

"0 July 84), Return to Eden (Dec B4) and The Worm in

=S e Parad!sa{March 86) all together for the very reasonabie

price of £14.95. The package includes a full play-guide plus Eden

Song, a novella by Peter McBride.

IncenTive have just released a Paper Managemant System in the form

of a designer pad which aids the development of GAC-produced adven-

tures. Each pad has over 200 double-sided pages of A4, which makes it

\'I_

*\.&x\ﬁ ' .‘...l :n-.-.."?.
y DEREK BREWSTER’S

a rather weighty pac , but mcenTive have agreed to send it out by
post for £1.25 — the pac| itself costs £7.95 so that's £8.20 in all. The
address for orders is mcenTivE, 2 Minerva House, Calleva Park, Alder-
maston, Berks RG7 4QW.

This month's reviews are made up of Dodgy Geezers, a Lever/Jones
satire (remember Hampstead and Terrormolinos?) put out by MELBOURNE
HOUSE, Apache Gold and Winter Wonderiand, two GAC adventures from
thie firm that gave you the Graphic Adventure Creator, MCENTIVE, Landfall
on Aoflus, the second CLWYD ADVENTURE SOFTWARE garme to be reviewed
in The Trail (the first was Futurezoo), and Forgotten City, a game from a
new outfit called Haw, which is a very good first release.

Marks given in The Trail have hovered around the eighty mark in recent
months, and there is a good reasan for this. At one time | liked to review
a cross-section of arrivals, but recently I've thrown the poor ones aside
and only reviewed the more worthy releases. Perhaps I'll include a
‘howler’ in the coming months just to balance things up a bit! An interest-
|ng-|ock|n%egoak of the Dead, submitted by THE ESSENTIAL MYTH, Was
accompanied by superb playing notes but unfortunately wouldn't load.
Any company submitting reasonable quality material to The Trail and

ng why it hasn't appeared would do well to re-submit a copy
wh+ch :s sure to load.

I hear that Dodgy Geezersis to be the last release from the Lever/Jonas
partnership. This will be sad news to all those who have laughed their
way through the couple’s mirth-filled satires. The Trail would like to take
this opportunity to wish them both the best of luck in the future.

THE LEGEND OF APACHE GOLD | =i i sesenay

Producer: Incentive
Price: £7.95
Author: Peter Torrance

A touch of the old Blazing Saddles
and Little Big Man with this, the
first MEDALLION release from INGEN-
mive produced with their Graphic
Adventure Creator. Peter Torr-
ance is the who Quilled
those cheapie classics Subsunk
and Sgabase Delta put out by FIRE-
8iRD, 50 it will be interesting to see
how he performs with this new
adventure medium at full-price
level.

It's 2am in the saloon bar of an
old west town - known as
Skintsville for good reason, as its
inhabitants, includin yourseﬁ are
short of readies, You are Luke
Warm, by both name and nature,
asyoualponycurtenmandlasi
shot{:f ligquor. Through the smoky

here you make out the
rm outlines of some old-timers
sitting in the corner, and presently | of the bar. “Yep Jake, the |

their voices drift over above the din goes that them pesky indi % |
90 CRASHMarch 1987

strange powers at work in their ter-
ritory . .. " Our chapisn’t too keen
on the spooky stuff, but is quite
excited at the prospect of seeing
the glint of gold in his eyes and
sets off to find the injun's
grave. ..

Groan. Yes — an irritant is spot-
ted as soon as you start playing.
Your input begins straight after the

cllP the location description
(and on the same line). This is not
altogether untidy, but what makes
it worse is the splitting of words
between lines. Groan Number Two
is the way the program leaves one
or two lines of the previous loca-
tion description on the top of a new
location description when the
graphics are on (although this
seems to be a aac trait). All-in-all,
there's a slightly scruffy look to this
game. The pictures would be con-
sidered quite *ggd for a budget
release, but you get to the
dizzy heights of £7.95 they don't
look so good.
ot Loading leads you straight into
their gold inthe grave oftheirchief. | the first frame, where you find
| hearthatone ofthe Apachechiefs | yourself in the back of a wagon on




a wild open plain. This first part is
remarkably straightforward, witha
brief and cursory dxmlyleadrimm of
-nmtfwseequ ng onto
These

pmﬂmmm little toom
solved for anyone other than a
TR T
S Ee |
et 8 g e o

medicine man's wigwam come to
nothing, as did the obvious
attempt to chop the pole down.
This isn't the only problem to be
resolved in this area: getti ths
canoe under way in the fast

ing J’?_vnar also requires suma

Once you get the w going
again (it had losta thereisa
large area to the east to explore.

cure, & hanging rope, asack, some
dirt, and a squaw's hmm:it::‘::grI
Problems abound in the gast, wil
askull onastick ing the entr-
ance to amine, a eagle on its
nest on top of a rock face, and the
problem of negotiating the
ot desert sand without burning
your feet.

The adventure has some fine
touches, like when you throw the
dirt on the fire which gives off puffs
of smoke. Examining the smoke

of the indians.

Difficutty: not difficult, easy start
Graphics: reasonable
Presentation: blinding bright
white b

lmnutfunililgr basically verb/noun
: reasonable, notas fast

Reading the sign on the totem | Picking up all the items on your revsahywrtowlackofundar- &3 games
pole reveals that the indians are | journey {and you are allowed to of smoke la General rating: good
out to lunch (or more correctly, out | carry a mdarablenunb:gv};u “Wish1 Smoke "isthe
hunting it). This gives you time to | are then left in the familiar amusing riposte. Atmosphere B8%
explore their cosy little settlement, | ture dilemma — which objects are The Legend of Apache Gold is Vocabul 87%
buryoullancomta!ywﬁrstraal associated with which problems? ng adventure whict is abulary
difficuity in finding out exactly Ot;ectslcmrenmberhdudsa far from difficult. Both Logic 80%
what the somethin’ glitterin’ atop stick, tomahawk, a bottle of | players and novices would find | Addictive quality 88%
the totem pole is. All attempts to % water, a doctor's medicine muchtodo and exploreinthisiand | Qwyerall . 889%
? Street. Awi laneleads south- | element has been introduced with
west."" Alth such construc- | the HANG ABOUT command - a
tions are for mapping pur- | means of zipping h Fri
poses, they leave somethingtobe | night and into morming
Producer: developed on The Quill, and then | desired interms of creatingarivet- | you should so wish. reason
Melbourne House reprogrammed by AswmiNsTER | ting atmosphere. . vmrwunug-nwanttosnerﬂmn
Price: £8.95 COMPUTING. s from the program can be quite ‘out forward to when the pubs
P usual Quilled pr format | to lunch’ at times, with & lack of | are open, pubs being a good place
Authors: Lever & Jones include the ‘longer one line’ | response that leaves the to meet gee:ers{ur s0 one
entry, but the shows noairs | cold: RECRUIT GEORGE, would have - the game
This one sees itself as a real life | and graces by ingtotheRfor | TACT GEORGE, and KILL Bn'tqmmﬂm'lmﬂ
adventure, which doesn't mean | Redescribe. GEORGE all give the same reply — The descriptions which
rruduunnlyoucormdarmep:w Unfortunately, asminsTer have | absolutely | Surelty when | canbe ht up onto the screen
Jones not done a good job (with the | you try and kill a guy there should TER) are inspired.
J-!ampstead,whmhlmpmwdm Spectrum version at least) as the | be some sort of response. ve an opportunity to leam
desire among manyufmec?g input routine is nothing short of Just to round off this whingeing | more ut your peers — and a
tal's rasidents to move up to dlabalical.LattH'sgetrapeatsdaAI and moan section, it some- | chance for the Lever/Jones
suburb where living in London | over the place when a series is | times that a description | humour to shine th With
makes some sense, and Terror- | entered at normal typing speeds. | of some is whipped off the meaadascnpuorﬁh“sbesnogo
molinos, which showed where | Evenwhen] pumuglnonelattar before you have had time | siraight to the crook's nickname,
‘dandupﬂﬁumuldntmhe for a for example S toread it, and all you're left with is | as here lies the clue to how the
make it. Well this game here | South, premlanN‘l'EﬂQveeyou a new and the feeling that | character eams a living in the
we take a further tumble down the | another S — this is frustrating or someons must have u
socio-economic ladder, to those analghtohhuduneawcartnthe you out. Do not despair | Bolter is Cracker, has a nervous
who would be an the bottom rung ds_mta btasptmy! though, this game dces grow on | twitch, and only three fingers on
were it not for their ingenuity. In authors' work isno master- | you-onceyoutskethetimeloget | his left hand due tuanaxpiosiun.
short, these are the folks who got | piece either, asthe ) is | toknowitaittle better. Arson in 1980 left him with three
on their bikes and made off with at, with short, sting loca- On the simple level, the charac- ears arson around - in prison.
your video recorder. Hondasmptnnsmmmrmsﬁy ter set has been attractively rede- timus Griffin is Littie Ken (of

In Hampstead, your task was
social ﬂ.d\rﬂncemeﬂt from a UB40
to a turbo UB40 (a government-
salaried job?), and in many ways
this game plays much the same —
except that the definition of social
advancement here is a much more
u-nmedmaandtangr concept.
Thnam.giﬁthausu way of life for

these crooks, but the character

you control, just released from

smaﬂaraamngﬂwaaymfor

part E’n theBLolng Ditton

Spaghetti Caper, is also preoc-

cupied with the little business of

with the who set him

up, and landed him with a two year

sentence (he an extra year for
bad behavi

'I'hsobiactlsto find
rHoeIltﬂaeamarwhichmllsaeyou
dlright on the Costa Brava, safe
from the prying eyes of Her
Majesty's Government. Ta do this
youmustﬁrsigntagangtogam
- this comprises much of the first

made up of directions to adjacent
locations —for instance, 'St Judes
Road. To the north-east is Pork Pie
Parade, and to the south, Terminal




an experienced cat burglar and
suspected of 312 separate thefts
of rare cats. But the crook with
whom we can have the most sym-
hy is one Nbedele Jogo (Mr
High-Score or Video in the Mr Men
partance) who has highly cultured
tastes, a PhD (Cantab) in Com-
puter Science, but who fell foul of
the Tax Inspector and unwim‘rgg
began a life of crime with a 1
sentence for tax evasion.

Clearty, Geezersisn'tthe
best-programmed adventure ['ve
ever played but that isn't really the
issue with a Lever/Jones program.
Humiour is the name of the game
here, and this program offers
much amusement to those who
aither just read the cover, or really

{ 1o grips with the intricate plot.

ere's something about the
Lever/Jones style that | really
appreciate. Take this example
from the starting sequence -
“Keep your noses clean, your
eyes peeled, and your cheques
crossad’’, and this advice on leav-
ing prison — "' Since you are a pro-
fessional criminal, it should be
quite obvious that you must find
yourself a crime to commit, and a
gang to help you commit it."

ecruiting the gang isn't so

asg you must first prove your wort
as a leader by negotiating the vari-
ous intrigues of underworld. A
question which will most certainly
exercise your mind on your travels
5. éust who is the guy in the
white Gucci shoes who seems to
lurk in every shadow and door-
way?

Difficulty: easy to wander, not so
easy to be a dodgy geezer
Graphics: few and far between;
mainly -shots in first part
Input facility: AND and IT accom-
maodated

Response: fast

General rating: more interesting
the more you play and get into the
thame

Atmosphere 79%
Vocabulary 88%
Logic 86%
Addictive quality 85%
Overall 86%

Producer: HAWK
Price: £3.50
Authors: M Adams &
M Kennedy

| had a guick read of the letter
accompanying this one, and if | got
the facts right, MAWK is an acronym
standing for Home Adventure
Writing Korporation. The three-
man team (the third is an Andrew
Sherlock Heads who is chief tes-
tar) are only sixteen years of age —
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WINTER

WONDERLAND

Producer: Incentive
Price: £7.95

Authors: Tim Walsha &
Simon Lipscomb

Let's say straight away that | liked
this one. It's second release
from INCENTIVE'S MEDALLION label,
and deals with a theme which
should be familiar - even to those
who aren't off on one of those Eas-
ter skiing expeditions. The prog-
ram is well-proportioned and
nicely balanced, both in terms of
story and difficulty.

You begin, standing by your
crashed Cessna light aircraftin the
snow-covered Himalayas, but
how did you get there? That's a
long story.

ving studied and practised
anthropology (bothering people,
to you) for over ten years, you had
all but given up on your dreams of
making some great discovery that
would put your name in the
anthropology books. That is, until
ou received a Telex from g:_:r
ussian Archeologist friend, Ser-
%io Kirov, currently working in
ibet. His message related his dis-

!
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covery of a civilisation as
advanced as Mankind, yet totally
independent of it. Sergio requests
you leave for Tibet immediately, to
give the kind of advice which has
given you the title of the man who
takes the apology out of
anthropology.

Sergio is nowhere to be found
when you land at Lhasa airport,
but one of the locals tells you that
he left a message requesting you
to meet him at the dig site.
Although the airstrip was on the
lower slopes of the Himalayas it
was relatively accessible and
were thought a competent pilot.
You hired a run-down but func-
tioning Cessna and crash-landed
right into the first location. Just
before you baled out, you could
have sworn you saw the glint of
sunlight on & glass building — but
surely not out here in the middle of
nowhere?

If all goes well, you should
negotiate the ferocious bear, hav-
ing previously equipped yourself
for the conditions by picking up
the fur coat and snowshoes
the Cessna. Picking up the coat
has you wearing it, which is just as

well, as the program does not
understand the verb WEAR. An
unlucky pot-holer sees your next
advance; you profit from the fact

he's as as a plank and won't
be nee_d'rngthls equipment, which
is precious to you in your predica-
ment. Following things through in
a fairy simple manner you will
come upon a small round ice cave
where a frozen waterfall hangs
down from the ceiling, and a ledge
hangs high up on east wall.
Here lies one of my few moans
about this game; the program
does not comprehend THROW
ROPE but accepts CLIMB ROPE-
without you first throwing it or
otherwise tethering it to some-
thing. | don't know about you, but
o me this somehow doesn't feel
right. Howewver, such inconsisten-
cies are rare, and on the whole the
program is reasonably intelligent -
and sometimes quite innovative,
as with the icicle which melts on
entering the warm environs.of the
hotel.
Wintsr Wonderfand is in the
same sort of ball park as Apache
Gofd when it comes to difficulty of
play; both games are popularist
and will appeal to beginner and
devotee alike. In the entertainment
stakes, again, there is not much
between the games — it really
depends upon which theme app-
s the most. Winter Wonder-
land’s location descriptions are
never particularly long, but they
are always well-constructed,
imaginative pieces with clues as
to how you mi wﬁroceeﬂ.pﬁgmd
mge of at  INCENTIVE'S

ic Adventure Creator can
do.

Difficulty: not difficult
Graphics: quite good in places
Presentation: ht

Input facility: includes AND,
THEN and

Response: fast

General rating: a well written,
interesting story

Atmosphere 89%
Vocabulary 81%
Logic 80%
Addictive quality 92%
Overall 89%

FORGOTTEN CITY

pretty good geing when you con-
sider this Quilled, ilustratored and
Patched game isn't too bad at all -
certainly one of the most profes-
sional mall order games received
this month.

The inlay Is of a professional
standard, the storyline is most
readable E?ﬂd 11‘,“” program skips
along nicely. There's also a crafty
hlr(l)? marketeering going on here
(must be those business aware-
ness lessons they have in schools

in fromt of the news cameras)
whereby the first 25 people to
complete this trip to the almost for-
gotten Atlantis get a free crack at
their next release. | would, how-
ever, take issue with one pisce of
business bureaucracy that should
be left in the textbooks — allowing
28 days for delivery went out with
the slide-rule in every office except
those in the public sector (and
estate agents of course, how do
they get away with it?). Boys,
unless you're training for a life in
the Civil Service, | would send out
games by return of post.

As you might glean from the

intro, thisis a cut above your usual
mail order game; take the option
of Side A and its black print on
white background for masochists
and the Side B option of restful yal-
low on black — yummy! The
character set is clearly rede-
signed, which is a blessing afterall
the unreadable scrolls |'ve strug-
gled through in recent months.
The story behind this one reads
well, so let's have a look at it . ..
Reports from the earth monitoring:
satellite, Intelsat, have pinpoin
a source of radiation somewherg
in the mid-Atlantic. Co-ordinatas
obtained from  radio-thermal




a man-made
source — yet there is no land within
a thousand miles of the areal it is

scans  suggest

your good self who first propounds
the theory of the lost city of Atlan-
tis, and you become interested in
the myths of Neptune and the
Power Trident as told by that
Greek raconteur, Plato.

The Trident gained its energy by
c,cmcentratig? a power from the
green rays of the planet Neptune,
giving the Sea God the ability to
control the elements. Neptune
descended to the depths for eter-
rity, but left his trident in the hands
of the Atlanteans. This great civili-
sation designed a vast security
complex to house the treasure,
and it has remained there ever
since. Clearly, if you could grasp
the trident and bring it back to
England, the reality of Atlantis
would be and your weaith
assured. A fight aircraft takes you
to the scene of the radiation, and
fiying through dense grey clouds,
m last see the lost city, far

and basked in apparent
sunshine.

You begin with an imaginative
representation of a beach, which
is smartly boxed in — showing a
rather clean-cut and atiractive
screen image with the yellow on

biack option. Now, being a bit of a
berk, or s in the endeavour
to explore all pathways, | went
about the business of climbing into
my Douglas light aircraft, inserting
the key, pressing the button and
shooting off for home. Unfortu-
nately, | hadn't attempted the
adventure and did not have the tri-
dent — but at least me telling you
this saves youthe bother of climb-
ing into the cockpit straight away.

Having decided to at least have
a quick look round Atlantis, | got
on with the adventure, heading off
east into the coastal forest with its
low bushes and exotic bemies.
Examining the berries revealed
them to be medicinal fruit, but
Ficif.lng them up wasn't acknow-
edged with the age-old OK,
instead you have to resort to
checking your inventory. So now
you have a small and a
machete the start) and the
exotic fruits. | don't think I'm giving
anything away when | say that the
machete is used to hack away the
undergrowth around the ancient
Atlantean temple, but getting over
the precipitous edge of the lava pit
there might prove a little more
tricky. The path to the city of Atlan-

-tis lies anather way.

The city of Atlantis is a highly

LANDFALL ON

ROLLUS

Producer: Clwyd
Adventure Software

Price: £2.99
Author: G Frampton

It began as just another routine
tary . The starship
ebula [V, already two years and
23 new worlds into her mission,
had dropped into normal space in
the vicinity of a bright white sun
around which orbited a system of
aight planets. Of these, only the
third seemed worthy of further
investigation.

J14692 was an Earth-type
world, comprising two large conti-
nents separated by a vast ocean,
across which raged strong winds
and heavy storms. The native
population, that appeared to
resemble Mankind closely, was
estimated to be at technological
and cuitural level FB (ia roughly
equivalent to Middle Ages
Europe), although with two
marked variations. Magic, ina vari-
gty of forms, seemed com-
monplace on both continents, and
sacondly, a small area of Conti-
nent Two proved impenetrable by
ship sensors, an anomaly totally
out of keeping with the planet's

technological level.

As it tumed out, it was these
‘variations’ that were to cause all
the trouble.

The year is 2285. Mankind, hav-
ing finally solved the problem of
interstellar fiight, has set forth to
explore the Galaxy under the strict
control of the Department of
Galactic Survey and Colonisation

— commonly known as GalSAC.
The name, as it turned out, proved
extremely apt as the human race
quickly began to strip each new
world of its assets with little regard
for any native population unableto
assert its rights.

The job of the SAC ships wasto
locate and conduct initial surveys
of potentially useful worlds. A
small, self-sufficient shuttle-craft
containing 3 Survey Officers was
ejected into the atmosphare of
each promising planet, to be col-
lected again in approximately 1
Earth Year. The SAC ship mean-
while continued on its jou
repeating the procedure until all
the survey shutties had been
released, returning at the
appointed time to gather up the
ships and the crews' valuable
findings.

As one of the survey team allo-
cated to J14692, your mission was
to undertake an investigation of
the section of Continent Two
which was impervious to the SAC
ship sensors. Your mission came
to an abrupt end however, when
the shuttle developed a malfunc-
tion resulting in engine failure. You
were the only survivor of the resul-
tant crash,

With no radic to contact the
mother ship on its retumn, your
future looked uncertain to say the
least. Would it be possible to make
a radio on such a primitive planet?
Your only hope seemed to be the
blank area a worid away — but how
would you get there with no
ocean-going ships?

Then one night you find yourself
at the camp-fire of an old traveller.

advanced one — its marvellous
structures and buildings are
enclosed in a huge glass dome
which is used to regulate tempera-
ture and climate. urban area is
divided up into blocks or sectors.
Notable exampies are the Cultural
and Civilian sectors (neither title
sounding appropriate when ‘A
robot dog comes up to you, lifts
one of its legs and proceeds to oil
all over your feetl’). Galleries and
Museums are to be found in the
Cultural Sector, while homes, gar-
dens and parks lie within the Civi-
lian Sector. The Atlanteans them-
selves are a kind and race,
who refrain from any sort of vio-
lence. Even so, crime does exist,
hence all citizens wear identity
tags which bear the symbol of the
trident, These tags are inspected
by robots who soon have you look-
ing in from outside the perimeter
fance should you be found without
one. Avoiding anti-social mechan-
ical dogs and robots, you will still
find the city's drunks bumping into
u, but you can wreak revenge
y stealing some loose change
from the people of the street on
gar's Corner.
tten City is a superb
adventure for a game only availa-
ble mail order from (HAWK ADVEN-

The man recounted an ancient
legend, the origins of which were
lostin the mists of time. Thelegend
stated that a race of Shini

once ruled Rollus — the planet's
real name, which stemmed from
that earlier occupation. The
people lived in peace and plenty,
until one dark day the Gods with-
drew across the ocean to a place
where none couid follow. There
the Gods wait until this very day,
for the Golden Age to once again
return.

The only other useful informa-
tion you are able to elicit is that far
to the east, within a circle of uns-
calable mountaing, there may lie a
portal used by the Gods aeons
ago. The location remains a mys-
tery, for although many have
sought it, none have ever retumed.

| must say, whatever the pros
and cons of playing a cCLWYD ADVEN-
TURE SOFTWARE game, at least the
background stories are entertain-
ing and well-written. However, as
with their previous release,
Futurezoo (which is now available
for £2,99 from cas), the program
itself isn't so well put ar, It
has a bad case of the 'You Can'ts’,
centred around the fact that about
the only thing you can do is pick up
the very obvious object pointed
out on a separate line in true primi-
tive Quili style. Similarly, the
examing command only seems to
work on these obvious objects —
and even then only sparingly. Take
the two objects, the and the
Jester (who you find in the
Innhouse, and is a peculiar object
to pickup . . . [think yau"lla‘ir‘:e}.
Neither the nor the ter
{who wanders off after a while) can
be examined — surely something
of note could have been men-
tioned for such a colourful charac-
ter.

TURING, 29 Hollowgate,
Barmburgh, South Yorks

7BH). The location descriptions
aren’t particularly long and evoca-
tive, and the vocabulary can be
strict on occasions, but it has
many strong points — not least of
which is its ability to skip along
merrily while keeping the adven-
turer thoroughly engaged. A
sophisticated job tads, but really, |
would consider putting back
deadline for your competition; |
think February 1 is a bit early —for
this review if nothing else!

Difficulty: straightforward
Gll'ﬂphicn: imaginative and colour-
fu

Presentation: good options
input facility: verb/noun
Response: fast Quill response
General rating: good

Atmosphere 86%
Vocabulary 83%
Logic 89%
Addictive guality 89%
Overall 87%

The adventure is one of the most
difficult to map, with south revers-
ing a nerth on only rare occasions,
despite the accompanying notes
which advise the er to draw a
map. | found by the best
approach to this adventure is to
press any direction key at random
— the structure has been so
devised that this method sees
shooting around efficiently,
the more careful mapping of
routes does you no good what-

soever. .

Landfafl of Rollus, the first part
of the Starworld trilogy, is a text-
only Quilled adventure obtainable
by mail order from 14 Snowdon
Avenue, Bg;‘r-Baal, Mold,
Chwyd CH7 BSZ. Considering the
amount of effart put into the prog-
ram and storyline | can't rule out
the game entirely, but | think the
adventure assumes too much
fram the player — who is expected
to struggle through the unimagina-
tive and deadpan first part in order
1o get to the main adventure.

Difficulty: difficult in an unco-
operative sort of way
Graphics: none

Presentation: n

Input facility: verb/noun
rupmu: Quill, and therefore
ast

General rating: assumes a lot of

patience on the part of the player

Atmosphere T1%
Vocabulary 56%
Logic 63%
Addictive quality 60%
Overall 62%

>
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Also, if the author hadn't. Why did vou
writes the conversions fto game and only g!ve
other computers thiswillgoa mere 90%7
fong way to tracking down Aryway, ancugh the second
bugs. about LOR already
; DB that wh:bapaopbaam { will be your
e c:se; th?r ood mpar e you
Midnight ng how g aco ny is.
g HA].FIVAYUP THE ﬂmmnan@em, i _
[ DOLLBERKRMORE oot cxumosand B8 e
r spools are 4 you'
THE sl‘m than games like LOR which you  be very usefulify
seem to adore. Ifma?alsanﬁmdy parttmlarlacahun bscausﬂnfa
Dear Derek, out there in the minarity of e very difficult 'monster’. | must tell
What | am writing about is {Delieve 1 e ymﬂmlhaueunlm‘nsdrtmﬂm
it or not) adventures! | have just | think il

started on the things and I'm nat

too badly. I've completed . e
fa_Conlract, Seabase Delta, A mere 80%I Sipdeas

58

, and_ after having

| wonder if you could help me. | E:h.t -plus locations, | must
want some more adventures. | WHA'I"EFER . temhaxlﬁndﬂaisgamemboﬁng

have practically exhausted my pit- " because:there are too many loca-

il cdlecum';ndlwouid hﬂkgyu: Hmm TB LSk ilaammucmat;avd ;a‘lﬂ;;o;utghawngi
recommend some  goo splve puzzies to ress,

i [cmapishﬂ games to me. | know ust - that this kind of thing

. that's. the' whole point of amuse me at all.

SIGNPOST and your reviewing
games, but I'm darnraed if I‘

~going to sit down and | r

-+ angcﬂ!my
%sfﬂrmnﬂm
- HIIHI-

please, teil something to
me interested in the game e
The second thing I've disco-
verad (| don't know if 'mthefirst to
think about it) is the fact that you
can load a Quilled game into The
Quill, and s0 'you are ableto see
how the authors have done all the
game (and of course if you know
: game. how to work The Quill you'll be
- the w the poor chap able to solve the puzzles). This of
has taken on ,‘l MELBOURNE course will spoil the game if you
nom release his  are not careful. |'ve done this with
wm Tawofﬂespawam Hampstead,
projects  but haven't been able to do it with
dates, | theother Quiled game | have: Ter-

ilm'ﬁsm rarmolinas.
: .hml:trﬂ-.l.lﬁ-

,Enpom{:pastmn {a-.'hd
‘on the brilliant GAC,
aatmﬁm

D et
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. snow, nebulous and orange in the

e 1'7*:‘*‘%&_1.32%*“ Y SAEY

 Dear Derek,
3 mnwintarsdarkprasermﬁrrﬂy :

gripping all those who venture out-
doors, many minds may fumn
towards adventuring for intellec-
tual escapism. Ensconced within
walls, in gioomy, warm cluttered
tooms, we might gaze at falling

glow of neon city lights. And after-
wards, when the firmament shines
clear, and the moon gleams with
mystic mischisf on the bared roses
in gardens, their black silhouettes
a striking contrast to the pristine
snow, you may shiver at the uni--
verse, its enormity ttraatanin to

overwhelm you, cold ng .

from the night skmasyuulungfm
security. And atiastywn:e
You stumble into a.¢

 cuments you've urmshe@ banng
3 ﬂl closer by the microsecond 10

arfistic portals of your next

3 Madvamure
4 umalate the experience that a

computer game should be, a mar-
vellous entertainment in which you
participate rather than just regard.
It is this quality that gives comput-

ing & dimension mora than TV, and
unathat should programmers cul-
tivate the 'adventure movie' more
and more, could eventually see
computer-gaming rival television
as a medium fog entertainment.
improved graphic resolution will
enable us to realistically enter into
characters we view: be wizards,
knights, astronauts, or anything
slse. Animated adventures such
as Avaion pi ‘ad this concept
;rﬂllmk 1o a 128K future
wil become even more realistic,
and more of an

_part (1 the areas too smal to

wuﬂ\‘. in}. LBIW | havebeon
10 128K and |

and degks to know f there is any

way of accessing
myafmawssolcanreallygnta
'2:3 on a good old jaunt on the

‘gypsy’ because shq kmw oo
mich about a.cenain business.
-WethwmmsdtheCRRJLym
and asked for info on 'Fuzzy' and
we found out that his real name
was Abdoulah Hocine. Next we
.gnthsmtemmtwnetoid us
that Vera's pimp was Philibert
Z'tagmnc We then went to the CRRJ

‘on Ziegler Philibert and we learnt Varﬁ‘

sl w*&*éﬁ“m'mgm B
uare . we

: Mﬁnmnﬂmmdthaﬁlaﬁlar-

"alsathwa was a BMW seen in the
wwhragistmhn

that his cellmates were Geo
Lerat and Gilles Blanc. We'

Delarue wh

Also a 9mm cmtndga maﬂed
TEGF3-79 was found and that the
gataway car was a BMW,

Next we contacted the GRRJ
Lyon and asked for information on
the Bmm MAC 50 automatic pistol,
sarial no G56743, We were told
that the gun was stolen from the
barracks of the gunsmith of the 92
{R Clermont Ferrand, and the affair
wa handled by the Gie Clermont.

told us tha had P ey
Lo eyt e e e st COLOUR OF MAGIC
mmiﬁnnnwhadTEaFa—?ﬁ m .

endinginCD Wi ¥ |
gamea

progr.
mln;&indudedattheand

10 REM MAGIC POKE BY PAUL

MATHEWS

20 BORDER 0 : PAPER 0 : INK 0
: CLEAR 32767 :

POKE 23613,0 : LOAD “” CODE

E 32768
: : ing 30 OVER 1: INK 8 : PAPER 8:
dh'wals.‘rhaaﬂm'wus handled by ~ CLEAR 24886 : RANDOMIZE
Ciat Lyon.. Next?-a to Message USR 32768: POKE 23613,0 :
and contact Pref 1 and enter  LOAD “" CODE: POKE 23613,0
ldwtmeatmnmm CD 89, You : POKE 23606,142 : POKE
y the car belongs to 23607,228 ; PAU
of 32 Temeax 40REM RICHARD

Etienne. mﬂnﬁwﬂt@llymm 7
Philippe is wanted for attempied G
murderafabrigadiarmuxmd B
the aftair is being handied by the
CIAT PARIS:

Get a statement from Philippe
Blanc 1o get some information,
then cantact Gilles Blanc who can
‘be found at 2 Station Street and
get his statement - hawillhman
alibi. Toche:ndemns%mm
comparison and enter 5
o get o nwrausaMmfm

check |
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There was another record
maiibag this month for
SIGNSTUMPS, with questions
spread over a wide range of
games. Pll try to answer ques-
tions on as many different
games as possible,

Sewveral adventurers are
stuck near the beginning in
kwaH, being unable to escape
from the padded cell.

Before you are caught you
should SFDPSE LXBI — this
can be played back when you
are tied up. Once free you
should return to being Kevin
and QVU QBTT JO HBQ.

N M Girling from High
Wycombe is stuck on NEVER
ENDING STORY and writes:

“ I have reached the tower after
Fantasia has disintegrated,
have managed to find my way to
the top and have come across
the door which refuses to open.
It says it will open only to people
it likes — polite people. No
amount of compliments or
requests or just waiting politely
will persuade the door to open.
How do | get through? *

It’s quite simple really just
TBZ QMFBTF PFO EPPS.

Anonymous from Pontypool,
Gwent writes concerningzrzz
and asks:

“ How do | put the fire outin the
fireplace and how do [ fill the
water pistol?

To fill the water pistol QVU
CVDLFU PO IPPL JO XFMM,
UVSO IBOEMF, UVSO0
IBOEMF, HFU CVDLFU, GJMM
QJTUPM. Peter Magee from
Limavady, Northern Ireland
provides the following solu-
tion to extinguish the fire:
CLIMB DOWN CHAIN OF
WELL, TURN ON TAP DOWN
WELL, SEARCH TRAPDOOR,
this opens the trapdoor and
the water coming out extin-
guishes the fire.

Y,
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Mark Malone of Accringion
asks:

“ In the VERY BIG CAVE
ADVENTURE how do you get rid
of the bull the second time after
taking the penny and getting the
wellies etc ™

On the same game Neil
Hickman has rather
enthusiastically written two
letters asking:

* 1)How do you open the Clam?
2) What do you do in Gotham
City?

3} How do you get past the hairy
monster?

4) How do you find a piece of
plate to add to the contribu-
tion? "

To open the clam you will
need the KFNNZ, then KENNZ
DMBN. When you arrive at
Gotham CiHty go F, T, then
FYBNJOF CVCCMFT, now go
to the alley to the north of the
police station and FYBNJOF
XBMM. 'l leave you to dis-
coverthe rest for yourseif. To
pass the hairy figure HJWF
SFDPSE, HP TPVUI, GFF GJF.
The piece of plate is in the
GSFODI DIFFTF SPPN, to find
it FXBNJOF XBMM.

Try UISPX CPNC.

THE poaoit is still proving
troublesome for many adven-
turers. This month Shaun
Somers from Sheffield asks:

“ How do you get past the
spider'swebin Part Three. Also,
what do you do when you get to
the Necromancer's Lunatic
Asylum and whereis the coin? #

To pass web QVMM XFCC
then go OF. At the asylum
JOTFSU (TFDVSJUZ) DBSE,
VOUJF ESBJO to find TNBMM
DVSJPVTLFZ. Togetcash,go
to the HPCMJOT EVOHFPO
and TNBTI USBQEPPS.

L ENCRYPTION CORNER
t's easy to speak Brewster!

Eﬂimu IRBLPEFGH ITKL
IR: ABCPEFGHITKLM

muw MNOPGRSTUVWRY
BREWSTER: N OPQRSTUVWRYZ

M Smith from Ruislip,
Middlesex is having difficulty
withMarFiacONTRACT and writes:

“ Every time | reach Vincetti's |
pass out through lack of alcohol.
Where do | get a drink from? *

You should get off the trainat
DIJOB UPXO and HIWF
USBNG OFXTQBQFS for
NFUIT.

T Brett is having difficulty
leaving the magic garden in
Part One of THE SNOW QUEEN.
Quite a complicated prob-
lem this! First you must learn
to talk te plants. You must find
the right book and read it
twice. Once you have dene
this go and talk to the
Michaelmas Daisies outside
the north gate. You will now
need a key to the gate = this
can be obtained from the per-
son who is frequently enter-
ing and leaving the grounds.

Graeme Queen from East Kil-
bride asks:

“ Could you please tell me what
to do in these two adventures:
1} miNpsHADOW — how to get a
plane ticket

2) LoRD OF THE RINGS — what to do
when you get to Lothlorien? *

Togetaplane ticket, bribe the
password from the tramp,
return to the Baker 5t store
and using the password and
money obtain a ticket,

I presume you haven't
crossed the riverin Lothlo-
rien! At the border you will
meet an elf, continue East
through the forest until you
come to ariver, ask the elf for
heip and then follow him. This
latter solution was supplied
by Mike Siviet of Bristol.

Finally, Graham Galbraith from
Newcastle upon Tyne has a
couple of problems in the rPRICE
OF MaGIK and asks:

“ What is the answer to the rid-
dle inthe spherical rock bubble?
How do you getthe alloy wheel?
In the December STUMPS you
suggested that the vampire bat
should be able to help; | can see
thelogic there (bats have sonar)
but how do | get that across to

the.bat? ™

The answer to the riddie, I
think, is GFBS. You will need
the DSPTT to make the bat
friendly.

That's it for another month,
keep on sending in your ques-
tions as well as any help you
can offer to:

SIGNSTUMPS

P.0O.BOX 10

LUDLOW

SHROPSHIRE

SY8 1AQ
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Producer: A'n’'F
Retail Price: £8.95
Author: lcon Design

ave you evar wondered how

computer games find their

way onto the shelves of your
local computer store? If Wibstars
is to be believed, it's amazing it
happens at all.
Inmany  respects, Wibstars
resembles those trading/strategy
games that were S0 popular
afew years back, exccept
that this one has strong arcade
ovartones. The first task for Silly
Wibstar, entrepeneur and novice
businessman, is to collect trading
goods from a warshouse.

Three types of commodity are
available: computers cost £100,
disks go for a tenner, and casset-
tes st you back a fiver. Billy starts
off with £200 in small-denomina-
tion, used notes — borrowed from
a sceptical dad, Goods are col-
lected on-screen with the use ofa
fork-lift truck, represented by an
jcon. This can be moved aver to
lcons represnting the computers,
disks and cassettes. Keeping the
fork-lift pressed against the icon,
increases the number of the com-
modity ordered. When the amount
you want is reached — or you run
out of cash — taking the fork-lift
down to the the exit moves the
game on to the second sta‘?e_

This involves the loading of
young Bill's van. The guys in
despatch aren't particularly help-
ful thaugh, flinging the items down
four chutes in rapid succession,
and forcing Billy to move his van
back and forth in an attempt to

merchandise

catch as much of his order as pos-
sible.

In the third stage, Billy hits the
streats. But another cowboy dis-
tributor has got away from the
warehouse first and hogs the road
ahead. This screen |s a scroliing
bird's-eye-view, not unlike Spy
Hunter, where the two vehicles are
able to move left and right across
the roadway. To make matters
worse for Billy, the van ahead of
hirm has aloose load which is being
strewn across the road. There's an
advantage to be gained from this
however, as driving over useful
items such as computers, disks
and casseftes adds fo Billy's
stock. On the other hand, useless
debris causes damage which has
to be repaired — another drain on
his overstretched resources.

The final game section consists
of a series of platforms and lifts as
Billy atternpts to deliver his goods
to a shop, ltems are only removed
fram the van one at atime, or, ifhe
faels he's perfected the technigue,
he can chance an arm and grab
the entire hoard of one commaod-

ity.

The package is kicked towards
a conveyor belt, which should take
itinto a lift. Timing is critical, asthe
conveyor may dump the package
underthe lift and crush it—another
depreciation of stock.

final results of Billy's exer-

tions are then totted up. If, after
van repairs, he has managed to
shift enough merchandise onto
the shop's shelves to make a
profit, he goes through the whole
process again. We are, after all, a
n(ant'!?on of shopkeepers, are we
n

Having reached the retailers, it's time to unload the

Billy Wibstar uses his trusty forklift to load & disc

® " This has to be the most
infuriating game of the month.
I've been playing it for ages now
and | still haven't managed to
survive a day without being hor-
rendously overdrawn at the end.
Wibstars plays in a similar way to
a lot of the pattern/platform
Famu that were around in late
'83; the controls are simple and
completing the game requires
more timing or luck than skill. if
this was going for the bog-stan-
dard budget price it would be an
average buy — as it's nearer ten
quid all | can say is stay well
away. "

BEN

@ “ This is basically another plat-
form game. The road sequence is
too simple to represent any chal-
fenge, and the catching sequence
makes lithe overall ;%,'ferefm to

the game. The platform sequence
is, to say the least, infuriating. The
random movements of the [lift
make the game very, very difficult
to ever achieve a profit.
graphics are faify basic stuff —
small, lots of colour and iffy colfi-
sign detection. And there's not a
decent bit of sound to be heard
anywhere. This fsn't much of an
improvemant on the last an'r plat-
form game Chuckie Egg 1. **

PAUL

@' Haven't you always wanted to
be able to take the role.of a dis-
tributor? No? What a coincidence!
MNor have |. This is a fairly poor
game. The graphics are very drab
and uninteresting. True, the vari-
ous stages are very different
indeed, but they have one very
unfortunate problem - they're all
as boring as each otherl To be
honest, | fourid the most addictive-
ness in the catching stage, but
similar games can be found in
most Spectrum books as listings,
and only take half an hour totapin.
Expecting anyone to buy this is
asking too much, "

WHKE

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: bright and varied
Graphics: do the job without
being exciting

Sound: poor

Skill levels: one

Screens: four 2
General rating: The mixed game
elermnents fail to add up to anything
very exciting, especially for the
price.




Producer:
Meibourne House
Retail Price: £8.95
Author: Beam Software

ay of the Exploding Fist
wvms virtually unique. A

'totally original idea pre-
sented in a polished, playabile for-
mat. It founded the entire beat 'am
up genre, and imitations have
poured forth ever since. Now at
last, nearly two years after the
game first appeared, the sequel is
here

The warriors of the Exploding
Fist have been betrayed and over-
thrown, and the land has been
enslaved by an evil Warlord, But
there is still hope — if one man is
brave enough to seek out the tem-
ples of the old religion of the
Exploding Fist, and discover their
secrets, he wil ow

enough to defeat the evil Warlord
and thus free the land.

You control the only warrior fit
enough to settle the score. To find
the temples our hero runs through
a horizontally scrolling landscape,
climbing up and down ladders and
jungle ropes, and jumping down
holes or even off high cliffs

When he encounters a Temple
Guardian, the screen stops scrol-
ling and a fight to the death ensues
(or your opponent flees off the
edge of the screan).

ultimate goalis to defeat the
evil Warlord. Te achelve this, the
young Disciple has to find eight
mystical scrolls and take sach to
its corresponding temple, thus
aining its power,  The length of
disiple's life is governed by his
stamina level, this is displayed at
the top of the screen. The
‘maximum stamina level’ begins
ata fairly low point, butitincreases
slowly as more enemies are dealt
with. Meditating at a temple also
increases this stamina level.

The Temple Guardians come in
a number of shapes and sizes.
Peasant Soidiers have the least
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stamina and are the worst fighters.
Warrior Guards are slightly harder
to defeat. Ninjas, equipped with
throwing stars, are better still.
Shoguns and Assassins are dead-
liest opfponents of all.

The fighting sequences will ba
familiar to all beat 'em up fans.
There are sixteen moves, acces-

sed by a multitude of joystick wig-
les. When a blow is successfully
anded, the recipient’s stamina

level decreases accordingly —a lot
for a flying kick, but not so much
for a punch. When aone of the two
combatants runs out of stamina,
he is dead. If the Temple Guardian
is killed he vanishes — if our hero
comes off worse however, he
Iloses one of his three lives and is
retumed to the last temple he vis-
ited. An extra life is awarded each
time a scroll is taken to a temple.

@ “ What's this, the sequel to
the only decent Beat 'em up on
the Spectrum. Well, Fist Il cer-

The knowledge-seeking disc

Ancient Gods

le meditates at the alter of the

tainly isn’t going to take that title
away from its predecessor. The
gameplay is spoiled by the time
spent looking for action (it can
take as long as five minutes to
encounter the next ninja), and
even when the action is found
it's pretty tedious. Killing a ninja
or a pack of wolverines isn't a
feat worth telling your mates
about. The thinking ind Fist If
is sound, but a good
game has been marred by bad
programming. ” s

® “| still have a bash on Way of
the Exploding Fist, but Fist Il
seems to have taken the competi-
tive spirit out of the game. The
characters aren't as well drawn as
Fist, but the landscapes are well
designed and give a feeling
of size - it's a pity that some of the
fandscape repeats itsell after anly
a short walk though. | very quickiy
got the impression the Fist Il con-
tains very littie to do, apart from

In his efforts to reach the temple, the young martial arts mas-
ter must defeat many adversaries

trundﬁngsah' over the place. Beat-
ing up the baddies was fun to starnt
with, but they present little chal-
lenge. Fist Il didn't really appeal to
mE. Ll

® * Technically, there’s nothing
wrong with Fist I, It's just that
stomping around all the locations
looking for a few badies to duff up
is so boring. The graphics are neat,
and the combat sequences are as
playable asin the originai. Uinfortu-
natety, | think that mELBOURNE
House have given Fist Il far too
much hype. Having advertised this
for so long, | would have thought
that their programming team could
have come up with something a
little better than this. The combat
practice game on the reverse side
isofg;_?b'?ym | don’t think that it's
w ing just for that. "

MIKE

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: unimaginative use
of the Spectrum's own colours
Graphics: a great disappoint-
ment, especially when compared
o its predecessor
Sound: great shouts and screams
during the fight sequances, other-
wise average

Skill levels: one

Screens: large scrolling land-

scape
General rating: Doesn't live up to
the expectations generated by
Way of the Exploding Fist.




Producer;
Electric Dreams
Retail Price: £7.99
Author: The Ram
Jam Corporation

argantuan is an over-used

adjective, but 40 billion

mappable locations seems
1o qualify, so using it one more
time to describe Expiorer won't do
any harm.

The RAM JAM CORPORATION has
ever been a source of oddities,
from its first and marvellously
humorous Valkyrie 17 adventure.
In this new quest, the cosmic joke
is that your second-hand space
vehicle has broken up over the
Emerald planet. To make matters
worse, fragments of your craft
have scattered around nine of its
40 billion locations. Sounds like
you've got to find them all before
escape is possible. Some cosmic
joke, huh?

Several vital instruments have
survived the crash. There's a
Compass, a Homing Beacon,
Direction Finder, a Laser Pulse
Gun and an all-important Sonar.
Recovering the ship parts is a
problem, but at least the sonar
makes life sound brighter — by
bouncing an echo off an object, its
bearing and rough distance is
revealed. A short walk th hthe
Jungle is okay, but you're ifthe
range is too far for a stroll and it's
then time to take to the trusty jet-
pack

When within range of an object
fravelling can be done on foot,
Pressing the forward key brings

the tront view irto sharp relief and
shows the next planet section. Left
and right movements (or sven a full
180 degree tumn) are shown as a
bearing at the top of the screen.

The Emerald Planet is largely
uninhabited, except for a strange
breed of energy-sapping robofic
bugs. Energy loss can befatal, and
although there /s a means of
replenishing it, killing the robots is
a far better method of staying
alive. A Laser Pulsa Gun is a handy
extra when it comes to s=it's
accessed through eapons

ode.

Swirling patches of colour are
encountered deeper in the jungle.
These act as doorways to loca-
tions elsewhere on the planet.
Remember there are 40 billion, =0
almostany name will do for a desti-
nation. Mind you, you can get lost
too, so this is where the homing
beacons come in. These can be
dropped anywhere to be used as
useful reference points — they're
seen from the air as flashing
squares.

The energy available to power
all the equipment is limited, and
the level of reserves is shown as
one of the menu options, which
can be accessed at any time by
pressing FIRE and then the first
letter of tha required option.

."Thiahﬂ’!a&mn... it's a
nightmare — 40 billion locations

is awesome (for awesome read

A jet-packing explorer’s view of the Emerald planet

The Explorer disc

for spaceship paris?

ridiculousl). I've been playing for
hours simply trying to find the
game, and I've come to the con-
clusion that there isn't one; at
least lgtk one conwﬁnn
enough eep me playing any
more. ‘Mapping gamns'rﬂmve
never really bean much fun, and
the extremely short arcade
sequences aren't good or fre-
uent enough. Visually poor,
Ezp!orer'a initial prettiness
wears off as the locations are all
very similar; there’s a lot of col-
our clash too. I'd stay well clear

of it if | were you. "
BEN

@ “it's a hefty task to find nine
missing pleces inaplay area of this
siza, evan with the radio beacons.
g; th&j{fﬂ:;g(ﬂ;ﬁﬁfﬂ that some poor

yer Is actually geing to trudge
around forty billion locations? ram
Jam wiite some pretty weird and
original programs, and this is their
weirdest yet, Explorer is well pre-
sented with good magnify and

ers a teleporter — will it help in the quest

wobble screen routines. The back-
grounds are very originally drawn,
and look like nothing I've seen on
the Spectrum. Unfortunately, what
could have been a good idea has
been drowned by a massive play
area with little variation. ki

@ " Okay, a game with a name like
Explorar ought to have a lot of

locations, and the way in which
RAM JAM have written this maans
that it isn't difficult to get through a

heck of a lot of them, but sven so;
40 BILLION! One billion wouid
have been enough! The graphics
are pleasantly coloured, if a little
monotonous, but (unsurprisingly)
the game has a tendency, to get
boring after a while. Explorer isn't
a stunningly game; | reckon
that a bit less dedication to size,
and more attention to gamepiay
might have worked much better. ™

Control keys: on the ground: 6
turnto theleft, 7 tumto theright, 8
180 degree turn, 9 move in the
direction of your compass bear-
ing. In the air: 6 west, 7 east, 8
south, 9 kr:l[})(ﬂh o
Joystick: Kempston, Cursor,
Interface 2
Use of colour: very jungle-ish
Graphies: attractive, but it's
sometimes hard {o see what's

ing on

d: very little

Skill leveis: one
Screens: would you believe — 40
billion?
General rating: Gargantuan, awe-
some, actually quite fun for a while,
but devastating in the end, and
ultimately a bit monotonous.

E;'ﬁ"\'.ﬂ.'i.f\'ﬂm =
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Producer: US Gold
Retail Price: £8.99
Author; Accolade

he Mosquito (the plane, not

the insect) has starred in

many a daring WWI film.
Now US Gold offers you a chance
to try your hand at one of the
oddest and most successful flying
machines in the Allied arsenal.

Built almost entirely from wood,
the Mosquito was heavily armed,
fast, and quite manceuvrable for
its size. It was used whenever a
few tons of high explosives deliv-
ered accurately would be more
use than a lot of TNT spread all
over the place.

To become an ace of aces, you
must show your ability at flying
four different sorts of missions:
bomber interception, V1 flying-
bomb intarception, U-Boat Pen

arming screen

Give us the tools and we'll finish the job . . .

bombing and train busting.

Theprogram loads in two parts.

First, decisions are made as to
what missions, or combination of
missions, are to be flown, and the
s Sl s
accordi intelligence
scraen is dvlsplaysd Ewng direc-
tions of targets and likely opposi-
tion. Armament consists of can-
non, rockets, bombs and drop
tanks (to extend the range of the
bomber). As much armament as
desired can be loaded, but the
plane becomes less responsive as
it is weighed down.

After selecting mission and
armament, the next section of the
game is loaded.

Five screens control the Mos-
quito. In the cockpit is the joystick
and forward-firing cannon and
rockets. Instruments = show
altitude, haﬂdlng speed and
attitude. There's also a radar

the mosquito’'s

A German fighter attacks off the port wing

screen showing attacking ene
craft "R

raft and their relative height.
diagram of the plane is present on
all the screens warning the pilot of
any problems on other screens.
wo screens look out over either
wing. These contrel the engines.
Throttle and boost controls adjust
propeller speed and pitch, making
1!ha ane gofaster or slower. Flaps
undercarmriage can be raised
orlcweradto denly change the
plane's speed and shake off attac-
kers. The trimcontrol is used if one
of the engines has packed up. It
‘feathers’ the prop and prevents
the machine from going round in
circles. There's also a fire extin-
guisher to be used if an engine
catches fire and has to be doused
= however this puts the engine out
of commission.

A map screen shows the Mos-
quito’s position and that of any
targets to be attacked. The bormb
bay screen is used during bomb-
ing missions. When the bomb
bays are opened, targets can be
mn below you, To bomb a target,

laneg’ m&ad is reduced to

nots height to 1000 feet.
'fhan. Iﬂm the t |;°\gsbbla
throug bomb bay rs, a
cross hair is moved over the target
and the bombs dropped.

Except for the control stick on
the first screen, all controls are
used by moving a dot cursor over
the appropriate icon — using left
and right keys, then holding the fire
button down and using the up and
down control keys.

After completing a mission, the
Mosquito heads k. home,
There is no landing sequence, you
just havato fly over the home base.
Points are scored for targets
destroyed and any spare ammo
brought safely home.

@ " us coLb have taken the two
aspects of Spectrum gaming
that | hate most, flight sims and
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multi-load, and created one of
those totally unplayable horrid
games. Ace of Aces is further
sullied by difficulty, it is
extremely hard to get into. Even
if youdo manage to getinvolved,
the gameplay isn’t enough to
ku:ﬁlmmn the most avid player
bashing away for long. The
graphics are fairly good, the
sense of motion created by

it's too much money for too little
gameplay. * =

® “ Whatis this game fobe?
The Top Gun of the b e ket
presented, but lacks any sub-
stance or addictiveness. | really
liked the idea of having the com-
rmander pointing out options
&l the beginning —a it'sa
pity you only get one chance to
pick your controls. Once the
launch sequence is over | found
that you had to do very little else in
the game. down the
F:;as easy to used to— .-n
fact the only bit of fun is putti
fires on the wing. Ace of
doesn't contain enough tamake.ft
glayrng for more than a few
Vs,

da
PAUL

@ " This prcduot isn't bad, if
not exactly legendary.

ch;req&.:% neat; the clouds

an er you are
wairtgdone The clo ugo bas.',rrle\fmIr
snmethinﬁuﬂanlackmgftomﬂ ht

sims and it really adds realism
various missions on offer give
more addictivity than you'd find in
most sims, but the muiti-load sys-
tem soon becomes a pain.
That said, us coLp have finally
picked up on the potential of Dam-
busters, and made a much more
playable game. Worth locking at if
you haven't alfready got 50
ﬁlilfsand”ﬂying games on your

Control keys: 1-4 selects view; M
map, Oleft, Pright, Qup, Adown,
X fire
Joystick: Kempston, Cursor,
Interface 2
Use of colour: bland but func-
Graphic herc sk

81 atmospheric -
capes, and detailed ood:pﬁs
interior
Sound: Good spot effects
Skill levels: one
Screens: five
General rating: Nicely detailed,
but generally unplayable fiight
simulation.




wo worlds — the mirror image of each
other, touch in space through a
Time-Warp.

Dlne is positive, good, familiar - our World:
the other is negative, evil yet unnervi ngly
familiar.

heir interface — a time window through
which objects and beings can pass;
contact has resulted in the beginning of
exchange.

\\| 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!




Retailers don't always have everything in stock you might want, but if it's within oup
power to get it for you, then we will, ANY of the software reviewed in this OR ANY "%
issue of CRASH! can be ordered by using the form below. :
Butto aveid disappointment, please ring first to‘eheck availability of unusual items? ¥
CRASH Mail Order is backed by the resources of Newsfield Ltd, publishers of this &
magazine, ZZAP! and AMTIX, which has been supplying more than 150,000 computer s

-+ users with software for over 3 years, so you.gan be sute of the very best in service,

Thege is no mail order catalogue involved, just use the prices quoted in the reviews "
in CRASH or the known retail price. Shouldyou have any queries on prices, just ring
the number shown on the form and our staff will advise you, '

' DISCOUNTS GALORE! o
Anyone may take advantage of the discount coupons on the form — £1 off orders . ™
worth more than £20, and 50p off orders Worth more than £10. Additionally, CRASH
Subseribers are automatically entitled to further discounts an every item ordered. We ",
makeno charges for post.and packing (within the UK).
Mothing could be simpler = fill in the form today and order whatever you like.
L L L L NI AR ' N
CRASH MAIL ORDER FORM
Telephone Ludlow (0584) 5620
Piease send me the following items:

Title (BLOCK CAPITALS please) Software House

SPECIAL DISCOUNTS sub-total £

£1 off any order worth more than £20 less discount £ |

50p off any order worth more than £10

Saorry - only ONE wirucher per order!

Total enclosed £

PLEASE NOTE: Some software reviewed may not be available until its release date. If you are in any doubt
about availability, please nng first. We cannot be held respansible for delays resulting from late or non-release
of titles when previewed before thelr official release dates were known.

All prices are as quoted under review headings or known retail prices and inelude VAT, CRASH makes o b,
charge for post and packing inside the UK. Customers in Continental Eurape should add the equivalent of ]

70p per item ordered. Outside Eurape, please write first 50 that we may advise on postage rates. il
How to pay: Mmhamwmlmmmnmm LTD. if you wish to
pay by Access or Visa please fiil in the form below. Please do not send any coinage.

Mame

Subscriber no. (if applicable)

Address
: 2 Postcode
Please Debit my Visa/Access Account. mgiies P 8
I'wish to pay by Visa/Access (delete as applicable) Y IE |
Signature Expiry date
Pi:ase charge my account no: [ ] ‘ I J l ] l J I [ I l I I l I

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

Please do NOT enclose this form/payment with any other carrespondence to CRASH Magazine editorial, as
it wall only delay processing your erder and may result in loss.
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Producer: CDS
Retail Price: £14.99
Author: The CDS team

ell Brian, me and the lads

together, and well,

it was in the back of

the net - something a bit different,

aboard game where the computer
acts as ref,

Two to five pla each take a
tsam. The n ing teams are
controlled by the computer
merms a t:lg.fmdforlwhplam‘

consis a keeper, four
defenders, 'H'reegoaml
Wwﬁama:"d two \fsrsaﬁle
‘ersatile players can play
in any position (however, their star
raungnsreducadmam if thay play
Jngoal] Allplamhavsaamrmi-
between one and five, although
| Iy, only footballers
values from one to fourmhsmd
These are represented by cards
which are given to the players. The
e e placed o Tha mkate
int
of the board. Players also receive
£20,000.

The computer now shakes the
dice for the players in turn. Each
player moves a counter round the

board, landing on squares which
sither glva penalties or bonuses.

also land on auction
sqawa& this happens, the
top card from the stack of footbal-
lers is turned over. All players now
bid. Sometimes players will land
on a square which entitles them to
only pay half pﬂee in the sub-

After all the players have made a
move mi ﬂ;by;:grgl a round of
matches is played. Players typein
the total attack and defence
st of their 5. The

strength is the total star rat-
ing of the attack and midfield
players; the defence is the sum of
the defenders and the goalkeeper.
After that, the co works out

then receive degend—
ing on how ﬁ'lé'.st?emng the fixture

was.
Play then alternates between a
move on the board and a match.

Apart from adjudi the
mtdmsﬂ‘eson‘puw alist
of the cards for ‘selection prob-

lems' and * s luck'.
Should a player land on one of
these squares, the computer
‘turns over' the next card, and the
follows its instructions.
Some represent cash penalties, so
11’5 i barg E;Idﬂit to OVﬁ;hﬂ'etchw
y ng too in
ﬂ'ne auctions, or there may be
insufficient funds to cover a pen-
m;[\;mme penalty can't ba met by
footballers to other pl ngers
manager is bankrupt al
uf the game.

Players can check their current
laagua position from the prog-
ram'’s main menu, can also
inspect the last cards drawn and
the last orthe next league fixtures.

After the first season, managers
enter ean competitions.
Here teams tougher opposi-

'ﬂon bml?mrawaﬂhmnmes

Wmmaﬂaﬂcﬁﬂw

game how BEasons
gamemll last. Mtheendafthls

period, {?ﬂf

greatest nurnber nnagnmmt

points wins. Management pou

are scored by doing well in the
ug or

Piavsrsa!scsccagamfor

cash in hand at the end of the

game — but tis s a fairly minor

® “ Goliy! Foot;nll Monﬂmvl
with a keep score.
was m how long it

® " Is this one for the board gam-
ers or the bored gamers | ask
myself. This is neither a particularly

goodgsmeuragoodca:muter
com side of it
uns ere seems to

be far foo much luck involved,
once one person gets ahead it's
almost impossible to stop them as
success leads to more success. It
might provide a bit of fun for an

evening or two, but that's not

much this sort of price ta?s

SwrrBrEan lmgmnglok!ek
nto touch. '

g-nrltml kays: menu selection, 0—

Joystick: none
Use of colour; hard
Graphics: a series
printed results
Sound: none

Skill levels: four
Screens:

any
menus and
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R-A°N-A°R-A-M-A

ervyn is & sorcerors
il apprentice — well actually,
| at the moment he's a frogtA
| new spell that he was
| was supposed to

| irresistable to womaen, but it went

CRITICISM

weapons, Mervyn has to kil 96
wizards befors his ask com-
Iehla 12 evil magicians on each

Maph ool iy osiimion
view of the room cu
occupias, showing the
roomsthsthsms a?ri[sded
Between 50 and 1Mmmmake
upasingialev&l and they have all
been plunged into darkness. As
Merwnentersaronm{tlsﬂnoded
ht, and remains lit for the
rest thngame Romwmaan-

which am lrw mpﬁﬁiﬁﬂﬂﬂ

a portal is made clear when a
wizard negotiates a hidden door,

al spell can be invoked to
reveal the entries and exits.

ervyn tackles the wizards

bumpmg into tham. Collidi
a magician takes the rintoa
sub- where the sttérs of the
wor A ars jumbled
onta the screen. Pairs of letters
may be swapped by moving a cur-
sor over them and pressing fire —
the aim is to sort them into the cor-
rect order within a time limit and
thus defeat the wizard. When the
wizard dies, he sheds useful runes

ora

CRITICISM

powers.
Fourtypeaﬂf | are available:

Power, Attack, E?ﬁe&lnanahd

— and sps!ls have ughtlav&ia of

s thaaight |Emms

Eﬁm encounters more
adversarles, and spalla of the
jevel of patunl:y are

required to deal with them
's Iadra.lnedﬂshe
moves around dungeon, and
the energy loss is more rapid when
higher-level spells are used. Con-
tact with tha avll wizardu and than'

minions a %

m int afﬂmﬂrmmg
ng | Oﬂﬂﬂ

energy crystals or by amhmglng
runes for a new

spell.
Points are awarded for killing

CRITICISM

Magical Minions and for eliminat-
ing the Generators
Magic We

mmqmmmm

freedom — wH:h ludcaspsil
tolurnhﬁntlnﬁtlrrgru.rmn
will be thrown into the pmk

age. .

COMMENTS
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COMPUTER REPAIRS:

Why rot utgrate your ordinary spettrum into
the fantastic DX Tronics TYDewrter keynoara
for only E31.50 nciuging fitting, VAT ano

T e el g s £ E T i gy
vou, st sendus £19.95 wnichi.
A fulfy inclushve (ric 1o tov

Normal recommended retall price
L EA995 mepimcament printed

DRTranics kay ; "‘m“'""”"“"“;
sets £7, - 1 g s
lmlw:jq Dn-s?g W e peting instrycrion

packeng SLDEEind WAR Every g

=] Update Your Rubber Keyboard
to a New Spectrum-+
Fitted for only £31.90 + £1.50 post & packing

1Also D.LY. Kit avatiabie for only £24.95
+ E1.50 post & packing)

Your Spectrum repaired and upgraded to
a Spectrum Plus for special offer price of

£50.00 complete, LIMITED OFFER
Same day service

TEN % REPAIR SERVICE

* While you wait service including * Fivetopgames worth £38.00 for you to
computerspare parts over the counter ENjOY and play with every Spectrum repair

+ Al computers fully cverhauled and fully + Werepair Commodore 64's, Vic 20's,
tested before return. Commodore 16'sand Plus4's

* Fully insured for the return journey

PlsE150pED

* The most up to date test equipment

+ Fixedlow price of £19.95 including post, developed by us to Fully test and find all
packing and VAT (Nota between price falits within your computer, :
of really up to £30.00 which some of our w Keyboardrepairs, Spectrum rubber key ribbon cable to
competitors are quoting). boards only £8.95. extend your ports for ¥ :
= Discounts forschools and colleges, « I month written guarantee on all repairs. your peripherals RUBBER MAT e by AL

BEST PRICES ! |

ARE YOU ANOTHER CUSTOMER - fed l.lg
waiting weeks for your estimate?

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

We will repair your computer while you wait and heip you with any of your technical problems.
commodore computers repalred for only £35.00, Please note we gove you a 100% low fixed
price of £13.95 which Inciudes return post and packing, VAT, not a between price like some
other Repalr Companies offer, We don't ask you tosend a chequeinfor the maximumamount and
shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for quality and
speed, don't risk your computer to any other unauthorised repair centre. We dontjust repairthe
Fault and send your computer back, we give your computer a:-

OVERHAUL WITH EVERY REPAIR WE DO:-

We correct Colour, sound, Keyboard, Check the loading and saving chip. Put new feet on
the basa if required, Check for full memory, check all sockets including ear/mike and replace
where needed. All for an inciusive price of £19.95 Inciuding VAT, all parts, insurance and post
and packing. No hidden extras whatsoever. We don't have to boast too much about our
service as we have thousands of customers from ail over the worid highly delighted with aur
service. A first class ﬂ!ﬁmﬂﬂﬂﬂ for speed and accuracy. Don't forget, we also now have 2
Service Branch in Manchester City Centre for wiile you wait service,

£10.95 £6.50 puse1sopsp

DHSELX PP ([ REPLACEMENT
_' | POWER SUPPLY

e
%)

b

Wi

’ FFERY :
::.m Snot :hpd:lre 1 < IR FepIB R
q:wr::nﬂed lg:‘:,ﬂ e E:D.ﬁ [ no“r tramrm'r

e 16 SDincnamg b 40 2o\ e ey
éﬁ?ﬁﬂ'ﬁmﬁ}?&"é’&m e plusE1SOp & p

£9.00pns 01 0p kD

Spectrum keyboard
T membranes
W \E5.50 plus E1.50 p & p

Spectrum Plus spare
keyboard membrangs

SPECTRUM SPARES COMMODORE SPARES £12.90 plusE£1.50p&p
Z0BLPY 300 | 6526-CIA 19.00 (i) ZX 81 membranes
5 | B510 - Processor 19.00 il
Sixb D& | gse1-Sincnip 19.00 E5.00 pius£1.50p&p
D I Y Pawer SUpDly Transfarmers  B.95 906114 - House Keeper 18.00
ale - ULA BCOOT 1650 | 901225-Graphic Rom 9.00
Ram 16,50 | 901226-Baskc Rom 19.00
Co R N E R Keyboard membrane 8011227 - Kernal Rom 19.00
i’;igg;gmemm i 330 | 6o60-vic 430
.|
We regret we cannot SpectrumAlusmembrane  1z9g | A188Rams— Memory 300
show ail the components Metal Templares 550 ?Oa'fguwlv “m
available Just giveusa b gﬁ fans ”""E“I - |
call ana we can quote you | ESIMSTED sl | pto e o e Commodare
g\.ﬂer & pione. deivery DACKINgG and handing charges repiacement power
y 15t class post LEAREharmer £aBr
VIDEOVAULT HEALTH WARNING!!H plusE1.50 p & p ’

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

140 High Street West, Glossop, Derbyshire SK13 8HJ n
Tel: 04574-66555/67761 Head office & access orders, queeries, ,
Manchester 061- 236 0376 while you wait repair centre only. Vi

cCopyright Videovault Ltd. No. 781022
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The Videovault will shortly be releasing the
most up to date and exciting catalogue ever
A produced, our team of experts have scoured
| theglobe tofind you all the latest software
' and add on's for your computer, all the
. latest in joystick technology, all the top and
. tested software titles all at great discounts
| toyou. Anyone can apply now using the
toupon below and enclosing 2x18p stamps
for your free copy. We have all the top
\branded items available, delivery by return
Jpost (our usual standard). All goods carry
°J our guarantee of satisfaction. Never has
“such a catalogue ever been produced
before.
We will be updating the products a soon as
we have all the latest news available to us,
on all the latest technology.

SPECIAL EXCITING OFFERS ON EACH ISSUE
Top reviews, a 1st again for the Videovault,
the No.1 computer company in the UK, (we
must be as all our competitors keep copying us.)

SPECIAL
BONUSE
OFFER

the 15t 500 customers 4
ordering from our g
lew catalogue will #7

*) o4'0 | ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS
| MR/MRS/MISS

s :ADDRESS

SHOP UNDER “= : -
ONE ROOF FOR ALETHES==—"
TOP PRODUCTS AVAILABLE™

A SAMPLE OF
OUR FANTASTIC
DISCOUNT PRICES

The Saga Lo Profile
Professional Keyboard
Recommended

retail “!Jrlce £39.95

Videovau
£28-50+ £1.50 post + packing, total £30

discount
price only

Computer repair and upgrade to Saga
£50.00 complete.

The Saga Lo Profile Keyboard has 52 full
travel keys, featuring a separate numeric
keypad and printed keys. Your Spectrum
fits securely inside the housing.
Dimensions: 22x44x5¢m. Suitable for
Spectrum 16/48K and Spectrum Plus.

r At & & 5 0 0 B N B B F § B BB

receive free of
tharge a quartz

digital watch. No

POST CODE

minimum order
' \alue required.

g CUT OUT THIS COUPON AND POST IT TO:

'\'IDEOUHULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST,
GLOSSOP, DERBYSHIRE SK13 8HJ ENGLAND
L 0

BLOCK CAPITALS PLEASE
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Producer: Atiantis
Retail Price: £1.99
Author: Nigel Edwards

nce again it's your chance
to manage your very own
soccer team. League Chal-
lengeé puts you in charge of a lowly
Fourth Division club, and sets you
the task of building them up into a
mﬂwaﬁul force in the world of foot-

Play kicks off with the newly-
installed manager naming his club.
The computer then assigns a
panel of 12 players, divided into
three ies: defence; mid-

field and attack, each has a per-
sonal fitness level rated between
one and nine.

A season consists of 15 league
matches, plus FA Cup fixtures.
The computer then totals the skill

levels of the chosen team, and
adds up the total fitness of all
players, Itthen displays the team's
combined strength alongside the
strength of the opposition. From
these figures, the manager can
work out if he still needs to

T
o

TERAH

Sovthend
Torquay
Exeter
SHindon
BULLDOZERS

SN0 L0 ek B O 00 ] VT G P

e e ot e e v

Goalmouth action, as Cameron's Bulldozers take on Exeter

LEAGUE TABLE

strengthen the team.

The team’s training schedule is
chosen before each match. There
are three different levels of train-
ing: Moderate; Vigorous and
Intense. As their names suggest,
these vary in effectiveness — con-
sequently they also become prog-
ressively more expensive,

Saturday’s match follows the
‘weekly’ praparations, with the
game displayed as an animated
action sequence. During play, the
manager can only sit tight in the
dugout and wait for the verdict.
The results of all the league
matches are displayed, and the
league table is worked out.

As team manager, the club's
financial position is in your hands.

Incurring debts of over £250,000
bankrupts a club, sending the
team back to its starting position
at the bottomn of the league.

At the end of the season the top
three clubs are promoted and the
bottom three demoted — a cash
bonus is awarded to the manager
depending on the season's perior-
mance.
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Fifth from the top after 11 games, will Cameron take his team
to Division Three?
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® " This is a real step back-
wards for football management
games. ithas been severalyears
since ApoicTive released their
classic Football Manager, and
still after all this time no-one has
managed to improve on it.
League Challenge is slow,
unrealistic and monoton-
ous, There is about it
that even remotely impresses
me. The ‘action’ is tedious, and
the bits in between are point-
less. | couldn’t recommend this.
Even at its low price it still offers
bad value for money. "

@ “ As if the old Football Manager
wasn 't bad enough, aAtLanTis have
come up with a sub-standara
product that's even worse. The
graphics don't really deserve the
name - they are very simply
drawn, inaccurate and unam-
mated. There are no new bound-
aries broken - it's just a case of
progressing through a few menus
and hoping that you'll win. Differ-
ent team sefections make little or
no difference to the outcome of the

maiches. League Challenge holds
fittle appeal — even for the most
eamast football fan. "'

PAUL

@ " Leagus Challenge is boring.
The only respite from the drab
text-only screen displays are the
completely awful match high-
lights. The characters are badly
drawn, the animation is abysmal
and the colour choice is even
worse. As far as football manager
games go, this oneis very average,
and certainly contains nothin
new. Fans of the type migh?
weall find it reasonable (espe-
cially with its price tag of £1.99),
but | think it's very poor. "

MIXE

Control keys: menu format, using
keys listed

Joystick: n/a

Responsiveness: not applicable
Use of colour: effective for text
highlighting, poor during ‘match’
sequences

Graphics: poorly drawn match-
stick-men footballers

Sound: minimal spot effects
Skill levels: one

Screens: ten

General rating: A frustratingly
tedious football management
simulation

Producer: Firebird
Retail Price: £1.99
Author: lvan Horn

ock Carrington one of those

guys you justcan'tstand at

. Young,handsome,

and in line to inherit a fortune from

his eccentric and recently

deceased uncle, Professor Max-
billion 1,

Fancy free, and pever having
done a day’s honest work in his
life, Rock has been enjoying the
life-of the idle rich on the strangth
of his impending inharitance.
at last, the creditors are closing in
and Rock has actually got to go
into the prof's home and get his
hands on the readies.

This is whera the trouble starts.
The old professor was incredibly
mean —and rather devious. To see
whether Rock is worthy of the lolly,
Maxbillion faid a series of traps for
his unsuspecting nephew.

The maze that comprises the
mansion and its grounds consists
of a series of rooms, viewad from
the side. Rock ambles about this,
picking up objects. Pressing fire
brings up a screen containing
eight icons: Quit; Abort; Pick up;
Drop; Use; Pause and Return to
the &. Accessing the object-
handling icons brings up a further
screen showing the objects car-

fter the initial trap, where our
hero stands a chance of being
, it is a question of collect-
ing and using pieces of equipment
to gain entrance to parts of the
maze that are initially inaccessible.
Rampant robots and man-eating
plants have to be evaded. Energy
and time are in short supply,
although some objects replenish
energy.

The final alm is to find & video
tape which shows where the
monay is hidden. The clue to its
location lies in a painting hanging
in the house, and sections of the
painting are obtained for solving
certain key puzzles,

@ " Firesinp have come up with
a cracker in the form of Mega
Bucks. | must say thati foundita
litthe tricky to begin with, but
after a fair amount of raving, and
lots of trial-and-error this game
g st B o
- In gameplay an
could be a great rival to one of
David Jones' masterpieces
{Knight Tyme and the like). The
graphics are similar to those
used in the Wally trilogy — there
are a few colour problems but
averything else has besn well
drawn. The sound is surprisingly
good, with a reasonable tune on




ARE

fsasn 't got anything te pick up.
m...

the title screen and well above-
average effects during the

game.
BEN

| @ “ Another excuse for another
Silver Range arcade adventure
game. [ wonder why FIREBIRD can’t
bring out some good original
games. Mega Bucks contains alf
the budget favourites. Lots of col-
our, smart graphics and lots of
options. Sound is limited to a few
spot  beaps. tune running
through the game would have
suited it well = but alas there isn't
one. Sadly | found Mega Bucks
boring to play, as thera is very little
to keep the playeraddicted to it for
long. it may look nice, but the
game holds little appeal. "'

PAUL

@ ' Mega Bucks looks very suspi-
ciously like a game from the Magic
Kmight trilogy. I'm not particularty
kesn on it, as the game isn’t as
playable as it should be — even for
two quid — and it loses out far too
much on addictivity. The tune on
the title screen is annoying, and
the game sounds aren't anything
above spot effects. The graphics
arg below standard, and too much
colour has been used. The icons
are unattractive, though recognis-
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Accessing the icon window reveals that the wouwld-be Rich Kid

The message window rubs it

able. | think that mREBIRD have
skimped a bit ‘'on this one.
Definitely not their best; they
should have spent more time on
it. T

Control keys: definable; up,
down, left, right, access menu
Joystick: Kempston, Cursor,
Interface 2

Use of colour: pleasing, with few
attribute problems

Graphics: pretty, with lots of detail
Sound: reasonable title tune, but
sparse spot effects

Skill levels: one

Screens: 72

General rating: Shouid appeal to
fans of David Jones' type of
games.

Producer: Atlantis
Retail Price: £1.99
Author: Adrian Longland

t's back to the Oid ‘nuclear reac-

tor going crazy' scenario. One

hing games designers never tire
of is the prospect of some hideous
nuclear accident dumping
radioactivity all over the place.
COnce again, you are at the controls
trying to stop the world from glow-
ing in the dark.

Naturally, you are not expected
to ao down into the trouble zona in
person — you have a little robot to
guide around and do the dirty
work, Four nucleo cells are unsta-
ble and about to blow any second,
and they have to be destroyed by
nudging into them.

The game is Piayed over a ter-
rain displayed from an isometric

3D viewpoint, in a strange com-
plex made up from blocks and
fioor sections. Some of the blocks
can be shoved around, and the
floor doesn't always cover the
entire screen in view, Some seg-
ments drain energy while others
propel your droid off in a given
direction rather violently. Energy
recharging points are scattered
raund the building.

Mutant droids inhabit the com-
plex and come in two basic
flavours: some tromp around fol-
lowing a set patrol path and other,
really mutant robots, heme in on
your droid. Contact with the guard
droids saps energy, which is mon-
itored by a horizontal bar at the
base of the screen.

The hero of the piece can fight
back, however — he's equipped
with a shield that drains energy
when it's used but comes inhandy

TIMHE:

TINE

Your droid is very close to a nucleo, buried in the middie of the
screen

for battering the baddies.

The game is divided into four
sections, one for each nucleo. Five
droids are supplied, and when the
current servant expires, the next
mechanoid clanks off from the
start of the current section.

There's no score: just a rating
based on the number of nucleos
neutralised. To make fife that bit
more difficult, the game is played
against the clock.

@®* Weil done aTLanTis - what an
excellent piece of budget
software. Although Nuclear
Countdown is far too easy to
affer much in the way of lasting
appeal, I'l be hooked until |
complete it: it is really piayable
and ever so compelling. The
graphics are slick - the back-
grounds are exceilently detailed
and the characters move around
smoothly. The sound leaves a
little to be desired ~ the effects
are good, but there is no tune
whatsoever. Overall, | think that
this is well worth its two quid
price tag. Go and buy it. =

@ ' A great little game from ATLAN-
ns. Even though monochromatic
graphics are the order of the day,
this is ah addictive and very play-
able game. Presentation is superb
with a neat pause mode and some
good sound effects. Al the
characters are very well drawn,
contain lots of detail and are well
anfmated. | found Nuclear
Countdown very easy fo get into—
but unfortunately a bit too easy to
complete. If you want a great little
budget game with strong hints of

all

Highway Encounter then this
could be for you. | certainly
enjoyed playing it. "'

PAUL

@ "' Nuclear Countdown, while it
isn't exactly blazing trails in the
fields of software excellence, is
quite a competent littla game. The
graphics, although small, move
quickly and smoothly, and for
£1.99, | don't think that anyone will
complain if | recommend it.
Despite the fact that most people
won't play it for the rest of their
time, it | layable, and to an
extent, addictive. It looks and
plays very like a cheap game; |
don't mean that in a negative way
- don’t expect too much from it.
Although there is nothing particu-
larly amazing about Nuclear
Countdown, you might find it
alnght for the price. "

MIKE

Control keys: definable; left, right,
up, down, shield, pause, quit
Joystick: Kempston, Cursor,
Interface 2

Use of colour: monochroma
Graphics: excellent detail, good
animation

Sound: good effects, no tune
Skill levels: two

Screens: 25

General rating: A very neat
budget game.

s ?ﬁ
! '1_ 2} 70%
Addictive Qualities %g
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Producer:FTL
Retail Price: £7.95
Author: Gargoyle Games

hockway Rideris the second
release  from FASTER
THANLIGHT" , the offspring
of GARGOYLE GAMES .

Its plot is centred in a futuristic
city where walking is a thing of the
past, Instead of using pavements,
the inhabitants move around on
vast, scrolling walkways, Crime,
however, is not an unhappy mem-
ory. Muggers find in the moving
pathways a cornucopia, rich with
pickings. Things are bad. Inevita-
bly an individual who's seen too
many Death Wish films decides to
take the law into his own hands,
and Shockway Rider is about this
vigitante out to clean up the mean
streets. Not unlike Bronson's

Death Wish character he isn't par-
ticular in his own morals, and sees

1 T
In a bid for sweet revenge, Cameron sneaks upon the nearest
granny

I S

littie harm in taking out innocent
by-standers at the same timae.

The pedestrian pathway is the
place where it's at, and on-screen
it’s divided up into three sections
running parallel to each other.
Each section moves at a different
speed, and the walkways loop
round in a circle. The idea is to get
right round the circle killing as
many characters as possible (after
all, one of them must be a mugger,
surely?). Movement happens by
standing still, while the screen
scrolls from left to right.

Completing a circuit, the player
automatically progresses to the
next level, of which there are eight,
and each provides more disposa-
ble persons and even some nasty
abstacles to avoid.

Future City's thugs are slick,
and down on Moving Mean Street
they're identifiable by their black
gloves and natty shades. Butdon't
be fooled by apparently innocent
commuters and passers-by; that
frail-looking granny may suddenty
turn into a mugger. The best bet is
to kill everyone!

When a mugger spots you, he
jumps ontothe same pathway and
literally knocks your block off. Vig-
ilanticide is as easi
accomplished by jumping on top
of you when off-guard.

Like the muggers, the vigilante
can also jump from walkway to
walkway in pursuit of prey. The
three walkways are seen in per-
spective, so effectively the
characters change size as they go
further ‘into’ or ' out of’ the screen.
Fists are the main weapon, but the
stationary pathways alongside are
littered with usable items which

Oops, Cameron's lost his head again . . . poor lamb!

come in handy as amme. Jumping
off & moving pathway onto the
sidewalk and running over the item
resuits in its being displayed at the
screen base. The weaponry col-
lected may be hurled forwards and
backwards and in some cases up
and down as well.

Vigilantism just ain't nice, and so
bonus points are awarded for
biffing innocent by-standers. For
every ten inoffensive pedestrians
killed, an extra life is awarded and
added to the initial five.

@ " This is a bit of step back-
wards for F1L. | was expecting a
game with the same sort of
graphical quality as Lightforce -
but aias there are no muiti-col-
aured space ships in Shockway
Rider. There are some pretty
characters though. Not to
worry, they seem to have
worked on the gameplay - or
perhaps It only appeals to me
because you can hurl bricks at
innocent by-standers (and get
points for itl). Unfortunately
there are only eight levels so this
won't keep anyone playing for
longer than a few days. ”
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® " | wondered how FTL could
follow up a smash hit like Light-
farce — not very well it seems. The
game is, like Lightforce, very sim-
pla in construction. But Shockway
Rider loses out on playability. The
graphics are wall drawn and back-
grounds have a good fesfing of
perspective with the screen con-
taining a decent amount of colour,
even though the play area is
manochromatic. The meanies
contain lots of frames of anima-
tion, and there are good explo-
sions when someone gets chop-
ped. | love the way that the bad-
dies wave their harids in the air
when they chap your head off
Shockway Rider isn't reafly as
good as Lightforce, but it certainly
needs to be looked at as the game
is original and quite addictiva

@ " Despite the essentially simple
idea behind it, Shockway Rider
has turned out to be a reasonable
game: Like Lightforce, it has excel-
lent graphics, with colour used
well, and superb scrolling: some
of the character animation is bril-
liant. It's highly playable, but | fait
that it lacked depth. The loading
screen is particularly neat, and the
packaging is very professional.
Though by no means a poor game,
Shockway Rider is something of a
disappointment after Lightforce;
but then most games would be!
Look before buying, "

MIKE

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: good with a mini-
mal amount of colour clash
Graphics: simple and nicely ani-
mated

Sound: the odd splatty sound
effect

Skill levels: one

Screens: 8 scrolling play areas
General rating: An interesting
above-average game that misses
the highspots of Light Force.

Presentation 73%

75%
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The graphicial capabilities of the
current generaticn of home cem-
puters are limited, and even the
most talented artfst is restricted by
the nature of the medium when it
comes to putting art on the screen.
So why did Bernie Drummond,
the man behind Batman's
graphics choose a life of pixel
prodding?

Well, one answer could be that
thera's money in it. For the latest
game to emerge from the mind of

on Ritman, Head over Heals, the
advance royalties along  from
ocean will net Bernie over £14,000.
This isn't bad for someone who
managed o fail his art CSE!

Bernie Drummond Is
unashamed about his lack of for-
mal academic qualifications: "|
failed the CSE deliberately. | knew
the sort of thing the teacher was
looking for and | didn’t want to do
it his way. | think farmal art tuition
is a real waste of time. You spend
all your time studying other artists
and learning how to use knives,
That's not what interests me.””

Bernie got interested in.drawing
when he started doodling charac-
ters from his favourite cartoon
strips. One of his chief sources of
inspiration, was the X-Men, a
group of teenagers who had mut-
ant powers. Guided by their men-
tor, Professor Xaviour, the X—-Men
went around conquering evil. "'l
liked them because they were just
ordinary kids, not superheroes:
you could really identify with them
= it was also very well drawn, | like
Neil Adams & lot. It's amazing the
way he moves from comic to
comic, taking a really-awful strip
that's struggling for survival and
tummg it into the most popular
strip in a matter of menths. He's
great for detail like drlps of sweat
on foreheads. Barry Smith's good
as well — he draws an the Bar-
barian."

FELT PENS

Bernie believes that the best way
to develop your own style is just
to draw as many things as possi-
ble, experimenting with different
materials. Like our own Ol Frey
and his airbrush, Bernie is
inseparable from his set of felt
pens. "“By just drawing as much
as possible, you build up a
portfolio in your head. | always
start with eyes. | can draw eyes
really well, so once I've got those

116 CRASH March 1987

right, | just work outwards and fill
up the rest of the picture.”

Bernie was playing the drums
in a band called 'The Position'
when Jon Ritman first bumped
inta him. Music is still Bernig's
main interest; ‘'l really prefer
music toart — | could go on about
that all day if you like.” Jon was a
friend of cne of the other mem-
bers of the band, and knew Ber-
nie did art in his spare time. "I
think | was actually sticking han-
dles on saucepans for a living at
the time. "'

Jon had finished writing Match
Day and had just started Batman;
he'd seen Knight Lore and
decided that this was the sort of

ame he wanted to write next.

ecagnising that he had to take
the basic 3D isometric formula
and put in something new, Jon
realised that improving the
graphics was important. An artist
was needed to work on the
graphics, and Bernie's name
Sprang to mind.

HOME-BREW

Bernie had never seen a com-
puter game in his life, so Jon sat
him down in front of Knight Lore
for a while: '*but not for too long,
as Jondidn't want meto copg:ny
of the ideas'' Bernie remem
Then Jon loaded up his home-
brewed graphics utility and Ber-
nie started doodling.

“"There are many things | like
about computer graphics but a
lot of drawbacks. Normally on
paper | never rub anything out, it
just has to work first time. But
with computer graphics you can
spend absolutely hours putting in
a pixel and then rubbing it out.
You never have to repeat things
gither — once a sprite is drawn,
you can just pick it up again and
fiddle around with it." But there
are limitations as well. All the
graphics have to fit in an area
three character blocks high and
three block wide. That's 24 pixeals
square, in other wards alittie over
500 picture slements in total to
Blay with. That's not much, and

ernle often can't tell what a
graphic is going to ook like until
it is in the game and trotting
around.

*Many of the graphics in Bat-
man just came about by EX-
ORing (superimposing) two bits
of graphics over each other, and

somathing would suggest itself
to me." Jon gave him a totalliu
free hand with objects and wall
decorations. “He never said
"draw me a chair over there' — I'd
just come up with something and
hie'd fit it into the scenario.'” Mast

Lee Paddon persuaded Jon Ritman and Bernie Drummond to
break a journey between London and Manchester and drop in to
the Towers for a chat. . .

of Bernie’s main characters
adhere to strict proportions: they
are always one-third legs, one-
third body and one-third head.
Not anly does this mean he can
try to create new characters by
EX-ORing old ones on top of one

A Drummond originsl just for s st CRASH Towers. Many of

Bernie's pictures are drawn as gitis for friends rather than as
works of art to keep or safi. The head from HEAD OVER HEALS
characier bounces over @ MATCHN DAY game — which seems
to be taking place in the middie of 2 BATMAN reomill Bernis is

the chap on the skateboard.




another: it also means a charac-
tar can have a lot of facial detail.
Batman was licensed, which
complicated the development of
the graphics somewhat — all Ber-
nig's work had to be approved by
the American copyright holders
before the finished game could
be released.

FREE HAND

Jonis gtvlng Bernie a totaily free
hand with the graphics for Head
over Heals (previewed overleaf).
The castle theme of the first part

Bermnie carefully inapects
the coffee in the

of the game came about because
Bernie produced a graphic for a
suit of armour. So Jon had to
stretch the plot a little. Suits of
armour in a space fantasy game?
Well, obviously the evil Dictator
hiad seen too many old Errol Flynn
movies! One of the other planets
in the \%eame. the Book World, is
full of Western-type graphics, so
the film theme runs right through
the game.

Bernie lives at home, and at
first his parents criticised his
eccentric lifestyle — until the
cheques started 1o arrive. * I work
in bursts, I'll do virtually nothing
and then go totally mad and work
round the clock once I've gotinto
a game.” But he has never forgi-
ven his Spectrum for throwing out
a file on ‘& Microdrive. It rep-
resented well over a day's work.

He now works on an Amstrad and
only transfers his work to the
Spectrum to see how it will look.

The hatch of Bernie's computer
graphics should see the light of
day on Three and In. The game is
being written Chris Clarke,
Jon's old Match Day collaborator.
Chris has been working on this
i‘ame since he and Jon finished

atch Day. t's based on the old
playground game where some
poor sap would be stuck in goal,
and his mates would try to score
goals, The first to score three
goals changed places.

For Three and in, Chris plans to
aliow up to three players to com-
pete at once, one controlling the
goalkeeper and the two others
taking the defence and attack -
controlling two footballers each.
When Bernie started working on
the game, Chris had the figures
mownﬂ and Bernie got involved
with ‘filling them out' — giving
them ncing arms and legs.

The screen will look similar to
the end-on view of Handball
Maradonna and Footballer of the
Year " but hopefully there will be
lots more gameplay,” Bernie
asserts.

MATCH DAY i

All this should come in handy for
Jon's next project which should
take up where Match Day left off.
According to Jon there's still
plenty of room for a follow up. |
haver't seen anything better than
Match Day so far. Super Soccer
was okay If you evered, but it
did have some c bugs in it,
like when players didn’t get up
after being fouled.” Like all prog-
rams, the features that are plan-
ned for the follow-up to Match
Day will be a compromise
between desirability and time.
“Sliding tackles are nice, but they
use a lot of animation to do them
properly. More importantly, I'm
going to have to make the whole
game harder — Bernie can beat

A real feeling of depth is created In this collage of cartoon
characters and Bernie's own creations. The figures in the
Background show his letest interest in metaliic colours

the computer on Professional
level 22-0." Jon also hopes 1o
improve the way the goalkeeper
moves in the sequel to Match
Day (A common criticism of
Match Day is that it is too easy o
score by walking the ball into the
net, thus avoiding triggering the
goalkesper.)

But then Maich Day is Bernig's
favourite computer game: *'it was
the first computer game |'d ever
played for any length of time, so |
was rather spoilt and | tend to be
hypercritical of other games.
Everything is so realistic, when |
show somecone the different ways
the ball bounces off a player's
chest (depending on whether you
are moving towards or away from
the ball at the time) they don't
believe it and think it is just a fluke
or a bug. The collision detection
is brilliant as well — the ball only
bounces when it actually strikes
something, instead of when it
comes near. The animation is also
nicely done. It is important when
a player is running, that each foot
lands and then stays on the
ground while the other foot
comes forward. That sounds so
obvious, but it's amazing how
many sprites you see apparently
running on the spot."

FOOD,
FOOTIE & FUNK!

When he's not playing around
with pixels, Bernie has three main
interests which wverge on the
obsessive: music, football and
eating. He has a massive collec-
tion of records which he leaves all
over the place. "*| generally only
like one or two tracks from an
album, soI'litape those, and then
probably take the album round to
a friend’s house and fol I've
left it there. | like a lot of classical
music, particularly Prokoviev and
Bartok. There's such a lot going
on in their music. This band | used
to play in had this idea where we'd
try and cram as many riffs info a
song as possible. The tune might
onlylast a minute or soin the end,
but there would be about twenty
or thirty different things inthere.”

In terms of contemporary
music, Kate Bush and The Fall
feature regularly on the Drum-
mand turntable. Kate Bush's
early songs are particular favour-
itas * The Dreaming is her best
album. She uses music very well:
things like sudden silences in just
the right place. Once you're in
tune with the way she thinks, you
always know what note is going
to come naxt."”

Foodwise, Bernie is very self-
sufficient, and is very wary of
additives — indeed suspicious. He
only trusts the things he prepares
himself. Although somewhat eva-
sive about his age (he'll admit to
being in hiz twenties), Bernie
believes that his crud-free diet
comes in handy when itcomes to
foliowing his other passion in life,
football. When he's not playing
football on a computer screen,
Bernie's usually running round a
field full of younger players —
most of his contemporarnes (in-
cluding Jon) feel they're getting a
bit too old for the physical rigours
of competitive football.

There's obviously a lot to be
saidforan additive-free diet . . .
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DESTROY
THE BLACKTOOTH
EMPIRE!

. United they stand . .. Working logether, Head and Neals
search the castie

The Blacktooth Empire is an
uneasy ‘alliance’ of four planats,
ruled by an evil despot from the
planet Blacktooth. Without a
leader, the downtrodden people of
the Empire have been unabie to
break free from this undemocratic
;y_arem. Itis generally believed that
one of the four Crowns of
‘gmstolan by the evil
Emperor Empire’s early
days was fount! anaqjawould
unite under it - andoncaandtnr
the evil tyranny. A
agaﬂ! from the planat Jmm
has been enlisted, and sets out on
a quest for the crown.

Joinedup is a strange place: the
itwo species that populate th
planet have formed an unusuul
symbictic relationship, with mem-
bers of one race living on the
oppogié";s — Mthwghof;m

they

share the same homeland, the
separate races have evolved in
ramamahld\ér differant ways. The
* have developed two
feet but no arms —they are spaedy
n.lnners, but -:na.n't ,_-:arnp vary high.
‘upper-crus-

ﬂes evolv_ad birds and have
retained rudimentary  wings
instead of arms — they can jump to
twice their own height, and man-
oeuvre while in mid-airl Combining
their respective strengths, the two
races work together to achieve
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quest. Their mission hasn't started

50 well however — they've been
captured and imprisoned:

in the
Emperor's castle on
This is where you come in. Head
and Heals are being kept in differ-
ent cells and hav&tn from
the castle, join upagain and make
their way to Moonbase Headguar-
ters. Having done that, they can

return to Blacktooth and continue
their search for one of the crowns
that will bring liberation to their

over Heals contains 300
Batrmar-style rooms, shown in 3D
izometric  projection, and s
dseignad 1o be played in several

Begkmscana:mtogetam

ventually, real experts can havea
crack at completing the entire mis-

Divided they stand

~ but the problems inthe last
Bacﬂons of the game are really

wgh . . .
%Fﬁh raﬂlaoetheBat

e celis found in Batman.
The are RAM save devices,
to retum to your
ﬁtm pﬂsihuﬂ after losing a Iife —
afish only works like this oncs,
and you have to be careful that itis
alive and wriggling when you eat
it. Dead fish are Nows,

Head can fire sticky doughnuts
from & hooter, and his missiles
stun meanies on contact. A bag
comes in handy for carrying
objects, and cuddly stuffed bun-
nies temporarily enhance your
POWETS OF oumarexrmlivas.

A swep key passes control
?wmfbadwrﬁea:swhﬁn the

uo are operating individually, but
when they're together the swap
key separates them. Some of the
pmblarrslnﬂt‘haa game can only be

solved by composite being,
while others need to be
approached by Head or Heals

Wi

Be Drummond has been
busy with the graphics — the two
central characters share 13 frames
of animation and there are 130 dif-

play. In total, the
occupies 17K = it looks like Ber-
nig’s eamed his money putting
that lot together!
HsadomrHsahsm the arrival of
anew addition to the Ritman crew.
Stevens worked on the music
which accompanies the Spectrum
128 version - the game loads up,
decides whether or not the
machine has a sound chip, and
selects the appropriste sound
routines.

There is no officlal release date
as yet, but Head over Heals should
be in your iocal shop by Easter —
courtesy of OCEAN.

as weall. .. Head goes It alone to catch 8
nastyl

furry rabbit, but watch out for the hidden
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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 SW11 IBS
Amstrad, Commodore disc £14.95 orcall on 01-228 6730




Last year was a good year for
GREMLIN GRAPHICE, The GREMLIN
team started out with the aim of
making,.the Top Five — in the
" Software iHouse charts, rather
; % ._.__._._.mmlrmgmae

upr?r;" Shéfﬁald ‘where. "Z_:' ﬁ.; s

Commodore r
bard and Ben Daglish:
a new mid-price £4.9§
just been launched 1
Bank which is soon to be jail
a compllation featurin K
oidies — Supersleuth, Metabolis,
Safebreaker and. Potly Pigea

and of oourserﬁnam:h ]

THE GREMLIN
EXTRAVAGANZA!

out in the most awkward manner
possible.

During April, another platform
game starring Monty Mole should
make its way to the High Street.
More of that in a moment ... A
development on the beat 'em up
theme in which you have to fight

\past. three levels of opponents

using three martial arts, Samurai,

i promisad for the end of Feb.

(. Karate, l(endo and Samurai

of his
way throl Eumpe collecting up
{ [ﬂﬁmh to buy a Greek
f s only then.will he be safe

six — by the time

Basil the Mouse Detective should
be stairing in Basil of Baker Street,
a puzzle-ridden game along the
lines of Jack The Nipper, and
MASK a tie-in based on the hit car-
toon series.

But back to Monty Mole's latest
adventure . Auf Wiedersehn
Monty. Havlng escaped from
prison in Monty on the Run, Monty
set up home on Gibraltar believing
himself to be safe from the long
arm of the law. All went well for a
while, but now the international
police force INTERMOLE is on his

itrail and the police are attempting
10 extradite the miscreant mole.

'S anly hope is o maka his

smwhnaanph
moment. Manty g@m
atarta’rthem
version, andmndtmmethar

the’ game is
mm,thmmmdmbea

mmmwmﬂm o uhwau foevade.

-ﬁuw'lﬂu'd&phw

sislsisisis

IR OEY

Starting out from Gibraltar, the
furry hero has to make his way
through the platform-ridden coun-
tries of Europe, performing at least
one task in each country. Monty
can cafry up to four items at atime,
and his overall aim s to get enough
money into a Swiss bank account
to cover the costs of his island
sanctuary. Money can be col-
lected in the form of Eurocheques
left lying around by careless
tourists, but Monty's main source
of income is derived from perform-
ing tasks. Puns abound-in the
game — for instance, Monty has to
deliver a stolen work of art to a
Mafia fence. Yes, it's a fence as in

 that he finds in Italy, home

of the Mmatiosi. Lateral thinking in

will be called for if the
i85 to be solved.

M}' mntalns at least
one- ﬂm Monty can hop
from city to city ﬁﬂ\!id‘lng he has

1 airine ticket |

%mmmmwmm—

‘the player, Mr Harrap
d hall a dozen "

 wary o o 10 e
from imo'otme by netypeof
.ﬁ%mmﬁ&ﬁﬁﬁm

e,

Y E T
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scrolling factory complex. Robo
mings home in on your tank and
can be evaded or shot, and the
factory phase has to ba completed
within a time limit revealed on a

3 fﬁm‘iﬁd by the inedible

nf a level, the

. in the fagtory has to be
entered on a security lock. A grid

of , your tank out-
side the Wy — Some switches
ars | _' hile others can be

and fai‘lumta nt the pat-
o ovithe s&ﬁm. andspﬂe

3. Match the pattern, and the
i opens granting access to the
hase of the next level.
An ter game from DURELL,
Sigma 7 will sell for £7.95.

SCHOOL :I'IE-IN

Grmgeﬂmhw?ﬁ heauuldnwer
have dreamed that in eleven years
time it would sﬂllbenneufihe
mast popular Childrens’ TV
shows., Now  ARGUS PRESS
SOFTWARE are about to release a
computer game based around the
ThaSpsct:.ll‘ impl tati
m ementation
ofthe TV series has been designed
by Colin Jones, the man who
arnn'had the esoteric /0 and
Ex Machina. Grange Hill
Mwwer is a more familiar arcade
adwnlmawrth just a hint of strat-
. With the creative element
A care of, areus have drafted
in the talents of BINARY DESIGN to

idusl..uke Gench'
“""’“‘a‘“’ ﬁm“#l;%"““’“
person
something like this: le
Walkman has been confiscated
and stored in the staffroom. Some
time ago Luke's other Walkman
was stolen while in the staffroom,
50 now his Mum alw asks to
see it when he comes from

‘school. If she finds out that it has

been impounded again, Luke is in
y trouble.

his partner in crime Paul

‘Holle" Holloway, Luke decides to
return to the school after hours to
and filch the Walkman back.
The game begins at 3.50pm whan

The start of the Kessorine scenario. With clear weather, the
1 0th Panzer Division should overrun this weak American tank unit

TUNISIAN TROUBLES

Strategists will be pleased to learm
that Smith, the man
behind Armhem and Desert Rats
has completed tion Vulcan
- Philippa should be able to give it
the full treatment in FRONTLINE
next month. ]

One or two pecple can partici-
pate Operation ari — the com-
puterised version of the Tunisian
campaign, and the method of play
follows on from the format used in
Mr Smith's earlier games. Each
unit may be maved in turn, eross-
ing terrain, launching assaults,
travelling, dnggmg in, or holding
position,

Five scenarios cover parts of the
battie, and the last scenario covaers
the entlre campaign from Novem-
ber 1942 to May 1943. Play begins
with the Axis controlling the whole

map — the Allied player wins when
the two main Axis ports, Tunis and
Bizarta, fall to his troops.
Refinements added by Mr Smith
are the inclusion of air units and
hidden movement: air units can
either be sent on strike missions or
on reconnaisance, and an enemy
unit that is not in conact with a
gi?dty unit does not appear on

map.

Versions of Vulcan
are available for the 48K and a
128K machines. Five historical
‘whatif' options areincludedin the
128 version, catering for the effect
of hypothetical political or military
decisions taken outside the cam-

n.
gcc are the publishers, and
they're asking £9.95.

Gench ‘just says no’ to one of the many fempatstions that
come s way in Grange Mill

schools tums out. Luke has until
midnight the

to repossess
Walkman and retumn home.
iy ot e .
nd in the
game -adiverse selection of items
g“:#ﬂ‘sm bmaand chaim 3
a3 a r.
aolw?aaks different at

night = making it hard for the boys
to find their way about. Beware of
the caretaker or the trouble-maker
Imelda Davies. Drug pushers also
make an appearance and to
hinder the lads — following on

the anti-drugs theme to the TV
series, it's wise to say ‘No’ to
pushers, Persuading Hollo to bein
the right place at the right time is

'I"Bb‘ armmg‘tgs:“?‘zdg;.gkahaato
on the con:
versation between the characters

lsmni:adoutbyhrpmgmnanda
the eomputer.

Gnlm.lunesspentoj;%r?wmm
designing Granga

Spa::bum.ashadidn*twanttnht
the com of the stc;yme
mlerfar& with the flavour of the

fans can gain

ment inbetween TV episodes
towards the end of February, when
argUs plan to have the game in the
shiops, priced at £9.95.

B
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rounds. Things get to when
these run out, so col more
ammo Is a priority. Every time he

as more than that camied  gets shot, or bumps into a guard,
out on The Eagles Nest. German  he takes a number of hits - too
troops were known to be massing  many of these and our hero snuffs
there — the powers that be wanted  it. There are first-aid kits scattered
to know why around the place to staunch the

fliow of blood and reduce the
number of injuries.
Completing the mission means
gamn% to the top fioor of the cas-
&, collecting and placing the exp-
losiva and rescuing your
mates. Our hero must be careful

hera is the only one to remain free,
and with the guards on the alert
it's going to be a tough mission.
= Now our hero will not only have to

=

finish the mission and blow up the
- castle, buthe'llalsohavetorescue  and not just storm around Sten
his three buddies. gun blazing, as bullets do not stop
It's a sort of 'Gauntlet meets  at the edge of the screen, and a
Commande’ type of game. Our  stray bullet might set off an explo-
hero tromps around eachsfioor of  sive ¥
the castle, which is viewed from Bonus points are scored for
above and scrolls in four direc- picking up the baubles which ara
tions. He picks up keys to scatt ‘around the castle ficor,
: doors, shoots the swarms of Ger- Into the Eagles Nestwill be com-

ing out on a new label, PANDORA
which is yet another name to
emerge from INTERCEPTOR.

W.C. and hot and cold running Germans — our hero bas just
dealt with ancther

Trap - a shoot 'em up — is coming to the Spectrum courtesy of
ALLIGATA.

Trap is played over two levels. In the first you fiy over enemy
terrain, dodging and blasting your way past Zarkab defence craft
and ground Instaliations. You are then placed on Terra Firma. You
tramp through the undergrowth Commando style, coliecting Orbs
(a form of currency). Orbs may be traded for a more powerful ship
which will help you as your guest continues.

I The Eagles Nest comes with all mod cons, conference table,

-
b

WHERE EAGLES DARE
During

| -

It's been a |
Singleton fans have had much_ to
cheerabout + rumours of Stgr Trek
and Eye of the Moon niot-
withstanding. So while the faithiul
wait for the fiéxt gama w
the great man himself, perhaps a

game (designed by, him might

suffice.

the unlikely source
m,-erqﬁ their first assor
tion with Mr Singleton. Pro

The game is Throne of Fire and

ming was carried out by cons
King Atherik is dead, and three
factions are g for control of
the Throne of Fire; This stru is
setinthe B is

in voicar;gim = .-
wo players take a joystic
each, with the computereantrol-
ling the third faction, or one player
can take on two computer oppo-

built around the im of a smoulder-

blue faction get siuck in to a newitral knigivt hoping to take .
over, while on the faft, the green knight stomps sround exploring

THRONES

time since Mika.

mext gama written by

F FIRE

nents: In addition, there is also a

neutral foree whose soldiers tryto

bar theway to the Throne.
Each faction has a leader, which

the pla

&L

5 orter :tTha ieaélﬁr travels.
from room to roem, discovering
gan aiso attack men from oppos-

o screen is_spiit /vertically
the twa human players,
_shows the main

INSPECTOR
GADGET AND THE
CIRCUS OF FEAR

Inspector Gadget started his
investigative career on television
over in la belie France. He's the
detective whose limbs
extend into whirring gizmos at the
merest shout of 'Go, Go Gadget
Ie?s’ .. . or whatever.
nspector Gadget crossed the
channel to star on our own TV last
autumn, and scon he's to appear
in 8 computer game released by
MELBOURNE HOUSE and priced

et

£8.95.

The nefarious M.A.D agents are
up to their old tricks. This time
they've planted bombs all over g
circus. Inspector Gadget with his
beserk appendages has bean
drafted in to defuse them. But
before Inspactor Gadget gets to
the circus he has to negotiate a
road infested with snakes, pits and
broken glass, and a whole hostiof
unthinkable obstructions.

Gadget dogan't look too safe on his Gadget skates,
certainiy made shori work of a robot rival




WHATEVER YOUR STAR SIGN...
THE FUTURE HOLDS EXCITEMENT

BARRY McGUIGAN
CHAMPIONSHIP BOXING

(BM 64/128 upe  £9.99 [Nl ISaulias= il U (Bl - Star Games,
| C e = Alpha House, 10 Carver Street,

¥ gisk 15,99 'Y ] Sheffield $1 4FS. Tel: (0742) 753423
AMSTRAD wpe £9.99 — T ARERRD AR
1 asc_ £18.99 /5 5 NN
== -
SPECTRUM 48K 1ape £999 -




ATARI-ST £14-95 == COMMODORE £8-95
AMSTRAD £895f .- : .. SPECTRUM  £7-95
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