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ZX SPECTRUM

FEATURES

38 OF MYSTICAL NMUMBERS . . .

Harness the power of the MYSTICAL
SUBSCRIBER NUMBER and get it working for you

49 GENESIS: THE BIRTH OF A GAME
Your chance to collect a cash prize of at least
£1.000 as we start off a six manth feature on the
creation of a game

54 THOROUGHLY STARSTRUCK

Hannah Smith takes a trip to Leeds and finds out
about the people behind Realtime Games
Saoftware, the 3D Masters

98 GATHERING GAMES TOGETHER
Graeme Kidd examines the current craze for

compiling old (and not so old) titles onto software
albums
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52 A CHANCE TO GET YOUR
VERY OWN RAT

CCS have set a few brain teasers of a historical
nature, and are going to reward fifty lucky
winners with a copy of DESERT RATS

57 THE BATCOMPETITION

Holy Free Games Robin! Delve into the Batsgquare,
find the Batwords and win a Batgame . ..

462 TEMPT A SAILORMAN'S PALATE

MacMillan are re-releasing POPEYE and have
some nifty wall clocks, alarm clocks, T Shirts and
games to give away in this culinary competition

75 GETWITH THE BEAT

A TECH NICHE competition, which tests your
musical knowledge. Three SPECDRUMS on offer, |
plus money-off vauchers for anyone who getsthe |
answers all right

97 THIRD 128K COMPETITION
Did you keep that coupon nice and safe from the

last issue? Good. Now you can have one more go
at winning a 128K Spectrum, courtesy of

( REGULARS 3

7 EDITORIAL

11 NEWS

Catching up on the CES Show, ZX Microfair and a
few other interesting developments

14 FEAR AND LOATHING . . .

Hunter S Minson staggers round from software
launch to software launch in a Bloody Mary
induced haze of near consciousness
41LLOYD MANGRAM'S FORUM

Ancther delve into the postbag brings up a host of
chit chiat, tittle tattle and opinion which Lioyd
presents for your entertainment

58 CRASH COURSE

Rosetta takes a lopk at some revision software
this month

64 HANNAH SMITH'S PLAYING TIPS
A Iadgt?kes over from Robin and introduces a

Map Extravaganza as well as'a host of tips; hints
and POKEs

74 TECH NICHE

Continuing the round up of matters maore
technical with a bit of musicto help the hardware
go down! Sk

79 SIMON GOODWIN'S TECH TIPS

and finds some very interesting things lu
there, And the listing for his SpecDrum rautine
appears at last. (Qops!) e T g Y
82 RESULTS %

the monthly prize share-out

84 PBM MAILBOX

Brendon Kavanagh does his bit to increase the
Post Office profits, starting a new column on Play
By Mail games

87 DEREK BREWSTER'S ADVENTURE
TRAIL

Derek’s heavily into HEAVY ON THE MAGICK,
amongst other things this month

92 SIGNSTUMPS

More tips and hints on Adventuring, followed by
the usual mix of opinions in the Adventure Forum
102 CRASH HOTLINE AND ADVENTURE
CHARTS

106 HOME GROWN SOFTWARE

A pesk a games written at home, plus a plea for
more

108 SEAN MASTERSON'S FRONTLINE

Anather look at DESERT RATS in a new improved
format, togetherwith the FRONTLINE FORUM.
MrMasterson's buried under latters nowadays
113 ON THE SCREEN

The CRASH Readers Gallery in which fame and
fortune tempts computer artists
121 MERELY MANGRAM
Lioyd gets his teeth into the news of up and

e ice. snd we taka a look st GHOSTS
'AND GOBLING and BIGGLES amongst other

Simon delves inside the CRASH 1m3mrmh .

Yetmore lists and lists of lucky winners' namesin . |
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KIRELthe 3D arcade challenge for the thinking player,
Seventy rmind stretching screens, each one more complex

thanthe previous, but providing its own individual challenge. il 1 the dharts aftérfour vazrs Brisabns

Obvious or obscure — can you get through before your time or miost popeiar Football Managmient game ever
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barriers? ! d
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Good news for anyone still
thinking about buying a Spec-
trum 128 — the price has drop-
ped already, and the first CRASH
Smash has just been awarded to
an original 128 game!

As we sent this issus to press,
the first rumours of a new
Amstrad/Spectrum games mac-
hine began to circulate. Mutter-
ings about a Spectrum based
machine with 256K memory
sold as a super games machine
tor under £200 were heard.

The rumour has it that Astron
cards — credit card sized slivers

= - ] :-,":5'—-31 i 1{':" -
DEALING OU'

g g
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of Piaﬁtic containing programm-
able memory chips — will be
used. Maybe this is what Alan
Sugar meant by controlling the
Spectrum_software market. if
Amstrad do come up with an
economically viable games
machine which effectively uses
non-piratable cartridges to load
games (which will almost cert-
ainly push the price of games
up), they may be able to control
whose programs actually get
put onto the cartridges.

CARDS?

Fortunately for all existing
Spectrum owners, there's little
danger of Amstrad dominating
the cassette software market in
the way they have come to
preside over the home compu-
ter hardware market in  this
country. There's no sign, as yet,
of the software ‘approval’ sch-
eme that Alan Sugar hinted at
during the announcement of his
company’s acquisition of a large
chunk of Sinclair's assets,

This issue of CRASH sees the
start of several new sections in
the magazine. Brendon Kavan-
agh kicks off a regular column
on the Play By Mail gaming
world with an introduction to the
mechanics of such games, and
will be contributing news, views
and reviews on the Play By Mail
scene on a regular basis.
Rainbird have kindly agreed to
sponsor an Art Gallery section,
in which CRASH readers get the
op%ortuniw to ‘hang’ their
SCREENS creations on a page in
the magazine and then on their
wall at home in the form of a full
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colour screen dump produced
by Dimension Graphics at Rain-
bird’s expense.

For the next six months we
will be watching the develop-
ment of a new game for Christ-
mas — a game which will be
designed by a CRASH reader,
programmed by Design i
and taken to the marketplace by

. We'll provide a
monthly update on progress,
and reveal lots of the secrets that
lie behind the process of getting
a game into the High Streat
shops.

And a section on ‘Home

Grown Software' begins gently,
in which we take a look at some
of the games you have been
writing, rather than playing.

There's never been a better
time to subscribe to CRASHI!
Apart from the new things that
are happening between the
covers, the gower of the MYS-
TICAL SUBSCRIBER NUMBER
has finally been harnessed,
bringing a host of goodies into
the laps of readers whose copy
of CRASH arrives through the
mail. Take a peek at Pages 38
and 39 and see if you can resist
the temptations on offer!
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Please rush me, for my
Computer THE GRAPHIC ADVEMURE

CREATOR
[ Cassette £22.95 B

I endose Cheque/PO for £

or please debit my Credit Card
No.

Name

Address
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GAMES CENTRE

arinlasi|

alvirgin

Selected titles at
under £9

Many games with

£10r £2 off rrp.

B THINK!

The fast | "“\
moving @ only
game of =95
quick wits

and mental

agility

the no.1 choice
for games

ABERDEEN 172 Union Street B BIRMINGHAM 35 Corporation Streat
BRIGHTON 157/161 Western Aoad B8 BRISTOL 18 Merchant Sireet
BROMLEY 140144 High Street {in Burton Menswear)

GLASBOW 28/32 Union Street M LEEDS 94/36 Briggate

PLYMIOUTH 105 Armada Way B LONDON 100 Oxford Street

B TOP MAN Oxford Circus
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MICROFAIR —

A FINETIMEHADBY ALL

Our resident TECH TIPSTER Simon Goodwin
from his Black Country lair a few
Saturdays ago, and scurried off to the May

Microfair
Uncle Clive, Alan Sugar and the
PiMan may have missed the
May ZX MICROFAIR, but bar-
f]ain hunters thronged nonethe-
ess, and few left disappointed
did a roaring trade in
£100 Discovery Disc Systems —
including a Spectrum 128 ver-
sion with re-written software.
Two video digitisers, from Sun-
set and an intrigingly named
Dutch firn called Skip
made an appearance, These
Yg*:-anctt;ueu; let you load pictures
m a video camera or recorder
into your Spectrum. At £128 and
£69 they are not cheap, but the
possibilites for commercial soft-
ware (besides Sean Masterson
Strip Diplomacy) are interesting
and the results look good. We
hope to review both products

soon.

Other hardware innovations
included a radio-controlied joy-
stick from AGF (review next
is,auelkand a %mftotvpe srcl:g:l;
sion keyboard from i
S of Wales.

Fanzines were much in evid-
ence and | picked up copies of

the latest issues of Interface, and
Games Menitor.

interface Editor Lucien Ran-
dall conducted a fruitless search
for new software on our behalf
— it seems that the producers
are more interested in shifting
the last of their Christmas stock
than in launching new games at
the MICROFAIR this time of year.

Last month’s tales of the OL's
death were rather premature —
CST had Thor, a new OL com-
patible machine at the Fair, and
details of the Biackberg — a
super OL designed by Sinclair
escapees Tony Tebby and Jan
Jones — were also circulating.
The non-arrival of the prototype
Blackberry was blamed on a

reut during development.
th 512K machines should sell
for around £500.

If the attendance at the Fair
dropped of in mid afternoon,
that was cnl\[r)to be expected on
Cup Final Day! The Sinclair
market seemns to be thriving still,
despite the upset of the last
couple cf months.....

ALL CHANGE AT
AMSTRAD

Rapid developments on the
128K S rum front at Chateau
Sugar lead to a price cut which

Amstrad refer to as an unbundl-
ing rather than a price change.
The machine on its own, without
the two free games thrown in by
Sinclair, should now be avail-
able for £139.95 as opposed to
the launch price of £179.95 —
which included 128K versions of
Daley Thomsan's Supertest and
Never Ending Story.

The move is presumably aim-
ed at shifting existing stocks of

the 128K machine so that High

Street shelves have plenty of
space for a relaunched yersion
of the machine in time for this
Christmas. No firm details as to
the form the 128K Mark Il will
take are currently available, but
Alan Sugar, Amstrad’s boss, has
already spoken of ‘glueing on’ a
tape deck and firmly spoken
against including a monitor with
the machine in an all-inclusive
package.

Meanwhile, the first rumours
of a new Amstrad computer
using the Sinclair name have
started circulating, referringto a
256K Spectrum which an indus-
try pundit or two reckons should
be in the shops by Christmas,
selling for less than £200.
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CES — THE PITS?

THE CONSUMER ELECTRONICS SHOW, held at London's
Olympia during the last full week of April, was a bit of a damp
ib as far as the home computer industry was concerned. Only
& handful, albeijt a fairly large handful, of software and hardware
companies exhibited at the show, which was a quiet, slow paced
affair according to most observers.
the names included in the show guide were Mir-
rorsoft who brought Big}q.'es along to the Press Day and demoed
early versions of Biggles, Dynamite Dan Il and Refiex, and
glﬁiéilﬂ, who ysedthe'ua s-?ow to announce ciﬂ?_—nps w_‘lﬂ'n;.'cnloth %wul
and Magnetic Scrolls (a company specialising in adventures
written for 68000 based machines). B was the only other
wing of British Telecom present— stayed at home on the
nest for the duration of the show. Mastertronic, Mikro-Gen,
Durell, Cheetah Marketing, and Bubble Bus also took exhibition
space — Tom Prosser was available on the Bubble Bus stand to
demonstrate an early version of his game fcicle Palace, which
features trainee mega-hero and part time Space Council worker,
Nick, on a quest to recover his 1600 Turbo Cruiser, pinched by a
joy-rider. Nick finds himselfinside a giant thermionic reactor, and
Loavs to find eight sections of the reactor and dispose of them
appropriately in order to prevent a race of evil aliens from
attaining galactic domination.

Very |r?|e in the way of new home computer product was in
evidence: Amstrad stayed away, even though their range of
Consumer Electronics equipment is much wider than hon:'la
computers. The most popular area of activity was Satellite
Television — half a dozen companies were pointing giant dishes
into the ether, plucking out foreign TV broadcasts for the
amusement of visitors to the show. One lady spent most of her
time chucking the contents of ashtrays and cat litter boxes onto a
square of ca and vacuuming the mess back up, while row
upon row of slick telephones looked on from their niches on other
stands. It looks like the Personal World Show in
September is still set to be the main event of the home computing
year,

PLAYERS
PLEASE?

Richard Jones of Interceptor
was at the CES show, proud to
belaunching a new budget iabgl
— Players. Players games wi
sell for £1.99 nataiﬁ and the
range kicks off on 29th April with
sixteen titles for the popular
machines. X

With luck, we should be taking
a look at the Players in the next
issue — Richard had examples
of the packaging and a very neat
promational video on his CES
stand, but no games running so
we couldn't get a sneak preview
organised in time for these

tt!1 Lots of \qrorkdhsq gone

into the ing design as
well as tgds(:ﬂn\(ara, th:hard
assures us, and the new Inter-
ceptor venture aims to catch a
significant share of the budget
market.

Richard Jones of

. and now Players launching his

naw label at the CES show. As you can see, staying alive in
the software business is s case of knowing how to keap all

yvour balls in the air at the same timel

FIREBIRD SETgm TO IGNITE THE

The Ceremony uﬁhlrlswm venture in
ﬂnmm s

The main contract signing extra-
vaganza of the CES show invol-

" British Telecom’s self pro-
claimed ‘leading edge” label,
Firebird, and adventure masters

Pictured here, gathered round

STAR HITS
CES SHOW

The only STAR attraction at the
Consumer Electronics Show
was arranged by Mirrorsoft who
invited the real BiEgias to their
stand to take a look at how work
was sj_mgmssing on the game of
the film. Well, not the REAL
Biggles, he didn't exist silly. Neil
D&on, star of the film which,
as they say, ‘should be at a
cinema near you' right now.

A few more words about Big-
gles the computer game appear
in the Preview section this issue
and we hope to bring you a full
review next month.

|
i
|

Neil Dickson,

superstar extraordinaira hiz hand st the
Mmummmm at
Mirrorsoft's CES stand while the ever
aditor of trade paper CTW looks at the

Grog Ingham,
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the contract signing table on the
Level 9 stand, are i
and Paula Byrne from Firebird
and three members of the Aus-
tin family tying up the deal.
Rainbird will be marketing
selected Level 9 products in this
country and in the USA — the
first of which is to be a revamped
version of the Colossal Advent-
ure, Dungeon Adventure and
Adventure Quest trilogy. The
Level 8 team are currently hard
at work adding graphics to the
trilogy and improving the lan-
guage parser used in the orig-
inal versions of the three adven-
ture programs. A second multi-
load a re, provisionally
titlted Kmight Orc, should be
e i bl disgi
a uri r and a
third Rainglgrdp'Lawl 9 release is
scheduled for December this

I.
m agreement between Rain-
bird and Level 9 allows the
P Sokars it R
are house, writing
and marketing adventures
under the Level 9 label — The
Price of Magik is virtually com-
plete, and should find its way
into the shops any day now.




OFFICIAL NASA
Space Shuttle
Mission Emblems
& Caps

As worn by the
Shuttle Astronauts!

A unigue opportumt(g to collect a piece of Space Exploration is YOURS.
Dlrect from the Official NASA supplier these individual exquisitely
designed and embroidered multicoloured patches each represent a new
chapter in the histonl of the Space Shuttle.
Now YOU can collect them, display them in frames, on your
clothes or under the glass of your coffee table, however you
decide you will be proud to own them.

Rew JugF‘;]VEﬂabh;
Enterprises s ghe

reaching for the stars

For catalogue send a LARGE SAE to:
46 Fi ale Park, Pedmore,
Stourbridge, West Midlands, DY9 ORB, ENGLAND.

PROGRAMMERS

REQUIRED
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Quite by chance | had become a
uest of Ariolasoft, launching
their Golf Construction Set at
Wentworth. This is of absolutely
no relevance to anything as it
will never appear on the Spec-
trum — though the remark of
one Chris (Think{) Palmer, that it
may encourage you all to buy a
decent machine is more inter-
esting! Keep sending the mon-
ey, Palmer, if you want to escape
the wrath of Spectral Mafia or |
may tell them where you live!

| did do some sweet talking
though and . . . yes, here at last is
that photo of the lovely Mandy
Barry indulging in a little, inno-
cent bondage with two cowboys
— @ sight previously only tho-
ught fit for the sick minds of C64
owners! Is that the sort of micro
you want to own?

This month’s mega-lunch aw-
ard goes to Hewsons though.
Their Waldorf bash was so pres-
tigious even Graeme emerged
from his Ludlow den and with
him the delightful Hannah on
her first official outing. The oc-
casion was, of course, the
launch of Quazatron. Steve
Turnier is back on top form and
never one to stop for rest (An-
drew Hewson won't let himl)
he's already writing the next test
of strategy and refiexes.

Accompanying this was pro-
bably the best meal I'll eat all

ar — though other software

ouses are urged to try to better
it! A three course sit down job
with good company too. Inevit-
ably the main topic of conversa-
tion was Amstrad's buy out of
Sinclair. Nobody was able to tell
me if Alan Sugar's purchasse of
all Sir Clive's trademarks inc-
ludes that unmistakable shiny
dome? Will the balding boffin
now have to pay royalties on his
pate or wear a toupe? | think we
should be toid!

THE PITS

| think we should also be told
why the CES show was so fee-
ble. The Spring preview of all
that is electronic in home enter-
tainment was meant to be a
major bash. Instead no Amstrad
— or any other hardware com-
pany — no Activision, Ariola-

14 CRASH June 1986

Free Lunch

and Loneliness
at the CES

There are many ways of obtaining bargain air travel but none

so cheap as getting de . Quite what | was doing in that
state of undress at that time of the morning in central
Stockholm is a story in itself, but as it has nothing at all to do

with computers it will have to wait. This has been a packed

month.

| was personally escorted from the plane at Heathrow
under orders never to return — which | will — just in time to
thumb a lift from a passing executive coach. A strange
recognition of faces dawned through the alcohol induced
haze. Good God — the computer press!

soft, Ocean, U.S. Gold. And
where were the visitors? There
was even talk of last minute
advertising to o the hitherto
exciusivaii trade show to the

eneral oiks. It was so empty |

ad half an hour on a sun bed
before anybody noticed!

One visitor who had obvioﬂ
hoped to sneak in unannounced,
late on the last day, was Sir Clive
Sinclair (TM Amstrad Consumer
Electronics plc) himself. How
strange to suddenly find myself
next to him inan Olympia bar —
a location matching its lack of
comfort with extortionate pri-
ces| Fumbling for the correct
form of address for a Knight of
the Chip | missed the chance to
ask him a real question. Why
was he there? Was it to suss out
the competition in the cordless
telephone or satellite receiver
dish fields — both of which he is
interested in? My guess is not.
There were plenty of car radio
aerials on dESpIaX; s0 probably
he was looki r the best to
flog from the t of a C5 —
considered by many to be a
sound marketing tactic!

CLOUD LONELY

I wandered damn near lonely as

The Dark Side of Computing:
l_l_kdnmmg-ﬂarr& Previously

a cloud. Some bright things to
report such as Mastertonic cele-
brating their second birthday in
style with their chateau bottled
brew — though sources inform
me that gorgeous Alison Beas-
ley was up all night converting
Carlsberg cans with sticky lab-
els! Mikro-Gen were previewing
Equinox, a new arcade adven-
ture with superb graphics, and
dropping hints about Ricky
‘Stainless’ Steel — a hero who is
definitely not inthe Wally mode.

Mirrorsoft had the biggest
stand for Biggles and poor Pat
Bitton and the gang were risking
insanity from constant exposure
to the film's irritating theme.
Meanwhile Cheetah are follow-
ing up the spectacular Spec-
Drum with a bargain basement
sound sampler which digitally
records noises for musical play
back. Inevitably some wag had
programmed in a flatulent effect
and was busy farting around up
and down the scale. Thank God
they've not developed a smell
synthesiser.

Round the corner Dave 'Cud-
dly’ Carlos was busy peddling
porn — or should that be The
Pawn. No, it's definitely the
former — an adventurer's wet
dream! It'salso the second piece
of software to get mentioned

here that will never appear on

b

ng Software Bondage
mwmhfuﬂhomw

op ® s, this salubrious snap can now be made
available to Spectrum ‘gamesters”

the humble Spectrum. Also on
the Rainbird stand was Paula
Byrne, still hung over from her
farewell party at Melbourne
House, two days before!

BAXTERED!

Further round the bend and
Beyond with a decidedly dodgy
video. No — not that sort but a
poor quali%y preview of games
to come. Through the snow |
managed to decipher a new
Mike Singleton mega-offering.
As | did so the praviously ami-
able Eligible Baxter pounced.
You've got a printer belong-
ing to one of my clients,’ he said
in claim-you-can't-deny tones . .
. 80 | didn't deny it. Indeed | do
have an Ibico LTR-1 Letter Qual-
ity pg‘nter, as distributed by

5.

nd indeed | have been in-

tending to review itbut. .. Sowe

did a deal. Here, first, is the

Hunter S Minson review for this
month.

The LTR-1 is a good quality
printer, capable of handling A4
paper and producing pretty nifty
results for the price via its test-
ing, I can tell you. My only com-

laint is that it sounds like Sir
omas Beecham's description
of a harpsichord!

Which bring: usto Mike's part
of the deal. Obviously Sagacan't
sell the thiﬂ% — stained as it is
with spilt Bloody Mary — so
they're going to offer this fine,
albeit secondhand, device as a
competition prize. Just write in,
to the usual address, (Third

on the Left, CRASH

v Box 10, Ludlow,

Shropshire, 5Y8 1DB) remind-

ing us just what Beecham's

description was (and it wasn't
‘like an LTR-1'1)

First out of the cocktail shaker
on 26th June gets the chance to
print out junk fike this.

And while 'm creating work
for the post room, I've a request
for help. There was a rumour
round EES that (name removed
at insistence of publisher’s law-

rs) is in fact a werewolft

nybody offering proof of this
leading industry figure's lycan-
thropy will be richly rewarded!

Right — that's enough of this
drivel for now. It's that cocktail
time of the morning again and
've already overfilled my space.

Next time, I'll be bringing FDU
a Hewson attempt to get in The
Good Lig Guide two months
running. And if Graeme would
like me to fly to Chicago to cover
the American CES — which has
all the razmataz this one lacked
— | wouldnt be in the least
surprised. What would surprise
me is, if he'd pay for a retum
ticket!

Yours in food and ligging
Hunter S Minson




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

INDEPENDENT
CREATURES

INVENTIVE
PUZZLES

SOPHISTICATED
WORD

THE PRICE OF MAGIK

MANY
POWERFUL
SPELLS

VIVID
WITTY
RESPONSES

200+
LOCATIONS
ALL

RECOGNITION ' ILLUSTRATED
: / (not BBC)

AS YOU RISE FROM SORCERER'S
APPRENTICE TO SUPREME WIZARD
THE PRICE OF MAGIK
WILL KEEP YOU SPELLBOUND

Send a large S.A.E. for FREE POSTER and mail order details to:
Level 9 Computing, P O Box 39, Weston Super Mare, Avon, BS24 9UR




iding GERALD insida
::c“:‘::r%d'rm on the top

anging in nether space, a
region only recently dis-
covered by the dimension
dabblers, is Hangworld, a place
of incredible wonders just wait-
ing to be explorad. And yes YOU
have been chosen from a list of
millions to be the lucky soul who
gets the chance to take part in a
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a strange network ofr
level is a powear jewel

amps. That

Stifl in Gyroscope for,
lensperson Camearon Po
the middle of nowhere

journey of adventure and excite-
ment charting out a brave new
world. Not foeled? Okay, you'd
better have it short and sharp
then: Your government wishes
to inform vou that you have
been canscripted ta serve.in the
military. Cartographers. Corps.
Make yvour way irmmediately to

ALD". ben:n snapped by sca
E:Ef}‘usta: he takes a tumble into

— TR e

the focal Cartography Office
where vou will receive further
information. Failure to conscript
will result in disselution. You
have been warned.

S0, you pack up your belong-
ings and prepare for a stint in
nether space under the watchful
eyes of the army. Nether space
is the place where boys become
men -and men becorme dead. A
rather hefty chunk of space is
designated for your exploration
— no less than 385 sections —
but only a ridiculously small
amount of energy is allocated to
your exploration craft. Nervous-
Iy sifting within GERALD, you
craft's familiar name, the trans-
ducers hum and reality flickers
out of view only to be replaced
with Hangworld, a place of
major danger, just waiting to

destroy  those wha venture
there,

As Cartographer Private, your
Cartographer’s Handbook expl-
ains, you have been allocated an
area of Hangworld and must
exploraasmuch of it asyou can.
Such exploration is rather ex-
pensive, owing to the  large
amount of energy used by the
reconnaissance craft in yeur
command. Consequently, re
cruits are encouraged to find
and collect energy crystals that
are to be found around Hang-
world. As the reconcraft comes
into the immediate vicinity of a
power jewel, its plasmagrabs
are automatically activated and
the crystal is collected and con-
verted into pure energy.

Sitting within your craft, the
view of the outside world comes
via a computer monitor — an
image showing the surrounding



LD’s in Gyrosclbl: that power jewel?

how's he going

section from above with GER-
ALD displayed on screen. Obv-
iously, the image presented to

you is -computer interpretad,

form on this green screen. But

and as such is a bit lacking in
detail, though there's enough
visual information for you to
negotiate the obstacles that
encumber progress. The scan-
ner is quite a versatile bit of
equipment and its viewpoint can
be rotated through four diffarent
vantage points. This is a handy
feature if the craft is out of view
behind some Hangworld scen-
ery. If GERALD is guided off-
view, then the scanner automa-
tically flips to another section.

Controlling GERALD should-
n't present too many problems,;
even for a rookie cartagrapher.
Four directional controls are
supplied to propel GERALD al-
ong the ground, While GERALD
is really designed for terra firma,
it's possible to take to the air,
though gravity quickly returns
vou to land. The fire button
activates GERALD'S turbo unit
which greatly increases your
maximum speed. With a little
practice, you can use the many
inclines and ramps in Hang-
world as jump off points for
acrobatic feats — such mance-
uvres are important if you are to
map out the entire sector that
has been allocated to you and
GERALD.

GERALD has polymorph cap-
abilities. At a mere keypress the
person in the driving seat can
change GERALD'S foerm into a
ball, tetrahedron or gyroscope.
Each incarnation has its own
particular quirks when it comes
to response to the controls, and

though no one form has any
strong advantage over the ot-
hers, rsonal choice usually
soon decides on one ofthe three
you'll stick with,

Another aid to exploration is
the lift system to be found ar-
ound Hangworld. Left by an
ancient civilisation long since
departed, the system comprises
a number of lift activator pads
gach bearing an insignia. Wan-
der over one of these and all the
lifts bearing that insignia are
activated. Only two different
types of lifts can be activated at
once, and a scanner at the bot-
tom left hand side of the view-
screen shows which lifts are
operative,

Another handy on-screen

to safety. Falling off ledges or
leaping ramps over-enthusias-
tically also results in energy
losses.

Should time run out, you are
regenerated on Earth only to be
sent back to Hangworld once
more to restart the mission. If,
however, you return with your
allocated section completely
surveyed the Government al-
lows you to resume the life of
Private Citizen rather than Priv-
ate Cartographer, and an Hon-
ourable Discharge from the Car-
tography Corps is your reward.

window reveals how many sec-
tions remain unmapped. Press-
ing the map key draws up a
screen which details the sec-
tions of Hangworld which have
already been mapped out.
While Hangworld is under
exploration, a time indicator
shows how much time remains
before GERALD's energy supply
runs out. Extra time can be won
by collecting power jewels, buta
large chunk of exploring time is
lost if GERALD is guided off the
edge of a section into the ob-
livion in which Hangworld is
suspended, &8s an enormous
amount of energy is needed to
transport you and GERALD back
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A‘Ir_| nd so the saga of the
Magic Knight continues,
with David Jones’ follow-
up to Finders Keepers and Spell-
bound
ghr Tyme picks up where
Spei.’ ound left off. Having
mieassd the wizard Gimbal from
a rasty icament at the end
of Spelibound, Magic Knight is
free to potter back to 13th
Century England and the
mmf{}rls of | home However, MK
is  understandably exhausted

after his ordeals and his mental
concentration is flagging some-

what. In an off moment he mis- - ; i : y " I||I |Ir||JII|I.I.I ,-']'I'ul'l' |'~'m" [r' - l||||| -| |u|| ’ﬂ |

casts the spell to take him home,
and lo and behold, he finds him-
self transported not to Medi-
aeval England as he had
expected, but onto the deck of
an intergalactic star cruiser in
the 25th tury.

The culture shock alone
should have been enough to E -
finish off poor old Magic Knight i T

LII

once and for all. He's a resilient el T B ""ﬁ' m JE’IX U.JI E: ‘E, ..H.,,, s, |

fellow, mind, and he has the
good fortune to be presented ’ :
with a Datacube once he arrives
on the space ship which helps
him to acclimatise to the new-
found surroundings. Datacube
or no Datacube, Magic Knight is
singularly unimpressed with life
on a sophisticated stareruiser
and longs for the comiorts of
home — the odd bout of bubonic

;;;-_%:
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plague, rusty armour in the
winter and being hungry all the

I'|'1|r "' [
A

_ QUCTTE—

AT P

AT ) fl

ML G My i ] — T —

 THE BRISGE e

wmmnm ........
LT %




! N
|!l-wl||h-llml|nlul'nn.-

T i ey

Hﬂb:n.uluu,..u,mm_

COMMENTS

"1 still play Finders
Keepers at home so | was
very pleased to piay this
one. This has to be the
most outstanding piece of
cheap software I've seen
since | started reviewing
for CRASH, two years ago
Perhaps all 128K software
will be likethis . .. butlvery
much doubt it. | can’t really
see myself getting bored
with this one for a long
time as it is very compel-
ling. The graphics are
excellent, all the characters
are  detailed and well
animated and the back-
grounds are very colourful.
My only gripe is that there
is a bit of colour clash. The
sound is also excellent: a
tune plays throughout the
game and there are some
spot effects. | strongly
recommend this game to
all 128 owners — and the
48K version will b snip as
well. You couldn't hope to
find a better pisce of
budget software. ”

time. He's understandably
anxious to find his way off the
Starship USS Pisces. ;

This is not a simple task. He
must find all the pieces of a time
machine 50 he can assembile it
and travel to his own time. The
Paradox Police are waiting thirty
days into MK's future, so there's
a time limit in the game — if our
{in suited hero doesn't locate the
Tyme Guardians and get back
into the past quickly enough,
he'll end up in clink. Five Eyed
Jack, king of the Space Pirates
must also be avoided according
to the inlay — he's a really nasty
piece of work. A close watch
must also be kept on Magic
Kniﬁ'ht% energy and happiness
leveis, for if they fall too low, he

Ires.

en'I:'?I':e first problem to be solved
involves ing ‘the human
crew members to ackn
E:_ur exisitence. Officially, Magic

ight is a stow-away, sb in
order to ingratiate himself with
the crew of the USS Pisces he
‘must somehow abtain an identi-
fication card — they're only

COMMENTS

" Hooray! The follow up to
one of my favourite games
of "85 arrives, and a very
good game it is too. The
Windowmation is still an
excellent piece of program-
ming and adds to the game
just as, if not more than the
original  system. The
graphics are very good,
and the sound is superb.
For £2.95, it's brilliant value
for money. | think Master-
tronic had better get lots
and lots of copies of this
run, ‘cause methinks its
gonna be a hit.

prepared to hear the voice of
officialdem. The droid mambers
of the crew and Derby 4 — the
Transputer — arent guite as
snobby as the human con-
grgem. If you g_:? them u:tm%w

By may even p you get the
IDicard. .. Thisisn't much useon
its own, as it is blank. MK must
find a camera and some film and

being creepy to the robots on
board, he has to arrange to have
his photo taken, and then add
the snapshot to the ID card
which confers an ‘auth-
entic’ identification to the
wearer. Once this is done Magic
Knight can start giving orders to
the crew members and begin
bossing them about — wery
satisfying after their early
rudeness. When the pilot has

* Knight Tyme is the first
‘proper’ game on the 128
and | must say that | was
very impressed. | thought
the 128K wversion would
just have more locations,
but David Jones has cert
ainly made full v
the 128K's fea
game is a very good follow
up to the mini-Spectrum
games, amnd combines
some old ideas with some
new ones. The thing that
did impress me was the
very olde wurlde music:
this suits the game perfect
ly and doesn’t ask to be
turned down as on soma
games, | still love the way
the Knight bounces around
and can pester the little
innocent creatures that
roam around, by asking
them to push off or go to
sleep. The game again uses
the beautiful windowing
techniques that were
employed in Spellbound. 1
would say that this game
will well satisfy any 128K
owner who's moaning
about the 128K software
machine, and at the prics,
‘vou can't go ‘wrong

been provided with the appropr-
jate equipment, Magic Knight
can hirn to drive round the
galaxy — and a neat space-flight
sequence pops onto the Bri
viewscreen during flight.

The player lntt!'r'f:a-::i'é:I with the
game via an improved version
of the user friendly window/

¢ that was christ-
ened i

in
bound. Unins either the joystick
er ] , ‘commands _are
given by selecting options from
a series of nested menus that
window onto the screen. A wide
range of activities is catered for,
including examining objects
and characters in the game,
giving orders, reading things,
calling up status reports and so
on. N%w options appear on the
main menu as the
gresses
solved. ‘

The crew of the USS Pisces is
an untidy mob — objects litter
m?ksﬁﬂfnme of these lware.

elpful when it comes to solving
the problems buried in the
game, while othérs can be used
to barter with the crew of the star

me pro-
and problems are

cruiser. Magic Knight must
somehow locate the mythical
Tyme Guardians if he can and, if
el K it Bis Sket ore:
supply him  his
gP ket h

can be found in the game, an
there are nearly ﬁftyﬂfocaﬂgnng
for the USS Pisces to visit. Not
all the planets are explorable,
but the habitable ones are
accessible via the transporter —
once it has been fixed. Magic
Knight must also get the co-
ordinates right on the transport-
er or else his little tin molecules
will be artistically splattered
across the cosmos. Most of the
E‘srm_oithetmwmachmecmbe

und on the planets, and some
starbases contain communic-
ation centres which provide use-
fu!af;';o fr;m the probi

. it from the lem-
solving aspect of the game,
there's a fair old strategic
element. It's vital to ks&gxaglig
Knight's strength up, but t
player also needs to monitor the
status of the other characters in
the game and keep an eye onthe
condition of the Starship itself,

Don't forget— if Magic Knight
never from the confines
of the ‘Pisces, there won't
ever be another Magic Knight
game.. ..

CRITICISM

Control keys: Aup/jump, 2
down, N left, M right,

SP ire

Joystick: Kempston,
Curser, Interface 2
Keyboard play: responsive
Use of colour: pratty, and
tidily done

Graphics: cute little

tune
Skill levels: one
Screens: 50

".".'ifl"ul(.ﬂ'!]

General rating: Another

ex ent arcade adventure
from David Jones.
Slun".':aq Iy good value for
money

in the 48K

Use of computer 90%
Graphics 89%
Playability 91%
Getting started  89%
Addictive qualities 93%
Value for money 98%

Overall 949,
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ild, meek and very wimp-

ish reporter Kevin Oliver

awakes outside a hospital
with absolutely no memaory at
all, an empty camera in his hand
and some small change. Obvi-
ously bedazed by his situation,
the puzzled reporter searches
his synapses and finds three
words: two of them make up his
name, while the third is puzzl-
ingly meaningless — “KWAH'.
As HI"IE amnesiac  reporter
would, Kevin says the puzzling
word and Kablamm!, what was
previously a wimp is now a
muscle encumbered man of
steel dressed in red with a range

" Apart from the innova-
tive stuff, Redhawk is rep-
lete with all the features
that are needed in a com-
petent but more traditional
adventure game, Redhawk
is easily accessible and
should appeal to people
who are only interested in
arcade games, as well as
hardened adventurers. The
game really is something
new in the adventure wor-
ld — it has lost the ele-
ments of drudgery that
many arcadesters accuse
adventure games of poss-
essing. As such any Spec-
trum owner would be well
advisad to keep an eye out
for this novel release, The
plot and actual game is full
of humour and it is a very
relaxing way of passing
time with your computer.
Anyway, it's great fun to
shiout 'KWAH' when you're
in a tight spot. | can’t pro-
mise it'll turn you into a
muscle rippling mega hero,
but it should raise the odd
eyebrow from anyone in
ear shot.

of super powers as matchin
accessories. And then Redhaw!
remembers his mission to hin-
der the course of evil upon
planet Earth. Another guick
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KWAH later and Redhawk is
back into his civilian identity.
After a bit of interaction with
the surrounding scenery and a
little weeny read of the inlay, the
roblem to be solved soon
Eemmes frighteningly appar-
ent. Some incredibly naughty
n has decided to bomb the
ocal nuclear reactor. If the
device deposited there does
manage to pop its cork then it's
gor to at least three quart-
ers of Kevin's home town.
Obviously something must be
done, and the only & ive sol-
ution seems to be a Redhawk

one,

Despite Redhawk's rather
impressive physical endow-
ments, the answer to this part-
icular problem doesn’t depend
totally upon brawn. Brain is the
major talent needed to prevent
the surroundi countryside
being littered with bits of power
station. The first thing to do is

a job at the Daily asa
elance photographer. This
ives Kav a supply of money as
E)ng as the Editor get a supply of
crime piccies — quite an easy
task when you're secretly a

‘trendy superhero-around-town.

Six hours are available to
Kevin/Redhawk before the
bomb gees blam. To solve the
problem of the exploding power
station, our reddened hero must
first sort out the mystery of who
actually planted the device. As

different characters are encoun-
tered and interrogated a verita-
ble web of intrigue becomes
apparent. Including the super
hero himself, there are six main
charactersin the game, plus four
supervillains: who hinder the
crusader along the way to truth
and justice.

To complicate matters, most
of the people around the place
have a motive to destroy the
Eos:hm station and it's up to

awk, the great detective, to
decipher who is behind this
rather dangerous malarky. Once
at’s solved, then a way to
prevent a rather nasty mess in
the power station should be-
come apparent.

Like all superheroes, Redhawk
finds his doings closely moni-
tored by the media, and Red-
hawk's popularity rating fluc-
tuates according the number of
criminals he apprehends or al-
lows to escape. If he gets really
unpopular, no-one will talk to
him — which makes solving the
mystery rather difficult, but if
Redhawk spends too long bask-
ing in glory and apprehending
wrong-doers, he won't have
time to investigate the dastardly
plot that threatens the entire
city. A fine balance has 1o be
maintained throughout the
game. ..

* The cartoon style graphics add tremendous
atmosphere to Redhawk, and are very quick on the
draw, Speed in adventure games is fairly rare, but
Redhawk keeps the plot and action onthe move by
using key word entry from a menu on the bottom of the
screen — a great aid to one-finger typists like me!
Multiple commands can be entered, making thewhole

game less of the usual typing exercise. Interaction with
other players is difficult at first but becomes easier
with practice, Being in charge of a costumed superhero
is quite a responsibility — but not one to be taken too
seriously in this game. After all, he does wear his
underpants over his trousers! Have some fun, go say
“KWAH", wear the badge and have a go at being a

(7]

superhero . . .

Redhawk marks quite a dep-
arture from the usual format of
adventures adopted by most
software companies nowa ;
including those produced

Melbourne themselves. Devel-
oped by Simon Price and Mike

"'Being an arcade freak, |
don't often get the chance
to play adventure games
let alone comment on
them, s0 | was guite ple-
ased when | found this one
in my In Tray. it took me a
good while to get the hang
of Redhawk as it contains a
lot of revolutionary ideas
and new concepts in input
and output. The game itseff
wasn't instantly playable
buit then again to me, most
adventures aren't! After a
few games, however, I'd
really got into the spirit of
Redhawk. The scresn lay-
out is very effective and the
graphics used in the comic
strip, afthough not fantas-
tically exciting, are wvery
well drawn and add excel-
lence to an already good
game. lssuing commands
is fairly straightforward so
it is newver really a problem
getting Kevin/Redhawk to
do the things you want him
to do. Generally | gquite
enjoyed playing Redhawk
as it is good fun. I'm not
sure quite how long |
would play it — for me, as
an arcade gamester. it
wasn't all that compell-
ing.

Lewis under the name of Sil-
houatte Software Systems, the
whole project is an extension of
Adventure Games on the Ams-
m;flq;, ahbook thast:lﬁ: lads wrote
while they were still at polytech-
nic. The best way of describing

{ is @s an interactive
comic strip — the way the game
works is_hardly surprising as
Simon Price scripts a comic strip
by the name of Aedfox. The
main idea behind Redhawk, and
principal difference between the
game and most other adven-




tures, is that although it's not an
arcade game, all the action takes
place in real time with the situ-
ation and characters constantly
being updated as text is input by
the user. With a sat of cartoon
frames running across the top,
the screen action is shown in
classic comic book style as
Kevin/Redhawk obeys the play-
er's commands. Each new com-
mand entered by the player
affects the cartoon frame on the
right of the screen, and the
frames scroll to the left, making
a mini cartoon strip which is
continually added to as the
game unfolds. )

Interacting with other charac-
ters is fun, as speech bubbles
superimpose themselves on the

Overall 91%

action frames and speech scrolls

itself across. Usin;i‘ the SAY
i

command opens a little cloud-
like speech bubble above ocur
hero and text pours out for the
benefit of anyone on screen who
may be in listening range. All the
while a real time clock shows
what the time is as the minutes
to doom slowly tick away. Avery
competent attempt at
multitasking.

Though wimpish, Kevin has
access 1o enormous power at
the mere whisper of 'KWAH".
That power is far from infinite,
and there’s a little metar there,
on screen, to prove it. Such
superhero activities as flying
and fighting sap away the old
super powers until — ‘KWAH" —
the poor chap is zapped back
into his human form for a little
rest and recuperation. The
Superhero batteries are slowly
recharged while Redhawk is in
Kevin moda.

The main problem with the
Kevin incarnatien is his inability
to move around easily — he has
to rely on taxis and the train
system. The Daily News is a bit
of a tight outfit as no matter how
many receipts Kev collects,
Nigel Barlow, the mean Editor,
won't give back any money on
expenses: that really takes all
the fun out of journalism. The
only way to fund travel is to sell
photos to the paper as the tran-
sport facilities cost a rather
excessive pound a trip! As the
player becomes acquainted with
the local geography it's possible
to save money by FLYing to
destinations in caped crusader
mode, but this uses up Super-
enargy.
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**10 levels of fun make this torture excellent value
for money. Nova rating. Definitely one of those
‘just another go' games. Game of the month
February'' — Computer Gamer

“The most compulsive game I've ever
played. If you don't buy it you'll never
know what you've missed.” says Gary
Penn, Zzap! 64. Gold Medal Award.
97% overall.

COMMODORE 64 MSX
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ALIEN HIGHWAY

Producer: Vortex

Retail price: £7.95
Author: Marc Haigh-
Hutchinson

lien Highway was written
A ‘by popular demand’ as a
seque to  Highway
Encounter and is a souped up,
modified version of the original
game. :
This time your target is the
Alien Empire, a vast complex
which is essential to the aliens’
survival. Once again, you are in
control of a droid, or Vorton, but
this time there are no lives — a
single robot is supplied and it
has to be recharged from power
points along the highway, as
contact with the aliens or their
weapons saps vital energy.
. The ultimate aim of the game
is to shove a mightily powerful
explosive device — The Terra-
tron — all the way down the
hiﬁhwaytu the gates of the Alien
HU where it can detonate and rid
the world of nasties (until the
next game, at least). The Vorton
accelerates forwards at great
eed but slows down quite
slowly if left to its own devices,
so some nifty eontrol manipu-
lating is called for to make it
behave according to your

wishes. As before, the Vorton
has to be pointed in the right dir-
ection and then moved,

The Aliens have learnt their
lesson from Highway Encounter
—the road to the Empire is litter-
ed with obstacles and alien nast-

about using the Mairy Lasers!

ies. To add to the fun, the 5
of the highway are electrified
and burn a clumsy Vorton touch-
ing them to a frazzle. Once
again, certain objects on the
roadway can be moved by firi
at them with your lasers an
then used to block the path of
some aliens, ensuring a safe
gassaga far the Vorton and
erratron.

‘Hairy lasers’ are still fitted as
standard equipment on Vortons,
and make suitably short work of
aliens. En route, the Terratron
must be re-charged seven times
g0 that it's in tip-top condition
when it arrives at the Alien
Empire: keep an eye out for the
Regeneration Stations.

& status area at the bottorn
of the screen shows how low
your energy levels are getting,
the time that remains in which to
complete the mission and how
many of the seven re-genera-
tions your Terratron has been
given. Without the full comple-
ment of regenerations the bar-
rier EUE!‘dif‘IF the alien complex
is impassable.

The new highway spans thirty
screens, as before, but this time
there's a random element which
governs the way the game sets
uF — map-makers won't have it
all their own way!

@" Yeah! This one is very nice;
it forms a successor to
Highway Encounter. The graph-

Trundle, trundle, trundle gosas the Vorton. Thera's a nasty
one-ayed monster lurking just down the road. Time to think

ics are excellent, and move
beautifully smoothly. Alien
Highway is a real pleasure to
ay; the level of difficuity has
n pitched just right to make
it frustrating, yet fabulously
addictive. | can‘t really find
much fault with it. A tune could
have improved it a little, but the
:ﬁ:ﬂ effects are satisfactory and
playability and addictive-
ness make up for any aural
deficiency.

@ Vortex’s last release, High-
way Encounter, was briliiant.
Now the follow-up has arrived
and can they keep up the stan-
dard? I'm gaa‘ to say they can.
Although the game looks like its
forerunner and is based on the
same idea, | like it. Vortex have
chucked in a new storyiine anda
few new sprites to contend with.
You still have to advance up the
highway, and the game js fun
and challenging. Graphically, it
is excellent with lots of nice
touches like the shrinking aliens.
Getting the hang of moving

around can be a bit tricky at first,
but after a few games you
should find it easy enough to
control your droid. Some people
may say that Alien Highway /s a
bit toe much of a copy of High-
way, but as far as I'm concerned
the game is ace, and fun to play.

@" | was a great fan of Highway
Encounter. This is basically the
same game as its predecessor
although there have been some

reat improvements made to
the gameplay. Graphically there
are a lot of similarities, but it's
logical to use the same sort of
Aliens | su e. The characters
are full of detail and well anim-
ated. While the backgrounds are
not as varied as | would have
liked, they are certainly well
drawn. The sound effects are
minimal: only the odd beep now
and then when you lose a life or
zap a nasty. If you liked Highway
Encounter then you'll certainly
like this — if you haven’t seen
HE, then | strongly recommend
this game. The only problem
that | can possibly forsee is that
it might be a little easy.

Control keys: A decelerate, Q
accelerate, K left, L right,
SPACE/M/Z fire, P pause, G quit
Joystick: Kempston,
Protek/AGF, Interface 2
Keyboard play: straightforward
and responsive
Use of colour: sparse
Graphics: tidy and well
ggimn?’t 7 ¥ |

und: t effects on
Skill M:ﬁ] one i
Screens: 30
General rating: Another one for
Highway Encounter fans

everywhere

Use of computer B9%
ome
i qual'm g&
Value for money 88%
Overall B88%
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Producer: Addictive
Retail price: £8.95
Author: Siegfried Kurtz

ddictive Games are best

known for simulation

games such as the
maonster-selling Football
Manager, but this new release
shows the Bournemouth-based
company taking a completely
new direction.

Kirel features a cute frog-eyed
character who hops around the
seventy 3D screens that make up
his world in search of bombs to
defuse and objects to collect.
Kirel can only climb one step ata
time on a screen, so he must pick
up and drop blocks as he goes
along, building staircases and
bridges as they are needed. You
can only move to the next screen
when all the bombs on the
current level have been defused.

Each level has to be complet-
ed within a certain time-limit —
the amount of time remaining is
indicated by a fuse trailing from
the floor, which smoulders
quietly away. If Kirel doesn't
move fast enough and runs out
of time, the little marauding
meringue explodes. Contact
with patrolling monsters saps
energy, and can also lead to

d :

Once all the bombs on a
screen have been defused by
jumping on them, an exit icon
shows pointing the way to get
onto the next screen. If Kirel
leaves the screen inside the time
limit the score is increased.

The Bionic Battle Bun, as he is
known to his friends in the
patisserie  business, roams
around the screens searching
for cakes to eat and arrow blocks
to collect. Monsters are allergic
to cake and are destroyed if Kirel
touches one while he has a cake
in his inventory. Arrow blocks
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Boing! The Bio
way to a bit of b disposal
ive Kirel another section of
idge, while s of sweeties
and sugar replenish his energy
levels, Little balls give Kirel
more time to complete the cur-
rent level.

Kirel has four lives per screen,
and the status area on the
bottom left-hand side of the
screen shows the number of
lives, cakes and bridge building
units he has as well as his
energy level.

Other useful items to keep
your bulging eyes peeled for are
cubes, which destroy immov-
able walls and pyramids, and
transporter networks represent-
ed by shimmering curtains or
circles, which can be used to
move Kirel around the screen.

“Well, welll Addictive have
hunmhﬁve?mmshmﬂn
golden oldie Football Manager,
mit‘snhn-tomﬂtmpub&-

yvou can tell by the icon in the top
s he going to put it down? Time's

tile Bun leaps through the

A
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2
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excellent 3D graphics. At first
the gameplay is very slow, but |
found it was refatively easy to
?efusedto and suited the cute
ittle character you control. The
tirme bomb time limit is a very
effective idea and makes you
hurry around with more urgency
than a counter would encour-
age. The graphics are set in
great 3D perspective, although
some situations seemed a little
awkward to work out on the later
levels, The other characters are
well drawn and the baddies
1oothly animated. The only
thing I missed was a little tune to
listen to, but that hardly counts
sg}amsuhs ki . Kirel is a brilfi-
ant game anyone can
smﬁr into playing. Deﬁnﬁgerf'
buying if you want same-
thing that is a little different from
the “run of the mill’ Spectrum
software. ”

@1 was initially very impres-

sed, %I‘l’ mr a few goses the
novelty of the raphics
wﬂruoﬁand!m wi“thphs

fairly mediocre ‘jumping around
collecting things' game. The
graphics are very good and the
characters are well drawn,
although a little jerky when they
move. sound is limited but
adequate | suppose. Controlling

your blob or whatever it is, is
difficult at first but after a few
practice games it becomes
second nature. it took me a lon
time to get into, but once you

got on with it, | found it fairly
playable and addictive, alth-
ough it isn't the sort of game I'd
get hooked on. Not a bad game
— it'll take a lot of determination
to complete. "

Control keys: 0 pick up/put
down, 1 rotate right, 2 turn
round, 3 rotate left, SPACE to
use, ENTER to continue, B
uild bridge, E up, 5 to play
ame, T to play training game,
abort game
Joystick: Kempston, Cursor,
Hﬁtarfac:lz bl
eyboard play: no problemns
Use of colour: monochromatic
Graphics: very neat 3D
2 1 very
Iatmllme

nd: spot effects only
Skill Iwag: twio mades, training
and play
Screens: 70
General rating: A neat
amade!!::mz!a game that's quite
compelling




Producer: Atlantis
Retail price: £1.99

resemblance to Dusty Bin,
is stuck in the wrong time
zone. You must help him return
to his own time by collecting 32
time rings from each of the three
time zones ha visits.
efore you can enter a new
time zone you must give the
correct rd and this is
only given to you once the 32
rings from the previous time
zone have been collected. Natur-
ally this doesn't ap?w to the first
zone or else you'd never get
started.

Each zone has a maze pro-
tecting the time ring and .Jock
has to find his way around these
mazes trying to collect the rings.
He can move upwards, down-
wards, left and right. He also
possesses something called a
speed booster. This enables
Jock to put on an extra spurt of
5 to éscape from the Time

uardian, but the power which
he is given at the beginning of
the game and which depletes
gradually as he moves around,
m down a lot quicker when

is using his speed booster.
However, Jock's power pack is
regenerated at the beginning of
gach time zone.

Jock is not the only one inter-
ested in the time rings. They are
also possessively guarded by
the Guardian of the Rings who
buzzes around the mazes in a
variety of colourful disguises
blocking the route to the rings.
Any contact with the Guardian

lls instant death for Jock.
ell, actually it isn't instant as
such because Jock is provided
with nine lives at the start of the
ﬁame. He loses a life every time

@ brushes against the various
Guardians but he gains a life for

'-cck, who bears an uncanny

every five rings he manages to
collect. To make matters worse
Jock only has a certain amount
of time in which to gain poss-
ession of a ring because they
become unstable in his pre-
sence. If he takes too long to get
around a maze then the radia-
tion fevel in the ring becomes
lethal and he loses a life.

You can keep a check on
Jock’s prog‘rﬂssbylookin atthe
chart at the bottom of your
screen. This shows how much
energli:lJack has left in his power
Fack also shows how many
ives he has remaining and how
many rings have been collected.
You can also check the score:
Points are scored for each ring
collected depending on its
colour. Extra points are scored
for how much r Jock has
left at the end of a zone.

Once Jock has negotiated his
way around one*time zone and
collected 32 rings from it then he
can move on to the next one. A
password is flashed up onto the
screen which gives you access
to the next part of the game.

The game ends when Jock has
completed all three time zones
and collected the required num-
ber of time rings. lt is then
possible for him to return to his
own time of 2112 AD, no doubt
for a refreshing game of the
same name!

@ " Not the usual of jolly
Atlantis software this, it would
be quite easy to complete if you
had a couple of hours spare and
a lot of patience, but to tell you
the t | couldn’t stand this
e Tha e ae s

ni . are large
but undotnllmf and quite messy.
There are next to no sound
effects, the most you can hope

for during the game itself is a
i every minute when there
is @ ring in your room or an
elo burp when you lose a

ife. one thing that pulls this
game way down avarag
15 it's speed, it is so slow asto
monotonous from the start.
Even for its cheapo price tag |
wouldn‘t recommend this game
as it is BORING.

® “ This iame would just about
be passable if it were played at
high speed. Unfortunately it

vs ever so slowly and con-
sequently becomes a real bore
after the first one or two games.
The graphics are big but uni-
mna:?maﬁve and fack any detail
and the sound boils down to a
few burps. There are plenty of
locations but they all look very
similar and it takes an eternity to
slowly trundle round them all.
The that it sells at two quid
doesn't make it worth buying —
there are a lot of better pro-
grams available at the same
price. *

@® " Another funny title for a
budget game, but I'm afraid
there isn't much in Jock and the
Time Rings that hasn't appeared
in any other budget game. It's
very slow to play, even when
u‘re moving in ‘fast’ mode.
characters tend to be too big

to do anything detailed or accu-
rate with, and the control is very
heavy-handed, only permitting
four-directional movement. This
is & below average game. Jock
looks as if he is a reject from One
Man and his Droid, and the
passages and the codes requir-
ed for the next stage remind me
of that game. | couldn’t find

anything special in it apart from
the nice character set perhaps—
but that's hardly a great selling

point!

Control keys: definable
] rslane i

Keyboard play: reasonable
gsn of_mll.';.;r: ?verﬁge g

raphics: big, fat and jolly
Sound: crummy !
Skill levels: cne
Screens: three time zones with
31 rooms in each
General rating: a very boring
and slow collect em up.

Use of computer 59%
b
' ' 31%
Value for mo 35%
; alue ney s
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Producer: Ocean
Retail price: £7.95
Author: Kaos

race of reptilian aliens —

the Visitors — threatens

to take over the world. A

resistance movement has been

formed to try to prevent this,

which is where you come in:

laying Michael Donavan, fear-

ess leader of the resistance

movement who aims to destroy
the aliens single handed.

Having sneaked aboard the
Visitor's Mothership he scuttles
round, planting bombs in key
locations. However, Diana —
leader of the alien horde — has
spotted your presence and is

oing her best to make sure you
don't succeed. Devilish Diana
has commanded her army of
robots to search you out and put
a stop to your plan.

Four types of robots have to
be dealt with. Surveillance
robots follow Donavan around
the ship reporting back to Diana.
Maintenance robots scuttle
along the floor of the space craft
fixing things while cleaner rob-
ots hover at head height tidying
up. But it's the deadly security
rabots tmtml":lwae! Dnna\-’ran
must rea p his eyes peeled
for. They can be destroyed with
a bolt from the laser gun, and
points are won for obliterating
them, but ammunition is severe-
Iy limited.
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s like Donavan has got i
his hands on the top deck of the Alfe

The robots operate on high
voltage electricity and contact
with them gives avan & nas-

shock. Encounters with robots

on't kill instantly, but they do
put a strain on the hear‘t.axmer
too many collisions with robots,
your heart gives out.

Windows at the bottomn of the
screen  monitor progress. A
green screen to the left shows
messages being sent to the ro-
bots from Diana and helps you
keep track of the robotic hot-
spots. The middle screen inc-
ludes a clock and under this the
score is displayed. A lightning
bolt reveals the laser’s firepower
and a cardiogram bleeps reas-
suringly at the start of the game,
getting more irregular as Mich-
ael's heart is damaged.

Function keys are located on
the right of the status area. From
the top and moving clockwise
the keys are as follows: &) allows
the game to be paused or aba-
ndoned; b) ealls up information
on locations in the ship; c) al-
lows you to Iax;'ycur explosives;
d) is the log-off button, used to
return to the game; e) displays
the security code in the green
window while f} stores informa-
tion about the red-dust formula
that Earth has been developing
to kill off the aliens.

Number kEf to the right of
the function keys, like all the
numbers in the game, are in
base six because the reptilian
aliens only have six fingers!

Every now and then the hero
comes up against impenetrable
semr;g doors that can only be
opened by inserting the correct
code. Howewver, he can move
from level to level via teleport
pads. To use these, stand him on

lightly imp.

one and press up to move up a
level, or down to move down a
level.

Will Michael Donavan man-
age to outwit the alien invaders,
or will we have to sit through
another series of V on the tele-
vision to see if good triumphs
over avil 7

® “V has finally arrived and
after all the hype the game
hasn’t tumed out to be too bad.
The alien’s mother ship is a

. out the TV tli[njlfa. and
up a game a their
mm much for fans of the
telly series as for serious
arcade/adventure players. "

® “ I'm not incredibly enthralled
V. The game has its

points, admittedfy. The anima-
tion for Donavan’s forward rolls
is quite neat, but the back-
grounds make the robots hardto
see, and generally make the
game look a bit of a mess, Once
you get into V, it'’s fun to play,
and it gets better the longer you
5 with it. I'm not sure that

d come back to it a lot, but |
played jt for quite a while.
Overall, not bad, but it could
have been improved.

® " Controlling your man is not
hard, but at first it is a little
confusing. The icons are also
quite_ easy to use after a bit of
practice. The graphics are disa:
pfx:lntln : there's a lot of colour
clash and very little variety in the
backgrounds. Your character is
well animated, although some-
times it's hard to make him out
m&nﬁ the garish backgrounds.

sound is minimal, with enly
a few spot effects. Generally this
follows the trend of most Games

-ofthe-series in that it's
disappointing. "

CEnn‘tmlk : CAPS SHIFT left, X
right, B to SPACE fire, Pup, L
down

Joystick: Kempston, Cursor,

Interface2 :

Keyboard play: fine

Use of colour: effectively

E\onoi;:hrome !
raphics: neat animation an

smooth scrolling

Sound: continual noise

Skill levels: one

Screens: large scroiling playing

area

General rating; A neat arcade
adventure, but where are The
Visitors?

of comp 73%
Graghics " 7%
Playability 8%
Value formoney  67%
Overall 70%

Vg
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Penetrate the labyrinth of this sublerranean citadel on the planet Quartech. Your heroics must save the

human race from extérmination by the alien droids.  Subvert their destructlive course in a series of
gripping confrontations, Ward off their assaults as you grapple with death itself. Pit your wits and

ingenuity against their devious array of guises and trickery. Above all = you must deactivate
: them. Be supreme or risk obliteration. Quazatron by Steve Turner is the Spectrum
equivalent of award winning C64 Paradroid.
FOR 48K ZX SPECTRUM AND 128K
ZX SPECTRUM (IN 48K MODE)
CASSETTE £8.95
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Hewson Consultants Ltd
vy paeb el oo contnuing development of innovative software
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THE CAMPARIGN AGAINST WORLD POVERTY
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SPIKY HAROLD

Producer: Firebird
Retail price: £1.99
Author: Andrew Rogers

arold is a spiky and fat
hedgehog and his ambi-
tion is to get even fatter.

Fifty two bits of grub are scat-
tered, one per screen, through-
out Harold's homeland. In twen-
ty four hours from now winter is
set to begin with a very severe
frost, and it’'ll be time for a quick
quarter of a year hibernation to
put the little spikoid in shape for
the coming year.

Having Harold retire into his
pile of leaves without the appr-
opriate layers of fat means the

r little creature is bound to

ze to death around Christ-
mas time. it's up to all you joy-
stick wagglers out there to get
Harold's stomach packed with
goodies from the surrounding
countryside so he can suryive
the winter.

OF Spiky is a rather special
hedgepig, as unlike all his rela-
tions, this young hedgehog has
decided that the best mode of
travel for him is waddling ar-
ound on his hind legs. The
player controls Harold’s wobbly
progress with the use of |eft and
right, and as an extension to
Harold's lurch there's also a
jump key available that conveys
a little boost into the air.

Harold's home territory is split
into fifty two screens, and as the
spikelette wanders out of view
another screen flicks up. Apart
from the scrummy morsel wait-
ing to be collected, each screen
contains a number of nasty haz-
ardsthat remove one of Harold's
nineteen lives on contact. They
take the form of various foes
including dripping acid, psycho
snails, marauding birds and
other anti—hedgehog
personages.

Most of the action is set
underneath beautiful rolling
countryside. Since few hogs
dare venture down here that's

whp all the food is still uneaten
in the rush to hibernation time!
Along with the food there are
coins which add an extra life on
collection and the odd glass of
wine that'll make Harold a slight
bit tiddly. Well he's only a small
woodland animal and it doesn't
take much to get him drunk . . .
all the controls are temporarily
reversed after he's quaffed a
glass of vino.

So there it is: ignore Harold's
plight and it's all too likely that
you'll have the death of cute and
cuddly (if you don’t mind the
odd prickle or two} woodland
creature on your conscience. Is
this something you can live
with?

@ * Alright! This guy could be a
real cool dude, with his smooth
walk and ZZAP! reviewer style
haircut! Unfortunately, his
would-be characteristics have-
n't been fully exploited in the
, and it doesn't take long
¢ it to become boring as you
trace the same course time after
time. Nineteen lives, even tho-
ugh re all needed, is a bit of
a silly as well. Other ideas
that can be seen to have been
attempted are quite neat, but as
is the case so often, they just
haven't worked. For £1.99,
Harold and his spikes may pro-
vide an hour's entertainment,
but after that, it would be
destined for my ‘budget bin' —
the disposal unit feared by all
cheapies! "

@ " Spiky Harold /s a playable
and colourful %ame. The graph-
ics are not the best ['ve seenina
cheapo game but they're ade-
guate and the animation of your
Jolly character is very good. The
screens aren't very detailed and
there is never much brain ache
in getting the }afecss of food.
After a couple of hours play M had
Just about lost intersst as it is

HIC! Harold staggers a bit after slurping & glass of wine in
the screen to the right. Can he time his jumps just right to get
that tasty veggie?

Jaws agape, the greedy Harold in Liddon Emulation Mode is
just about to feed his face on a tasty morsel of grub, ha vimg

got past the bee and bat

very infuriating when you have
to go through the same screens
every game to get anywhere.
The sound is about average for
this type of game, & whirring
that vaguely resembles ‘The
Flight of the Bumble Bee' noise
and a beep or two when you die.
Not a brilliant game this, but
quite good fun for a rainy
afternoon,

@ "Fat, wobbly and spiky, isn‘t
there a magazine editor who
looks like that? Spiky Harold is
something of a neato budget
game that for some very myster-
ious reason is quite compelling
to F'?' It's not anything inst-
antly definable: it's certainly not
the graphics or sound as they
barely rate above average. Des-
ite constant deaths, | just keep
aving another go. Makin
Harold jump, wobble and sco

ust like a certain reviewer —
) may seem a bit limited and
even potentially boring but
Spiky Harold is worth having a
look at, and well worth buying if
it grabs you the way it did me. "

Control lt?s: redefinable
Joystick: Kempston

Keyboard play: fine
Use of colour: average
Graphies: also average

nd: nica spot effects, but no
tune
Skill levels: one
Screens: 52

General rating: Quite a fun
game, for a while at least . . .

THE COMET GAME

Producer: Firebird
Retail price: £7.95
Author: Andrew Glaister

alley's Comet is speeding
towards mother Earth car-

ing lethal bacteria cap

able o wr|[|’:|ing out all forms of
life, according to the inlay. The
game is obviously set in seventy
six years time when Halley's
Comet makes its next visit, be-
cause a hi%hly advanced space
ship has been dispatched to
destroy the deadly germs that
live on it, (The game turned up
long after the real comet had
been and gone!) The screen
shows a view through the cock-
pit window of the shuttle with
the comet shimmering in the
distance and the stars scrolling

towards the ship.

To inwith you assume the
personality of the ship’s onbo-
ard computer and have to deal
with problems during the voy-
age — the trip is far from
uneveantful,

_ Every so often one of the five
icons on the main viewscreen
flashes to indicate that a prob-
lem has just arisen. Each icon
leads into a subgame, played
against the clock, in which the
fault or threat has to be dealt
with if the main mission is to
continue. Meteor showers have
a habit of knocking the antenna
out of line from time to time, and
it has to be adjusted until the
maximum signal strength is

ined.

rifting off course sets off a
defence systern which releases

||

homing missiles targetted on
CRASH June 1986 31




your ship. A Missile Command
gpe uence then follows, and

e aim is to limit the number of
missiles that hit the ship, which
changes colour from white thr-
ough to blue before exploding
when the shields give way.

Coffee supplies must be kept
high — wital for the pilot's
reactions. A flashing coffee jug
icon leads to a screenful of icons
which control the whole coffee
making process. By moving the
cursor around and selecting
icons, the coffee systern has to
be kept in equilibrium, including
the pilot's biadder, which has to
be emptied with the ‘P' icon lest
it explode!

Now and again, rampant

erms gain access to the venti-
ation system of the craft and
have to be eliminated in another
arcade sequence in which a
moving cursor is used to release
spiralling germ killers. Finally, a
logic problem has a habit of
cropping up in a section of cir-
cuitry, and it has to be sorted out
by providing the appropriate
inputs to light up a set of LEDs

e little sub games cycle

round at randem during the
journey to the comet, and if you
manage to survive them all it's
time to get on with the main
purpose of the mission: eradi-
cating the germbags that live on
the surface of the comet. Des-
troy them all, and you can return
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to Earth a superhero and saviour
of the human race. Take too
many hits from the bugs, and it's
game over.

@ " Thinking of a ame
based on lge mpm.’fws
Comet must have been a pretty
hard task, so Firebird must have

decided to a load of little
games together and think of a
common element. They failed
The Comet Game is an excell-

but it suf-
ings that
aren't well oxrhimd. such as
the antenna al — you
have to press fire on complet-
ion, else you just blow up!
Firebird have probably m
the best

astronomical phenomenon, but
this game is too bitty and would
probably be too hard for most
people to enjoy. *

@® “Um. Halleys Comet is an
excellert feature around which
to base a game, but could seme-
ane tell Firebird that to sell lots
and lots of copies of a game, and
to get high placings in charls

things, you need a good
game! Theline drawing routines
put Andrew Glaister's trade-
mark on the game, but the
repetitive sub-games get very
boring after a while.  can see
that the author has tried to make
the game a good one, and | have
to %ﬁv& him credit for that, but
unfortunately it just doesn’'t
seem to have worked out. When
you have to start doing the same
thing overandoveragain, it gets
more and more tedious and [ got
very bored of it. ”

@ " Grr! The on screen present-
ation is very neat, but | was
ready to throw a brick at the telly
when it kept flashing

LOST on the screen. Each of the
little games contained in the
scenario is passably entertain-
ing, but no graat shakes, and by
the time you've played them
over and over and have still got

The coffes making screen, in which the mechanical
sguipment has to ba kept topped up and the human
squipment emptied out!

Aligning the antenna so that it receives the maximum signal,
as indicated in the little panel on the left. Don't forget to

press fire when you're happy with its position

more to survive before getting
to the comet itself, annoyance
sets in. When you do finally

make the comet, the final sequ-
ence really doesn't justify all the

effort expended getting there.
Sorry Firebird, this game is
more Lukewarm that Hot.

Control : redefinable
Joystick: Kempston
Keyboard play: a bit slow to
respond, maybe

Use of colour; restrained

CORE

Producer: A & F Software
Retail price: £9.95
Author: the A'n’F team

he people living in the
Federation’s asteroid
mine colonies are being
wiped out for no apparent rea-
son. Alien interference is sus-
and Andrew Angello,
explorer extraordinaire, has
been drafted in to deal with the
problem.

Andy travels to Eroc 1 to find
that no-one is left alive. The only
way to solve the mystery is to
locate the bio-memory seg-
ments of the main computer,
hidden deep within the mine
workings on the asteroid. Once
these have been located, the
Faderation can examine their
contents and use the informa-
tion they hold to combat the
alien murderers. A

The screen gives a side-on
view of tunnels on Eroc 1.
Dangerous alien machinery lies
around the mines, 50 beware of
anything that moves or looks
nasty — contact with it drains
energy from the battery pack
powering Andy'’s protective suit.

Each of the four mine levels
contains over 250 cells which

Graphics: neat wire frame
routines

Sound: raspy spot effect
Skill levels: one

Screens: six

General rating: Effectively a
compilation of little budget

games
Use of computer 69%
Graphics 71%
Playability 57%
] ctive qualities  57%
Value for money 55%

Andrew has to investigate —
linked by the flip-screen method
favoured by arcade adventure
writers. Anti-gravity lifts allow
travel between segments of a
level, while automatic teleports
link levels. Standing in a teleport
for three seconds causes And
rew to disintegrate and remater-
ialise on another level. Every
time Andrew uses an anti-grav-
ity lift or teleport, or is zapped by
a nasty, his battery pack loses a
little power. As the battery
powering Andrew's suit runs
down, the screen changes col-
our from white, through yellow,
red, mauve and finally blue.
Death follows if the protective
suit runs out of power.

A status panel reveals Andy's
progress. One display shows the
exits from the current cell; a
clock ticks out the time expend-
ed on the mission and a meter
shows the amount of charge
remaining in the suit battery. An
icon-driven menu allows the
game position to be saved, once
a cassette has been found in the
mines, and the game computer
can be asked for help. The game
may be paused and a saved
position loaded in,

Andy has to find tools and
other useful objects in order to
complete his mission. A slight
oversight on the part of the
Federation means that the intre-
pid explorer embarks on his
adventure without a map. First
prioritymust beto make one. ..




Our superhero matarialises in a teleporter while two mobile
nasties— a starburst and electro clowd hover in wait for him.,
Cameron ‘s got his own personal dark cloud that follows him

round on Monday mornings!

@ " At first glance | found Core
to be ilar graphically to
Al ‘s Robot Messiah —
but without colour clash. The
man is very easy to control, but
he seems to move two charact-
ers along when he turns which
is a bit of a pain when trying to
run away from the baddies. The
whole idea of the game is very
similar to an Everyone’s A Wally
in space, but with scenery that's
rather ‘samey’. The animation is
very smooth and the graphics
mphann? to look at, but apart
from that | found Core to be a

large but rather boring

very
copy of all the good arcade/

e e A TR G e e S e R e L e e e e s el

@ “Core has got a reasonable
scenario, but the game itselfis a
bit lacking in content. The game
is technically above average,
with a very large area to explore;
it has got good graphics, but
colour and sound are both aver-
age. | found it quite difficult to
get to grips with the game and
make any bj'? advances. With the
exception of Chuckie Egg Il, A&F
have been quiet for s while, and !
can’t believe that they've spent
all that time just developing this.
For ten guid, it's not one I'd
hastily recommend to everyone
{ meet, but mapping freaks
might find it a challenge to their
abilities as it is pretty big, but it
isn't mega-good...

SOMETIMES A CONCEPTUALISATION

CRISIS CAN SPOIL YOUR

WHOLE AFTERNOON

@ " | don't really know what to
make of this one. At first sight it
seems to be very good, but after
a few goes it becomes obvious
that you should be able to do
more than just potter around a
stack of screens. A quick reread
of the instruction booklet unco-
vered the lcons, but not how to
use or access them. | really did
try to get on with them, but after
a few more goes I'd given up
trying to make the icons work for
me. Graphically this game is
excellent, the characters are well
drawn and animated and the
backgrounds add a nice touch
too. only gripe is that there
could have been a little more
colour. The sound is poor: there
is no tune, and very few spot
effects during the game. Aith-
ough | can appreciate the nicer
points of this game, | couldn’t
really getinto it,

Control l?:: redefinable
Joystick: Kempston, Interface 2
Keyboard play: no problems
Use of colour: monochromatic
play area hence no clashes
Graphics: quite neat but samey;
nice animation on the figure

Screens: 1,023

General rating: A large, but
somehow uninspiring arcade
adventure

Use of computer 73%
Graphics 76%
layabilit 64%
started 68%

‘ ve qualities  67%
Value for money 65%
Overail 68%

"1

The key totaut,

FIRST IDENTIFY THEXEY
ADVERTISHG MESSAGES. ]

1IN |

intrusive
advertising
is an exact yet
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THE SNOW QUEEN

An unusually intriguing
illustrated text adventure
Program by St Bride’s

Rvailaie for Spectnun and Commadese
Release date: May 1986
Price: 1995 (cassefle pack)

Vicky
Came —wants us o
include her dag. Hoid
her there's no way you
stick client's bloedy dog
in biosdy ad, buf she
kent qoing on aboul
Duhu; Disabuse her




Producer: Ocean
Retail price: £9.95
Author: Kaos

uperbowl from Ocean is a

hma- player simulation of
supreme American

Football matr.;h which pits the
Chicago Bears agamst the
Patriots, Those of you who
stayed up all night to watch the
entire match live on TV know
that the Bears stormed home
this year to a resounding victory.

Superbowl can only be played
prnperlﬁbvtwo human players;
although one person can prac-
tice moves and tactics by con-
trolling both teams,

The game comes in a two cas-
sette pack with a fifteen minute
audio cassette which gives a
brief history of American Foot-
ball and provides a quick
resumé of the rules. It also
reassuringly points out the
obvicus similarities between
American Football and Rugby
Football, in case you go
completely to pieces.

During play, the screen is split
vertically into two main areas.
The section on the right shows
the pitch and the players marked
out in their respective playin
positions while the | han
area is used for the menus that
to control the game's progress.
A check can kept on

much time has elapsed since the
aginning of play, and two
‘video' screens give action
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replays and close-ups on partic-
ular pla\{ers, just like they do on

An eiaborate menu system
controls all the action. Whoever
is playing on the offensive side
must sort out their tactics before
the game can begin. The first
menu shows the types of passes
that can be used: long pass,
short pass, rush play, and
special E?nv {which has its own
little sub-menu). After the
of pass has been selected
your player to make, a further
menu pops on screen and it's
time to choose which player you
want to control during the next
section of play and what the rest
of the team is going to get up to.
Using a similar menu system,
the other team’'s defensive
strategy can then be set up —
o Sl 02
safest to go for when playing the
game for the first few times. Fin-
ally the marking scheme has to
be sorted out and then the play
can be made.

Hitting fire causes the players
to make their moves, and the
right hand display follows the
action. The general idea is to
move the player in possession
away from the other players as
rapidly as sible before the
inevitable nb-crunchlng tackle.
Once each section of the game
has been completed you may be
treated to an action replay,

showing in slow motion on the
video screen exactly what hap-
pened to your team during the
previous bit of play.

@®" Su is by far the best
Mnmmhntblﬂ'glm on the
Spectrum. Ocean seem to have

the exciting of
nanhltnﬂlmm—

@ I'm not the world’s greatest
American Football fan, but |

with though (Tee Hes

sometimes n;uarch {.‘hsrgrst 4
coverage, and enjoy it, so Super-
bowl Es guite ;rouce to p‘}:y
Despite the exiensive instruc-
tions and accompanying cas-
setie, .'fomd.'ffpreﬂyha to get
into, but once [ started to un
sfand it more, welf, look aur
Bears, here | comel Seriously
though, it is a very nice game to
play, and the graphics, while not
revolutionary, are atiractive.
The replay feature really adds to
the game. Everything Is as :t
should be and I think that Ocea)

have pushed the American Faar—
ball theme ta the limit by
producing as realistic 8 simu-
lation as is possible on the Spec-
trum. /like it.

®" A wvery neat simulation
indeed from the Ocean stable —
it's just a pity that you have to
play it with a friend to have
much fun. The graphics are neat,
the control system fairly easy to
use once you get the hang of the
game actually being played out
on screen and all in, this game
should find a place.in anY

simulation collection. | liked lt.
but American Football fans will

really appreciate Superbowl.

The replay sequence in full flow during SUPERBOWL, the
American Football simulation to end all American Football
simulations according our our AM Footie Freak, Domimic

The kickoff screen, with everything set up for the next move
e game was toe difficult for our Cameron to get to grips

Control : Player 1: Qright, 1
left, CAPS SHIFT down, Aup, S
fire; Player 2 ENTER right,
SPACE left, P down, 0 up, O fire
Kempatnn interface 2
I(evboard play: fine
Use of colour: attractive
Graphics: slick, especiaily on the
Action Replay
Sound: nota lot
Skill levels: one
Screens: one main viewscreen
General rating: An excallent
simulation that should be very
well received by American
Football fans but may not be that
appealing to the general
gameplayer

3
&
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Spectrum/Amstrad £9.95

MIKRO-GEN
Unit 15 The Western Centre
Western Road
Bracknell
Berks.




_ SPECTRUM48K

YIEARKUNG FU

If you can master the ten moves, expect the unexpected and FIGHT
for your LIFE against the formidable masters of the martial arts you
may live to meet them again on the mountain or in the Temple.

MOVIE

*Arcade style action drama

*3Dgangsters 'hit' your screen

*Interactive ‘bubble’ speech

*Don’t miss this picture — it speaks for itself!

MIKIE

Mikie plays a knockout frantic farce in the classroom, locker room
and the high school cafeferia. Hip-zap, door attaek, throw balls and
pieds but can yoysmiake him hand his love letter to Mg girl-frieng#

B

Imagine Software | 1984], 6 Central Streel :
3 Manchester M2 5NS. Tel: 061-834 3939, Telex: 669977




HYPER SPORTS _

E 11.af Konam

the challenge wi

imagine Software s anly each

: Svailable from selected brancnes of:
755 WHSMITH 7 ST WOOLWORTH LASKYS Rumbelows Greens. Spectrum Shops and all good dealers.




MYSTICAL S

———

e Tt —

At last, after a short period of dormancy,
the power of the MYSTICAL SUBSCRIBER
NUMBER has been invoked as a result of
strange rune-casting rites known and

rmed by a select band of Ludiow
initiates.

People who already own a MYSTICAL
SUBSCRIBER NUMBER should find a host
of goodies accompanying their cop of this
issue of CRASH — including a GIANT A2
size ST CA LA n G from Realtime, a
special newsletter doobrie produced exc-
lusively for owners of the MYSTICAL SUB-
SCRIBER NUMBER Talisman, containing
details of money saving offers, and a full
colour A [UVZNGMITET from
Hewsons.

A tiny peek inside the top secret MYS-
TICAL BSCRIBER NUMBER newsheet
reveals that owners of one of Guru Denise’s
numerical lucky charms will be able to save
£2.00 on -I*_ P A LG e LA if they
complete a special HOLY TEAR OFF COU-

sent out to owners of a MYSTICAL
SUBSCRIBER NUMBER and send it directto
the Realtime sauna with their loot. Not bad
eh? Lucky ple who already own a
MYSTERY SUBSCRIBER NUMBER wiill also
be able to thrill to the opportun of saving

for the 48K Spectrum — there : :
the basic unit, and senders of another HOLY
TEAR OFF COUPON can even save £10 if
they want to buy a Comcon and a Quick-
shot 2 plus 2 joystick together!
Not deals, eh? If you haven't already
a MYSTICAL SUBSCRIBER NUMBER,
its power passes you by this month, and
none of these goodies will have reached
gg.l'l Nor will you have a HOLY TEAR OFF
PON or two to play with. Ahhh!

oo Positive Waves
Thl’ll =g creqtgq by its pOWer

THE POWE
UBSCRIBER




{OF THE |
VUMBER BURSTS FORTH!

ISN'T IT ABOUT TIME YOU GOT ONE TOO?

'YOU CAN! All you have to do is send £15.00 w
'to Guru Denise with the completed ,apg::; ﬁ

' cation form that appears on this page.

there’s more still! /
This month, novices who seek to avail ' 4
themselves of a MYSTICAL SUBSCRIBER

NUMBER will reap the benefit immediately.

.ehom to mmvm'i e ::lfreie bRk ]
: inder 1o -leleli] as r oraer iIs B MYST’C A‘.
processed by Guru Denise, he k '

 their LG froour Elltgm : SUBSCRIBER
N:):hm'_'_ln tos'am -el = s NUMBER

of the N STICRL UBSCR -

'NUMBER this month can have :égs#CATION

one — Commando,
Frank Bruno's Boxing, Bombjack or ol AR
Ji brand ‘Sawe o8, the verge § Lo ko you tosnsurehel e poer o
i i ; ; E i
B g e L rearisdl L e Ut
r

4 s B Kingdom. {If'm a European Person I realise
this issue. Not a bad deal eh?

B | have to send £22.00, so | have.)

B Please talk nicely to the computer that
e 0 helgs look after all the MYSTICAL
! suU RIBER NUMBERS and refresh mine
or cause anew one to be made available for

my personal and exclusive use.

Don't forget to let me know if this is the first

" (ime you have had a MYSTICAL
{48 N e i : SUBSCRIBER NOMBER.

™ to me at:

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

B Please make my MYSTICAL SUBSCRIBER
§ NUMBER start with ISSUE: |
B |'ve ticked one of the boxes which appear
B next to the goodies on offer to mark the one
# I'd like to receive, so please make sure | get
B my pressie.

s the Shanee :
— owveral:
first rate arcade con- - %mﬁ:ﬁég
FRANK BRUNO'S BOXING

.
E
3 || GHOSTS AND GOBLINS
3 | CRASH Binder




Available from
John Menzies and
all good
computer stores

FOR SPECTRUM, 4 5 2 Liberty House, |
COMMODORE 64 U - 222 Regent Street,
AND AMSTRAD WY s londonWIR7DB |

AFTER THE EGG COMES. .. |
CURE |
ENCY TRANSMISSION . . . EMERGENCY . .. EMERGENCY TRANSMISSION . . . EMERGENCY . .. EMERGENCY TRANS

Distress signals received from Eroc | suggest all human life threatened . . .
Expect to find terminal situation . . . Prepare accordingly . . .

From A ‘n’ F comes CORE; teleport into this fully animated, icon-driven adventure and explore over one
thousand full-screen locations. Will you find the pieces of the scattered brain and put it back together
before yours falls apart?

In case of difficulty, Core can be obtained from Argus Press Software Ltd., Greenwood House, Dewhurst Street, Darwen, Lancs. BB3 2EN.




SMI

P! am pleased to say that this month’s more than overflowing
mailbag contained a high percentage of very sensible letters (there
have been months when this has not been the case!), and | think
they make interesting reading. Subjects for discussion have been

= wide, but certainly a lot of readers have responded to Graeme (the

— Birmingham Godfather) Kidd’'s comments on the Spectrum 128;

— many felt a need to praise or ery out against Mel Croucher’s inter-

[[] view, and there has been considerable response against comments

— made by Tony Bridges in a letter to the April Forum. Lots of CRASH

sten to the radio, not that this is

_ surprising in itself, but what is alarming is the fact that they do so

|| has led them to discover my terrible secret — or so they think. But
more of that later on

One subject that has now sadly faded from these pages is the

r— continuing battle for desk space, writing room and sanity with Rob

' Candy {see the Playing Tips if you haven't already), but doubtless

[ the Powers That Be will annoint my sainted head with some other

— horror

[ So, adifficult task to select a worthy letter of the month from such

. a good mailbag, but this one caught my imagination because of its

L feminist plea _ ..

| Movcinen, soot | FORUM
FORUM

1
]
1 Dear 3
: Many readers write
1
]
Dear Lioyd,
I would like to congratulate you

letters in to express their views
on-something; orto complain or
gstfor publicity. But about

.9% of these readers are
disappointed te find their letters
absent from the next issue,

Of course it's impossible to

rint all the letters you receive,

twhat makes me so angry is on your generally excellent
that some people like Jaremy magazine. It is still the best
ners and some others, have magazine for the Spectrum but
had their letters printed more of late has become inconsgistent
than once. and the Forum rather trivial. | do
| for one have spent &t least not object to any of the covers as
£10'on stamps for the letters | I am not impressionable at
have sentand haven't, and fifteen years of age and | would
robably won't have any of my like to siy that the subject Bf ,

rs printed. But people like
Jeremy aresa hnrrigley?luck\rand
Eeapla_ like'you are so terribly
iased that | expect to see
another of his letters soon, but
none of mine (including this
one). Why am | wasting my time

anyway? i

Mark Corder, Dunfermiine, Fife
i Perhaps you fust like writing
| jetters, Jﬂ

ark. However, as you
1 Wﬂmn vou can be
' v
§ Some

| know that you
schedules to kéep and
magazine is prepared ¥
advance but |ately i have,
disappointed wheng
are intheshops do no
your magazine until
next issue or the issue
Merely Mangram s
are the Playing Tips a

The simple reason wity Adventure Trail, but | find the

more than ,,‘i,gﬁ‘,g’f,:ﬁﬂfﬁfg popular Hall of Slime pointless
i mmfaﬂom froman due to the fact that most o
1 earfier argument. Sometimes scores are made up anyw
U they just are lucky. know for a fact that friend
i ! mine have had a photo taken,

Eesssmsasmasssanl Madeup some high-scores and

{ /HAal, of Fe
hss‘; outlived i

i WHILE THE CAT'S AWAY . ..

! Dear Sir,

¥ | am a reqular CRASH reader,
1 and of course, Spectrum

1 owner. | have noticed that 58%
1 ofthe letters you print on your
1 page are from teenage boys

§ with the remainder from their

§ dad’s and one or two sisters. |

§ can't ever remember seeing

g one from a mother in her

g thirties {early thirties) so here it

§ 18- {But will you print it?)

g Thereisnothing | enjoy

e
school, af aby’s playing

’ g_tuett_v.‘tmnqgwdmm on

I the old joystick (or keyboard), |

B don't buy very many

I expensive games but

R occasionally manage to

B stretch the housekeeping a bit.

i |love adventure games but,

1 unfortunately, I'm not too

§ good at them (f haven't

i mlm The Hobbit).

1 rm games are another

1 gmt_favmrita, at present it's

g Firebird’s Booty, but | do enjoy

g 92mes like Blue Thunder and

i rrier Attack and of course

i
: | bet there are hundrads of

sent them away to your
magazine, where as often as not
they are printed.

Asto your ratings system | do
notalways necessarily agree
with them and when bein
confronted with six CHAS%I
Smashes in the February issue
and eight in the March issue |
think it becomes necessary to

xpense of titfes like
. Perhaps taday jt
ed its time, althdugh
the questionnaire results

Jindicate continued popularity

other miums who wait till their
lads are at school and then
have a sly go, so come on
ladies, stand up and be
counted. Parhaps in the future
Crashwill run a 'ladies page’
ust forus (Good idea eh
loyd)??
Mirs Lin Rhodes, Lewisham,
London SE13

l'm sure | have printed the odd
‘mum’s letter’ in the past, but
gau'm.ngm-— they’re few and

rbetween, and yet there
must be plenty of housewives
and mothers who find some
time on their hands in the busy
waorksday and also have the
inclination to play computer
games. Let's be hearing from
you then. However, not all
female CRASH readers think
Fm that wonderful as a letter
called ‘Fudging the issue’
indicates. Anyway Lin, that's
£20 worth of software for you,
50 you ean Update on seme
newer games than the enes
tﬂ: mentianed!

| with some people. What do

'F‘ readers think?

i {'ve spoken at some lengtiin

| past issues about the timing '.I

| probilems that can arise with

I :?;_ame release dates, seeing L

| finished pre-release copies an

I actually getting a review out on
the Strget. We're s/l too often in
thehartds of serendipity
LMLWD
and whatever the opposite is

when theytoni! I'n g? to

having tog
Smashes, but a
month’ is anot
Sometim

& equatioryand ;
pre hard and 1a

another option ope
mhe questipnnaire fine'y

en things gowell, §

-you NOT complaining about- §

%
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'BYE BYE SAILOR:

N N O e S

DJ Torcroft’, Weston-Super-
Mare, Avon

L}
4
)
L]
L]
Ll
L]
|}

L]

WHO DO WE
- APPRECIATE?

Our deeply beloved CRASH editor, Graeme Kidd, sparked off
some controversy in the April issue with his comments on the
126K ! trum, Lots have written in on the subject and there isn't

1

|

B

]

§

[ ]

]

E

? room forall the letters, so te get as much in as possible, here are

: Some extracts, m«;mmﬁg long one that states the case for

]

8§ Dear Lloyd, § toplay them? The obvious

1 |thought lwould write toyou g thingto dois to let somebody

§ toair my views on Graeme g ©lse make them, and only ifit

S SaecaniiEs e B T you st CRASH

§ Spectrum 5 reasa . you (a

g games m;chir:]e in last months : Towerséha;eat%d us all NDr‘l'
issue, and perhaps to to buy the 128. This means that

: encourage psop,fto support B fewer gzcogie will buy the 128,

. mfnﬁ%arﬁcis Graesme was gi_ﬂ]g; war;: grﬂt‘;v tmsit o

Wi Cal
: talking about the software they’re incredibly gullible, and

therefore fewer companies
will make fewer games, fewer

manufacturers attribute to the
new machine. And it seemed

tome thatmost of them had no people will buy the 128 and so
fixed-plans for the future and on, etc.

were waiting to see how wall CRASH Reader, Shrewsbhury,
the machine would sell, Thisis Salop ;

fine if the public are going to
support it, but at the end of his

HELP!! My son has just sold
article, Graeme said that due

his Spectrum Plusand is
desperate for a Spectrum 128,
As lam one of the many mums
who know nothing at all about
computers (a RAM to me is still
an animal) maybe you would
advisa me on buying ene! Is it
a good buy and without being
biased — is it worth the

L)

the gospel, b
companies are not writing
games until the machine sells,

and the buyers are not buying, g money???
because there is no decent Jammidgley* Guiseley,
software, then you might as Leeds ¢

wellsavgoodbvat &
| would not dreg)

minute of ‘putting
down as h@éis ab
highly respe:
* the computer présss
for such a magas

igalexcellence, and due

to the release of the Spectrum
128 | am now worried that
magazines such asyourselves,
will concentraté on this new
machine and leave us lesser-
mortals behind in the rush.
: After all, the ZX81 was never

MNow, think about it Graeme. If heard of again after the

we all waited for everybody ' Spectrum launch in 1982, |

else tobuy the new 128, where _ would like to kn hat

would we be? Look atitfrom ™ decision CRASHGH make
I the point of view of the : about 128 coverage and
[ |

everyone else will Wa

the 128 becom success,
especially after the recent sell
out of Sinclair to big rivals
Amstrad.

M Smith, Bournemouth,
Dorset

are companies. What is sagerly await the outcome.
the point of making games for B Justin Bickle, Plymouth,
a machine which has nobody B Devon
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|
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|
|
|

*128K UKI It's here’ hgpip il bty st e
Oh dear mel shock horror, fear “ [:l. B
Woe is us. Woe is me 'Y s
Isthis the end of Crash aswe see? 4 :
! %
Am | too early or am | too late? % n
Oh my god! les the 128 - % E
Will you ch this mag asyou show it7 % |
Is this the end of Crash as we know it? s [ |
|
This 128K can't just be a myth » .
Is the 48K Spectrum on the edge of a chff? % "
Uis 48K owners can't take this @fymore (Y [}
Put us out of our misery and tell e score % o
L
Wil it be reviews for the 1287 . .
Come on now you can tell us stri LY »
I If you do away with the 48K~ * - LY u
Spectrum owners will rebel and y: ave no say “ :
So take this warning while it seems quite clear! hs B
Or else itwon't be long till you are trembling with fear! “ B
So keep up the game reviews for the 48K s I
Or it won't be long till you drive us away! 3 B
Stuart MacDonald, Falkirk, Stirlingshire (Y |
PS \'fur mag won't be the same with 128 game reviews every B
week.
Phew! The first point to make (he said with Graeme's unsafety
razor st his throat) is that Graeme djd not say don't buy a 128. In
fact he said; “So if you are thinking about upgrading from ;uur
trusty 48K machine, the best advice is ta hang on in there for a
while, and see what happens.” &

The operative word was ‘upgrading’ and, as we have just seen
with Amstrad knocking its price down by 40 to 133, the sentence
mdeﬁgaaa‘amsp. Graeme did not mean to imply that ne one
should buy the 128 but that caution in changing from 48t 128
should be exercised. For people who do not own a 48K Spectrum,
then the 128 s a sensible purchase. | hope this answers Janet

ley's worries. : .

_ Those concerning themselves over the gradual decline of 48K
in favourof 128K games, now have Alan %rwwrﬁ
take into account, and I suppose there’s little doubt that the 48K
Spectrum’s days are numbered, but don't forget— there are a jot
of machines out there and software houses are not going to

p the software over night.
course CRASH /s bound ta review 128K games, otherwise

we would be letting down those readers wha intend to upgrade,
are doing so or may already have done so. This chang '
machines, complicated even further by the Amstrad takeover, is
clearly a bit disturbing buttﬂeﬂfmgm usually is, and [ would
suggest _etwa. rﬂigf\'es xes a bit, bides their time and sees what
inthe next few months, |
So much for 48K owners, what about someone who already
has a 1287 ; |

INTERFACING TROUBLE | wmn | m |
Dear Lioyd,

| am the proud owner of a Spectrum 128, a computer which |
heartily recommend. | am satisfied very well by the 128, buinot |
by the service or attitude of Boots, who supplied it. The package
comprised of the 128 camﬁuter, at recorder, two manualg,

twi Ocean games, a Cheetah |

wouchers and a 15 general Boots voucher. A few hburs later | )
discovered that the interface didn'tfit, . * i \
, I returned it next Saturday and was issued,a replacement which
was shbwn 1o fit. | then wasted several hoursteonvinced that | was
daing something wrong when the joystick still failed to wark.
According te Sinclair, it is IN 31", ia Kempston co tible, but
the computer didn’t seem to realise this — the Kempston option
didn’t function. | returned it that afternoon, and the replacement
‘was tested on my eomputer in the store. An assistant loaded

Robin Of The Wood, the computer ‘expert’ was busy nearby with,
anat mer. First of all she tried the Sinclair optior, then

@t § one— neitherworked. She then soughttheadvice,
o " who told us that they'd recently been cohtacted -, =

5

m’iﬂall  that he'd known this for a coup
waswhen I'd bought the 128 and warnted'e
been informed of the fault. He now said that the
just this minute heard. He then tried to find the lette
o'nTl{haang had it for 'literally’ a minute, he'd lost it.

en the assistant, who previously hadn't had a clue.abg
what was wrong with the interface, transformed into so
who very professionally showed me the relevant paragra

)

le of days. | replied that
' W l | hﬂ t

stickand interface, software s,

lair about an unidentified fault in the interface. He said . b :'




the newly found letter and casually assyred @ that I'dijeta

working version when the fault had beer

It seems to me that although the fayl
blamed on Boots, they are taking a
accepting their money but not being
a potential fault. ! o

Now a piece of advice for 128 :
Mic leads, the Reset butten is da

I've also noticed two traitorss
aPCWspyand FrancoFrey—.a
b of them before they-suin yol

magazine. ; I A
Na‘lg:anwrs, Taunton, Somerget £

Working backwards, | can assure you thgt Frant e frugalfFrey
has never done anything for Computer Choice. As for John
(Aloha) Minson {the man who's shirts scream i
release), I'm afraid to confess that he does By
the place and (whispering] sometimes inp
surprised about.

army part, {'m not surprised that Boots se
about the interface problem — they weren't the only on get
caught out, but it deesn't excuse that particular branch’s easual
f.;ﬂtfrua’e. {

THE SECRET’'S OUT OF THE
CADDY BAG

l Disregard all the other claims

| know you are 83 but you
of knowing your identity, | should be able to read my
have found it. | was watching writing,
| golfon television the othef. Tim Borring, Kimbolton,
day, the US Masters to be Huntingdon, Cambs
| exact. Tlag con;gent}?tom i e L]
were talking about the reco ;
| forthe n%sm Golfcoursein  Apparently, some person
GEUf'gia,. SA, when who's nam L|Dyd Mangram had
1 name shouid come up but agred 84 in the U "“33‘59"5
| Uoyd Mangram, that's right odd years ago. So

have it, a 65 year old
computer maniac
1iafford a new

your identity is finally out.

|' May all your hales be
birdies. kBol ¥
I Jeremy Weston, Box,
b

e
| Wiltshire - ]

ey

ats of laughter
§Bt one thing

& person you
8 a famaous golfer,
AMERICAN! ~

Vs i This means that the &tu
® | of Derek ris a pict
: , alias an 83 year-

\Bathrough and
iy’ 1 outi Basides which, and
flst name, a you can check this one out, his |
ots of fetters. name was not Lioyd

| 1Have you got

angram, but Lioyd |
ou as egolfer? 2 Please can |

GRUM with a 'u". Good 1

1ave a Monty Mole comie- Ary guys. Now where did | put
strip? 3 Why-don't you have the putter. . ..?
Jetters fromn Chinese people? LM

_.

UNDER PAR FOR THE COURSE

i Dear Lloydy Baby, be of very inferior quality,

Picture the scene, there | am, especia!lgwhefemeia joined
I cruisin’ down'the freeway inthe  the reel. So, writing to ﬁua,l
= ol’ Chevvy, whag suddenly, ° explained the situation. They

I whata
* but my friendly neig
computer store. "GoSl
exclaims |. ‘Must boog#

2 horizon wouldn't have it, however, and
1066 sisted | paid another £10 for
copy. | did. It lasted less

i in 48 hours. Crunch. This is

% there 'n’ segwhat a joke. Thirty
the way of sgf h for nothing. and

L

. and what cd S pathetic quality

I ek So, how's about it, Argus?

" While we're on the subject of

golf, you wouldn't happen to be

_related to the LLoyd Mangram

'who won the Open in about'1953
Id you? Oh well

Benson, Hamilton,

Nextday, lload it. Unbeknownst

! {(LMLWD) ta me, my tape deck's

. {can’t say that we've ever

B e e B R R R Rl

| feeling hungry.Crunch! Sillyme  noticed any problems with
« | think. Must've been my fault. rgus tapes before. Maybe
| So, at the next possible ; they've changed cassette
« opportunity, | buy another Nick manufacturers or duplicators,
| Faldo plays the Open.|load it. and maybe, a problemn that
« Notabad little game. Nextday,|  befalls most software houses
| load it. Crunch! Another tenner from time to time, they've
* bites the dust. suffered a bad batch which, as
Never having had a tape they tend to stay together, all
i chewed up on me before, and ended up at your friendly
» now two inten days, mademea  computer store. Any comments
i bit suspicious. Upon examining from someone at Argus?
- the defunct cassette, | find it to
EEEEEEIEEEE NSNS EEE®
INCREDIBLE!
TRANSFER ANY PROGRAM TO MICRODRIVE

The full potential of your micradrive can be realised with the

A& NiBALE
> MICROURIVER

fopr

5 .
NOW WITH EVEN MORE EXCITING
FEATURES AND STILL ONLY £39.95

Fsa'&.érﬁ:E f loading f
ven faster ng from cariridge.
NEW Optional saving of screen dispiay.
NEW Copy function for screen dumps to ZX printer.
NEWDUIQJ function for ram hacking.
Consists of hardware . no addiional software required.
Transfersany program to Micredrive in one simple operation.
Extremely easy o use.
Freezeany game at werrJ.vdrrt, save it, and restore it later.
Compacts program for efficient use of cariridge.
Thrm)qhmnnmforom i 5.
+ "Poke™ facility or infinite lives etc.
#* Also saves 1o cassefte.
“If you have a microdrive the Microdriver is the most important pie of
hardware you could buy. John Lambart — Sinclair User
“., . Using the Mirage is a dream . . . this device is @ must for the serious
microdriver.” Crash Magazine — August
":Mpwmmewmmmmmmarm."
iolo Davidson — Your Spectrum

UPGRADE SERVICE: We will your axisting Microdriver, Simply return the unit
10 us with a chegue for £5.95 we will il tha iatest version ROM,
M:Tmmm mdmmwmuﬁﬂmmm

Ba%a ; ams rage
Wmmmmm' is

present.

NOW AVAILABLE FROM YOUR LOCAL COMPUTER STORE
Or in case of difficulty
order directly from us
24 Bank Street
Essex CM7 TUL
Microcomputers X

Lirnited Tel: (0376) 48321

Trade and overseas enquinas wicoma, m E
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THE MEL CROUCHER AFFAIR

Dear Lioyd, e
| read with [nrereq( Graeme
Kidd's inggrview of Mel/

; rning the

ut, doss|
realise that people on the
whole generally enjoy these
g'_-Ia s, no matter how banal
they

they appear to be. For

| (April) CRASH Hotline chart,
| and to be more specific the
[GaalL =

ExMachina, mgrb :
thought the public wouldn't
enjoy those sort of games.
.And, judging by re :
resent opinions thi
ave gm ht. Look at the
1985 eaders’ Awar
any totally ariginal ga
there? Deus Ex Mac
robably didn't
scause, amongsto
reasons the publicdi

with me that he enjo!
writing and playing
Machina, like many
pragrammers would say
abouttheifly
conclusion is that mare

programmers enjoy writing
games like Cornmando than

us Ex

other programmers who enjoy

writing games like Deus Ex

Machina. And it seems to me

re, or however pointless

instance, let's look at the latest

am to
e it

itwill be very interesting to see

how well 1D will sell.

Croucher will probab

ames. So alogical

f

e

%ﬁgectly goad imagination.

n Mr Croucher says that
they do not have the

vocabulary to express their
thoughts! Was Mr Croucher
aver 142 | doubt it. Sorry Mel, |
think you've got it wrong.

Mr Croucher then suggests
that the unimaginative 14-15
kids are getting bored of
computers like the Rubik Cube.
Rubbish! The average age of a
CRASH reader must be about
14-18 and the growing
popularity of any magazine
can only suggest that
enthusiasm is increasing
rather than being 'stuck away
under the stairs’. Sokids aren’t
becoming bored of the old
concept, contrary to what Mr.
Croucher says.

herwise it was an
in restin%article and Mr
Croucher brought up many
good points, the answers to
which only time can tell.
Guy Walters, Beaconsfield

| am writing in complete
disgust about your Mel
Croucher interview. It isn't
CRASH that I'm disgusted with
it's Mel!l He says (section on
senseless violence, last
paragraph) that us kids of 14-
15 years (| am one of them) are
incapable of coming up with

. -an original idea and even

enwe could, we wouldn't

qan who is damning the

of society. How pathetic
Siman is.
he software that us ‘kids’
turn out may well be
derivative, but that is usually
due to us not being brilliant at
artificial intelligence
techniques. There is one game
however, which was
programmed in BASIC, was
not technically excellent, and
didn’t even get a good review.
The game is Frank the Flea
reviewead in the same issue as
the offending article. There
was not one bit of killing in it.
He even contained some
compassion in that the end is
when the flea meets its
mother. Try and sneeze at that
one Mel,

lam considering an artificial
intelligence game at the
moment. Pipe dreams, ‘Kids’

programmers attitudes seem  —= dreams,” Mel may utter, but|
to reflect on the opinions of the

games players.
Before mis
raise two more gliick points.
Mr Crousher claims that

teenage programmers do not
possess an active imagination,

and thus canonlybe
‘deriv E‘%est thisis
utterly | us, , of
course 1 year olds have a

44 CRASH June 1986

uld liketo

— read the interview, |

know | have the capability to
design and program it, and
definitely the imagination. As |
became
more and more sure that
Nuwave was the company
best suited to it, but when |
came to ‘that’ line; my mind
snzpped off the idea instantly,
and its present state is not
likely to change unlass Mel

changes his very destructive A

views. To sum up, | think Mel trurmpaet blowing. /

had better look at a few of the MrMays appeareg to miss the
“tids' around him, andinstead B pointthata lot of people are
of seeing them as mindless dlsapm'"mdkﬂ“ d ftusfrated :J'l"

prats hell-bent on killing, try : 165 RE o
considering what a benefit e pren
they can be to software. — b 5 .
ours enragedly,
Tillson, Littleover,

Simon

paying custa W
while they wera
yet man to-delive
| read with graat interest I
Graeme Kidd's interview with

Mel Croucher, 8 man with
whom | share many views. |

am a 16 year old student, who - ;

;ma?mﬁgg iﬂjnmm' ““ge af remembering that postal orders
owning a 48K Spectrum, for have to be paid for in advance).
the past 2 years. | have seen What harm is there in
and watched with great finishing @ product before
interest how the Computer advertising it? The reasoning
industry has changed. In the behind advanced advertising
ast 4 years the Spectrum has would appear to indicateia
enhanced to its certain lack of faith in the
mmp:d limit with new produ roduced. Are
50 B ouses so uncertain of
We have been flooded with hat all their
hardware like the Microdrive,
ga'fa-driva, mﬁganﬂ
‘many others, yet where has
this lead ﬂ'rasi'ndu.s.tm Instead

dangled

consumer for months on end.
Personally | wait Lintil I've

seen a program running before |

buy it and [ suspect many other

people do too. All the pre-

of improving | think it has dis-
m'g)rovad. providing re-runsof
old computer scenarios, like
platform games and lately the
wonderful if over-used
sporting idea. What the

m:“t is ﬁ:ﬂﬁ ik of production hype is wasted it
which Mr'cfghcﬁargzﬁms well "'”'i'”'d st .
able to apply to his skill with i i g
Mmmﬁhf have yet to synchronising the release of a
encouniter /D which sounds producétl and ?Js adverlﬁ sihng has
bt e o i its problems but surely this
iy "B*-;.ﬁd'g'wi’.mm "™ situation can be overcome or at
: Beatty, Carrickmines, least improved upon. Mr Mays

can sympathise all he likes but it
tdhoesn‘t in 12?" bw;rw make up for
e anger felt by a. many

people. it's about t?r:g{:hase

ple got their act together
muse sponer or later
someone’s going to find
themselves without a paying

see° UP

Dear Lloyd, blic.

| have always been impressed rtin Wright, 16a

by CRASH's policy of lefting its Copperfields, Chigwell, Essex.

readarshi?fanr its viﬁ. The .

support of freedom of speech is ) s

highly commendable. It was mﬁﬁnﬁ: til v

K;Jthlmisin rman matlresdd there is great value in. pre-
ril's Forum. | was amazed to p-“&"; o 'u'r'p"mo!-' fari

see Mr Birch's letter in support S e { it sg

sdgdiertising. | find it On't
mmeone should hand

itsa

would,
er, but this is
zealous




Packed withall the actionand atmosphere of the
- movie: Bigales s a mullipar game thatll keep youon
- jeliie edgeof yourseatnight to the-end of your mussion.
- Commodore 64
Amstrad CPC £9.95 tape
Commuodore disk £12.95 - Amstrad disk £14.95
Bioglest-shirts flotsscaves burnbanoesa
kersavalablolo —ask your i

1
1}

DYNAMITE DANTI
Jynamite Dan's back - and how! There's 200 screens”

allenging gameplay, simply crawling with
lielligent aliens out to trap you, to keep you on yout
{(which will be tapping like mad to the amazing

" e e ey | ACTION REFLEX
Thebrand-new, allaction, M .
launchescutwithareal smasner [
multilevel Beattheclock ball came-ar
wheredid yousee that:

chequered ball beic -

Spectrum £3.9&}_tape

STRIKEFORCE HARRIER

Fly by the seat of your pantsat the conirols of the
Harrier, oneef the world's most exciling combat
aircraft. But beware of enemy ground and air attack as
youbattle your way toyour ultimate target

Spectrum - Amstrad CPC - BBC/Electron £9.95tape
BBC disk £12.95 - Amstrad disk £14.95

Pumell Book Centre, Paulton, Bristol BS18 5LQ Tel: (0761) 413301
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ADVENTURE

UPSET

Dear Sir,
A In the

ber 85 issue of
A, CRASH, Derek Brewster
} an adventure that | co-
A wrote with Hon Lemmon called:
d Project-x the Microman. The
A review was quite lengthy and
A detailed, although Derek made
ﬁe!gwrracg:mﬁwﬁons
i ng the game, for
A instance he sgaid that after
A making a bridge across a
crevasse using a twig (in the
A adventureyou are only 3inches
tall}, that there was no mention
ofabridge being made. If he had
jooked he would have seen that
there was A TWIG FORMING A
BRIDGE! If that's not a big
enough mention then | don’t
know what is! However, being
_considerate and thoughtful
adventurers, we noted Derek’s
points about the unfriendly
vocabulary, more helpful
pts etc, and made many
important changes to the game.
We wrote to the Signpost
section of his adventure column
and pointed out the above
changes, but the letter was
never published, so we left itat
that!
Six months later we had the
good fortune to be approached
Global Soﬁwﬁv.;}gl an offer
bt

g the'same ratin
.« did'the first time round.
Now when a game is
criticised, either fairly or
otherwise, you would expect
changes to be made to that
game, 1aking heed of the
criticism. Well, we made the
changes, but Derek obvioust
couldn’t be bothered to ch
and see if his comments were
noted, sowhy did he bather to
make them in the first place? An
adventure reviewer’s job is
much harder than that of a
reviewer, simply
se of the time needed to
solve the game and the
A brair:gws required to work out
whether the solutions to the
problems are ?ossibl:a to
A achieve in real life.
Tim Kemp, Norwich, Norfolk

a Obviously there's not a lot | can

A\ sayto that, but no doubt when
Derek gets to read his copy of

A\ this issue, he'll think of
something!

4
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B Dear Lloyd, K

B Why, oh why do magazines

# have 'Pull-outS ments’. |
@ can see no logical reason for
@ them. (Butthere again, where

VALL
LITTERS

g g T TN R

atk
 Dominic Spray, Watford, Herts

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

has logic come into play at
CRASH Towers)? If you don't
ﬁnhm&k nails or rip u;g.?g{a =
gertips.opening plesin
the mag tou};?.nl-mn’ the
supplement, then you do so
trying to close them up again.
Once you have e
supplement out, | B
within a week the blastedittle

trace. I've managed to ra
watchful eye s little pa
of a supplement, but with
‘add-ons’ from other mags,
{which will
annon e case halid
been the ach time: they
have all gone "Missing in
Action’.

*Ah’, | hear you cry, ‘but if we
didn’t put in supplements, we'd
have to use ‘pe bindin

ain

Bridge's letter, April 86). Well,
have worked out that 140
(Number of pages in April
add 24 (Number of pages in RC's
little number) doesn’t exceed
the maximum number of pages:
196! (Also mentioned in the
reply to Tony Bridge's letter).

Simon 8

general. ..

Deatand,
Grovel, O Mortals, Lam the

High Priestess to the shrine of
the rubber keyed Spectrum.
Slowly my disciples
tuming‘to the Spectrum plus
and A NORMAL KEYBOARD!I
want to hear that all my
remaining believers are
writing in to let CRASH know
the faith in rubber keys is NOT

thing has disappeared without a.

N

{Mentioned in the reply to oy 2

TECHNOLOGICAL
PROGRESS ISN'T ALLIT'S
CRACKED UP TO BE

rd's letter about the daﬁghts of turbo lpaders also
sparked off some maore ideas on the su i

So, Lipyd Mangram, let'ssee #§
u wridgle out of that one! ]
ichol , Christchurch, @
Dorset ™
" PSls Brewsterasyoung g
ashe in hisportraitatthe g
start of Adventure Trail? n
No, no, no, yi :
wrong, the B ent
as to add th
p T :
&
[ ]
]

e leaf’, ]
ges without §
hese afways g
nis' stands.andthen g
pomplain about being g
Ff. besides, just because g
Vbull-out’ dogsn’t mean .

you he , Derek
does look that young in real life, .
in fact the drawing does little B
Justice te his handsome u
dashingness (okay Derek, you [ |
oW Mme one Now. . . n
LM L]
amd

ject of progress in

The almi

| am writing on the subject of

turboloaders. So far Simon

Shepherd is the only person to

wrrite in aFmetnimth them.
ave been

Sarah Lil
Somerset

All other letters

>




e e s b
=

complaints. | have them. But what about the whatever.

So, message to your |

Kevin McClearn says that a lot
of software these days is tno

>

experienced no problems with e rapmmﬂmg? . 1 :
Speedlock etc, but | think ?En feams - reviewers; all that glitters is driginal for its own good, |
software hous.sashould take a introduci tha not gold — pay more atieption agree with him in some
look at Durell.“Saboteurand % fed the factur pred to conmnt rthan al respects, namelx{ace utterlv
o Jurbo Esprit {l bou agm both) reatrtqfrespan.s fra _ bering Deus Ex hina, bui
have one turboload side and dgrs X Ai“ Walm;_H B, Biistal, | | |, Kevinalsounderlines gnmes
% one ordinary load. Soif you do et } b e such as Gyro , which
“have problems with the fast His 'K factor’ is G‘t]usﬂ . «there’s aways ddangerwitha iued(%ﬂﬁﬁe&nash and
fou can load in tha other - mist butdoes h 4 irmova g0, that i th | found to be excellent

have beenaga : B toc TET refty 2ppe Win then went on to
Turboloa s pres ant no ovend ﬂveam?igi fielm actual tn that there were some
probiems for h 007 wargames, bo | ; vas clearly. nes which were original but
interface, twin di ; latterly eo t : : readh of ghly such as
Bumgrams, suthlssv m ¢ gZ£X81 and' Spectram han Kung-Fu,
rell’s should be use & ! . Ci isn't
I st a Jazzed

Lensluk. In my opinion nd as for Yie
lensloked games'sell less (i its Y 8 gai i ] rKung»Fu being original!
copies than ordinary gpes. If invalve s nplet: ; Obsession with avelty “There are millions of martial
50 copies of le ed ane : L i INts. la hhome pertel rts games on tfie market @
ordinary games (eg M i : ] ames was fortunately moment.
Tomahawk) were put on sal ear: night :
then the ordinary copies £ e class; e vfactor, that ga

‘Frs(_eli quicker. And again " HORS roriplomacy, wi e ! "(acto{ are cra
L&ns posés no problem fol be those tl , at heart, : 1
the 007 interface enterthe =
code (if n) andthensave .
to tape. Hopefully the software
companies will see this point
of view, and will follow
Durell’s lead.
Dave ‘Lilbo’ Lilly, Nailsea,

{ Avon * Yas Med it is all a matter of
| fife’ er that appeals, opinion, ardwithout diversity
| The software protection ga : srand provokes of opinion life on Earth wouwld
ices continue to flurmmox, ght. be very boring (Lloyd's
te and defy those who Here's same maore rhaughrs tendentious moral for the
them and amuse those e maonth)

e, § W8 S LI
___EXPRESS SPECTRUM BBC

and COMMODORE REPA IRST §

FREE WHY PAY HIGH

P GAMES WORTHE24 ‘FIXED’
WITHEVERY REPAIR* PRICES

NEW GLINGA, SAUD ARABIA
* Spectrums onl R S Mmrwi vt Spectrums to. AND REFUND THE POSTAGE NCURR
{We do not charge you for our your complter being repaired and if MANCOMF R rapeliet

Shere s ncting Wrong Wi I we il 24 HR. TURNAROUND _ NO-QUIBBLE MANCOMP o
rmﬁ' W“m 208 ol GUARANTEE  NO HIDDEN COSTS. Bk - k)

mmwmﬂ, FOR REPUTATION & HELPFULNESS — Because we repair hundreds of printworks Lane, Levenshulme
‘!mmmahmmm computers every week, we are  Manchester M19 3JP
0 v s gt They 2Dl topasson our ‘component- phone 061-224 1888,

are caled mdwwetas OO SocaC T FOU I OR 061-224 9888,

prices
- m.uw £150,411650p, Upgrade  OPENMON -SAT Sam to 7prm

fitted £18.95

‘--‘ LOW PRICES for the smaber (We may refuse %o revive
-.l' ropahsl (e, O for keyboard fauts) FOR SPEED — ~One firm at lsast can

G FCIRLDWPHCE “!' =

what

i Bmm]mdfnrlﬁﬁ wmmm returm journeyl

e mstmmmm msuummm 1985, Fﬂmmmmnm
and biindingly efficent! HFA‘IE&E

extra).
THIS [5 WHY Spectrum usars from :Sawrmrhypmmwwﬂ
oz Longon, Cornwatl, Scotiand, On-site maintenance :pm %
.: ] Birmingham, Liverpool, Covertry, | B.M s and most makes
e G T
-' Wmtmwm EOVP, EIRE. GERMANY, HOLLAND. What we do today .
| B o 2 helpful attitude” AUG 85, KUMIIT, NCEWAY, PAKISTAN. PAPLIA ARE ay

WHY DELAY — OUR ESTIMATES Ll
FREE ANDWITHOUT 0BLIGATION. ¥ othars do tomorrow!
NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER

CBASH June 1986 47



® allant gar
Richard Hennessey, Fleet, Hants

Isympathise with you Philip, but
a point needs to be understood
here. It isn't ‘'us’ at CRASH who
decide what price the Eiran
shops charge. Indeed we don't
actually send the magazines

THE AZIMUTH ALIGNMENT PROGRAM
RECOMMENDED BY EXPERTS
AND SOFTWARE HOUSES

OPERATION

ALIGNMENT

Operation Alignment s all you need to look after your
computer, The azimuth alignment program will check the
correct angle of your tape heads and the specially designed
screwdriver will adjust them accordingly. Allinstructions
and readings are displayed dsaﬁyon screen.
If you look after your

computer you'll look out

for Operation Alignment.

“| found (it) consistently

more reliable.” Your Spectrum

£5.95r.rp.
Send cheques and postal orders to

PO Box 67, London SW11 1BS.

' FUDGING THE
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N A DIFFERENT SORT OF ADDICT "

% R

glone

l
I
|
|
|
1
l
[
2
!
8

anywhere, that's done by | girls, and did you know that if
international distributors, over ll:lt refer to us as

wham this company has very fuhwem or ‘chapesses’
little control. The best thihg !can | agah you are going to end your

suggest is for you to subscribe
diracﬂy The sub does costa
fittle bit more than in Britain
{because of the exchange rate),
but I think you'll find it still works
out much cheaper than you aré
currently payil ﬁ by getting
CRASH through the shops in -
Eire, |
LM -
________ —————

hnads

p it and end our nail-
ense— PUBLISH A

gshawe, Wadhurst,

f‘m sm hat's completely

o v day, if not entire
never knowin Iy
. N issue, in fact I'm
highy regarded as a ‘straight
fram the shoulder man” (it
comes from all those golf
swings), There's never been any
‘Candy fixation’, unfess you
regard just reran.-on for being
bunged offyour desk a fixation. |

ISSUE

to you, |f|may

beans sucker or have "“nothing against good-

meat: loaking, capable, intelligent,

1 Why do vou Lwahmav worthwhile computer literates,
eorZb but we're talking about Robin

smnrt aloc comments

Candy here. Any linguistic
chauvinism in &459.‘\‘ is all due
to Graeme Kidd (! never said
that) and the comps minian (to
whom you want me to hand
overthe Forum)! And as fora |
*| photograph, DOWEVE&!gﬂnE
. knows 'ma drunken 83 year-old 1
ex-famous golfer, you know
\ Why there's no picture. Now I
f mﬂ& ofthat was smarmy was it? I

not?
3 What do you have against

1 Iy & r'nph:\. Th

! beans, practising my

| putting technigues. In th

" look at some of the forth

| and get ago on the

. pouring into Ludlow te
last year's issues for furth

1 hiawve .un, COMIME

fin planting out the runner
wd brushing up flat green
ne time to
for Merely Mangram
s which even now are
||.!I the annual May Fair (see

the finer p
like mi
B mathema

FORUM, PO imx 10, LUDLOW,

knows, Ir'n.i-,,r even rejad them

wrtlt' to LLOYD MANGRAM, THE CRASH

SHROPSHIRE SY8 1DB. Who




e

Wa've teamed up with Domark,
publishers and
ame marketers supreme and
gign Design, the program-
team behind a good
r of wvery respectable
, and can now bring you
chance to win fame and

By ::llﬂhi ing the
ning program-
ming m mnrh'tirin.gs' talents of
companies, a -
i irldaadpi:mnm

to take the games world

i

i
e
i

T
:
|

=
-
g

=

A v

L
Frdans B

design the game of a lifetime,
r:vu are going to receive around
0% (pending final contractual
negotiations) of the royaliy
Design Design collects from the
of the game,

. This could amount to

rather a lot of money if lots of
copies of the game are sold, but
£1:000 pictiged for the person

F r
(or team — ?mlﬂl your m
if vou like) who comes up with
the concept that gets turned
intoa :

readers know what's
what in the world of Spectrum
games, and it's about time they
were given a real chance to have
their say. Over the ]:laga, there
are a few words from GRAHAM
STAFFORD of Design Design
which should prove huk.:g.ﬂ
when it comes to putting your
ideas into order re entering
this competition. He's given a
thumbnail sketch of the kind of
things that Design Design need
to have in order to sit down and
write a game, as well as some
peinters to the kind of things
you have to bear in mind when
dreaming up a Spectrum game.

his words carefully.

T a read of the Competit-
ion Rules presented here, and
send you entry to GENESIS, PO
BOX 10 LUDLOW, SHROP-
SHIRE, SY8 1DB, making sure it

arrives before the 31st July this
year.

WE'VE GOT PLANS
FORYO

# =i

Over the coming months we'll
be fulhwrg the creation of The
Christmas Game (working title,

wurltinaiﬁn}.hluﬁnuu,wﬂhn
bit of we should have a
ress
ok gk
| follow
has been sorted out mmr;
work can begin on actual
making the game.
The winner(s) will obviously

reporting back to everyone elsa.
As spon as the game is.in a
iewable state, a copy w’_rll

igner will be let into
some of the secrets of getting a
into the shops,
rk will explain how a
game has to be advertised,
promoted and sold to distribu-
tors and retailers. A day in
London at Domark Towers is to

Design, Domark and The Des-
ner up to the tape duplicating
where thousands of

of the finished game are
m-rmm, mportI?\ onthe

why The Designer shouldn't

spend a day in H Towers
_rllyaetlnq O?and the rest of the
eam.

Then the review of the com-
leted version of The Game is

for the November issue
of the magazine . . . will it be a
Smnt:l? dhan’tknn:,hl.;tm
can be sure the game is going to
renewem ﬂnumlm‘i-ltram-
ment.

Play Eur part in the creation of
The Game of 1986. Get your
thinking caps on, read the rules
and study Graham Stafford's
words advice. Then ﬁ
designing. This could be
start of something big. That's
BIG. BEE EYE GEE.

RULES

1) This competition is cpen to anyone in the
world, providing they are reading this copy
of CRAEH!

2) All entries for the GENESIS, BIRTH OF A
GAME competition must be received by
CRASH by 31st July 1986 to qualify for con-
sideration by the judges of this competition.
Newsfield Publications regrets that no
responsibility can be taken for late or miss-
ing entries through the Post Office sarvice.

3) All entries will become the physical
property of Newsfield Publications and we
regret that material cannot be returned
unless accompanied by stamps of sufficient
value to cover the return postage charges.

4) Newsfield Publications pledges that all
material, ideas and concepts shall be
treated in full confidence and shall not be
passed on or used for any pur?c:ﬁ_a other
than the competition. The overall winner is

deemed to retain copyright at all times, but
entry to the competition is subject to
complying with the terms and conditions
laid out under these rules.

5) The winner’s name and photograph will
be published in CRASH.

6) The winner will be entitled to a percent-
age (10%ish) of the royalties received by
Design Design, such royalties being guar-
anteed to be at least £1,000 over a 12 month
period from launch of the game.

7} Employees and Agents of Domark Ltd,
Design Design, N eld Publications and
their relatives are excluded from entering
the competition. The decision of the panel
of judges, which will contain & wholly
independent judge, will be final and no
correspondence will be entered into.

8) Entrants under the age of 18 years should
have the consent of a parent or guardian to
enter this competition.

[m———————

ENTRY FORM

Please fix firmly, securely and permanently
to your entry!

GENESIS: BIRTH OF A GAME
COMPETITION

%BEOX 10, LUDLOW, SHROPSHIRE, 5Y8

TELEPHONE NUMBER (if you're on the
phone!)
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The DESIGN DESIGN crew
our photographer with a hai

elastic ba

Seeing as the chaps at DESIGN DESIGN are the people who are actually
to have to write the game designed by the winner of the GENESIS:

OF A GAME competition, it seemed only fair and sensible to ask a
m:mn teamster to come up with some guideiines. Graham

drew the short straw . . .

DESIGN DESIGN
GAME DESIGN

Designing a can be a very com-

plex task, Mjlﬁ&pfmmun!yy!na

rough outline of the task involved.

Don't take wlull'nyn:::pd, 'm

one way

m are a number of

to bear in mim;.whm tack o

problem. Don't narrow

R:‘ﬂlﬂlﬂflﬂ— just because it hasn't
done i

done.

g lmwm",macms the whole
spectrum ns
a good original idea
better than an old one.

must make:
usually much

to
about the place [oops! WANG: Des
Desonian for ‘'move’), as detection of
collisions and such doesn’t take

il

g
it
i
L
P

i
H
8 ;-
i
gieds

T

TﬁPPEH;
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fl;amicactinn involving Planar Sprites

Wmmmnwm‘g
done at any great speed on
likes of the Spectrum. The problem is
not pink bananas, it’s BIG pink bananas
that cause trouble.

Okay, now we know the restrictions
within which we are wortmm i shall
pontificate about the main i
you will have to make.

GAME TYPE

this | mean Arcade or Adventure.
are not as black and white as
decide

. espacially if the adventure
mﬁwhmmﬂnm
the name of the game, not

lay of the Exploding Fist is a good

of a gﬂ':m ughnm tactics play
an important part. At the other end of
the grey scale, the Gargoyle (Hello Ted,
Hi &:g ) Tir Na A‘Im are
good examples of very ‘ish’)
nbw!m wot require much thinking

'ﬂn'g-m is the first
decision you make, and will greatly
influence the other decisions you have

to get involved in during the design
process.

GRAPHIC REPRESENTATION

bit of meaning Wots it goi
mmmm’"pﬂmsmm
game these days, some would
mantyHy,mﬂmwerm

KNIGHT LORE — lots of
Masked Sprites here, folks!

in jovial humour threaten to dama
of nds. .. " -

worthwhile. You must decide whether
to or not to Sprite, to Mask or not
to and finally to 3D or not to 3D.
Of course there’s mare to it than that,
and things will be swayed be the rest of
your game definition. Quite often it is
the graphic technique wsed which
determines the rest of ﬂ}a game. |
mean, can you imagine try to play
Knight Lore without the z}-glmaﬂon'
{really trendy name that!}

GRAPHIC TECHNIQUE

The ic technique used can also
mtgm” ve what would otherwise
be a game. For example, take
Highway Encounter, a favourite of mine
for qul}l’u a while, and imagine it done

VECTOR GRAPHICS (lines)

Done Brattelesque the
are very fast indeed. ¥

Some say the representa-
ety oy
e can’t use
Simon would do some-
thing violent to me. )

PLANAR (fiat) SPRITES

Fast and can be reason-
ably pretty.

Difficult to gain parspec-
tive (may not ). over-
lapping  ob, are
usually messy.
MASKED SPRITES
By far the most realistic

m of Wﬂny a

AGAINST: slow compared to
m of graphics.

Here are a few examples of games that
incorporate the above type of graphics

FOR:
AGAINST:

Without 3D, Vector
Can't think of onelf!
Planar
Jetpac and millions of others.
Masked
Herbert's Dummy Run
With 3D, Vector
Dark Star (GTE), Starstrike, Starion, Elite.
T Match Da
dper, [ V.
Masked :
Knight Lore series, Fairlight, Sweevo’'s
ijarman {Fm sure Ocean think it's

called Batman)
The Tir Na Nog series is an i




SCREEN LAYOUT

Do you want text windows, possibly
mﬂhmtemfgoodomﬂln,wdlm

nndfnr mhMP In tl:fs ﬂgcrx

memory. not the
factor. A decent am:hoft.hclcmn
layout(s) is almost essential for the

mshouﬁf m: ufwurl:t':;'
PLOT
The real killer! The plot can

or break a as it is the bit ties
all the

if you have ﬂrmtm‘lns your entry as
mma ask for them at a later date.
we really do need to know is the

the objective and the char-
mmw To sum up, what we
want from

WAKE UP YOU LOT THIS IS THE
IMPORTANT BITI!!

you is:

1) A BRIEF description of the , incl-
uilﬁw m:m:bhcﬂw and 'p"l"rotnm

2) A screen la labelled if possible,
Jw’lﬁabrhf tion of what does

intend to use. Youmyﬂhmaddh
the above of the game, but
we don ‘'t want it just yet as we'd like to

be able to see over the top of the r
anpdyrngmswmm‘

fn-nrnursml
that, Simon doesn’t like them, and .l'
to spending more than an
evening on them!) and the front-end
are best left till last as they are time
and far less important than

screen layouts and so on.

So there you have it. Noddy’s Guide
to Game Design. All that remains now
is to wish luck and ask you to

the Z80 has only got 40
best wishes, Graham
Hello ? Finished Graham? Yes? O.K. all |
want fo sa rs good luck, and ask why |
alwa wp mg Graham’s letters to
cmﬁn into my ~pro/

Best wishes you lot, Psi

There’s a lot involved in getting people to take notice of your latest
computer game. It takes more than a few advertisements in the com-
inubackadupbytﬁaoddposhrforshopkmmtoputuﬂ

puter magazi
d'isphr, as DOMARK have proved . .

DOMARKETTING

A GAME

press as wall
uﬂuawofemmm ne
editors. On telly, at Ten and Blue
Peter, otherp mmes,
mmmmmxm
took the loot — with a suitably
security guard — along to the
1984 Personal Computer World Show
for all to see.
In the end, a lad by the name of
Matthew Woodley won the race to
complete El and was duly

rewarded with a giant cheque.

Iﬁthﬂnnd,.lmmﬂnnd as the starofa
game, Domark had a real hot
moﬁmywimammnxuum
wer and influence with the
mkmofm film, Domark arranged

for the to be launched at Pine-
wood andthny:ﬁnwndmﬁh
to the assembled mass of
mmﬂ:hfmuﬂnﬂwﬂﬁmﬁm
Pnrtofﬂnomlny entertainment
was to be the arrival of a heli-

copter, was scheduled to land in

pure Bond Style to deliver copies of the

game. Sadly, the heavens and

the whole studio complex red

m:dnradﬂm The helicopter pilot
decided that he was staying firmly on

the ground!

One or two people got a little weeny bit
cross about some of the public tth
lﬂmunduf'm lau;;:ﬁ;:ﬂl‘lﬂ‘

— as Lioyd testify, Forum pa
mqlmuabrtufucﬁanahwmunx

chance to win a prize. The game was
launched in the cellar of one of the

oG e il B iteloodl sk o afl
i to
the avents — what form
!hny will take much on
mrh and of the

The Designer is also
mmnaﬁdmbdpmupwfﬂl
some fun ideas to promote the
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: SO YOU THINK YOU’RE A

50 Copies
of CCS’s

to be won!

DESERT RATS

? It's never much fun fighting a
’ war — far better to enter into
E combat on the screen of your

Spectrum. That way, no-one
need get hurt.

The Desert Rats had a bit of a
hard time of it, one way and
another durlng the Second
World War, but they came out if
it all quite well in the end. Which
is more than can be said of your
hurmble Competition Minion as
he wages (wages! wot dey?)
daily campaign inside CRASH
Towers, hting off all the

divisions of p who think he
should be doing even MORE
work.

One day I'll get an Assistant
Minion for ever and ever, and
then I'll become a real Broom-
cupboard General, planning
competition writing campaigns
and bombarding my personal
minion with competition entries
that need to be judged while |
nestle safe and sound in my
cleaning equipment bunker. But
enough of this idle fantasising,
onwith the competition.

Mr Masterson, Mancunian Stra-
tegy Reviewer Extraordinaire
has awarded the 128K version of
CCS’s game DESERT RATS a
CRASH SMASH this issue. So if
¥Ou read his review carefully a
ew tips and hints should be
found whlch will be helpful
when it comes to answering the
questions set out here.

If you're still stuck for the odd
answer, then it's time to nip
down to the library and get a bit
of an education about a corner
of World War li! Never let it be
said that CRASH doesn’t help
improve the minds of its readers

. First fifty entries pulled out of
the DES RATS COMPETI-
TION Helmet in PO BOX 10,
Ludiow, Sh hire, SY8 1DB
on 26th June this year win their
senders a copy of DESERT
RATS. Mark your entries neatly
on the back of a postcard or
envelope not forgetting to add
your name and address and
whether you'd like the 48K or
128K version of the game if you
win.
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HANNAH SMITH treks off to
Leeds in search of the Mastersof 3D ...

THE THREE

—

DIMENSIONAL ™
TRIO

Our visit to REALTIME GAMES SOFTWARE coincided nicely with their second
anniversary. Realtime as born on May 8th 1984 in the middle of the founding members’
Final Examinations at Leeds University. From that slightly unlikely beginning, the
company formed by lan Oliver, Andrew Onions and Graeme Baird has gone on to
become the market leader in the field of 3D on the Spectrum.
Working from an office a few minutes walk from Leeds City Centre, the triumvirate
were taking a breather when we arrived, hminsg:sl launched their third
game, STARSTRIKE I1. Not that the central heating boiler nestling in an anteroom to the
ing chamber mdllL;nc breathers — the temperature in the
ime room usually approa ﬂmm:;aTm-l:ishBath,anditwaﬂﬂlnngbeiml
began to regret putting on my Ludlow Vest before setting out that morning.
54 CRASH June 1986
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Lime

he trio formed at Leeds University —
Fmbably at the college bar, ratherin a
ecture room on the uter Science
course they were following. They soon came
to the decision that they didn’t want to work
for anyone else after graduating, but had a
fairly strong idea that wherever their future
lay it was together, and roughly in the
direction of computer games.
_ Tank Duel was their first release and Real-
time burst into existence, earning their first
H review in the August 1984 issue.
Well, theyweren't called Realtime at the time
of the launch — in fact they weren't called
anyth HF in particular so vague were their
plans. In true student style, Tank Duel was
actually completed while lan, Andrew, and
Graeme were sitting their Finals at university.
It was written because it was a project that
they were interested in, and was sparked off
b¥ their healthy interest in the development
of three dimensional games.

HIGH SPEED 3D

30 Tank Duel was previewed at the ZX
Microfair in April 1984 and was soon pro-
nounced by those in the knew as a superior
version of the Battle Zone clones which
started with Artic’s 3D Combat Zone and
continued with 's Rommel's Revenge.
It was certainly the fastest and most colourful
3D game on the Spectrum, at a time when 3D
games in general were fairly thin on the
ground,

Realtime’s studenty roach to work is
still b o evident in their company philos-
ophy. Driven by enthusiasm rather than
accountant’s margins, it is almost as if the
gmas they write are ultimately produced for

eir own entertainment, although Starstrike
and the
commerci

uel, Starstrike 2 were more of a
venture than Tank Duel ever

was.

Eight months after Tank Duel, Realtime's
Starsirike heralded a new generation of wire-
frame 3D games for the Spectrum. With jts
fast-moving action and colourful graphics
the game was state of the art and, predict-
ably, a success. The team won their first
CRASH Smash in December 1984. By then,
Realtimes’ future in the computer games
market looked promising...

LOW PROFILE

It was low profile time on the Realtime front
after the release of Starstrike. The trio'were
spotted from time to time, beer mugs in
hand, at a variety of computer shows but
little news about their next game was avai-
lable. They were not basking in well-earned
glory or lounging around their Leeds-based
office. Well, not all of the time anyway. Plans
were already being made for Starstrike 2. Not
wishing to appear rude, | did hint that that
their third Spectrum game was. just a teeny
bit late in coming onto the market: it was
soon pointed out thatvery fmﬁec:ple realise
just how many hard sums and hours of work
Iie behind the routines that set such eom-
and whirling on

plicated 3D shapes spinnii
| of the game

the Spectrum screen. Each




is so different to the preceeding one that
every section was like a separate game to
write. “People tend to look at games simply
as pretty colours and clever graphics,”
complained Graeme as we all stumbled out
of an Italian restaurant, blinking like moles at
the sudden change in light. Back at base, a
fl on the office wall was called upon
to support the argument. A quick glimpse of
the convoluted inter-relationships between
the sections of the game was enough to
dispel any doubts about the complexity of
the programming that lies behind it. “We're
also very lazy,” added Graeme, his tongue
very firmly in his cheek.

Realtime were one of the first software
houses to emerge onto the market, yet they
have decided to remain small. To date they
have only E'roduced three games for the
Spectrum. Had lhez not been tempted to
become a facilities house along the lines of
Denton Designs. who produce games to
Contract, for others to publish? Definitely
not, sgid Andrew Onions. Realtime are
involved in.some conversion work at the
moment — far themselves.

Filed under £ in their filing cabinet, lurks
an Enterprise. A while ago, they agreed to
convert games to run on this machine,
quoting a price and 2 three week turn-
around. After a slow start, they managed to
crack the three week deadline, and are now
capable of knocking the bulk of an Enterprise
a conversion out in a'few da{fé spending a
week on the music to round the project off.
Gl:m'allﬁ‘ﬁnid has proved a little problematic,
and ree now adamantly insist that this
line-of work is not one they are keen to
pursue. The Enterprise is about to be moved
to the drawer headed T in the cabinet —
they've found it makes an excellent tray, and
it's more often seen in the corridor, key-
beard side down, supporting three cuppas
on their way 1o the programming zone.

It's going to be in-house conversions from
now on — work had just started on the
Amstrad version of Starstrike 2, and we were
treated to a demo screen or two. Amstrad
owners should be in for a treat any day now.

PITFALLS

All their success with 3D games on the
Spectrum has not been without its pitfalls,
Being such a small company in the modern,
commercialised computer games world has
its handicaps. Certain large chain stores are
onlgvenmv accepting Starstrike Il on their
shelves, having refused to handie its pre-
decessor, And a few hairy financial moments
were experienced before its release, when
large sums of money had been committed to
advertising, leaving very little cash to live on
while the game was finished off. Student
experience was und-eniahg an asset during
Lﬁnfrm‘!tatiorts with Mr. Bank Manager at
this stage.

So far, all Realtime’s Spectrum games have
been in 3D. | tried to prise the conversation
away from drunken student parties and

crazy, wacky student stunts to find

“out why this was. “It's mainly Graeme’s

idea,” said Andrew, carefully deflecting the

qle‘u?st‘im to another part of the room. It's

clear that 3D games represent a challenge to

the trio— they seek to improve their mastery

of the techniques involved with each sub-
uent release.

"When we start writing a game we tend to
g0 out and buy copies of similar games that
asve‘auailablha, 50 we can see wf;'at g'eim-
petition is like. Then we try to think of ways
We can improve on whatr“g already on the
market,” Andrew had told me earlier over a
seafood pancake. Certainly Stasstrike 1) is
more adventurous than any 6ther 3D game
currently on release. But how much further

* forward can 3D games realistically go? The

stage is fast being reached where to get just a
iny improvement on the 3D display, a vast

! mnt of additional memory is required.

It's become a straight play-off between

speed and memory space,
Has the point n reached where 3D
games can go no further? Nobody knew, but
it seemed likely, they ag;reed, I got the
feeling, however, that if I'd have asked them
the same question just after Tank Duel had
been written | may have got a similar answer.
When it comes 1o reaching the limits on 3D
Spectrum games, Realtime have stubbornly
insisted on proving everybody wrong. So
what plans are afoot for future Realtime
games? All answers to this question were
factfully avoided so | bided my time and
ag)proachecf the subject two bottles of wine
ter.

MAKING PLANS

Realtime hasch, sorry, has, two games in the
nning. One of these will be three
dimensional and should develop play
more. Lots of hard thinking lies-ahead.
scenario is likely to involve a lead character
marooned on a planet ‘who has to collect
various objects inerder to find away off. This
will undoubtably all change in the fullness of
time — maybe a CRASH preview will help the
process along: wie got things a little mixed up
in the piece previewing the first Starstrike, but
the team p along . . . |
The:waltp; d bEhTI-;-j tj)tgaltime, tikﬂs the
equity, is split equa tween Andrew,
GTEE?:&E and lan in true rative fashion
although Graeme and lan tend to stick to the

%rqgrammmg side of things leaving Andrew-
ni

Onions to handle the businessy bits. This
invariably leads to mock arguments b S

thethree. lan and Graeme criticise Andrew’s: -
commercial exploits, while generally leaving |

him to get on with it. If he
praise is not forthcoming.

: B
il e

personal specialities although none of these

extend to screen and inlay artwork. Andrew
Onions, for instance, specialises in what he
describes ‘as the ‘twiddly bits: sprites and
that sort of thing. ]

One of the main reasons why the games
take so long to produce is because a lot of
time is spent hanging around waiting for
each member of the team to finish his own
individual section; so that the game can
eventually be pulled fogether. The screen
§raphicssideo things is being more stron

evel at the moment and there is’
possibility that a fourth, artistically inclined
person may be hired.

50, what of plans for a Starstrike il to
complete a trilogy? (everyone else seems to
be doing trilogies.) Reaction to this question

was met with a variety of adamant denials
and “well . . . | don't know's”. The general
consensus of opinion was that a follow up fo
Starstrike Il was highly unlikely — although
the Starstrike games have been very succe-
ssful, the 3D Masters are not overly keen to
doa reg.eat performance and are generally
sick of eséﬁht of them. But then again . . .,
As usual, nothing definite was divulged,

KLUDGING AWAY

Although Realtime is predominantly a
software company, they do dabble in the
hardware side of ti'rings. While we were at
their office we witnessed lan Oliver doing
barbaric things with a soldering iron. He was
trying to solve a problem. A while ago, he
came up with a wizard programming whe-
eze, that allows rkprugrarnn'lers to take
advantage of a quirk in the 48K Spectrum'’s
make up 10 speed up certain bits of code.
Being-a g.eenemus fellow, he passed his tip
around the computer industr;. and lots of
programmers used it. When Sinclair made
the 128K Spectrum, they changed its inter-
nals round a bit, and now 48K programs that
exploit.this little programming wrinkle won't
run in 48K mode an the 128 if a Kempston
interface is in action. (A full explanation of
the Psproblem appears in this month's TECH
TIPS.) lan’s confident he can Kludge the 128K
Spectrum with a handful of resistors sold-
ered onto the edge connector, but he didn't
have a lot of luck while we watching him.
And so it was time to wend our merry way

back to Ludlow through the spectacular

scenery of West Yorkshire. Realtime are
undoubtably the best when it comes to
writing 3D Spectrum S%r!mes and as we
pottered back towards Shropshire | was left
wondering what their next release would
really be. Would there be a Starsirike /If after
all or would the next game from Realtime
incorporate the cunning vertical scrolling we

d previewed on a beat-up b and white
monitor that day? Perha[‘:rs there'll be a 128K
version of Starstrikel! . . . Theycould certainly
make use of the extra memo

Andrew Onions, lan Oliver and Graeme
Baird are sensible fellows. They didn’t want
to bother themselves with answering boring
questions about the Software Industrlm. They
were far more enthusiastic to relate the rip-
snorting stories of their student days, and
tease lan about losing an argument with adry
stone wall in the company car — he still had
the black eyes to prove he lost. In their
position, | think | would have been too.

=

lan Oliver wrestles with soldering iron and edge connector, to fix a Kempston/ 128 bug

= S .
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JUST YOU AND A CAR NAMED
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FIFTY COPIES OF OCEAN'S

BATMAN TO BE WON

In OCEAN's new game, BATMAN has to RESCUE
ROBIN from the clutches of evil villains, JOKER and
RIDDLER. Slidiré%down the Bat POLE into the bat
CAVE, the CAPED SUPERHERO has to FIND the
various BITS of Bat Equipment that he needs to
succeed.

There are one hundred and fifty ROOMS in the
Batcave, and lots of them are full of NASTIES, contact
with which sap our hero's strength.

Last month, the game was awarded a CRASH

and now here's your CHANCE to WIN your
very own copy, courtesy of the nice people in Chateau
an.

A Competition MINION's life is not an easy one, so
please make sure &lllﬂgm your entries in to the Batman
Competition as § as you can — or at the very
latest by June 26th so I've got lots of TIME to work out
who has won. FIFTY copies of the game are on offer, so
get moving folks!

-
N
M

Okay. Found all twenty two words in the wordsquare
nuw% Good. Stop looking then. Now pop your entry
into an envelope, making sure you've filled in your
name and address and send it off to BATMAN
COMPETITION, PO Box 10, Ludlow, Shropshire, SY8
1DB to arrive by 26th June. Good luck!
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by Rosetta MclLeod "\

EXAM FEVER!

| Revision software for examinations is being produced by an
increasing number of publishers. Hill MacGibbon and Pan Books
| have now got together to issue a set of six Course Tutor packages
|(:overing Physics, Biology, Chemistry, Maths, French and Econo-
| mics at ‘0" Level. Each attractively presented package contains a
Pan Study Aid Book, a Student Guide and two cassettes —
Diagnostic Tests software and Learning Modt

A care syllabus is covered in each subject, selected from topics
covered by the majority of examining boards This may cause
students to become confused about which areas of the subject

| covered by the packages are relevant to their particular syllabus —
| but teachers should be able to clarify matters,

The Student Guide gives some useful tips on how to get down to
serious studying and contains instructions on how and when to
administer the diagnostic tests, together with the test papers
themselves. These tests are extremely well constructed with the
computer monitoring the time taken by the candidate to answer

| sach question. By reselecting a gquestion number, it is possible to

Hes;

change or revise an answer, and the ‘next question’ key can be
selected to skip past a question if need be. Each test has a target
time, but this is only for guidance, and the computer tells you at the
end how well you would have done if you had stopped at the target
time

At the end of the test, 3 options appear for analysing the mark
obtained. The full analysis option gives the correct answer, together
with the marks you were awarded and the total number of marks
available. The time analysis is shown by means of a bar graph of the
time actually taken compared with the target time. Questions
answered correctly have the time bar displayed in one colour,
questions incorrectly answered in another. The final option gives a
full written repart of performance, including suggestions for further
waork. The overall percentage mark is shown at the top of the screen,
together with the number of minutes taken. If the target time has
been exceeded, the screen gives the percentage score that would
have been attained if the test had been stopped at the target time

These packages are highly recommended as comprehensive and
worthwhile study aids.

Cameren's not so bright when it comes to parlaying

Francais! He's scored a measly 0% AND it took him two
| minutes ... 0 LEVEL FRENCH COURSE TUTOR from Hill
| MacGibbon and Pan

FRENCH

ROstic 5 in the
package

tc becompl
the ind side |

far hi

=1 I"If]
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| Hard(ish) sums in the maths package on affer for O Level
students. That's MATHS COURSE TUTOR for you.




| Taking a peek at Chemical Formulae in the CHEMISTRY
| COURSE TUTOR. Cameron’s going to getan education at
| thisrate ...

ma
Th

T

& Hint

Magnetic Fields are under discussion in the PHYSICS
COURSE TUTOR. Odd that Cam’s personal magnetism isn’t

| interfering with the software .. .

s, Heat

und, E

kling a Phys

zntial readin

have (o

4 1 a

Reproduc

Tempera

package i
best of them all 1 the way it

COMMENTS:

| For the serious student, these packages represent superb
value for money. What they are most definitely not, is a
short-cut for the less able. The fact that each Course Tutor
covers such a wealth of information may cause problems to
the student who is unsure about the precise requirements of
the exam syllabus being followed, but an approach to the
teacher would resolve this problem. The producers of these
programs have avoided any temptation to include gimmicks
or unnecessary graphics to give them more mass appeal,
and a great deal of thought has gone into their preparation.
Their main advantage lies in the way the computer is used to
test understanding and pinpoint areas of weakness, to
provide personal tuition based on the Diagnostic Test
results, and to give practice in answering examination
guestions.

As examples of truly interactive learning they are impressive
indeed.
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| Producer: Hill MacGibbon
Retail price: £6.95
| Age range: 4 to 104 years

{well, that’'s what it says!)

Frve in g Row 15 played on a
board with 196 pasitions set out
on a 14x14 square, and can be
| played by up to three players.
Each player, in turn, places a
counter on the board and the
first to achieve 5 in a row (hor-
izontally, vertically or diagon-
ally) i1s the winner. 1t sounds
easy, but the game reprasents

can also select a d-in-a-row or a
B-in-a-row option.

There are several ways of
placing the counters on the
board:: the. arrow keys can be
used to control the cursar or a
pair of cursors can be moved
alang wertical and horizontal
axes with the arrow keys; if
| that's too easy; coordinates may
ba entered using the ar
to increase or decrease the value
of the coordinates displayed on
the screen. The program on Side
| & of the cassette is a version in
which an unlimited number of
counters are -available in the
game, while the game on Side B
imposes a handicap — the num
| ber of counters awvailable is
| hmited,

This is & very enjoyable stra-

quite a challenge, and players |

5IN A ROW

tegy game, which has the flexi-
hility ta provide hours of fun.

COMMENTS

Control keys: arrow keys used
tar all the options of placing the
counters on the board
Keyboard play: very responsive.
Use of colaur: bright and clear.

cameron
to MOVE

5 iN A ROW from Hill MacGibbon. Will Cam win?

Graphics: simple,  but well-

| organised display of the beard.
| General rating: a deceptively

simple game which is useful in
encouraging skills of logical and

predictive thinking. Excellent for

Producer: Hill MacGibbon.
Retail price: £6.95.
| Age range: any age.

This is guite a difficult game for
guessing hidden words correct-
v, Master Word can be played
against the comptter or against

also choose whether or not 1o

of letters you have selected —

| tirnstoenter the hidden word.
In the game itself, a row of
dots s displayed on the screen,
one for each letter in the hidden
word, and the first player simply
has to type in any word of the
| required length. The computer
then tells you the number of
| correct letters in the right
position. Ten guesses are
aflowed, but it is possible to give
up by pressing 1. The computer
keaps the score, showing the
| players’” names, the mysteny
words, the number of guesses
taken, and the time taken.
My . only. criticism s that
SPACE isused instead of ENTER
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another player, and the number |
of letters (up to ) in the mystery |
word can be selected. You can

play against the clock, orto have |
sound. If the game is played |
against the computer, itentersa |
mystery word with the number |

human players can lake it in |

MASTER WORD

gétting young children to move
rom their self-centred world
towards thinking about what
athers may do, or for helping
clder children master the skills
of coordinates.

to confirm the command typed
in, which | found rather
irritating.

COMMENTS

Control keys: words typed in the:

| normal way, with SPACE to

confirm.

| Graphics: limited.

Hmm. Cameron’s working on some strange MASTER WORDs

in this word game . . .

Keyboard play: slightly slow
Use of colour: clear and bright

General rating: an enjoyable
game for encouraging thinking
about letters and words:




ONLY THE BRAVEST FLY...

New, from the author of Fighter Pilot... a stunningly realistic helicopter

simulation that puts you in command of an Apache Advanced Attack BY DKMARSHALL
helicopter. You will learn to take oft, to land. to manoeuvre and

locate and destroy enemy tanks using Hellfire anti-tank missiles.

You will experience authentic battlefield conditions as you en-

deavour to carry out your mission and return safely to base.

SPECTRUM
Tomahawk 48K
Night Gunner 48K
Fighter Pilol. 48K
COMMODORE 64
Spead King Disk
Speed King Cassetie
Fighter Pilot Disk
Fighter Pilot Cassetie
AMSTRAD CPC 464
Fighter Pilol

Fighter Filot Disk

& ‘LR

- 2 Please debit my Access/Visa card no.
Cheques payabie to Digitai Integration Ltd
lenclospachequaPO.for___ Tolal -
Naine Expiry date

prhea— -~ [ R ey
———— | Tmwemewor  INTEGRATION

enquiries welcome. ;
Sotiena FanlEe Watchmoor Trade Centre,
u - 7 Watchmoor Road,

et Stk : Jeio o) y Camberley, Surrey
VAT and p. & p. mclusive within UK (Overseas inc. 55p. per cassetta) GU15 3AJ




Clocks, T Shirts
and Copies of the
game to be won

and win! win! win!

Popeye's a very different kinda
hero. None this “wearing
your underpants on the outside
of your trousers” stuff for HIM,
ch dearie, me no. All he's inter-
asted in is protectin’ Olive Oyl
and Biffing Bluto the hairy bad

gug's not too surprising that the
heroic sailorman quaffs spinach
every time he needs a bit of
boosted muscle power — it's
definitely very for you.
That's why your Mum i

Te mark the event of the re-
launch, the nice Mr Neild (Mar-
%ﬂg Big Cheese at MacM's) is

ring some very tasty prizes
indea-_dgto the \::znefsw ell:" this
competition. To enter, we'd like
you to get into Chef Celebre
mode and dream up a delicious
new dish featuring spinach — a
littte more imaginative than
Spinach on Toast, or Spinach
and Chipsif .vp: don'-t‘:'nind.

up with a rea mim

recipe to take the tadilrrrﬂut u%

going on at you to eat up your
¥ Butoverthe years, justrippi
overthe years, j p

the top off can after can o?lspng
nach and gulping it down must
get a bit boring — let's face it
mouthful after mouthful of una-
dulterated Greenchomp makes
a monotonous diet really — just
like an endless diet of fizzy pop,
crisps and sweeties gets boring
after a while (unless ‘re Gary
Liddon, Foodaholic of this Par-
ish who eats anything that
i ing range,

Popeye, the game, first came
to ,l_}ght last year; published by
Dk'Tronics, it was awarded a
CRASH Smash in the September
issue. Now Macmillan have
muimd the rights to the game,

are ré-releasing it — on the
Commodore 64 as well as onthe
Spectrum. And a very jolly game
itis too!
62 CRASH June 1986

inach straight from the can for

Popeye the Sailorman. Send

us you recipe, or a drawing or

maybe even a photograph of

your r:ulinarr creation  (but
please, NO SPINACHI) s

The two most scrumptious
spinach recipes on the day of
judging will win their creators a

e alarm clock, a T shirt and
a copy ofthe game. The next five
entries, in order of yumminess
win a Popeye wall clock, T Shirt
and copy of the game, three
mare runners up are set to have
a T Shirt and copy of the game
and then no less than 40 runners
up will have to make do with the
game on its own.

The day of j nt falls on
26th June this particular
mm_petitim, 50 make sure your
entries arrive before that date at
POPEYE THE SAILORMAN
COMF, PO Box 10, Ludiow,
Shropshire, SYB 1DB before that

Design a recipe for POPEYE

(©1983 King Features Syndicate. Inc.

date. And if the winning entry
looks like it'd be a really good

we might just rustle it up
and feed it to Mr Liddon to keep
him ?ulet {and healthy) for
while

-]
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After many months of sterling work as Chief Tip Merchant,
Robin Candy has departed from CRASH Towers for res
new. Llwd‘shoﬁnglbitmnﬂmmmm—r rlike a
dng lkn there's no-one to ugainmmung
g?thu mtlsnon

I'Ilnlld'lSmiﬁ'apinad team last month, dnd as
she has done a wonderful job of covering Grasme Doc
M&rtanlﬂddsofﬁuﬂmrwiﬂnhruufpnw broken

umbrellas and files, she's been volunteered to take over the
PLAYING TIPS. (And sit next to , starting next month!)
So it's over the the co 'sﬂwtmdoniyfanﬂe

. Take it away, Hannah! (and that mess. Pretty please)

Spectacular.
Df ah'.ap ﬁ and new
: m ZX Printer
ade up )
vermg about ha
t ggrf:tga:ﬂﬂl ) The rest of the

bit
has turned into 2
This issue’s Playing TIPS U8 ive map ©

the original | map, m
d tggethET.
CRASH TOW

There's the fi
game from Qui
soreen cl:.m';;':r;ta g o
orspa i >
m:;‘iﬂl‘:ﬁbje prmted in thf J;:‘lx :';'m o] i !t?hag%eagewﬂmg
orinati T h;;j bya stight, & bl:ial:o?ilargettmg the map
St com age oI\ Free o estar who wins this
L nnmpehtlon P by SW Fres-man of Leic B Lot
i kmdlv Og E‘a OF THE MONTH %ti:lmg o
- mnnth Sy t:h a wall prqduwd m fp e a0 e
oo q-ndmg Th::‘e 5 a pan.pnos on offer ity e
nOt the winner of the June ‘*fOrF:r"T;PEmEH
orth of software of his ;:hm:ﬁe:p it ae
E gh t efrzr?v:::l a couple of minutes before :
% PCH( i anth for
t;;a g pnnter:p there's not much space jeft this m
ﬂm.:nag“;: E:.f rr; 's Qo straight into the tips:
witter i

award an

THE INCREDIBLE SHRINKING FIREMAN

Well, wemlv reviewed Master- From the start of the game go:
tronic's fneredible Shrinking 1screen right, get1.D card
Firernan last month and- alreadgr ﬂmans skeleton key
‘someone has written in with a %hi 1 screen up, 2
umpMumlumntuﬂva game. _wnmslaft. screen up, get set
There we all we nizing of keys
waruhaﬂmrﬁldwuu werbe 1 screen down, 2 screens down,
unshrunk and in writes Mark drop skeleton
Desvaux from Fetcham in Sur- 1 screan down, 8 screans right,
W a complete guide det- blue key

ich objects to collect 1 screen up, get part two of
_andwheretnﬁndmem As the 1 screen daum,1 screen g
game has only been out a short  drop set of keys
while, I'm not nomg to give all aaeroennup,getpmﬁveofrad:
the secrets away: here’sthe first 3 screens down, 5 screens left,
halftohalpmpon Gurwa‘vlest drop 1.D card

mhnnt poor, ahufﬂlng Sad.

64 CRASH June 1986

WAY OF THE TIGER
Unarmed Combat

Thanks to everyone who res-
ponded to the appeal for hints
on Gremlin Graphics’ Way of the
Tiger — I've been battling hard
with it! Here's the way Damien
Rice of County Tyrone, Northern
Ireland gets through the Unarm-
ed Combat section. Damien also
wants to register a claim for
Lloyd's Hall of Slime, as he says
Rﬂ c_lumplelsd the game on 18th
prit ...

First Ninja walk towards him
and delivera flying kick followed
by a couple of low kicks and then
finish him off with middle kicks.
Goblin a couple of middle kicks
to begin with and finish him off
with low kicks
?m a precise flying kick
changes the spectre into a gob-
lin, You can then finish him off
with the middle kick technique.
Rhino-Man alternate between
mid kicks and low kicks. Don’t
bother attacking his head be-
cause it's too well protected.
Second Ninja you have to be
quick with this one. Deliver a
couple of flying kicks, then
middle kicks and finish him off
with more flying kicks too
Second Rhino man middie kicks
again.
Glant jump towards him and
Emcklv switch to flying kicks.
eep bouncing back and kicking
him. With these movements you
should only loose one or two
Inner Force points.

Quite a few peo ave written

it in by Steve
hton Buzzard

hints and I'|p5
Tlrbury from Le
Bedfardshire:

corre
hes 5(

10 PAPER 0:INK 0: BORDER
0:CLEAR 65457

20 FOR g--65519 TO
65535 READ a: POKE g,a: NEXT

a

30 RANDOMIZE USR 65519
40 DATA 243, 55, 62, 255, 221,
33,0,64, 17,110, 190, 205, 2, 8,
195,0, 128

oo FETHT M)

—~

e



5 CLEAR 24610

10 INPUT “number of lives (1 to
255)"":1:IF =1 OR |=255 THEN
GOTO 10

15 CLS : PRINT “PLAY SAl
COMBAT TAPE FROM START”
Z0LOAD """ CODE : POKE 65364,
201 : RANDOMIZE USR 65340
25 POKE 32421, |: RANDOMIZE
USR 23450

SOUL OF AROBOT

Here's a poke forinfinite lives for
Soul of a Robot, The number of
lives you have — entered in line
70 as the value for N — are
actually registered on screen as
‘0", but don’t panic, you do getas
many as you asked for. This
routine appears anonymously,
as the relevant details went
missing. Thank you, whoaver
youare!

10 REM Soul of a Robot pokes
20 FOR p=23296 TO 23329

MREAS&:POKE ,a: NEXTp
dl!PHI":IT"PLAVT E AFTER

BASIC

50 RANDOMIZE USR 23296

60 DATA 17,0, 27,221, 33, 0, 64,
62, 265, 55,205, 86, 5, 17, 88, 152,
221,33, 156, 99, 62 , 255, 55, 205,

86,5,
70DATA 62, N,50,212, 100, 195,
156, 99 >

L]

X OBIETT A ARCHER
P PRINCESS G GUARE

™ g ConeiLED QNP TRAWN BY
E

PRIE WALSON
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BombJack has been around
long enough now for me to
reveal these pokes from Jason
Emeades of Northfleet in Kent. If
you type in the following routine
then it gives you infinite lives for
both one and two players.

10 CLEAR 23877
20 LOAD ""CODE
30 POKE 65274, 71

68 CRASH June 1986

i‘g‘g :
i

s

gy
P T8
ats
I

7

:

fis:
223
2531

:.E"
gq
857
o5
:
: .
Faegeaages
E
: g
3
?

i
i

8288g
§

g
-

*qﬂaﬂli_v- ﬁaﬂ_m Sian

back to your booty pile and drop
s the second hole to the’
down and

: the
e

previ m{-ahd then fly lsft to
find the L _.__1é:_iaee-an§ :
fﬂfwfﬁ'ﬂ rst mountain to
t then recover the fin from

g32
si%
3%z
2385
%fg'-: §
ise
o

3 EL
2938
it
35

i
§
-

g
1
e i

8
H
7
3
A :E o®
8535498

7
3%z

a: POKEf, a: NEXTf

DATA 062, 000, 050, 088, 191,
033, 008, 252, 017, 240, 255, 001,
241, 140, 237, 184, 195, 075, 193
90 RANDOMIZE USR 65465

s of you seem 1o have
srking hard on 107, Na
Here are the

g the
inthe July issue.

; Roland Allen from
ton Sp i i

evin Devine

usgrove fre
ire for kindl

ned

eyword:

SPELLBOUND

Last month, part of the solution
for Spelibound was publishad

along with a plea for anyone
whao had completed the game to
write in. Unfortunately, no-one
sgems to have got through the
entire game, but here are some
tips to be going on with from
Rouven Priedon who lives in
Ashford, Middlesex. These will
enable you to get through 76%
of the game. I've been playing
away, and should be able to
come up with the last 24% in
time for next month's column!

CASTING SPELLS

CRYSTALIUM SPECTRALIS
Using the map printed on page
66 of the May issue to get your
bearings, first get the three
Crystals —ane is found in room
B5, another in room A8 and the
third in D8. Take them to room
F8, and get the Crystal Ball from
the lift, then take the EIf Horn
frorn Samson. Now take the
White Gold Ring from room D8,
go backto room F9and summon
a character. When it appears,
give it the Crystal Ball, pick up
the White Gold Ring and cast the
spell. You will also need ths
Wand of Command from room
A9, Throw all three at Gimbal
and he will be freed.

CANDLIUM ILLUMINATUS.

Get the Candle from room C2,
the Shield from room F2, the
Four Leaf Clover from room A2,
and the Wand of Command

from room A9. Go to Rosmar
(Level A), drop the Four Leaf
Clover, go to room F3 and get
the Pocket Laser, Go back to
Rosmar and ?:w her the Pocket
Laser. Cast the spell. NB. The
Clover must be on the floor,
ARMOURIS PHOTONICUS

This will enable you to go in
rooms BB and C3 without the
Glowing Bottle.

FUMA PROTECTIUM

Get the Power Pong Plant from
room G2 and the Red Herring
from room C7. Take them to
Florin and cast the spell. You will
now be able to go into the gas
room E3 without being killed.
PROJECT PHYSICAL BODY

Get the Glue from room E& and
the Broken Talisman from room
F7. Give both to Florin and
command him to help. Take the
Talisman back from him. Get the
Crystal Ball and cast the spell.
More nextmonth.. ...

Here's a useful POKE sent in by
Mark Fletcher of 5t. Albans in
Hertfordshire for infinite energy
and time to make Magic Knight's
task a mite easier:

5 CLEAR 26060

10 PAPERO : BORDER 0 : CLS
20 PRINT FLASH 1; AT S, 0; INK
7, "PLAY SPE_I..LB’DUND TAPE

FROM ST.
30INKO: LOAD """ CODE 16384 :
RANDOMIZE USR 23296

50 POKE 55066 , 0 : POKE 55070,
0:POKES5071,0: POKES55072,
0 : POKE 27871, 0 : POKE 36133,

0
60 RANDOMIZE USR 26627
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Last month a plea went out for
anyone who had hints and tips
for Swords and Sorcery. Well,
quite a few people sent in
morsels of advice, but one per-
son got in touch with a set of tips
that are completely correct. How
can | be sure they're absolutely
no-guestion-about-it-correct?
Because they were given to me
by Mike S n, the man whao
wrote and Sorcery. So if
anyone knows the solution to he
ggme | suppose it ought to be

im. Just hope he doesn't want
his £20 worth of software for the
June TOPTIP!

Going Shopping

Inthe armoury it is possible to

select any itern as your last

choice, even if you cannot afford

it. The prices are as follows:
sword: 20 dragons teeth
spear: 9 dragons teeth
staff: 14 dragons teeth
shield: 16 dragons teeth
amour; 40 dragons teeth
helmet: 7 dragons teeth
gold: 20 dragons teeth
wine; 5 dragons teeth
pie: 8dragons teeth

Remember

Food is very handy because
ﬂlb%r& is very little of the stuff

a :
Successfully disarmimg a trap
increases your thievish abilities,
Smashing a chest decreases
your thievish abilities, but can
increase your strength.
Hit points are also increased as
ou kill more monsters.
Practising JUMPING can
improwve your jump skill but
makes Klou hungry.
RUNNING makes you hungry.
FOOD doesn't make you
hungry! It's a valuable resource.
Don"tuse it all in Room 61.

Fighting

If the “FULL EFFECT” message
doesn’t appear when you
firebolt something, or the
“EFFECT RESISTED" message
pops up, the target may be
totally resistant.

If. when you hit a monster
“EFFECT RESISTED” appears,
then it is immune to blows from
the weapon you are using — try
something else.

A few points of unarmed
combat skill gets you the
defence DODGE

Things To Do

In The Dungeon. ..
Take myg?m the Banguet Hall

Take all food to room 61.

Get the key from room 56,
Watch out for the pit in room 55,
Getthe RING OF JUMPING from

room 53,
Don't use the bock in room B4 (it

permanently cuts down your
statistics),

You cannot get through the gap
in room 89, so don't waste time
in trying.

Monsters and Fighting
Them

Gat the monsters to hit you in
meles. Every time you starta
battle your vitality is increased,
conversely, every time a
manster starts a battle it is

decreased.

Villainy adds te the monster's
hostility while holding a magic
weapon does the opposite.
Holding the magic staff doubly
§0.

Moving towards a monster
can scare it. Moving away can
make it bold.

Hitting or firing at a monster
makes it very angry.

If you started the last melee,
the monsters get angrier and
they become more hostile when
your character is carrying guest
armour parts.

Monsters become more
courageous and less hostile
when you get involved in a
conversation, but their courage
and hostility both increase
sharply should you be blind and
more so if ?aralvsis is your
problem! If you are wounded
they becorne more courageous,
but may be less hostile.

Magic Numbers.

Once in the game you can keep
track of your character’s
statistics via the magic
numbers. Their meaning (in the
order in which they appear on
the screen) is:

3K machine in 48K model

WINTER GAMES

f 1 Steven

Phew! That just about wraps it
up for this month, and all that's
left to do is to remind you that
£20 of software is on offer to the
TOP TIPSTER every month, and
another £20 is available for map-
makers. Ultimate's f m
arrived in Ludiow ju time for
a full review this issue, and |
haven't been allowed near the
game yet — I'd be interested to
receive any tips, hints, POKES
and maps that you might like to
send in to help me get Sabre-
man through his latest guest,
Steve Tumer, author of O

has sent in some hi

ing the game, which I'li
start Ieaking out next month. A
few early hints already ar
ving for he- |
and
so far, . — I'm
twisting  Phil Churchyard's
arm for a POKE or two (he wrote
the game, after all!), but mean-
while, how about a few playtips
from GEORGE drivers out
there?
Finally, a plea from rate
L r en [ who
wants a pen friend with whom
he can swap games and tips. If
anyone feels like corresponding
with fiim then drop him a line or
a hint at: 42, Manston Crescent,
Cross Gates, Leeds. L§15 802

Keep the tips flowing, to the
usual address, but please mark
therm for my attention:
HANNAH SMITH, CRASH PLAY-
ING TIPS, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 108,
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PHASE 2 OF FACE 1

FRANCO FREY takes a close look at the New
Romantic Robot. It has everything you could need, except possibly for

Romantic Robot

\ : are  now
making an improved version of

their MULTIFACE ONE — which
we reviewed in the March issue
of CRASH in its original form.

of the promised additions
have been implemented and the
interface must now be one ofthe
mast versatile and user-friendly
units on the market.

MULTIFACE ONE features an
incredibly versatile SAVE facility
for tape, Microdrive, Wafadrive
and disk drive. It copes direct!
with the BETA and OPU
DISCOVERY drives and now
also handles the KEMPSTON
disk interface. Transfers to other
disk systems can be effected via
tape. A Kempston compatible
joystick interface still appears on
the upgraded unit, as well as an
8K Rﬁﬁﬂ extension that can be
used as buffer area or as a RAM
disk or for machine code
routines.

The unsatisfactory video
output, which was linked to the
noisy video signal at the edge
connector, has been aban-
doned. In its ﬁtace has come a
toggle switch to make the
MULTIFACE ONE invisible. This
means that MULTIFACE ONE
need not be physically removed
should it clash with another
peripheral connected to the
system,.

_ There are also major changes
in the software area. Pressing
the all important button reveals
six options. EXIT returns you to
BASIC with the condition that
the standard system variables
are  still  intact, RETURN
continues  the  interru
Emam, SAVE initiates the

routine, TOOL saccesses
the new MULTI TOOLKIT
routines, COPY copies the
screen to any printer or printer
interface which can interpret the
COPY command, and JUMP
provides direct access to any
utilities within the Spectrum
ROM/RAM.

The JUMP address is located
at 8192 and 8193, At address
8194 is a ﬂag determining
whether the ROM (0) or the
MULTIFACE RAM (1) is paged,
(active). For direct access with-
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out Eaing through the MULTI-
FACE menu, the identification
code for RUN (Decimal 82,85,78)
can be POKEd into 8195-8197,
after which pressing the button
BREAKs the program and a dir-
ect jump is made to the required
start address. The JUMP com-
mand is useful for jumping dir-
ectly into a resident disassem-
bler, assembler or monitor.

One advantage of storing
routines within the MULTIFACE
RAM is that they remain unaffec-
ted by the NEW command. On
the other hand, to save the con-
tents, thewhole RAM or partof it
must be copiad to the Spectrum
RAM and saved from there. A
BASIC program is provided in
the manual for block moves into
and out of the MULTIFACE RAM.

L selection Eressnts a
new list of options. HEX toggles
the display of the current byte
between hex and decimal. To
view a different memory area,
the new address is typed and
entered. SPACE clears the
address. REG displays the Z80
rgisters which are held at
16358-16383. WINDOW opens a
window i;'lhtheT;nBiddia of the
screen to show bytes point-
ed to by a flashing cursor. The
address may be changed
using the ccl’.l:’sorl kev;_;
translates and displays the bytes
within the window into ggﬁil
characters. QUIT gets you back
to the opening screen menu,
With all these options TOOL
provides adequate means to
view any system memory either
brte by e or in scrollable
blocks of 128 bytes.

The facility to scrutinise the

isters in the state they
Were ¢ ur:irr.:? the BREAK is very
han indeed. This makes
MULTIFACE ONE the perfect
tool for investigating commerc-
ial programs by interrupting
them manually atany given time
either just to display the
memory contents or to pass
control automatically over to a
disassembier.

The SAVE ion makes the
MULTIFACE ONE indispensable
for transferring commercial pro-
grams onto the user's own fast
storage smarn. be it Micro-
drive, Wafadrive or any of the
available Spectrum disk drive
systems. Programs are saved
with or without screen and

require little space due to a
compression routine. Only the

L]

relevant memory areas are
transferred and so several pro-
Eqrams can be saved on one disk.

ULTIFACE ONE need not be
present when loading the saved
programs. The only disadvant-
age is the corruption of the top
screen area, which gets restored
as soon as the program is leftto
run. At £39.95 plus £1.00 post
and packing, this interface is a
must for any budding program-
mer or for any serious games
playerwitha faststorage device.

GETTING YOUR
HEAD TOGETHER

FoliowinEEon from OPERATION
CARETAKER — a complete
computer cassette recorder care
kit containing a head cleaning
ta and alignment routine,

Ve {'ust released
OPERATION ALIGNMENT for
the Spectrum at £5.95,

Without doubt, faulty align-
ment of tape recorder heads is
the major cause of tape loading
problems — particularly if the

rogram which is being loaded

atures one of the fancy hyper,
mega or giga loaders favoured
by software houses in the drive
against piracy. Usually all that is
needed is a tweak or two on the
azimuth alignment screw that
adjusts the playback head and
all is well when the angle is
restored to ninety degrees.

Getting that correct angle can

, Improved MULTIFACE ONE from

LITECHUINICHET

be a tricky business — the only
really accurate way to do it in-
volves an oscilloscope, but then
not many folks have one of
those lying around the front
room at home, With experience,
it's possible to play a program
tape and twiddle with the adjust-
ing screw, getting a reasonable
alignment listening to the
sounds emanating from the tape
recorder's speaker, but the
nervous or unskilled can make a
total botch of things using this
rather ham-fisted method.

Global come to the rescue
with a program (that you might
have to load in with a friend’s
tape recorder if your head is
really wonky) that comes in a
box with a dinky little screw-
driver ideal for head twiddling,
Once the program has loaded,
sample data can be played inte
géa com mirland the tapgh head

justed while you watch the
efflscts of your twiddles dis-

layed in the form of dynamic

rcharts that give a readout of

the status of the tape player in
real time.

Technobabble aside, the pack-
age represents value if you
are having problems with tape
loading errors and is worth
keeping with the computer.
After at while, you may find that
using the package has trained
your ear and the software can be
dispensed with— don't lose that
dm screwdriver though!
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INTEGRATING
DIGIT WITH
THE PLUS

Frel Limited, makers of the
COMCON joystick interface,
have come up with anather
interesting product — thistime a
kit to improve the feel and action
of the Spectrumn Plus keyboard.
Agriving in a video-sized box the
kit contains a myriad of little
parts which have to be fitted to
the Spectrum’s internals.
The back is already off one of
the office Pluses, and a full
rt on DIGIT Fitting should
follow nextissue. ..

Work begins on fitting the DIGIT parts to a Spectrum Plus. ..

Duraplug have come up with a
unit that takes your electricity
supply to the laundry. A lot of
modern electrical eguipment,
including video recorders and
computers are susceptible to
problems caused by voltage
surges in the mains supply.
Quite often, appliances in
another part of the building or
street cut in and can cause very
nasty things to happen to the
data in a ecomputer that shares
the same local supply. If you're
just about to reach an all-time
igh-score on the latest Mega-
game and Sid next door deci
to use his power drill, the result
can be very annoying. More
serious users, busily processing

SMOOTHING OUT THE SPIKES

words or doing very hard sums
with their computer, may sud-
denly lose hours of work.
Duraplug’s MAINS FILTER
R is a straightforward
solution to the dirty mains
problem. it pops into a wall
socket, and you plug your
computer's riead into the
adaptor. A red LED indicates
whether the power is on at the
wall and as long as you don't try
to draw more than a total of 3
amps through the unit, all
should be ticketty boo from then
on. Providing there are no Inter-
ruptions inthe supply, thatis. ..
Around the £18 mark, avail-
able from miost electrical shops.

T T

BLAST BACK

After the liquidation of the
company which brought BLAST
(See previous NICHEs) onto the
market, @ new company has
been formed whi is . to
continue marketing the product,
Software ( rd) Ltd
have taken over rights to the
compiler, but as we went to
press it was not possible to
ascertain whether owners of
gmblematk: early versions of
LAST will receive support from
the new owners of the rights to
the compiler. We'll keep you
posted in future issues.

TINKERING
WITH TASWORD

ifyou're an avid TASWORD user
and have :iv&r fancied pir.lodu-:-
ing some slick output wit r
dot matrix printer, Severn gglrks
Publishing have got some good
news for you. They are about to
release QUALITAS, a utility that
squeezes Near Letter Quality

from dot matrix printers.

TASWOR version
isalready available for £7.95 and
aTA D THREE implement-
ation is just around the corner,
priced at £8.95. The sample print
out sentwith the letter announc-
irﬂ the imminent arrival of
QUALITAS were printed on ‘a
battered old Epson FXBO', and
certainly lookad quite impress-
ive. A full review should Tollow
next issua.

e

SPECS AND DRUMS
AND
ROCK AND ROLL!

Those of you who have been
followi Simon Goodwin's
TECH TIPS column — or indeed
getting in tune with Jon Bates,
will have realised that the Spec-
Drum from Cheetah is a pretty
nifty piece of equipment.

Despite the fact that we miss-
ed out a bijou listing last month,
you'll have gathered that there
are a lot of interesting things
that can be done with this little
black box and the software that
accompanies it

Just for fun, the Chaps at
Cheetah have agreed to give
three SpecDrum units away in
this competition which should
test your drumming knowledge
a bit and check that you have
indeed been read‘:nﬁ_ about
SpecDrum in these hallowed
pages. Runners up, who get all
the answers right, will win a
£3.00 off voucher, redeemable
against a S rum if you buy it
by mail order, direct from Chee-
tah! Not bad eh?

On with the thinking caps, and
make sure your entry arrives by
or before 26th June this year at
DRUMMING COMP, ,

Box 10, Ludlow, Shropshire,
SY8 1DB. Answers on the back
of an envelope or posteard,
please.

1) One of these instruments is
not part of the SpecDrum kit
which one?

a} Hi-Hat

b) Cow-Bell

¢) Plectrum

2) One of the following is not a
dmm]mmamnm

a or m

b) The Clog

¢} Linndrum

3) The SpecDrum has a Latin Kit.
Does this mean:
&) it has South American
instruments

b} it has swarthy looks and
an Italian suit

¢) the names of the drums
are in Latin

4) Which drummer appeared
three times on last year's Live
Aid concert:

a} Nigel Olsen

b) Phil Collins

¢) Dave Donovan

5) Ultravox have a drummer a5
well as many drum machines.
What we want is the drummer’s
name is it

a) Karen Wann

b} Connie Francis

¢l Warren Canm

6) Which drum is sometimes
called a kick drum:

a) Bass Drum

b) Tom Tom

¢} Snare Drum

7) lan Paice is the drummer for:
5) eep burpl
urple
c} Ozzy Osborne
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OF DATABASES,
DISCO REMIXES
AND DOT SPOTTING

This month, Jon Bates takes a peek at a couple of v,
music tutor programs from Childsplay and examines a
combination Audio/Program cassette with hit tunes
from the Commodore on one side and a database on
the other. Next month he’ll probably be back making
music with add-on hardware . . .

In view of the wealth of music-making programs around, it's prob-
ah& ngt a bad idea to hfinld out what those queer—loochIng blc:l:nl‘rf and
sticks dancing along the lines in a music score actually mean if you ] i
want to get !nvo%va% in tunesmithing with your Spectrum’s assist- Mmﬁfamn tima limit in the key of C Major. It's
ance. As most music software invelves a piano-type keyboard, you'll c""’m :nt'ﬂw':rpﬂ!::mﬂ l-m?ingtﬂth

probably be lacking in the skills of note finding as well. So a program | '™sta musical mass Bates
such as this could well be a bonus in actually getting you to under- TR T e

stand what music scores are all about.
notes and their relative positions on the lines and spaces. On loading S

Parts One and Two concern themselves with the actual names of
up, the menu offers you option of plaving gamaes, getting an intro-
g'l!.lﬁtlodﬂ to the world of lines and spaces and a tour of the theory

ind itall.

Diving straight into the games there are various levels of difficulty. | Available only through
Note names are displayed on screen to help you and notes can be WH Smiths
entered either by keys 1 to B (which correspond to the notes A to G) T (e
or by moving a cursor over a keyboard on the screen. One thing that £R
was quite useful, educationally, was the section where the player
has to match up the pitch of a note that has to be found with the pitch
mat yc;u think it is. The really keen could turn off the screen and play
ear
Each game is timed and the resulting score shown at the end. If
you get a decent enough score you are allowad into the composing
section. Here you enter your own tune and have the dubious
prwile?e of hearing it back — although with all the notes being the
same length and played at a pretty pedestrian playback speed |
found this a bit tiresome. Rests appeared here without any previous
explanation. It would have been nice to have been able to access the
composing section direct from the menu.

Part Two introduces sharps and flats and revises Part One, but
doesn’t have a composing option. All of a horrible sudden there are
piles of key signatures without any lead up other than in the on-
screen theory paggs. Generally the idea is good and is one that has
been covered no better by similar programs. But | have a feeling that
it tends to defeat itself by having a theory section which consists of
pages of text and the theory side does not actually take an active part
in the program. The games could be more imaginative and make
more use of colour and graphics. Although interactive music
learning is obviously the way forward, it won’t succeed if the
program is little more than an electrenic personification of a stuffy
music teacher,

Jon Bates

MUSIC TEACHER is available from John C
RICE: £10 for Parts One and Two
76 CRASH June 1986




Nominated for the “Worst Vegetable Movie of all Time”

- Based on one of those all-
time lows in the world of movie
making that were actually
nominated for a Golden Turkey
Award, the Attack of the Killer
Tomatoes squelches on to your
screens courtesy of Global
Software

~% It's a bit of a sauce, really.
There's Wimp: Plasbott, working
away in the PuraTom (tm]
processing plant, when
suddenly, several hundred killer
tomatoes turn on you.

~ Rotten, aren't they?

% All you have to do is to help
Wimp keep the Pizza Parlours
well supplied with purée while
attempting to hammer the reds
before they can do the same to
you.

% Sounds absolutely killing,
doesn't it?
But can you stand the sight
of rivers running red? And have
you got the bottle for it?

.5 If you haven't, hard squish!

GO
K E Yoty
PRODUCTION.
Available for: Spectrum 48K, all

Amstrad CPC machines and all
MSX 64K machines

Available through all 9_113'.\ .

good dealers

Send cheques & P.0.'s to:
PO Box BT Landon SW11 185

Tel:01-228 1360
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know about

Well! What can | say? Part of last
month’s TECH TIPS wvanished
into a wormhole in space {(some-
where between Editorial and the
Art Room, actually) and our
whizzo scoop on SpecDrum
sounds ended up bereft of a
listing and a table.

At least, | hope it was a
wormhole

Besides catchin? up on the
missing bits of last month's
column, this month I've got
more dirt on the Cheetah Spec-
Drum, | explain how to vary the
volume of drums and produce a
Fairlight-style graph of every
sound. There's enough informa-
tion (Art parmﬂting!? for you to
make up your own drums, or
add jects to the sounds
Cheetah supply. The results turn
your £30 drum box into a gadget
that can out-perform semi-pro
devices in the £100-£200 price
bracket.
Having saved at least £140,
can rush out and buy a
%ﬁlm 128. At long last the
machine has arrived at
chez Goodwin; in this issue I've
?ot information on RAM pagin
including an exclusive tric
access all 128K

which lets

from ) and an in-depth
analysis of the real difference
between the new machine and
its predecessor. I've only had the
Spectrurmn 128 for a few days, so
I'm still finding out about its
inner workings. Next month |
should have a of the Spec-
trum 128 Technical Guide, so I'll
really be able to blind you with
science.

KEY
INFORMATION

If you want the extra editing
functions of the keypad, but

don't want to pay the £20 that
Sinclair Research were asking, |

Interrupt

Simon Goodwin
brings up more
Excuses and
Exclusives on the
Spectrum 128 and
CheetahSpecDrum
— plus all you
ever wanted to
Mode 2!

can tell you how to get the same

effect from the normal keyboard
... the add-on keypad gives you

new editing functions on single
keys. The m 128 has to
recognise these somehow; it

uses the key-codes which follow
the normal Spectrum user-defi-
ned graphics. On a 48K machine
you can letters from Ato U
in GRAPHICS MODE, to get the
corresponding 21 user-defined
characters. Letters from V to Z
are ignored.

But the 128 treats those
‘spare’ codes as editing com
mands. In each case, in the ab-
sence of a keypad, you have to
press the GRAPH key — near the
top left comer of the keyboard —
before and after the appropriate
letter. The first press selects
GRAPHICS MODE, so that the
keys have their special effects,
and the second press switches
the mode off, so that you can
type normally thereafter. Ann-
uyingzlg, unlike the 48K machine,
the 128 doesn’t change the cur-
sor when GRAPHICS MODE is

selected.
GRAPH V GRAPH instantly
moves the cursor to the start of

the last line of your program.
GRAPH W takes you to

the very beginning. X.

GRAPH propels you to the end of
the line—very useful that one—
and GRAPH Y GRAPH moves the
cursor to the start. The I.lszt
GRAPH, toggles the editor dis-

play between the top and bot-
tom parts of the screen.

ROM WRONGS

These functions only work when
‘re in 128 , but they
ave a Iingerill-? effect when
try to use 4BK software. When
the new machine is put into 4BK
mode it ‘hides’ the extra 80K of

memory and the 16K utility
ROM, but it still doesn't behave
exactly like a Spectrum or Spec-
trum Plus. The main incompat-
ability has the unfortunate e

of stopping Kempston (and
compatible) joysticks from
working in many games. The
explanation is a bittechnical, but

here q?oas...

A‘heartbeat’ signal generated
inside the Spectrum causes it to
m:f what ever else it is doing
and run a short machine-code

ram, 50 times a second.
ormally this program just re-
ads the keyboard and updates
the computer's internal clock.
The routine is buried inside the
Spectrum ROM, so you can't
change it.

However, it is possible to di-
vert the effect so that another
routine gets called every 1/50
second. Many popular games
use this effect to read the joy-
stick or keys, move sprites or

nerate sound effects. The

iversion involves setting a
software ‘switch’ inside the Z80
processor, so that it jumps to a
routine indicated by the pro-

rammer instead of the normal

M routine.

Unfortunately this mode —
Interrupt Mode 2 — gives exte-
rnal devices control over which
routine gets executed. Devices
can alter the diversion by pre-
senting different values on the
computer bus — the connector
at the back.

Games programmers don't
want this — they want the same
routine to run regardless of the
value on the bus. But the Kemp-
ston j ick interface upsets
things presenting values
when it shouldn’t; diverting the
machine-code in the process.

This, in case you are wonder-
ing, is why Tornado Low Level
used to crash if you tried to play
it with a Kempston stick conn-
ected — the interface made the
processor look in the wrong
place at every heartbeat.

Values on the bus ¢an range
from 0 to 255, so the processor
can fetch the routine’s address
from up to 256 different places.
In1 Quicksilva's John Hallis
realised that a table of 257
identical bytes will always send
the processor to the same ad-
dress. (257 identical bytes,
because an address takes 2
bytes.) Such a table is a bit
wasteful (for some reason, John
actually used about 700 bytes!)
and the possible destinations
are a bit limited, but you can be
sure of a reliable call 50 times a
second, whatever is plugged
into the back of the computer. In
Aqguaplane this effect is used to
give a two-colour border (sky
and sea) by changing the colour
as the TV re-draws the picture,
50 times a second.

This technique worked, but it
used quite a lot of memory. lan
Oliver of Realtime Software had
the fiendish idea of using the
‘empty’ locations in the old
Spectrum ROM instead of a
table in RAM. These happen to
contain the right value (255} to

OTECHONICHECTECHCONICHEOTE CHO

direct the computer to the very
top of memaory. A relative jump
instruction at address
interacts with the -13 value at the
start of the ROM (logically, the
‘next’ address) to send the pro-
cessor to address 65524, where
you can put a jump to anywhere
like. The whole trick uses
just 12 bytes of RAM, and it is
totally impervious to the effects
of the Kempston interface. it's
very efficient, very clever, and
programmers love it. Dozens of
games use the technique.
ut . . . Sinclair have put
routines to read the keypad into
the previously-unused area of
in the 128! the ‘blank’ area
is now full of code, so the trick
won't work. The problem can be
cured if software houses go back
to the old John Hollis method,
but that needs much more sp-
ace, in rather inconvenient
places. Many games already use
every byte on the 48K machine. .

It's hard to see what can be
done to around this prob-
lem, in the short term. Amstrad
only show their ignorance by
complaining that Spectrum pro-
grammers should “follow the
rules”. Sinclair never published
any rules about what should and
shouldn't be done on the Spec-
trum. If programmers had stuck
to the information in the Oran
manuai we’'d still be playing
Tanx and Mined Out . . .

128K FROM BASIC

The Z80 processor in all versions
of the m can only add-
ress of memory at a time.
16K is used for ROM and 48K for
RAM. Older peripherals — such
as Interfaca 1, LPRINT, the
VTX modem and so on— used a
technique called paging to dis-
able the ZX ROM and
replace it, temporarily, with
anather.

A similar technique is used on
the 128, to allow 128K of RAM to
fit into the 48K space. Of course,
you can still only have 48K at a
time. As supplied, the Spectrum
128 uses 16K as wol :
when programs are being edit-
ed, and the remaining spare 64K
as a RAM disc — an area of
memory into which you can
SAVE programs or data. Unless
m want to mess around with

your program is stuck
\f\.‘g.'l?in the confines of the usual

CRASH
EXCLUSIVE

But that's just what Sinclair said.
Contrary to what you may have
read in other magazines, it is
easy to switch the 128K around
from BASIC. All you need is one
POKE instruction! Before | spill
the beans, I'd better explain how
the 128K is arranged.

The memory in the new
machine is treated as eight 16K
pages, numbered from 0 to 7 in.
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classic computer programmer
tradition. Page 5 contains the
normal screen memory and
what would be present on a 16K
rum — addresses from
1 to 32767. Page 2 contains
the next 16K, from 32768 to
491561. 7Then things get
interesting.
All the other six pages —
0,1,346 and 7 — fit into the
space from 49152 to 65535. Of

accessed at a time. You select
the page by storing the number
of the page you want, plus 16, at
adgr$95 23388.
efore you go swappin

pages you should type CLEAE
48151, so that ZX BASIC doesn’t
try to store information in the
‘top” 16K — otherwise it will get
very confused when the inform-
ation vanishes and a new page

a rs!
I'm stifl waiting for the tech-
nical details of the 128, so I'm

not sure WHY this POKE works
— but it does. Normally page 0
occupies the top 18K. As soonas
your BASIC program stops,
page O re-appears and some-
thing POKEs 16 back to 23388 —
but you can PEEK or POKE, LDIR
or whatever in the 'new’ pages
while your BASIC program runs.

For example, write a program
that starts with POKE 23388, 17
{page 1) and then examines the
contents of memory from 49152
onwards. You will see the con-
tents of the first quarter of the
RAM disk. The next three quart-
ers are in pages 3, 4 and 6; they
can be accessed by POKEing 19,
20 and 22 (16 plus 6) respective-
ly. You can look at the editor's
workspace, and the RAM disk
dl_rector'EEhy selecting page 7
with POKE 23388,23.

Most amazingly, you can even
end up with the same page of
RAM in two places! Try this line:

1 CLEAR 49151: POKE 23388,21:
POKE 49152,255: PAUSE 0

This moves page 5 into the top
16K, and then %KE:; 255 at the
start of the page. However,
video information from 16384
upwards is still being read from

e 5. The POKE to 49152 puts
a line on the screen — even
though the screen is at 16384,
The same memory is appearing
in two places!

You can do the same with
pa?e 2 — normally 32768 to
49151 — but you should be wary
of POKEing it as you might
corrupt your BASIC program.

It's a fiddle to gain access to all
128K, but it can be done. Unfor-
tunately you can’t divert RAM
into the bottom f»age — where
the ROM normally appears —
and switch the video memory
out of the normal 84K comp-
letely. So you can't run the CP/M
business operating system on
the Spectrum as you can on the
‘other” Amstrad machines. Still,

whio cares?
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course, only one page can be.

HARD FAULTS

The edge-connector at the back
of the 128 is missing a few sig-
nals, compared with the Spec-
trum. It is no surprise that the old
digmlay signals (U, V, Y and
VIDEQ) are unconnected, as the
new machine has an RGB and
Composite video output socket,

More imﬁortamw, the IOR
QGE signal has gone. This used
to allow external devices to ‘turn
off’ the rum ULA so that
they could imitate the keyboard.
The original version of the Com-
con joystick interface, among
others, used IORQGE, and wou-
ldn'twork on the 128. A new 128-
compatible version is now
available.

128K INSTANT
INTERFACE

The other joystick interfaces |
gol working were an ancient
tonechip programmable port,
an Intergc:e 2 (after pressing
RESET) and — of course! — the
Instant Interface, documented in
the December 1985 TECH TIPS.

You'll need a copy of the
original article to fit the port, but
here are some new points to
remember. There are eight
screws on the underside of the
machine — three long ones, by
the metal heat-sink, a sharp
edged one by the edge conn-
ector, three on the right hand
side and one on the bottom lip.
As ever, remember that you
invalidate your warranty by pul-
ling your machine apart.

e sixwires from the joystick

o onto the backs of the key-

rd connectors; these have
been moved, but are otherwise
identical to the ones on the 48K
machine. The new circuit board
is held in by two very short
screws near the front edge of the
machine. Leave the three screws
by the heat sink alone.

You must unplug the regu-
lator, on the right, by pulling
gen.ntlv on its white connector.

rise the reset switch vertically
out of its slot, and then turn the
board upside down for soider-
ing. When you put things back
together, note that the regulator
wires should be coloured Green,
White, Red from left to right as
you view the machine with the
edge-connector pointing away
from you. Don't try to test the
machine until you've re-conn-
ected the regulator!

MORE TESTING

| tried a few other peripherals on
the 128. There seems to be a
neral problem with devices
at use input ports — the Datel
sound sampler was able to pro-
duce noises (via port 127) but |
couldn’t read anything back
from the same port. Perhaps the
‘strobe’ port — number 191 —
was not working properly.
Amazingly, my Currah Micro-

speach worked first time, auto-
matically selecting 48K mode
and chattering away quite hap-
pily on the new machine. Micro-
speech is available ata silly price
nowadays, and it is good to see
that it works on the new mach-
ine, The BETA Disk system is
definitely NOT compatible with
the 128, and | hear that the VTX-
5000 modem won't work either,
| found that a ZX LPRINT 2
rallel printer interface worked
ne on the 128 in 48K mode. In
128 mode you MUST use a
printer connected to the serial
port— the ZX Printer won't work
in that mode, not least because
some of the new System Vari-
ables are stored in the ZX printer
buffer!
If you've got a Centronics
rinter you may be interested to
r that serial to parallel con-
vertors for the QL work perfectly

ITECHONICHEOTECHUNICHEOTECHONIH

on the 128, The plugs (for once)
are the same. | tested this with a
Connexions OL interface, bou-
ght at Boots, and it worked
straight away. COPY generates
codes for a EPSON FX (or com-

tible) printer. The Miracle

ystems QL interface should
also work.

The Cheetah SpecDrum see-
med to suffer from software,
rather than hardware, incompat-
ibility. | could push the cones of
my speakers back and forth by
sending different vaiues to port
31 from 128 BASIC, but the drum
software wouldn'twork in 12Bor
48 mode. This is a shame, be-
cause the SpecDrum could do a
lot with extra RAM — vou could
have about 40 different drums
loaded at once, using the page-
flipping technique explained
earlier.

SPECDRUM REVISITED

Back to humble 48K Spectrum
users now, with further hints
about Cheetah’s SpecDrum. The
SAMPLE EDITO program,
which went missing last month,
lets you load any drum sound
into memory. You'll need to use
the Cheetah Kit Editor to extract
individual drums from a kit, but

ou can load the RIM and HI

M sounds directly.

The extra lines from 600 to 620
print out the name and type of a
sample, once you've loaded it.
Of course, you can change any
of this information with POKEs.

DRUM TUNING

Once you've got a sample in
memory you can tailor the
sound, in just about any way.
Each sample is made up of
2:3,000-0dd numbers, repres-
enting back and forth move-
ments of a wave (or speaker
cone). The.computer plays these
back at high speed, and elec-
tronics in the SpecDrum convert
the numbers into a changing
voltage. 20480 numbers are
processed the hardware
avar-l; second, which exEIains
the high gquality — the band-
width or tonal range of the
system is about the same as a
od cassefte recorder or a
edium Wave radio station.
The SpecDrum is an eight-bit
systern, which means that it can
cope with 266 different levels.
There’'s only one hardware
channel, but the effect of three
spunds at once can be produced

by adding together the level for
each sound

To make the adding easier,
each byte is stored as a signed
value, between -128 and 127.
The Spectrum's PEEK command
treats negative values as if they
had 256 added to them, so a little
code is needed to correct things.

POKE copes feﬁectfy happily
with signed values.

ACOUSTIC

SIGNATURES

Line 700 scans through an entire
sample. The sample should be
loaded with the other pragram,
to set the value of the variable T
{the sampleFt’Epa}. Line 710 con-
verts each PEEK into a signed
valus.

The first line 720 just plots the
raph of the sound across the
pectrum display. If you want ta

see this work well, try plotting
the KICK D from the Latin kit. The
scale is compressed, to fit the
entire sound on the screen; you
may find it is better to look at
only part of a high pitched
sample, by removing the INT,
brackets and /12 in line 720. The
plot will stop with an error-
message when the edge of the
screen 1S reached.

Unlike the SpecDrum, most real
drummers bash away at varying
levels as they play. The Spec-
Drum only plays each drum at
one volume, and this is very
limiting musically. Upmarkst
drum synths have an emphasis
button which can be used to
make certain beats extra-loud.
You can adjust the levels of
the SpecDrum samples by
multiplying or dividing the
stored values. Large factors lead
to distortion, but a factor of 2 is
barely discernible to the ear, so |
find | get best results by cont-
rasti doubled and halved
samples. Simple rhythms play-
ed on one drum, aiternatively
using two levels, sound ?reat.
To change the level of a sam-
ple, use line 700 and 710 to read
each value and add the second
ling 720, Set FACTOR to 2 or 0.5
before you GOT TO 700, and the
sample will be turned up or
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SAMPLE EDITOR LISTING:

100
110
120
130
140
150
200
220
300
310
320
330
400
410
420
430
500
510

CLEAR 26747
FOR I=24676B TO 24784

READ C: POKE I,0: NEXT 1
PRINT “Flay drum tape."
FOKE 26780,B6: FOKE 2&47B1,5
GO TO 300
FRINT "Tap a key to save.": PAUSE O
POKE 26780,1%4: POKE 24781,4
POKE 26771,1465: POKE 26774.B
POKE 26775,0: POKE 26777.,0
RANDOMIZE USR 24748
LET T=PEEK 24789
FPOKE 26771,175: POKE 26774.0
FOKE 246775,8+4%(T=130 OR T=132)
PDKE 246777,255
RANDOMIZE USR 267&68: STOP
DATA 175,221,33,0,104,17,0,0
DATA &62,0,55,205,0,0,245, 193,201

ely, You can

samples which have been proc-
by re-printing the

essed in this way, to remind me
what I've done when | come to
re-load the sound.

down
check

this
graph. | POKE a 'plus’ or ‘minus’
character into the 'names of

- below -12, or the sound will

EXTRA ROUTINES:
Display drum details:

&00 PRINT "Drum types

"sPEEK 267895".

Name "

410 FOR I=26790 TO 26796: PRINT CHR$ PEEK I;

&20 NEXT I: PRINT:

Graph sample:

STOP

700 FOR I1=2&6799 TOD 28846+1024%(T=130 OR T=132)

710
720

LET L=PEEK I: IF L2>127 THEN LET L=lL-25&
PLOT INT ((I-2&799)/12),BB+L: NEXT I

Adjust emphasis (suggested FACTORs 0.5, 2):

720

CLIPPING

It is important that the total level
of all the drums being played
never exceeds 127 or dro

TABLE 1: SpecDrum channels, drum positions & sample sizes.

Position 1 2 &5 4 S
Sample 2K 3K 3K JK 2K
Channel 1 2 = 2 =

File type 129 130 130 130 131

& 2 8
2K 3K 3K
S5 3 3
131 132 132

good
sounds by plotting the graph of
TR TR .o aeh

POKE I,L#FACTOR: NEXT I

badly distorted. This :_:,aﬂl: never
hel?dpen when you use the stan-
dard drums, because they are
recorded so that the total of ail
the loudest drum levels is within
asafe range (the Bass drum

the most range, and the other

. a mada-up wave-
form intomemory. You ca a
idea of the shape of

:

THE END
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Way back during the snows and
general arctic conditions of Feb-
ruary, we asked all Saboteur
fans to come r:f with a map of
the game. Durell kindly supplied
avideo by way of an incentive. ..

There must have been an
awful lot of you snowed-in over
the fist months of this year,
because we were snowed-under
(Copyright 1986 Pretty Coof Link
Corporation) with entries. Due
to a slight error in the February
typesetting, the entry deadline
was extended a little. Now, at
long last, the competition has
closed, the '..'vinnrnﬁ'l entry has
been selected. Kevin Payne of
Holmoak BS18 2RZ will soon be
watching all the latest videos on
the machine supplied by the
helpful fellows at Durell.
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SABOTEUR MAPPING COMPETITION

Runners-up get to choose a
game from the Durell catalogue,
and should have a good few
hours of free playing ahead of
themn,

The ten runners up who get
their choice of Durell games are
as follows:

Angus Mackintosh, Datmouth
Terrace, SE10 8AX; Paul
wgod, Hampton Grove, BLS
: A M Pugh, Birmingham St,
WWV13 2HH; Rusell R Semaine,
Bush Hall Rd, CM12 OPZ; Nick
Annies, Sallowbush Rd, PE18
AF; Simon Lyneh, Hermits
Croft, CV3 ; Paul Messam,
Belle Vue Rd, SN13HN; David
Barrett, Mill Hill Lane, DE15
0AX: Paul Deyes, London Rd,
HP3 8BD; Robert Brown,
Queens Close, NR4 7PE

Captain Nidd demonstrates his amazing bottomless bucket
irick while mwlmﬁmmuu'inmgm
integration’s WK competition

BOMBJACK COMP

In the April Issue of CRASH we
asked all the BombdJack fans
scattered around the country to
devise a training manual for use
by an assistant superhero while

bjack went on his hols. A
BombJack arcade machine is
the prize in this case, and after
after hours of head-sctratching
the faithful Comps Minion
finally dragged himself out of
the broom cupboard for long
enough to select the winners:
The Brothers Westland —
Stephen and David — will saon
have a BombJack arcade
machine winginﬁvits way down
to them in West Wickham, Kent.
Elite T-shirts go to the 20
runners-up.

The runners up, whose grasp of
Bomb, is quite evident, will
s00n be able to parade sbout in
their very own ELITE SYSTEMS
T Shirts. Not bad; eh?

TTTT TOMAHAWK KIDS

The Tomahawk competition
wasn't actually featured in

but was run on the inlay
card of Digital Integration’s
hglimfter simulator. Graeme
Kidd {He of the shiny red Doc
Martens) drew the winning
entries from an official CRASH
bucket just the other day, and
here they are. The first prize of a
tripin a helicopter plus a day out
with Digital Integration goes to
David s of Ra Rd,
Durham and Martin Johnson
who hails from Foundry in
Truro.

Twenty runners-up are to
receive Apache Airfix model
kits. The helicopter ride is

cheduled for awarm spell — so
sit tight winning entrants, you'll
be airborne before you know it!

Airfix Kit Modellers to be are:
John Lewis, Hendrefoilan Road,

Swansea; C J Biddle , Highcroft
Avenue, LE2 5UG; R Nash,

rd Road, Herts; Nick
Hawcroft, Oriel Bank, YO1125Z:
lain Morrison, Manse Road,
Nairmn; David Cartwright,
Bowshaw, S18 6GB; J R Thorpe,
Felindre, Wales: M H Watmore,
Tolpuddle Way, GU17 7BH;
Jason Lock, Heathbourne Road,
Lancs; Mr P Lawler, Springfield
Close. PO20 7AS; A B Smith,
Holst Close, NR33 9BZ; P Small,
Normanby Road. LN7 6TB: R
Balisz i, Leighton Buzzard,
Beds; M Perman, Carsons Drive,
Suffolk; Colin Noad, Peddlars
Grove, Surrey; Mark Whitaker,
Waestfield Drive, DL3 9BB; Mr G
Proctor, Gargrave Court, LSS
7EP; Phil Collings, Devon. TQ12
SHF; S L Morrison , Leam Lane,
Tyne & Wear; Richard Pettican,
Spindlewoods, Surrey

-3




Steven or David Westland, Mhm-:msﬂ.:n‘?ml’t’l

SUPERNOVA, secrat agent extraordinairs
Bomb.Jack, as he appeared in the Westland

TIRDE oay
LU Derts or iy
e o o LT i

B Ty “""Mu\.l

ADVENTURE CHART WRITE-IN COUPON

Please use block capitals and write clearly!

My top five programs are:

I I
I |
’ TITLE VOTE OUT OF TEN |
I BEARE: & o e b i S e T 4 A e g 9 e BTy |
1
T A et 1 S N A S S |
| 2 t
SR P T ST ettt e S e e e
| postcode TSHIRTSIZE .......coivioniinnns 2 |
| 4 :
I Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SY8 1DB
T R S O S Rl S L e o R e L S UL Rl &
I[CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order :
l Please use block capitals and write clearly! are. |
I| Sl A e e L e e TITLE PHODUCEH%
[ADDIESS . .ovucnvneiuiasiesnserinensansnsassnsnes 1 |
I .................................................. 2 I
I
R i e e R R T T 3 |
| TEMREORE ... 4 }
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 4
| LUDLOW, SHROPSHIRE SY8 1DB _jl
R e S —————————— AP e e e
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column, put together by BRENDON
KAVANAGH who ha besh invoived

ay By Mail Game STAR-

sworld for some
m :

The hobby of Play By Mail (PEM)
9'""’3 is now well established
in the UK, and a lot has
happened since Chris Harvey
brought the bug across
the Atlantic from America
fifteen years ago. John
Minson’s rt on the first
British Convention in the
April Issue set the scene: over
the coming months I'll be
providing a r update on
the goings on in the PBM world,
aswell as looking at some of the
games currently available.

To begin with, I'd like to

in the main elements of

A PBM game is a complex
fantasy/strategy game played
simultaneously by a large group
of people who all use the postal
system to interact with the
game. To participate, each play-
er sends orders for the current
turn to the Game Moderator
{GM), who is paid to process the
orders and return the results to
the players. Each player's res-
ults are unique and personal-
ised, and is is partly from study-
ing these results that a player
decides on the orders to pop in
the post for the next turn.
Games may be human mode-
rated, computer moderated or
computer assisted. The way in
which a game is moderated
affects its feel, but shouldn't
affect the quality of the game
itself. Players of the Fighting
Fantasy type of game, for inst-
ance, tend to feel that computer
moderation gives the imagina-
tion much more freedom, Con-
versely, games
generally lose out on atmo-
sphere if the tum reports are
handwritten sheets rather than
computer-generated printouts.
. Each moderating method has
its inherent disadva 5.
Human moderators — by their
very nature — ‘can have bad
s, which are reflected in the
standard of GMing. Computer
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ce-based

PBM gaming, and outline the
basic structure of the games
themselves.

e T
PLAYING GAMES BY MAIL?

software and hardware can
suffer from disastrous bugs or
system crashes that may wipe
entire game from memory.
Backups are almost always
taken regularly by GM's running
a computer system, but the hard
disk equipment needed rapidiy
ggts expensive . , . Generally,
M games are run well, and
problems are scarce.

TURN AND
TURNAROUND

PBM games either have fixed
deadlines for orders or they are
‘open ended’. Where deadlines
are enforced, players must post
their orders on or before a cer-
tain date. The GM can then pro-
cess all the orders at once, and
the main overlying strategy in
such games involves predicting
the actions of enemies or op-
&i;ems in order to outwit them.
dlines are usually fortnight-
ly, but other frequencies do crop
up — weekly deadlines are set
on some games to give fast
turnaround, while three weekly
or monthly deadlines in other
games allow international play-
ers to participate without being
affected by tal delays.
Open ended games have ord-

Vorcon Wars
Eapitol

THE Temples
&t Sanie

Star Empires

Tesun Mg, 1y
Bstabgry

FOIRE REVIEMS

Stargiape
The Meapon

Warlords oy
Kaos

PEM MAGAZINE, edited mcmwsm-d
avery other month Eﬂvunw venue, Rise
Mﬂmﬂm%wmn.wmmm

ers processed several times a

ik, and have no fixed way of
ending. Players may submit
orders as often or as rarely as
they choose, and such games
usually progress rapidly. Open
ended games with a fast tumn-
around are likely to appeal to
those who enjoy quick, realtime
developments more than a stag-
gered battle of wits.

LEFIN

Play By Mail games are charac-
teri by the long lives they
en'itB}Kn— games last for years, as
a ame is no one-day cam-
paign. A variety of methods are
used to bring PBM games to a
close. Norrnaiiy, a game contin-
ues until there is a clear victor or
the game becomes uneconomi-
cal for the Game Moderator to
run. Altematively, points or
ratings systems may be employ-
ed in a variety of ways — some
games end on a set date, when
players are ranked according to
achievements. One game invol-
ves a secret score, set by the GM
at the start, and as soon as a
player reaches that mystery
score, then the game ends. In
open ended games, a points
system is used to identify the
leading players.

Ultirnat:f'v: games can be
closed due to acts of God
{computer failure or other real-
life disaster}, low popularity or
even total boredom on the part
of the Game Moderator. Fortu-
nately, early closures are rare.

THE DIPLOMATIC
CORPS

The most attractive feature of
PBM games is probably the fact
that they are multiplayer games.
The results that arrive on your
Turn Sheet after each move can

be heavily influenced by the
actions of other players. Operat-
ing alone in a game, with no
allies to support you, can be very
difficult as well as being a bit
ing. It is very important to
engage in diplomacy to get the
most out of the game.
Inter-player communication,
which take place outside the
structure of the game itself as
laid down by the Game Moder-
ator, is termed Diplomacy, and
involves direct contact between
Elaya_rs by telephone or letter.
unning cqummda wall . ..
The art of Diplomacy involves
a complicated of bluff,
double bluff and negotiation.
The aimn is to extract information
fellow plavers, to make
alliances or enemies, to double-
cross allies, and to indirectly
manipulate other players. Diplo-
macy is also commonly used to
lead for mercy from a superior
rce!l Very complex relation-
ships can develop between the
ayers in a game, and the
behind-the-scenes manoeuver-
ing can often become as much
fun, if not more fun, than the
actual gameplay!

NEXT MUNF

Following on from this brief in-
troduction to the mechanics of
PBM games, next month 'l take
a close look at a single game —
VORCONWARS. This is perhaps
the best introduction to PBM
gam:nﬁ around at the moment,
and I'll examine the game in
depth for the benefit of readers
!hankmgf alt;._;‘m taking up the
hobby of playing games by mail.

Meanwmla,ﬁem do:Yt hesi-
tate to d me & line at PBM
MAILBOX, SH Towers, Lud-
Iuk: Shra;vlshdi;a SY8 1DB— I'd
ike to inclu tips and
letters in a Pgalg.aMIﬂLBOX
FORUM, and it's up to you to
help out!
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Axil finds a key on a table as the central status window reveals. On the left, in the blue window, the exits
wm the current location are revealed, while Axil’s personal status in terms nmemm, Luck and
are displayed

FORUET IT,0R0P HEY
POl BEOE THE EEY
MR TH

L.en HE(.

HEAVY
ON THE
MAGICK

Producer: Gargoyle
Price: £9.95
Authors: Carter & Follis

Music on the Spectrum has
never been a matter to crow
about, what with the likes of the
Commodore, Amstrad and Atari
machines tunefully serenading
the high street store customers,
but here Gargoyle have pro-
duced an intro tune which
improves and becomes more
complete the longer you leave it
playing on the introduction
screens. The player is further
seduced an animated loading
screen — the first | can
remember seemﬁ Many of the
pictures you will meet during
the gams are flashed up around
the screen as a loading counter
ticks down from over 750 in the
bottomn right-hand corner.

The options on loading up are
commendable and are an in-
sight into the complexities and
depth of the game. Magick 1
sees you start a brand new

ame, Save Game and Restore

me are the standard options,

while Save/Restore Axif (the
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of the main viewscreen

main character) and Realign
Status are welcome additions.
This last aliows the player to
alter the values for Stamina,
Skill and Luck randomly attribu-
ted to our hero at the start.
Pressing the 6 key has the values
swapping around from their
inherent bias towards a high
Stamina, much lower Skill, and
very low Luck so that rlou might
refer and select a high Skill ora
h;fh Luck. Typical starting
values for Stamina, Skill and

Luck are 33, 8, 3 and 35, 12, 4
showing that your total points

tally does vary along with their
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distribution. You always,
however, begin with zero exp-
erience points, and are saddled
with the far from glamorous
grade of Neophyts, a very lowly
wizard barely competent with
spells.

The first frame gives an idea of
how all the information in the
superb supporting booklet (the
best I've seen since Lords of
Midnight in terms of playing
details and imaginative story-
line) might be enacted. Axijl the
Able stands between two tables
with what look like, and indeed
are, books perched upaon each. |
say 'look like' because herein
lies one of the few drawbacks —
and a minor one at that — to the
playability of this game. The
picture is formed by a method
Gargoyle have made their own:
the screen is formed in memory
and blown up onto tha scresn as
& way to conserve memory and
s0 allow a longer and more
detailed adventure. Because of
this, the scale of the picture is
enlarged and the definition is
reduced, with the result that
individual pixels become con-
spicucus and objects become

that 'much more difficult to

identify. The playablility is saved

though by the use of the
EXAMINE OBJECT .command
which not only tells you of the
nature of the object but in what
way |t_miﬂht prove useful or
otherwise harmful. Objects can
be harmful by being poisonous
or by simply draining Stamina
by way of their excessive
weight.

atching the first frame for a
while farniliarises you with the

The Demon BELEZBAR has just been summoned — it’s the nasty fly-eyed greeblie on the left

windows of information along
the bottom of the screen. The
debut location is a good place to
do this, as in other localities
various nasties suddenly
descend upon you making your
task, and. your very survival, a
difficult business. Your char-
acter, Axil, stands between the
tables in a long cloak which he
ruffles impatiently, waiting on
your next move. Waiting long
encugh here you will also notice
this rustling of garment actually
takes up Stamina as a click,
marking the loss of one unit
every few minutes, lets you
know.

The first frame is quite useful
for showing how one or two of
the simpler aspects of the game
work. The ever-useful EXAMINE
OBJECT invoked, as with all
commands, by a key word (in
this case brought up onto the
screen by pressing X) takes Auxil
behind the desk to the left and
tells of a table pitted with wood-
worm which holds a book, PICK
UP BOOK, enacted by pressing P
and spelling out BOOK (all
words following keywords must
be spelled out in full — no easy
matter with words like

GRIMOIRE knocking around)
has Axil on screen picking up the
book with one of many superb
and life-like animations. Alas,
the book is smeared with poison
and your Stamina rating takes a
quick tumble. (Incidentally, PICK
UP object gives You can't lift the
table’}!

The choice of exits at the start
is between east and west but in
later screens there can be many
exits, a little arrow indicating
whether any lead up or down,
NE t would indicate that the N
exit takes you up a level
Another symbol you will meet
sooner or later is the flashing of
a direction marker, which indic-
ates that a nasty is approaching
from that compass point. Apart
from directions, the left hand
window can also hold infor-
mation on the level you happen
o be in and the objects you are
earrying (after picking up or put-
ting down of an object).

ne point which | either didn’t
quite grasp, or which is a
genuine failing, is the inability to
speed up the game. Each frame
begins with a description of the
locality eg "ou are in the Sothic
Complex on Level 2' which
remains on the screen for nine
seconds. This is a long time if
'IIGU want to zip around. Perhaps
just missed the description of
the key which speeds up this
process in the manual. How-
ever, if you know where you are
oing, you can by-pass readouts
Y using the multiple entry sys-
tem whereby words separated
by commas and entered as a
string are acted upon at once.
Separated commands can be
interrupted by an attacking
monster.

Heavy on the Magick is some-
thing that has been promised to
the computer games world for
some time but until now has
never guite materialised. It is an
adventure, certainly, but is
animated to the extent where it
will appeal to a whole spectrum
of games players. The incredibly
lifelike movements of the main
character, and the cuteness of
the monsters, should find a very
receptive audience just dying to
get their hands on this one.

COMMENTS

Difficulty: very playable, not
easy to complete

Graphics: unusual blown up
pictures featuring superb
animation

Presentation: smart

Input facility: keyword and
sophisticated multiple entry
systermn

Response: fast

General rating: an original,
animated adventure

Atmosphere 9
Vocabulary 9

ic 9
Addictive quality 9
Overall 9
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THE TERRORS OF
TRANTOSS

Producer: Ariolasoft

Authors: Ram Jam Corporation

In the house, where gold and a blanket may be found —
useful items on the gquest to eliminate Trantoss

It's at tirmes like these that | wish
I'd marshalled my back issues of
CRASH into some semblance of
order, perhaps with the help of
those binders lost within the
plethora of sweatshirts and
Bgaked caps to be found in our

loved magazine. It has been
stated by many a more acad-
emic devotee than myself that
the universe is becoming more
chaotic, not due to man's strug-
gling with Sunday trading or the
thinness of bin liners, no, but to
some innate Physical Law, an
inescapable truth even outside
university Physics departments.
The best laws can only be dis-
proven by travelling to the very
edges of the universe and
proven by simply opening one's
eyes. This idea of the whole
works spiraililr‘g; into a state of
devilish disorder is indeed a

od one as the evidence does
ie right before me — on my desk
to be precise. Someone once
said (or was it scowled?) an un-
tidy desk is -a sign of an untidy
mind and this is borne out by the
unruly state of my desk when
compared to that of my bank
manager's,

This lengthy introduction you
might be surprised to discover is
i an attempt to outdo that
g:imhv discourse which pre-

ed a rather favourable
review of Ram Jam'’s last adv-
enture, Valkyrie 17, reviewed
way back in a month with not-
ables such as Return to Eden,
Twin Kingdom Valley, Out of the
Shadows, Tower of Despair, and
Eye of Bain. Such months are,
alas, conspicuously rare these
. As you may gather from

the intro to this piece, it took me
quite some time to discover this
all happened way back in

December 84,

Let's look at the bumph be-
hind this one now because it
seems to me we both need a rest
from long discourses on dis-
order in the universa.

Inthe region of Hapshal, south
of the dark mountains of
Mortran, lies a small village on a
road that leads to a far off city.
Sinister things were happening
during the hours of darkness, as
each night when the villagers
locked themselves into their
homes a few of them would
have disappeared by daybreak.
Ancient legend told of an evil
Xyradd cailed Trantoss, one of
the undead who was banished
to the far off mountains with all
his powers removed by the long
dead Wizards of Vane. The
legend told of a golden mace
that gave Trantoss his powers.
This the wizards smashed and
the pieces were scattered over
the mountains.

Mow, the wise men of the village
believe, Trantoss must still be
alive and he must have coliected
together the pieces of the mace.
His power is returning. All they
can hope to do is to destroy the
mace once again before all his
powers return. They need &
brave man to venture along the
lost paths into the mountains.
None of the villagers are pre-
pared to take the risks involved
until, one night, two brothers
awake to find the rest of their
family has disappeared into the
darkness. These two, Lobo the
woodcutter, a large, slow man,
and his brother Scarn, a nimble
chap of dubious character,
agree to ?a on the quest. You
join the plot as they are equip-
ping themselves in the village
and your job is to guide these

two disparate characters.

That's better, | feel quite
refreshed and ready to get stuck
into this review now, °

Loading up, you are presented
with a most impressive and pro-
fessional display compaosed of
three main parts. On the left is a
tall, thin picture of where you
stand. The pictures here are
detailed and informative, given
their very limited area. In the
middle is a column symbolically
depicting the two main charac-
ters Lobo and Scarn with the
chap currently playing high-
lighted in yellow, and the other
either green when in the same
location as the chap playing, or

blue if he has found a place ot his

own. During play the two
brothers can be parted and
joined to suit the style of play in
any one instant.

e story is read from a scrol-
ling column on the right of the
screen, which is where you input
as well, and tells of your travels
from a village street with tavern,
store and house to the forbid-
ding mountains beyond. Inside
the store the storekeeper bids
you to take all you need for your
quest and you'd have to be
pretty ungrateful not to take
many of the things he offers —
which can bg achieved with the
ever useful GET ALL command.
Inside the house are a woollen
blanket and a couple of gold
cains but these are soon aug-
mented with the things from the
cupboard which is seen to open
in the picture — always a wel-
come addition. It is in the tavern
where a real advance is made
and you begin the adventure
proper, but 'l leave you to

discover how to proceed and
how to deal with the dog found a
little further along the way.

Terrors of Trantoss is & very
professional by produced
adventure with an attractive
display and graphics. The char-
acter set has been tastefully
redesigned to fit neatly into its
column on the right of the
screen, looking much smarter
and more compact than the
usual sprawling Spectrum text.
The game is very easy to get
into, being eminently playable
and making up for any perturb-
ations cause its lack of an
effective  EXAMINE command
and the adventure’s siow, plod-
ding pace. The control of two
very different characters show-
i;;? widely divergent attributes

ds tlhat little sumefthing to
gameplay as you swap from ane
to the other in order to tackle
different problems. All in all, a
very worthy release from the
Ram Jam team.

Difficulty: easy to get into
Graphics: good :
Presentation: appealing and a
input faclity: verb/

nput s verb/noun
Response: siow

General rating: very interesting

Atmosphere
Vocabulary
Logic

Addictive Quality
Overall

00 00 Co~J 0O

THE ELEVENTH

HOUR

Producer: Venturesoft
Price: £3.99
Author: Terry Braverman

The newspapers proclaim
‘Bomb scare at Harridges’ and
fear pervades the air as fleets of
ambulances stand by. The
janitor of Harridges, driven mad

y years of low pay and humili-
ation over his lowly status, has
finally gone stark raving
bonkers. As a final, desperate
act of hopelessness he has
planted bombs in locations
throughout the enormous
department store. Toting a
loaded shotgun he shuffles
between floors reflecting on his
predicament. The store will be
reduced to rubble in the
eleventh hour,

You play the bomb disposal
expert. Unarmed, you enter the
store and must overcome the
problems with the many lifts
and defuse the bombs. All the
while you have to keep an eye
out for the demented janitor.

The bombs are setto detonate at
ﬁredeten-nined intervals: you

ave plenty of time ta find them
but calculating exactly how to
defuse the devices will prove
difficult and time-consuming. If
you are caught on the same floor
as an exploding device then say
your prayers — if a bomb goes
off on some other floor then all
might appear fine, it's just that
the structure of the whole build-
ing deteriorates with each blast.
Care must be taken not to cause
a bomb to expiode by accident
as they are fiendishly concealed
about the store by someone
very familiar with the layout of
each department.

As if all this as not enough to
contend with, there is a time
limit of BB0 minutes {in reality
660 turns) in which the bombs

have to be defused, and the
game is interrupted at regular
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intervals by our frustrated and

r janitor posing the kind of
questions which are some
indication of his undoubtedly
high 1Q. The realisation that the
game dgew more difficult is
rather demoralising, should you
find yourself struggling; after
450 minutes the game decides
to give you an even rougher ride

Price: £2.99

You are an Earth agent working
for a top security company on a
government assignment to infil-
trate the Star Command

HQ on the planet Arg. Once
90 CRASH June 1986

EXTRICATOR

Producer: Precision Games

The redesigned character set is
another plus and The Patch adds
sound even if many of The
Patch's utterances are grafted
onto the plot — train sounds
where there are no trains, and
the meost musical dripping I\E(E
I've ever heard! The RAM SA

is, as ever, useful and the
EXAMINE command is used to

|
:
lz

Author: P & C Hoar, D Hayter, S Boral

settled, you are to extricate a
Prof Roberts who is imprisoned
in the detention area of the
Complex, known as the Green
Sector. Reaching the Green

Difficulty: moderate
Graphics: ve d
Presentation: nice

Input facility: verb/noun
Response: fast Quill response
General rating: good va

the worse you are doing! effect, Atmosphere 7

Eleventh Hour has some very Eleventh Hour can be pur- Vocabulary 7

cod pictures dispersed | chased mail order from Logic 7
roughout the game, giving the | Venturesoft at 23 Aragon Close, ; E’ s

_ something con- Kis??s Hedges, Cambridge CB4 ictive Quality 7

crete around which to coalesce, | 25U, ra 7

Sector is difficult enough, but it
is also necessary to deactivate
the shuttle bay security system
by sabotaging the main com-
puter. This bairl:g done, a time
imit is set, its end marked by the
completion of the repair of the

security system by which time
the p:'ﬂngeanr nhomd be through
the shuttle bay and off the p&-
net. When the time left is really
low, & warning klaxon sounds
out signalling a most worrying
lack of moves left for your
escape.

Befare | forget, | should men-
tion that this game has some-
thing exotic on the flip side.
Frantic is a specially written
piece of music by Baz Hoar. It is
unusual in that no actual instru-
used in its
recording as all of the sounds
have been digitally sampled thr-
Bl back throunh The Spes.

ay through the
gum's own keyboard and then
muiti-tracked on a Porta-Studio.
Hearing the music, it's impress-
iva to note that no other external
effects were used.

Back to the adventure which is
Quilled, llustrated and Patched.
This last utility ensures RAM
SAVE and sound effects, but the
game in addition offers the op-
portunity to alter the typeface,
Although any change to the

m capitals might have
been thought an improvement, |
rather thought that the home
grown type?acs offered was, if
anything, worse and less
distinctive.

You kick off this one on an
alien plain with purple grass
swaying in the breeze. The only
exit leads south but travelli
south, the only way to gois
the way you came. Clearly you
‘ve missed something and that

something is literally staring
you in mﬁm. Clues in graphics
are very much my idea of good
and imaginative adventuring
and this game has aiready made
a good impression after only a
few opening frames. Since I've
given this part away | feel res-
trained to give no more at this
point so take it from me that in
the next instance of getting
somewhere the game demon-
strates another welcome feature
with a persistence of an activity
F&vlng off handsomely (and no,

don’t mean WAIT which would
not count as such an interesting
feature).

Extricator is a rather good
adventure for £2.99. Amongst its
many strong points | would
count its sense of humour (for
instance, the Sony Walkman

. i skeleton), the clues
hidden within text and fgoraphil:s,
and the pleasantly informative
EXAMINE command as the
most praiseworthy. The prob-
lerns are within the ken of even
an average adventurer but wat-
ching them go down still pro-
vides a considerable amount of
pleasure, which is what adven-
turing is all about.

Difficulty: easy for quite some

way

Graphics: good enough
Presentation: nothing special
Input facility: B}r%rbflllmun
Response: fast Quill response
General 2 many
praiseworthy features

ments have been

p
£
E;
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SPY TRILOGY

Producer: Tartan Software
Price: £2.50
Author: T D Frost

This set of three programs was
devised using Tartan's very own
Adventure System, a program-
ming aid which can be used bE
anyone conversant with BASI
who has no desire to purchase
the more expensive utilities on
the market (Tartan's system
only costs £4.50). Machine code
routines are used but these are
generated from a code genera-
tor program and no knowledge
of rnazgine code is required to
make use of the systemn. The
e, Spy Trilogy, might also
seen as an advert for the kind
of things the utility can achieve
such as split-screen scrolling
and RAM SAVE.

The three linked adventures
must be completed in the cor-
rect sequence. At the end of
each you are given a code word
which enables you to proceed to
the next adventure. Time is an
important and limiting factor, so

to make things a little easier to

g?in with the clock is switched
in the first two adventures.
Further encouragement lies in
the fact that a Eractlce mode is
offered on the first game which
leads into a real game once the
90% mark is reached. !
There's a bit at the start of this
game — I'm not sure whether it
is a joke or something which is
explained later on. The program
asEsfnr your name, you dutifully
type it in, and then the game
immediately starts with your
name, Bond (he of the legg
rts car helicopter rnuvlas{
ou have deci to apply for
the secret service. To weed out
those with enough sense to
avoid risking their lives playing
with poison darts and the like,
you are exposed to a suitability
test, This tests your intalli%encg.
aptitude and application of logic
to the very limit. You are placed
in the simulated situation of
having to collect five items of a

I to No, 11 available) i
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potential agent’s armoury from
the Agent Training School. Your
task is to be completed within
six hours.

Before you load the main pro-
gram (following the instruc-
tions) you are asked for ‘Pictures
on or off?’ Also, a very helpful
note tells you to start your map
at bottom left of your paper.
Whatever else night be said of
this adventure it certainly knows
how to be polite and knows how
towoo the weary adventurer.

\ comments

Difficulty: difficult
Graphics: average
Presentation: good

Response: sluggish
General rating: good value

Atmosphere
Vocabulary

ic

ictive Quality
Overall

s~

“K-UPS/TRANSFERS OF ANY
URED bou son fwep BEC—MATE
ATANY POINT {can be used fosave
1INTO A TWO MINUTE RELIABLE I

g

: mss

NEW SPECTRUM TAPE and DRIVE TRANSFER UTILITIES
55 AL for ALL Spectrum owners — our tape utility for backup and drive

* Simple a;;emtpon for fast lopders — accurate éven If over 48k, (tone nd: baud rate
[MeESLUTeT

* Integrated header reader, manages headeriess blocks.,

* 5 with ol izaders — comverts COMPLETELY to normal for tape load [plus
easy drive transfer with TPZ).

PLUS OTHER FEATURES — A LINIQUE PRODUCT)

COST only £6.99 on tape OR £7.99 on m/drive cart.
TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANSFER

Package of programs INCLUDING TUS, other utilities, allows drive transfer of many
programs.
Datails given on transfer of 40 programs.
| diﬂ? leadars, Bmchopper.f;fllmr. header reader, eto.
sigm mifdrive, Opus disc, etc]
£12.99 on m/drive cart. INFORMATION SHEETS £1 sach (up
95 includes many top 20 hits — SAE for list.

MICROTRANS - M/drive utility

Two programs — a must for all m/drive owners. Fast and EASY DRIVE to DRIVE
back-up, TAPE TO DRIVE (inc headeriess) — does NOT CONVERT PROGRAMS.
Multipie erase program [(ing true cat, printér output) aic, etc. |
OMLY £4.99 on tape, £5.99 on cartridge

OVERSEAS: add £1 Eu , £2 others for each. UPDATE SERVICE — SAE for details.
PROGRAMS CARRY MONEY
LERM, DEPT CR, 10 BRUNSWICK GDNS, CORBY, NORTH, 18 9ER
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Simon Williamson from South
Wirral writes:

“Please mel I'm stuck on

SUBSUNK by Firebird.

1) How do you enter the cold

room and get the food, without
bemggﬂ_“udhvnmuldy

;i Where do you find the
bottle containing aspirin?

3) How do you n the
e v

1 you open packing
casa found in the locker room?”

To protect yourself from the
toes you need to
waar Oid Spies After-
Shave found in the case. To
m;ﬂwmn GJSF HVO BU
The aspirins are, as

ivdfoire cheet vohioh fe

m‘mmm

DDGUM‘I"EH’LOJDL

Christer Anderser; from
Denmari is ha robfems
with HEROES OF KARN and

“How can | get rid of the v
preventing me from ng the

Wtohﬂ the

What use is Beren the Klng?
What use is the bible?””

The is guarded by a
&%wmuﬂm
CBSSP; XJUI CICMF
and then take the money.
You will find Beren use
Izter on in the game. | would
likce to thank J. Pennington of
8t. Helens for providing help
on this game.

Chris Tanner and William
Builman are ha difficulty
inLevel 9’s t RED
MOON write:

M‘Th«e are thres proh?;ts
prevent us getting an
further, these bel heehas%
the room with b g lights
and all rooms with water
involved.

Wa think that the acorn and
the scroll will get us across the
chasm and that the gas mask
and tubing have some relevance
to the flooded rooms. Another

is how to save Kellf the
n from dying of thirst.”

To prevent Kellf dying of
Gﬂﬂ

CPUUMF XBUFS and
take it to him. To pass the
chasm, the acorn beside
it. To travel underwater you
will need a GMBTL as well as
the gas mask and the tubing.
As for any troubleso.me

lights, the black ball could
prove useful,

Richard Leadbetter of Witham;
Essex asks:

“How do | buy the ciaw hammer
and screwdriver on EMIERALD
ISLE? I have found the treasure
h\'rma‘mmand lit the
lamp. do | need to pay?””
Go to the DBS QBSL and get
the XBMMFU. Take this to
the QPMJIDF TUBUJPO and
you will receive a reward
which can be used to buy the
items.

Sy m‘hl“ i)
I \ll\

Andrew Rifey in Estex
the follo

Mﬂuaﬁlp #
W, 5 into the cabin and kill
ﬂmmmmmﬂukﬂeﬁm
and take the meat clever.
Next go to the lifeboat and
take canvas out. Find the
anchor and cut the chain. Go
to the plank and walk across
itinto the Royal Navy Vessel.
You have now completed
part 1.

KENTILLA. Robert Halt from
Rochdale writes:

‘1wastﬁhyingKEH11LLA&nd
using the tips that | could find in
back issues of CRASH. But | still
canniot find the iron Rod, Gold
orﬂ'lo‘l‘rﬂl‘sde:‘."p A
could you me
the above and could you also
tell me how to use the yellow
scroll, how to get the green
scroll from Zelda's lair without
wnmdba:h‘:nmﬂ N
you try to
get to the black tower as |
drown in the sea,due to
ﬁzlbnutshk :
thnckhﬁue u say that
ﬂ'lernnanmwhamlluntha
beach. If this is so then | cannot
locate it, so could you tell me
how ta getit.”

To prevent Zelda from
. you must
and take

w»mmcanﬂm

cannot be fixed, but the

chalice can be used to

bail out the water. To find the

conch shell you need to digin
the sand.

I

1l ’ ll i,

\H

On the same game, D
Angelone in Belfast asks:

“How do | obtain the key that
opens the chest in Tylons
castle. The Oracle says ‘Grako
can't be beaten without
Velnor's staff’ where is it?
How do | obtain graphite to
cast the Fire Protection Speil?
What use ls‘the'lnlmmun in

the adventure
HmdMget?u! the ward of
disintegration?””

The key to the chest can be
found in Tylon's bedroom by

axamining th-baﬁn
Velnor's staff can be foundin

the chest and this staff is
used to pass the ward. To

obtain for the
praridl o e A L e
UBMJTNEO

Darren Hogg of Leeds is
mhhwﬂ-‘l Firahu'd s
THE HELM and ask:

“Tsit e to enter the small
store hut south of
Cock 74

Please, pleass, tell me how to
cross the narrow gorge.””

It is possibie to open the hut.
First you Mﬁaw

You nnwha;:tﬁnkuy.ﬂr
digging at ate
sim'lynu.'lfmum&ﬁto
find a board to enable you to
cross the gorge.

C Moore from Middlesbro
isstuck early onin THE
unable to
than the high gravity
area.

Although it appears that you
keep returning to the same
plaun,ﬁ:factﬂrmarn
several domes which look
the same from the outside.
Entering these is the key to
progress.

t any

ENCRYPTION GORNER
It's easy bo speak Brewster!

ENGLIEH : ZRBLPEFGHITKL
BREWSHR: ABCOEFGH IIKLM

ENBLIGH + MNOPQRSTUVWALY
BREWSTER: NOPQRSTUVWRYZ

Marian arrived and she and the rest of Robin's Merry Men went

down to the tavern to Indulge

Our second SUPEHHEHO of the month is




DISK ONLY £14.

BEC/ELECTRON (TEXT ONLY}  CASS. ONLY £7.

DISK £14.95
DISK £14.95

AMSTRAD
SPECTRUM 48K
ATARI

.- f. .. .

| .r..l.._.\.\... .... .-. u.lllm&.t ._1‘.

i e AN

NI (5) G u,m\uﬂ W PAS) = .
e %(a %@_4._ﬂ SIS

S 2 AN NATUACD 7 A (T

U RS T ot
RO i % _

"
- | d..-_,

of the ovil Dr, Doom?
: T f
undispited master of
hlvﬂncmlm]_hnth

the

S
=
oc
=
<
L
T

by Scott
art of adventure vriting

= fGan you control the awesome powers of two
Marvel Super Heroes at the same time, and rescue

In this the third of the
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Alicia Masters from th
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TIMETRAX

Just after the Holocaust you wouldn't think anything else could go wrong now would you? There you were sitting peacefully in
your cellar, trying to have the nervous breckdown you've earned and the next thing you know you're sefting out through the
Portals to stop the Evil One rending asunder the fabric of Creation. Some days nothing goes right. ..
An amazing, ali-action, animated adventure across the ages of Man 1o save civilisation. You'll be able to start playing it in minutes
but you mightn't finish it for years!
WARNING: This game could damage your social life. TIMETRAX is an addictive habit.
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Six CRASH Sweatshirts é

and Hats up for grabs too!

Well, thank heavens for that.
Janquas the loonie French
n Minion has finally
na home, leaving littie more
an a reek of garlic in the
ard and memories
of several happy hours chatting
mnbout the venue for my holiday
IS year
This partiwlar Minion is
gaing to have great fun
annoying Monsieur Le Minionin
a ouupla of month's time when
to go to France on his
ypoos. |'ve alread
booked in to Jacques’ wine
cellar in the offices of a French
magazine and | can't
wait to see how com ions
are done across the channel!
Since he went home, Jacques
hassentmea varrnmma Thank
You letter, enclosing a sketch of
the wine cellar to which he
retires when start
chasing him to do some work.
Looks to me. No nash'
broomsticks to dig into g.ﬂ
back as you snooze, no
and elaunng materials to pong

the . and all those
hut'llas of vino within
reach, just in case
-,'ou get thirsty while on the

Trss bon, mon ami. J'arriverai
. . well, I'll be along soon,
nyway. Meanwhile, oh
i:um!we {LMLWD'I 128 Winners,
Iwonder if there's going to bea
LMLFWD out in time for my
hl:lls. It'd be dead good to be
able to impress the Frenchipoo

magazine people with my

knowledge of supor words

in their own la ust ask

Lioyd), meanwhile, nn  with the
competition.

Uncle Oli has doctored a copy
of Jacques’ sketch of his wim
oullur so there are now two

ml)roduud on this
mja marked UN and
X [tahe every chance to
practice my French, you see,
every chance). Picture numero
deux is the one with a few
d'langns and there's an entry
form right by it too.

To enter, vou ‘Il have to ring all
the differences you spot on pic-
ture deux, complete the entry
form with your name, address,
post code and shirt size and
whizz it off to TH/RD 728 COMP,
CRASH TOWERS, C/o The Broo-
meupboard, PO BOX 10, LUD-
.-'.OW SHROPSHIRE, SY8 1DB to
atrh'abvﬁthdum Thisis really
your very last chance to win a
shhw new 128K Spectrum cour-
tasx of Newsfield, publishers of

. Don't nt to clip out

entry cou| m 61 of the
Ma-f issue of H and staple,
fg:mr or glue it firmly to your

on the little square

pm\ridsd This strictly a coupon-
clippers only competition, I'm
afraid, so any entries without an

mal coupon from last issue
, aven if thay
ﬂI'E eormct in mr\r
respect,

Bonne Chance, autrefeis!

e

SHIRT SIZE

WS RS

"COUPON HERE"

—v—

L-_---
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THE GAMES GATHERINGS

There have always been collector’s editions of books, records, tapes, and nowada

videos. The computer game industry has featured compilations from the very earlresst days,

but there have been a few recent developments in the compilation market, as GRAEME KIDD
notes...

One way of picking up cheap
copies of original games is to
pop along to computer shows,
such as the ZX Microfairs, which
are invariably attended by com-

panies offering all serts of old
and notso-old games at dis-
count prices. The Great Space

Race, for instance, is no joke at
£15-0dd, but for a couple of

Bgun:js is makes a reasonable
rgain, if only for the large box
which is very handy for keeping
bits of string, conkers and other
ocddments in.

Budget labels are on the incr-
ease — and another source of
cheap games is becoming more
widely available. Sometimes a
firm like Mastertronic will give
an ‘old’ game a new lease of life
by re-releasing it at a knock-
down price, but more often than
not one of the cheapest ways to
buy games or fill that gap in your
software collection is to snap up
a compilation tape, Compil-
ations offer value for money, too
— the price per game for titles
on compilations ranges from
around 33p a game in the case of
Argus Press Software’s 30
Games to the more usual £2.50
per-game level,

even of

CHARITABLE
INTENT

Compilations of games put
together with charitable intent,
with software houses donatigg
games and companies involv

in duplicating, printing, distri-
bution and sales giving their
services orworking at cost, have
already raised considerabie
sums for worthy causes. Soft-
ard, Eut together specially for
the Ethioptan Famine appeal
raised an awful lot of money for
famine victims last year, becom-
ing the biggest chart success in
the history of computer gaming.
This year, The Industry (with a
capital |) has collected together
ten games under the Off The
Hook title, which sells for £6.99

with all profits going to the
Prince’s Trust to alleviate the
suffering caused by the illegal

use of drugs. War on Want, the
charity set up to combat world
poverty, has also just released a

ALL HIKC

Many programmers began their

careers with compilations of

their own games, but nowadays

collections of games tend to be

put together by buying the

rights to existing software. The

tape magazines, which seemto

have fa away, were perhaps

the last wideh, available

medium for ‘minor’ games.
Halesowen based program-

mer Stewart Green, has lea

into the world of software pu

lishing with a compilation of six

of his own games sold for £4.50

as the Astrocade Collection.




fourteen
available

me compilation tape

mail order {see the
! advertisement  that  should
! appear in this issue). Spending a
| little money having fun and
I contributing to charity at the
i same time is no bad thing . . .

On the purely commercial
front, some companies have
decided to offer collections of
their own games for sale.

s, for instance put
together a 'wvalue pack last

Christmas which was a compil-
ation in all but name — a shrink
wrapped set of original games in
original packing. Such ‘collected
works' are really limited offers
rather than compilations proper.
Mikro-Gen is planning to col-
lect the Wally games together
ane day soon, perhaps puttin
themn out back-to-back or includ-
ing them with budget titles . . .
the ranks of Wally fans will no
doubt be swelling soon.

Taken separately. the individual
titles range don't have a great
deal to oifer, but as a collection
the whole is greater than the
sum of the parts. :

Simeon is a competent imple-
mentation of the classic Follow
the sequence of lights and notes
game which has nothing much
to offer in the way of originality
but should prove mildly enter-
taining nevertheless. {

Bomber sets you in the air
against flying nasties that scrol|
across t background and
which have to be eliminated.
Collisions with the background
or the enemy proves fatal to you
and your craft— and while a sel-
ection of backgrounds can be
called onto the screen, the
gameplay remains basic and
simple.

Luna Rover is perhaps the
most addictive of the six games.
As the title SU%gasts. the player
controls a vehicle scampering
from left to right across a rather
awkward landscape. To survive,
careful timing of jumps is
needed as well as some nifty
work with the rover's accelera-
{orand brake pedals.

Alien is a tried and tested ver-
sion of a 'shoot the nasties as

OWN WORK . . .

Zooming i LUNAR ROVER, one of the six games
mnfhrh:hf;i’.nmnfmﬁuﬁm

they move down at you from the
top of the screen’ game, which
tests reactions and hand-eye co-
ordination. As a stand alone
budget title, this game would be
a bit of a rip off, given the
standards achieved on budget
labels nowadays, but at 75p it's
value for money rating, at least,
increases to a respectable level.

In Zombie the aim of the game
is to scamper round the on-
screen playing area gathering
up goodies and avoiding the
baddies. Leave one edge of the
screen and your little man
sproings back into play from the
other side — which can lead to
some hairy moments. Quite a
ul:;r_npuisive little reaction game,
at in.

The sixth g}ame in the collec-
tion is a single key entry adven-
ture in which the player has to
search a network of caverns
looking for treasure. No tedious
typing in of text in this fast
moving adventure game!

Overall, the Astrocade col-
lection should keep any games
player quiet for at least an after-
noon, although the games are
ultimately very simple and un-
likely to have a massive impact
on the addictivity front.

Melbourne House supplies
Mugsy as a freebie with their
new release, Mugsy's Revenge,
thus enhancing the monetary
value of their product quite a bit.
The same company has also
entered into a co-operative vent-
urewith Firebird, Activision, and
. This quartet of comp-
anies call themselves The Force
for the purpose of compiling
ame albums, and so far The
has issued Hotshots,
which contains one hit game
from each team member. Plans
are apparently afoot to take the
Christmas market by storm, with
a collection of games the like of
which no Spectrum Game
Player has seen before. Mind-
dow,  Fightin Warrior,
Gyron and Shadowfire plus
Tuner for £9.99 on the first Hot-
shots tapes must represent
good value for anyone who has
only got a couple of those
games already.
Th biggest bumper bag of
?oodles 18 currently on offer
rom Argus in the form of 30
Games, which as its title sug-
gests, leads the field in terms of
volume. Argus has access to a
massive back catalogue of titles
— software house buy-cuts and
licensing deals as well as in-
house labels, including tape
magazines, puts the Argus Press
Solgwure Group in a very good
position to go for The Biggest
Compilation record. As is so
often happens in life, however,
quantity is at the expense of
ﬂualn\r in the case of 30 Games.
few moments spent on mental
arithmetic produces an average
ﬁnoa of 33p a game — so per-
aps one shouldnt really expect
too much of the original titles.
There are a few neat games
hidden in the jungle, and halfthe
fun of buying 30 Games for
£8.95 probably lies in loading
them all, one after another, and
working out which ones to load
again!

CHRISSY
COMPILATION

Although They Soid A Million is
a rather ambitious claim to make
in the title of a compilation —
unless is contains an awful lot of
very good games, They Sold A
Metaphorical Million doesn’t
have quite the same ring, as

Ocean/US Gold and The Hit-

Squad no doubt realised when
they launched their first TS4M
collection in time for Christmas
at £9.95. Beach Head I, Jet Set
Willy,  Daley  Thompson's
Decathion and Sabrewulf got
the title off the ground, and
more recently T, !l appear-
ed, giving a new lease of life to
Bruce Lee, Match point, Knight
Lore, and the classic Match Day.

Virgin is yet another company

well into compilations — WOW/
Games dOne fﬂand Thmi hm
a red so far, at the slightl
I% price point of m.%.%vim
the first collection featuring half
a dozen mes (average unit
price £1.49) and WOW! I
slimmed down a little to the five
games level (£1.79 a game to
save you worki it out)
Fleswactahle games all, afthough
wo Il probably presents
slightly better value in that the
quality of the games is a little
better as compared with its pre-
decessor. (That old argument
about the Two Q's crops up
again!)
e lan IStewaGmr;,h the thin Man at
remlin ics hit upon the
wizard wheeze of go?n for
games to put on a compilation
on the basis of reviews —
CRASH Reviews, naturally for
Spectrum software — and the
first CRASH Smash collection
has already been let out of the
Gremlin stable to zoom up the
charts. Yet another £8.95 col-
lection, this one features. Dun
Darach, Alien 8, Night Gunner
and Spy Hunter. A neat selection
of top rate games that is spread
across a range of gameplaying
interests. Mr S from Gremlin has
pians for a 'top notch’ compila-
tion in time for Christmas — this
time featuring at least one
Gramilin Graphics game.

THE MARKETING
APPROACH

Marketing companies have seen
the possibilities of entering the
software world without the pain
and aggravation of actually
writing games. Beau Jolly has
assembled several compilations
for the Spectrum so far: a £5.99
Value Pack featuring old
Imagine (of Wacky Waiters fame)
product; the £9.95 Mega Hits
collection; 8 Computer Games
for £6.95 and 10 Computer
Garnes for £9.95. With the poss-
ible exception of the value pack,
some quite respectable titles
can be had from Beau-Jolly at a
very fair price, although their
£19.95 a-compilation didn't
do a storm by all accounts. More
compilations are on the way
from the Beau-Jolly team —
who learnt their trade in the
record industry. Remember
K-Tel?

So far there have been few
“theme’" compilations, concen-
trating on the works of one pro-
grammer or on one kind of

ame. Global's Fourmost
Adventures reviewed by Dereka
little while ago sprang quickly to
mind, but resident strategist
Sean Masterson was at a loss to
name a Strategy compilation ...,
perhaps there's still a niche or
two left unexploited in the com-
pilation market after alll

The last word in compilations
must suljehroiga to Firebird who
had a bit of fun with a small
collection of slightly dire games
that had been submitted for
consideration to ‘the Silver
Range. Don't Buy This, pare-
doxically, was soid. But with a
strong disclaimer and a very
tongue-in-cheek inlay blurb .. .
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Tapper Space Bar

Trashman 12,099

Airwolf Completed

Knight Lore Completed

Jet Set Willy Completed

Jet Set Willy It 37 rooms found

Chequered Flag Silverstone

57.04 seconds

Bruce Lee Completed 10 times

Ghostbusters Simple

Cosmic Wartoad Toad points

3,000

Martin Harwood, South Bretton,
Peterborough

Pyjamarama 91% Completed

Exploding Fist6th Dan

Shadowfire Captured Zoff

Beachead Completed, 250,000

Hobhit 87%

Airwolf 1 Scientist

Starquake Completed 92%

Tranz Am 6 cups

Orbiter 1,000,253

Cavelon Completed (killed

wizard)

Lunar Jetman 8 Rocket stations

knocked cut

Brainstorm Killed one guardian

Zoom Been through each screen

three times

William Phipps, East Molesey,
Surrey

Yie Ar Kung Fu 215,500 (30th

Level)

Neverending Story Completed

Commando 122,550 (Level 8)

Gunfright Milkie Bar Kid

Sir Fred 48%

SupertestD1119,680; D2 95,822

Marsport 92%

M.O.V.LE. 58%

Underwurlde 38%

Maonty On The Run Completed

PSST 2,685 6550

Elite Deadiy

Duncan Briffett, Horsham,
Sussex

The Hobbit Complated

Saboteur Completed

Tomahawk Shot down 7

helicopters and all targets

Hypersports Swimming 256.7;

Shoating 9200; Vault 12.10;

Archery 7,000; Weights 210 Kg;

Tri ple.]um"l 17.20

DT's Supertest Beatall peoplein

tug of war

Frank Bruno’s Boxing Knocked

them all out

Sabre Wulf Completed 100%

Exploding Fist 10th Dan

Mikie Completed three times in

a row

Commando 300,500 Area 10

Eliiot Esterson, Snaresbrook,
London

Frank Bruno’s Boxing
Completed

Spy Hunter 1,440,375
Hypersports Swimming 25.20;
Skeet Shooting 4200; Long
Horse 9.83; Archery 4200; Triple
Jump 16.30; Weight Lifting 210

K

Fgotball Manager Champions

and cup 6 times in a row

Exploding Fist 6th Dan

Commando 117,400

Matchday Final won 14-0

Dambusters Dam destroyed

Highway Encounter Zone 1

Saboteur Completed

Harrier Attack Completed

35,600

Grand National 15t

Kung Fu Black Belt Level 7

Paole Position Completed 15t

Michael Ramsay, Angus,
Scotland

100 CRASH June 1986

Bruce Lee Completed 5 times®
without getting killed once
Hunchback 1 Completéd
Booty 25 times
Critical Mass 25,642
Stop the Express Once only
Beachead 1 and 2 Completed
Sahoteur Got away on
halicopter
Exploding Fist 7th Dan
jamarama 97%
anic Miner Completed
Moon Cresta 30,786
Harrier Attack 28,233
Fall Guy Level 6 ;
Warren French

Yabha Dabba Doo Completed

with 7 lives

Atic Atac Completed

Mikie 62,750

Kokotoni Wilf Completed

Rocky Horror Show Completed

Herbert’s Dummy Run 31 Jelly

Babies

Robin O The Wood 2 weapons

Sarah Kaye and Katie Anderson,
Loughborough

Commando 272,300 Level 13

Roller Coaster 9,500

Yie Ar Kung Fu 397 300 Level 53

Frank Bruno's Boxing Frenchie

Glass 63,200

Bruce Lee 1,500,000 then got

bored

Habbit Completed

Starguake 5 pieces

Highway Encounter Completed

27,850

Gunfright The Sundance Kid

Way of the Exploding Fist

Retired because there was no

bull at 100,000

Spy Hunter 585,355

Aaren Murphy, Huddersfield,
West Yorkshire

Bomb Jack 402,800

Everyone's A Waily Compieted

£2,580

Herbert’s Dummy Run

Completed

Exploding Fist 10th Dan

Commando Area 10: over 1

million scored

Bruce Lee Completed 18 times

Saboteur Completed

Neil Fenwick, Feltham,
Middlesex

nghWa!.l Encounﬁer 58,380 on
3rd Highway, Zore'1
Sabre Wulf Completed with
211,480; 100%
Atic Atac Completed with
289,695; 99%;
Starquake CompIm? with
364,400; 86%
CDS Pool 2,370, Frame 7
Tapper 229,775, reached space
baron 2nd round
Impossible Mission Completed
with 15,097 points in time
4.46.43,

Sunil Ranmal, Leicester

Engineer

Exploding Fist 10th Dan 12 times

Monty Mole Completed

Pyjamarama Completed 93%

Everyone’'s A Wally 30%

Completed

Herbert's Dummy Run 99%

Completed

3 Weeks in Paradise 100%

Completed

Fiite Elite 90,994 543 credits

Travels with Trashman 13,422

been to all locations

Tau-Ceti Completed

Spellbound Completed 83%

Tranz Am 10 cups

Jetpac 12,990,800

Cookie Made cake 6 times

Ant Attack 9 Women

Zoom 149,000

Knight Lore Completed 95%

Skyftox Completed all levels

Arc Of Yesod 73%

Howard Gyton, Ely,
Cambridgeshire

Commando 1,295,210 {Area 16}
when we got toa million, the
scores went back to nought
Bomb Jack 140,960 (we played
on all the platforms, all that
happened was that they change
the place)

Starquake Completed 5%
Dynamite Dan Completed

On The Run Completed
Gyroscope Bonus 440; Overall
1,320

Hypersports Swimming 25.44;
Shooting 9100; Horse 9.99;
Archery 3.400; Triple Jump
15.46: Weight Lifting 180 Kg;
Overall 139,539 {All on
Keyboard)

Rocky Horror Show Needed 2
pleces

Airwolf 1 Scientist

Deathchase 35,082

Menty On The Run 4500 Needed
‘other object’

Wizard's Lair 2 pieces of Golden
Lion

Fong Man Kwok and Cheng Po
Yuk, Levenshulme, Manchester

Grand National 1st
Roceco 3rd Boxer
Hypersports Swimming 25.03;
Skeet Shooting 8,800; Long
Horse 8.99; Archery 3,710;
Triple Jump 18:46; Weight
Lifting — light weight
Bruce Lee Completed 6 times
Rocky Homror Show Completed
Automania Completed
Pyjamarama Completed
Everyone's A Wally Completed
Herbert's Dummy Run
Completed
Three Weeks in Paradise
Completed
Manic Miner Completed all
SCreens
Jet Set Willy Compieted
“’vnamrte Dan Completed

rid Cup Football Final won 2-

Buck Rogers Level 6
Itlpper 3rd Bar
Ghosthusters 2 men in Zuul
‘Hunter 120,316
Kokotoni Wilf Znd sheet

complete
DaHum Tth Leval
.Anﬁrew Fverran Brackneil, Berks
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2 ( 2) ELITE Firebird

4( 3)BACK TO SKOOL Microsphere
6 (74) FAIRLIGHT The Edge

8 ( 8 HYPERSPORTS Imagine

10 (73) MATCH DAY Ocean

12 (24) SPY Vs SPY Beyond
14 (20) SWEEVOQO'S WORLD Gargoyle Games
16 (75) YIE AR KUNG FU Imagine

18 (—) SPY HUNTER US Gold

20 (77) RAMBO Ocean

22 (22) ROLLER COASTER Elite
24 (—) SHADOWFIRE Beyond
26 (27) MIKIE Imagine

28 (—) ENIGMA FORCE Beyond

30 (—) LORDS OF MIDNIGHT Beyond

Auntie Aggie has promised to seal a jiffy bag with a special kiss for Gary Swinburn of Liverpool, who has
won the forty pounds of software in this month’s Hotline draw, CRASH Hats and T Shirts go to E Deane of
Ross on Wye; S Burgess of Ayrshire; Andrew Matthews who shares London with the ever expanding Mr
Liddon, and finally Jason Hartley of Middlesex. (Seems to win a lot of things, does Jason, or is this
Minion just imagining things?)
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2 ( 6) THE HOBBIT Melbourne House

4 (—) FAIRLIGHT The Edge

6( 5/FOURTH PROTOCOL Century/Hutchinson
8 (—/ SPELLBOUND Mastertronic

10({ 4/RED MOON Level 9

12 (20) ADRIAN MOLE Level 9/Mozaic

14 (79) WORM IN PARADISE Level 9

16 (70) LORDS OF MIDNIGHT Beyond

18 (78) ROBIN OF SHERWOOD Adventure International

20 (13) SHERLOCK Melbourne House

22 (15) GREMLINS Adventure International
24 ( ) LORDS OF TIME Level 9

26 (17) TIR NA NOG Gargoyle Games

28 (29) SPIDERMAN Adventure International

30 (—) HAMPSTEAD Melbourne House

The usual forty pounds worth of software will soon be squeezing its way through the postbox of Paul

Young who, unlike the singing star of the same name, lives in Suffolk.

fourlucky runners up are: Stephen Barrett who goes to bed early ‘cos the sun sets at 2 o’clock in

Birmingham; Martin Faulkner who avoids the berks in Berkshire; Paul Wakling, a Sussex lad and finally,
ey say all hope must be rewarded, and Trevor Hope from Forest Gate in London
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Following the review of Richard Welsh's program, FRANK THE FLEA, in the April issue, we
have received quite a few ‘'home grown’ programs for review. Maybe something is starting . .




MICRD SERV
95 DeerdykesView, Westfieldind.

computers.
Al repairs carried out quickly.

Derby's leading computer store,

02367 311?:' e
0502 66289 2= (0733) 201718 Street, Bristol B51 GAH =
5 A New, low fixed prices: £17 Midrive ‘E'Winscombe (093 484) 3460 Repalrs to all Sinclair range, Inc. interface,
£17 fully inchisive £18, Wacel £18, ZX Printer £18. Sinclair repair specialists. £12.50 (inc VAT) + Microdrive, monitors. 3 month warranty,
Keyboard £12 Allinc + PP £1.80 parts and P&R 3 months guarantes,
e Mansfleld, Nofts S St ps,Lowis | GNTERN COMPUTER CENTRE
% (0276) 86266 Hmﬂhﬂﬂ:ﬂﬁ”“x’:ﬂ“ & Cardift (0222) 451801 B T
: rodsts. 3 cherge epairs cormp i
P 8 IR S || s £7 481k S70re 0582 485684
£15+ VAT, P& P 3 month guarantes, ‘Spectrum regairs £18.00. 3manthwarranty, Full
range of computer repairs, inc pefipherals.
DIMENSION COMPUTERS LTD MICRO FARE Fast, refiable service.
M. P. ELECTRONIC 27-28 High Strest 296 Gloucester Road
The Laurels, Wending, Dereham, Lelcaster LE1 4FP Horfield, Bristol SUREDATA COMPUTER SERVICES |
Norfolk NR19 211 = (0533) 57479/57470/21874 = 0272 46575 45 Wychwood Avenue
¥E Dorenam (\oaz) &razl Spectrum repairs for less than £25.00 Edgware, Middiesex
Gimonth guaranter on whole Compuier - repair & months warranty for £19— =01-951 0124
or averhaul, Free post service, Telephone diagnostic servica avaitable. or ess S (parts, asourf onSpecirum,
0L, BAG and Commadore
GAZTEK COMPUTERS FIRST BYTE COMPUTERS 1. 7. WESTERN ELECTRONICS
AShelfanger Road, Diss, Nerfolic || 10 Main Centre, London Road, || Unit $2A & S3, Avonside Enter-
P22 3EH Derby DE1 2PE prise Park, Newbroughton Rd, ODDENS
2 Diss (0379) 52327 ‘2 Derby (0332) 365280 Melksham, Wilts. 20225 705017 'uﬂunlr_s?l“
i ioe repais — software, peripherais and || Repairs: Spectum/Plus £15 50, keyboard London
Siockdstof Comrmodors, Siciok and Amstrad (| Fod 00 Topace SRR REF £8.9, Interace & Vicrodrive £1700 tach Al = 01-403 1988

Tuly inclusive. Callers welcome,

OME STEP BEYOMD LTD
11a Castie Meadow
Horwich NR1 3DE
= (0603) 663796

Repairs of most compulers and accessonies.
Large rangs of software and peripherals.

‘Wesarvice all Sinclair computer products, X1,
Spectrum, Spectrum Plus, Inferface 1,
MiCTDdrive, etc.

Bult Ring Compirters sell hardware, softwars,
accessonies, and o rapairs.

NORTH DEVOM MICRO CENTRE
(Te€) Lyntom House, Castle St,
, North Devon
‘B(02T1) 44260
wmﬁmmp&EFm

3 month warranty on all repairs

62 The Boulevard

Crawley, Sussex
= (0293) 26240/37842

SCREEM SCENE
144 5t George's Road
Cheltenham, Glos GLS0 JEL
& CGheltenham (0242) 528979
fiepairs for all Sinclair Computer Products

Immediate quotation. 3 montha warranty. Sales,
Service.

= 0772 561852

Maintenance and repair of Computers, Monitors,
Digc Drivea and Printers

Repaits £14.95 Iuglnc; 24 hirs turn-round, 3
guaraniee,
Why pay more?

MICROTRIX
24 Great Moor Street,
Belton BL1 1NP
7= Bolton (0204) 398176

Repairs on all Sinclair products
2 month

MICRO CITY
1A Queens Road
Nuneaton
= (0203) 382048

Speciaiist Spectrum repairs £19.00 ing parts,
labour and P&P.
Enclose payment with Spectnm

guarantse
poster

MANCOMP LTD
Unit 5 Levenshulme Trading Est,

Printworks Lane, Manchester
M19 3P = 061-224 1888
Spectrum repairs — between £9and £20. 3

months warranty. Open Sam-7pm, Mon-Sat.

\While-u-wait sarvice,

3 month warranty on all repairs.
Buperion service.
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action aspect and far
argument by a long way.

Let's deal with the similarity
between Elite and Traveller first.
Elite uses a two dimensional
interstellar mapping system just
as Traveller does. Its concept of
g;\ér\h&vmg one major world for
ch system is identical to the
philosophy expressed all the
way through Fraveller's rules
{until Book 6 Scouts, which con-
tdall"ls_ h; revised and more
etai m generation pro-
cedure). m games make use
of Tech Levels, industrial and
agricultural trade classifications
{and indeed, the items listings
bare. a marked resemblance).
World data is similar for both
systems. The way starships
expend fuel is identical in both
E::?ﬁ as is the concept of
ng Free Traders as player
characters — the list goes on. Of

course there are some differ-
ences. But to that they are
‘nothing like' each other is quite
simply not true.

To be fair, Mr Gilmour's main
argument is that you cannot
gither fit an RPG onrto a horru;
computer system or have any of
the best features of RPGs
because computer gaming is
primarily a solitary pursuit. But
even o, it has taken D&D twelve
years to develop into the game
you see today. Just because you
cannot fit all the rules for that

ame into your Spectrum, is it
air to dismiss Swords and
Sorcery as a solo-RPG? The
combat sequences for S&S are
far more complex than those in
Tunnels and Trolls and are more
realistic.

The computer provides an
excellent mediurm for solitaire
role playing as S&S proves so
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THE RPG/PBM
PERSPECTIVE

As you may have already seen, this month's Forum contains a letter
from an irate Robert Gilmour on the matter of RPGs and home
computers (particularly Spectrums). His claim is that RPGs, apart
from not using such devices as joysticks, have a crucial social inter-
more complex rules, something that computer
games inevitably lack. Mr Gilmour has missed the point of the

weil. While the computer RPGs
are inherently weaker than their
conventional alternatives  in
direct  comparisons, they
present a viable and satisfying
experience for those who have
neither the time, the money, or
tl;e players to explore anything
else.

And now, onto another sub-
ject. As you will see from this
month’s Frontling Forum, the
response fo the suggestion that
Swords & Sorcery could be
treated as much as a strategy

me as anything else has been
avourable. As a result, I'll be
locking at such games much
more closely in the future. How-
ever, there's another matter that
lwould like you to consider. One
of the fastest growing areas of
computer strategy gaming is the
PEM phenomenon. Although
such games do not run on home
computers (in fact, owning a
computer isn't required at all},
the games have intriguing plots,
present incredible challenge to
the players and have a social
side to them as well.

| don't see why a column for
computer strategy games
should necessarily stop at those
available for the Spectrum when
there are games available to
people regardless of which
actual machine they own.
Obviously, Spectrum games
should constitute the main part
of the column and there’s no
point in covering games for
other machines. Nevertheless,

gaming is a fascinating
areayfgs those who read John
Minson's piece last month, will
have seen) that doesn't receive
much coverage in the computer

press at present.
It course, that's just my
opinion. | would like to hear
yours. Should coverage of thase
ames become part of Front-
ine? And if the answer to that
question is 'yes', to what kind of
extent should they be dis-
cussed? Please let me hear your
views on this matter as the
sooner | have an idea of what
want, the faster | ¢an go
about supplring it.
And finally . . . This month

DESERT
RATS

Producer: CCS
Retail Price: £9.95
Author: RT Smith

A couple of month's back, CCS's
Desert Rats was sent in for
review and although | rated it
highly, | neglected to allocate ita
Crash Smash status. The
reasons for this were actually
pointed to by Mr RT Smith, the
author, himself, He had had to
compromise somewhat to fit
such a complex game into the
available memory of the Spec-
trum. The result appeared to be
a flawed work of genius. Then
two months ago, | speculated on
what the game might have been
like if only it had been used for
the 128K ctrum and made a
general plea for games that
would take advantage of this
extra memory.

Now it appears that my cries
have been heeded. An expand-
ed version of the game has just
been released by CCS. With two
extra scenarios and some
improved features to neaten up
the bupdle; | was left with no
doubt that this was the game I'd
been waiting for all along.

The game now begins in the

iod prior to Rommel’s arrival

in North Africa. These were the
days. when the largely unsung
achievements of Wavell and
O’Conner led to the swift demise
of the massive but ill-trained
ftalian Tenth Army. With hind-
sight, many historians have
uestioned the wisdom of
inston Churchill in sending
Wavell on to other theatres of
operation and breaking up the
crack force that had developed
under his command. His sub-
ordinate, O'Conner came more
unstuck still, after an over-tired
staff driver got lost one night

should have seen the conclusion
of my look back at some golden
oldies. However, I've decided to
hold over part two for a couple
of reasons. First of all, lots of
mteresﬂgg‘ letters have arrived
on my desk and secondly, the all

powerful Graeme Kidd won't
give me any exira pages. So
instead, we revisit Desert Aats
and find that my prayers for a
128K strategy game have finally
been answered — by CCS
less. Readon...

y NO

and led him straight into the
clutches of a German patrol,
resulting in a stay in a POW
camp for the rest of the war.
This era is covered over two
scenarios, Operation Compass
and Beda Fomm. In Operation
Compass, the British player has

—
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to capture Bardia and Tobruk
frem the ltalians ina 45 turn limit
covering the peried from Sth
December 1940 to 22nd January
1941. The objective of the
ltalians is to hold position in
Egypt and keep the British out of
Derna. Beda Formm presents the
British with the objective of
capluring Benghazi and devast-
ating the Italian Tenth Army
while the Halians themseives
must attempt to prevent this and
control as much territory as
possible. This scenaric is the
shorter of the two, lasting only
15 turns from 24th January to
7th February 1941.

The scenarios accurately give
the pla::\fer a taste of the Allies’
better days in the North African
Camnpaign, presenting the much
more fluid nature of desert war-
fare that then prevailed. In
Desert Rats, the pace of battle is
set to reflect this, How much it
contrasts with the far more
stable days of Montgomery and
his ‘safety in  numbers’
philosophy! In play, this works
very well and provides the less
experienced or able player with
a large scale but simple back-
drop as an introduction to the

ame.
_All of the scenarios from the
first game are present but the
main campaign game has been
altered. The ert War previ-
ously covered the period from
Rommel's first attack in the
Spring of 1941 to his withdrawai
in December 1942. It was played
over 624 turns. In this new
version of the game, the scen-
ario begins with the first British
offensive in December 1940 and
is now played over 736 turns.

There are several other modi-
fications to the rules and

resentation. The first that

mes noticable is a joystick
option for those with Kemipston,
Protek or Sinclair interface
owners. The obvious ease that
this brings to the movement of
units across the screen, greatly

enhances playability. There is
also a demonstration mode
available from the main menu,
which is entered by holding
down the 0 key when selecting
the number of players. The
demo mode may be left by hold-
ing down the M key at the end of
aturn.

Mass mobilisations are made
somewhat more difficult to
organise with the stacking rules
now only allowing ten points per
square as opposed to thirteen in
the earlier version of the game.
However, logistical problems
should be less severe with the

| supply range now increased

from seven to ten squares and
from five to seven squares diag-
onally. Lybian and Blackshirt
units are treated as brigades in
the game (despite the fact that
they are organised as divisions)
because they are disproportion-
ally weak and need to be sup-
plied from an HQ unit.

For those who were looking
for a more competent computer
opponent, this game doesn't
come up with the goods. How-
ever, it offers so much in terms
of varisty of play and improved
presentation and structuring
that it has to be seen as a mile-
stone In Spectrum wargaming.
If more software houses follow
the lead so clearly set by CCS,
these people who are consider-
ing buying the Spectrum 128
will find themnselves spoiled for
choice when it comes to chal-
lenging quality software.

PRESENTATION 91%
The best feature is the joystick
option which speeds up play
quite considerably. The demo
mode is attractive as well

RULES 97%

The same high guality as the
original — not changed
significantly
PLAYABILITY 92%

With the new scenarios and

Waiting for the big one. Australian units take up positions
l Gazala.

south of

options, a beginner should find
this game easily approachable

GRAPHICS 70%

Though these have not been
modified and, in my opinion, are

. still poar compared to the rest of

the game, | think this is a more
accurate rating

AUTHENTICITY 91%

The campaign game still
requires too much of the Allied
player but modifications to
order and supply rules are well
devised

VALUE FOR MONEY 96%
Even if you do not have a
Spectrum 128, the improve-
ments to the game are most
welcome and make the product
worth every penny, especially
considering the fact that the old
price has been kept

OVERALL 95%

Whilst some of my eriginal
reservations still apply, this
game has been so well executed
and provides players with so
much, to give it anything less
than this would be a crima

There’s very little space this month, so let's

stgalight to the business at hand, which starts off
with ., ..

PUTTING UP A

FIGHT?

Dear Sean

One thing | have missed in your
otherwise informative reviews
is discussion of the quality of
computer opponents. Surely
this is what matters mostin a
good game. The interest of
graphics, multiple scenarios etc.
soon wears off,

Your reader C Francombe
(April 86} is surely right to
compiain that usually computer
opponents are just too easy to
beat. Designers are not going to
bother to do better if their
‘o?ﬁgnent' is not analysed.

ve played CCS's Arnhem
and Desert Rats and Lothlorien's
Waterloo and Austeriitz. There is
obviously an enormous
difference in the computer
opponents. In the CCS games
the computer’s play is either
reasonabie but predictable
{Arnhem) or unpredictable but
ineEt. (To be fair, these games
look as if they were designed as

two player games with a
computer opponent added
later). The Lothlorien games
have an opponent that requires
a lot of careful thought to out-
manoeuvre (especially
Austerfitzwhich is superior
because both sides have greater
variety of play). They are a
challenge — ie they give a good
game and who then gives a
damn about a few historical
omissions!

Obvicusly they are far from
ideal, but at least the
programmer set himself a
difficult . problem — co-
ordinated land movement over
a broad terrain — and solved it
talerably weil. Let's have
reviews that tell us how
lnteﬁ?em the opponent is!

AM Wright, Halifax

A good argument. As of next
issue, 'l include an OPPONENT
rating in ali the reviews. That
way readers will have more over
sw;:{ch te disagree with me.
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Lnft':;risgtan' I began to h
ast year an to hear
rumours of a fabled war-game
called Their Finest Hour.
Anticipation grew as computer
magazines began to extol every
ect of this game. Perhaps
this is what I'd been waiting for,
a real-time war game, creating
an atmospheric feeling, the fog
of war, qualitative superiority —
an historically accurate game
and the effects of fatigue and
morale also taking effect along
with a ruthless opponent. The
only draw-back, | felt, would be
the fact it was icon-driven,
remembering back to how I'd
struggled with Shadowfire at
the beginning.

Weil, eventually | bought it
and hurried horme to have my
finest hour, Unfortunately | was
disappointed. | found the
icon-driven format excellentand
believe that future war-games
should use these methods of
command. However, there was
virtually no atmosphere, | felt |
was playing a computer, rather
than fighting a war-game, as far
being histonically accurate |
found it grossly inaccurate,
According to this game Frei-
Jagd groups of ME109s have
free sway over all of southern
England hitting tar like
Debden and Bristol: both were
beyond the ME109's range.
During the same game, a
farmation of 21 Spitfires
intercepted an unescorted
formation of 96 HE111's. Great |
thought, | may be abie to shoot
enough down to dissuade them
from attacking. Inputting an
aggression factor of 6 produced
a erman loss of 96 bombers!,
Now come on chaps the Spitfire
was good but not that good! |
also intercepted a formation of
unescorted Stukas by 30
Hurricanes this will be a virtual
slaughter but alas, no. | lost 6
Hurricanes with no loss to the
enemy.

Reading the documentation
provided with the game, | came
to the conclusion that Mr
Micholas Palmer (the game
designer) knows very littie about
aircraft of the 1940 period. He
describes the HE111 and JUB8
being the heaviest bornbers but
the slowest, true on the first
count but wrong on the second.
The superb JUBBwas the fastest
bomber available to the
Luftwaffe in 1940. He then
describes the DOI7 as one of the
guickest — sorry but he's wrong
here too, the DO17 with a full
bomb load and its armour
protectionwas only a little faster
than the HE111, the slowaest of
the German bombers. He then

onto describe the JUB7
tuka as the fastest. Come on!
This infamous, ugly, grotesque
leoking aeroplane could rarely
E}_:bove 160 mph with its
b-load. Surely this is
obvious.
He seems to have led you by
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SUPERPOWERED
SPITFIRES ?

the nose too, which surprised
me, he described the small part
Bigfyad by Beauforts and
Defiants which you mentioned
inyour review. Beauforts?
BEAUFORTSI?. Beauforts were
torpedo bombers which played
no part in the battle of Britain he
hml._;st mean Blenheims, mustn't

e

Also, and importantly, the
damage inflicted on radar
stations by the Germans is really
OTT. Throughout the whole
battle, the Germans only
managed to incapacitate one
radar station, Ventnor on
August 12 for a considerable
period. Other attacks carried out
that day by ERPRGR 210 against
radar stations in Kent and
Sussex were repaired by the
next day. Even the Germans
confess that such targets were
difficult to hit. But in this game
they seem to have a field day.
One or two bugs are present in
the Erogram resulting in
Lock-Ups and Crashesand some

uite comical resuits, like the 0
rniers returning from a raid
on Middle Wallop after being
slaughtered by the fighters
based there.

The Germans seem to follow
no plan of attack, attacking
targets randomly. Despite all
these faults | found the game
very enjoyable; but | must say
it's not cracked up to what it is
sur:posed to be.

‘ve never found a war garme
yet where the computer made
an intelligent move. In reality an
aggressive, ruthless enemy
would exploit your mistakes,
instead they plod along
relentiessly to a prearranged
goal. Does anyone know of any

ames that actuaily do this?
%&/be I'm playing the wrong
ones? Maybe | should write rmy

own?
Mark Pollock, Middlesbrough,
Cieveland

PS I've never managed to fight
maore than one day on Their
Finest Hour in the campaign
game, |'ve either been
slaughtered or I've slaughtered
them in one day.

{was aware that my knowledge
of that era was rusty but unti
your letter arrived, | wasn’t
aware how rusty! You're right,
of course, in thinking the
reference to Beauforts should
have said Blenheims. I'm glad
your enjoyment of the game
wasn't spoiled toe much by the
flaws. However, plenty of ather
people have still found the game
more of achallenge than
yaurself. Anyway, in future, I'm
going to take more time in
ensuring that at least | get the
facts right. . . For your trouble,
I'm grw,f;g vou twenty pounds
worth of softiware, Please get in
touchand let me know what you
would like.

SM

SWORDS AND SORCERY TIPS...

Dear Sean,

At first, | found S&S very difficult
to play, what with my unfamil-
iarity with the selection
procedure, and all the rules | had
to observe, After a few goes, or
lives, | managed to get the hang
of it and now play it regularly
with my ongoing character
“Thomas Covenant’. Sounds
familiar? My biggest niggle with
it is the routine at the start for
inpqtting the character's name
— since itdoasn’t grim up what
you type in until ENTER is

E{_Ere_:i‘._sred, lended uﬂ with
00 OTTTOO HHOM' on my
first go. | also play AD&D
regularly, and | think S&S
compares very well— it
eliminates the need for other
people and can be played
whenever | feel like it. I'm
inning to identify with my
character now, so this
makes it more D&D-esgie.

A few tips: By now, most
players of S5&8 must know what
effect practising with each ofthe
masters gives so I'll leave that
out. | think these are the correct

rices for goods in the armoury:

ard 20 Dragon’s Teeth: Spear

9 DT: Staff 14 DT: Shield 16 DT:
Armour 40 DT: Helmet 7 DT:
Gold 20DT: Wine5DT: PieBDT.
Note (i) pie is essential. (i) You
can select any iterm as a last
choice if you can't afferd it.

The magic numbers I've
looked at after each action, and |
believe this is their meaning lin
order as they appear on screen).
Defence lie armour), Fighting
Skill, Skill as a Thief, Magic
Power, Max. Unarmed Combat
Ability, Physical Strength,
Weapon D&maige Bonus, Code
of a Special Defence, Max. Hit
Points, Jumping Ability.

I've also noticed: (a) For every
3 monsters killed, 1 ptis added
to fighting or magic skill
depending onwhich menu was
used prior to the monster's
death. {b) Disarming a trap
successfully improves thief
abilities (c) Butsmashing a chest

ses them, but can
improve strength. (d) Jump skill
can be improved by practising
JUMPING but this makes you
hungry, as does {e) RUNNING.

Always try to talk to monsters.
Try not to start battles as this
makes them more hostile,
Thanks for your time.

Craig Lemon, Braintree, Essex

... AND MOANS

Dear Sir,
I've had the game since earl
berand it is rarely off my
Speccy. Since you ask, no, I've
not completed it yet. I've gone
into every room in the four
quadrants except the last. | have
collected the four fish, three
kewg; two sabatrons but no book
of Zob (assuming it is on this
level). All this gear has done me

And that's it for this month. Next month, more on
on home grown stuff

no good at all and I'm running
out of ideas.

This brings me to my main
complaint on this game. After
having it for only a week or so, |
ordered the Advanced Players
Guide and Level Two pack,
seeing thatthey were advertised
for release at the end of
December. Yet here we are in
April and still no sign of themn.
Ever since the end of January |
have rung PSS every two weeks
and every two weeks they say it
will be ready in 10 to 14 days.
Whilst | realise delays do
happen, why is italways two
weeks? | have even spoken to
the programmer who did say
that most of the delay was due to
him finding a way to enlarge
Level Two to 10 quadrants and
so the second section will be
much bigger than the first. But
really what | need is the guide as
this may provide some help for
me.

A small point that does
concern me in Level 1 is that
there are three botties, which
when drunk out of cause the
program to Crash. Is this making
the completion of the game
harder for ma? As you
mentioned in your introduction
last month, | do believe that a
game like Swords and Sorcery
does belong on the stratag)i_
section, aswould any RPG. They
are quite separate from
Adventures. Some of vour
competing magazines do agree
with us and do divide their
articles like this. At this point let
me ask if anyone knows why
more RPG seem to be available
on the Commodore computer,
than the Spectrum?

John Dent, London

PSS have run into unfarseen
problems all the way along with
their development of Swords &
Sorcery and I'm afraid you are
likely to be ane of many caught
out by the delay with associated
products. If it's any consolation,
from what I've heard about the
new products, they should be
worth waiting for. If you reaily
are fed up with waiting, | can
only suggest you contact PSS

ainand try and reach an
alternative solution.

The reasons why more RPGs
are available for the
Commodore are threefold. Both
the Commodore itself and rofe
playing games are American
phenomena resulting in a bigger
market for this type of product.
Then there's the advantage of
Commodore having a standard
disk drive. They may be slow but
they do allow more memary to
bs‘ a r.‘t.;‘essled— some rhfng_u:‘}‘l;ch
rofe playing games especia
benefitfrom. Hopefully, PSS will
rectify the situation by making
S&S modular, thereby negating
the immediate need for massive
ﬁ rage facilities.

- SOME News

. and of course, anything else you careto

write to me about. The hallowed address is FRONTLINE FORUM, PO
BOX 10, LUDLOW, SHROPSHIRE, SYB 1DB.
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DO YOU PROVIDE
REPAIRS & SERVICES
FORTHE SPECTRUM?

GETTHE BEST RESULTS
FROM THE NEW CLASSIFIED

SECTION WHICH STARTS THIS
MONTH INTHISISSUE, AND EVERY
MONTHAFTER.

Your panel can include: NAME, ADDRESS, TEL. NO. and a short
description of services (12 words approx}, to be listed under an
appropriate area heading.

NB: PLEASE SEND TOTAL PREPAID REMITTANCE, MADE OUTTO
NEWSFIELD PUBLICATIONS, TO:

NICKWILD, NEWSFIELD PUBLICATIONS, 1-2 KING STREET,
LUDLOW, SHROPSHIRE, SY8 1AQ. TEL. 0584 4603,

N.B. ALL BOOKINGS MUST BE PREPAID
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i e LRSI 2 e = T S date. If you are in any doubt about availa please ring first, We
cannat be held responsibie for dela resulting from late or non-release of
_____________________________________________ ﬁue;.MEnmaorpr before their official release dates were
N known;
................................................ m mm mm
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SPECIAL DISCOUNTS
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CI VM ORE THAN £10 makes N charge for past and m Less Discount: £
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Sorry - only ONE voucher psrorder| Cutside Europe, piease wiite fire Total enclosed: €
may advise on postage rates
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Pliease do NOT enclose this form/payment with any other correspondence to CRAS
delay processing your order and may result in
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ON THE SCREEN is a brand new
section in CRASH, sponsored by
Rainbird, the publishers of The
Art Studio, which is without
doubt an excellent utility, (And
we're not just saying that bec-
ause Rainbird are coughing upa
few quid in sponsorship money
— if you don't belisve us, read
Franca Frey's review in the
Christmas Special TECH NICHE)
This page is intended as a
showcase for all you talented
chaps and chapesses out thers
who are busy doing artistic
things on your Spectrum Serean
— every so often we'll print a
selection of pretty pictures that
have been sent in as SCREEN
strings. The reward? Well fame,
a start. Mark Jones of
Northampton is going to be fa-
mous from here on in, as his
pictures are kicking off the new
page. Mark’s just about to leave
school and is looking for a jobas
a screen designer . . . interested
software houses give us a ring,
and we’ll pass on Mark’s details.
Fortune might also come your
way too, you never know . . .
But whatever happens, you'll

Ghosts and
Goblins

Inspirad by the arcade
machine which is now
the subfect of a
Spectrum conversion
by Elite Systems, this
interpretation of 3

ing ina
mooniit graveyard
naads little by the way
of explanation, A very
neat pastiche of the
glarious graphics
avaiigble onthe
oviginal areage
maching, toned down
and simplified for the
Spectrism, but taking
full advantage of the
smiallar maching's
limited capatiiities,
nevertheless . ..

get a souvenir if ona of your
artistic submissions appears in
this new section of CRASH, be-
cause Rainbird will arrange for
Dimension Graphics to do an A3
full colour screen dump of you
picciels). Then ‘the secreen
dumps will be mpunted in a
lovely frame before they are
sent back to you to hang on your
wall and impress friends with.
Nice, Huh?

First of all, we'd better 23}:13 big
THANK YOU to Dominic Handy
for turning Oli Frey's logo for
this into a real Spectrum
Screen. Thank You Dominic!

Now on to the star of the ve
first ON THE SCREEN , . . Mar
Jones sent us a tape with no less
than eleven Spectrum pictures
nestling upon it, and everyone
was impressed with the range of
his talents when the demo pro-
garam was loadad up.

We had a riffle through, and
came up with a couple of our
favourites for the inaugural
(LMLWD) ON THE SCREEN page
from lan's portfolio . . .

Yellow Submarine

Ornce again, Mark
shows fis skill as a
COpYisT, bﬂ-f:';:ﬂng

media — this time
straying away from
the microchip in its
may manifestations
and entering the
world of animated
filrms-int search of
subject material.

o] site of
B o "™

W

$m£tar&w.|e of the title
15 placed firmily in the
centre of 2 group of
blue meanes, which
fem it in, preventing
escape from the
screen.

<
Sabre Man

Moyre in theway ofa
pocketbook sketel),
this Spectrum screen
cauld find & place in
my’ﬁafdnntgs of an
anthropologist or
botanist, Once again,
the characterwhich
lenids its name to the
whole composition s:
placed firmiby in the
centre of the ima
area, but it fs mﬁg
that looks happy, nat
the humar.

A little extranaous

tatian lends

balance i the
composition, which is
cfean}r-an example of
Mark's Green (or
dunglel period.

The Balloon

Tastefully produced in-

simplistic bisck and
willite, this piefure
reveals a street scene
full of hrdden menase.:
Sneaking up befind
o b
a {7
s
ey i 2 alt

b

So there you go. The first four
grcu.lres appear in the ON THE

CREEN Gallery, and will soon
bie hanging on the artist's walls,
courtesy of Rainbird, [f vou think
your Screen Artwork deserves a
wider audience, don't hesitate to

send & tape in to CRASH GALL-
ERY, CRASH TOWERS, PO BOX
10, LUDLOW, SHROPSHIRE,
SY8 1DB. Don't be shy, fame and
tartune could be yours, and at
the very least there’s a good
chance of winning an A3 framed
screendump ...
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Producer: Probe
Softwa

re
Retail price: £7.95
Author: Syrox Ltd

ell aren’t you the blood-
thirsty little mercenary?

After years of zapping,
splatting, maiming and killing
persons as a hitman operating
|Ilagalg1, ou've ﬂnaHT been
iven the licence to go legal as

e State has recognised your
‘talents’ and awarded you
Bounty Hunter status.

Being in another class to the
majority of inept killmerchants
employed by the State, you
decide t?cﬁﬂ straight to the top
and sea out four extremely
notorious thugs hiding on pla-
net Zybor. Xtro Il, Ariel Head,
Maz Porka and Yokohama are a
quartet of particularly vicious
people who would soon as kill a
man as look at him. Their red-
eeming feature, from your point
of view, is the 100,000 credit
bounty placed upon their ugly
heads.

The official bounty hunter's
kill kit includes a Mantronix: a
relatively nasty cyborg that is
controlled remotely by its super-
visor. The main advantage over
sending in a Mantronix as op-
posed to a real man is that if a
energy blast hits it, the Man-
tronix won't be splurged into a
mish mash of blood and string
bits owver the surrounding
| square kilometre. A Mantronix
| hit by an energy burst merely

loses one of his nine supplied
shields.

Remaining safely in your craft,
placed in geostationary orbit far
above the madding crowd, you
can coolly and cruelly guide the
remote controlled robot to the
lair of the four desperados lurk-
ing.on Zybor.

& view screen shows an Ult-
imatesque 3D view of Mantronix
and his surroundings in glorious
monochrome. Four-directional
control is supplied, and a fire
button activates a laser cannon.
Mantronix moves around diag-
onally, and if the robot goes of
screen another flips promptly
into view. There are a thousand
or =0 of these screens and
Zybor's landscape is a bit bleak
— nuthin? much survives on the
surface of this planet. The laser
comes in handy for despatching
the mindless baddies that con-
stantly hassle Mantronix as he
plods around under your com-
mand. If a Zyborian nasty should
happen to bump into Mr M, he
loses a shield.

There are numerous bits of
equipment hanging around
Zybor's rather desolate land and
picking up a certain item by
wandering over it gives Man-
tronix the power to destroy a
pulsator, the criminal team’s life
source. Also worth collecting
are power cubes: with all eight
in the possession of your robot,
the conveyor belts that limit
Mantronix's area of movement
reverse in direction.

All the conveyor belts are to-
tally invisible and are only det-
ected when Mantronix puts his

Two hovering nasties close in on your Mantronix remote
control cyborg as it stumps around looiking for the naxt
arch-villain on the list. So far, the credit meter registars
earnings of zero

Aspiked nasty castsa menacing shadow as it approaches at
head level. Things are beginning to look up — a few credits
are in the bank now that a powsr cube has been collscted

feet onto & section of floor that is
moving, and is moved in the
direction of the belt's travel.
Invisible barriers also exist on
the planet surface, so the scenic
route is often needed to get
somewhera specific . . ,

The game is up once all four
baddies have been despatched,
though this is not a trivial task,
considering the vast amount of
wasteland to be explored.

@ " Mantronix is a sort of Alien
8, but you can wander around
practically where you want,
apart from the invisible walls,
conveyor belts and other things
that are there but not on general
view. The detail is of the high
standard that is ex of

L but'm

afraid gameplay suffers from a
lack uigubiecta and other char-
acters. The sound is a very well
done two channel simulation on

the title

there's only the constant
ing of metal feet which got on
my nerves very “g;ld:ly. I found
the game, as a le, was quite
fun to play but the playability
could have been improved —
the bounty hunting gmma a
laborious after a while.
Mantronix is fairly well priced at
£7.95, but the more expensive
versions otthism-mum
probably more ive. "

® At first sight | was guite
impressed with this game, but |
wasn't taken in by the pretty
graphics for very long. Potterin

around the playing area is fa:‘ﬂg
simple and finding the various
Herns scattered around the place
has more to do with luck than
skill as you start off from a
different place every game. For-
tunately, you are provided with
lots of lives at the start of the
game but the nasties are partic-
tlarly viciaus, so completing the
game will take a lot of skill and

g

patience. Graphically, there is

nothing new here, although the
graphics are quite pretty and
very well detailed. | liked the
sound': there are two tunes one
on the title screen and one on
the ‘game over' screen, as well
as a few spaot effects. Generally, |
found Mantronix a fittle shallow
— there isn't really enough go-
ing on to keep me playing for
mare than a few goes at a time. *

® "' As 3D games go, Mantronix
isn't that bad and compares well
against the glut of such releases
currently swamping the market.
It's smooth and slick, recreating
a full three dimensional action
quite com tly, though the
game itself is a mite bit dull. Iif
you're not into arcade advent-
ures then it's very dull indeed.
The game idea itself isn't very
original and basically comes
down to walking, shooting and
collecting. Reasonably good
value for fans of this type of
game, | suppose. "

Controlkeys: Q. 5, P, L moved in
the two diagonals, 1/2 pause
on/off, CAF%HIFF BRI resets

me, bottorn row to fire
frlﬂck: Kempston, Cursor,
Fuller, Interface 2

Keyboard play: responsive

Use of colour: monochromatic

playing area

Graphics: neat, detailed and

EI’I‘I— playing area a bit empty
nd: nice tunes, a few effects

Skill levels: one

Screens: 1,000ish

General rating: A competent

variant on a well tried 3D

arcade/adventure format

Use of computer

tting started 73%
Value for money

Hit

i
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Producer: US
Gold /Silvertime
Retail price: £7.95
Author: Simon Finch

ady Wilde and her infant

daughter are the only

survivors of a plane crash.
Waking up, concussed, in the
middle of the Amazon jungle,
Lady W realises that her daugh-
ter has been kidnapped by Ama-
zons, and she sets out to rescue
her child.

Driven on by her maternal
feelings, during her quest Lady
Wilde has to enter into one-on-
one combat with a series of
Amazon warriors, dodge high
and low flying arrows and nasty
spikeballs hurled out by vicious
plants, and contend with drag-
ons. Setting out with little more
than a leotard and a club, she
makes her way across a large
scrolling landscape split into ten
zones. Ms Wilde can't mowve thr-
ough the landscape unless she
kills each and every Amazon
Woman who bars her path —
and there’'s no shortage of
pugnacious tribeswormen . . .

our heroine can walk left and
right as well as jump and duck,
and she has three fighting
moves in her repertoire. The
Chop delivers a mean overarm
blow to the bonce of the oppos-
‘i.cﬁ warrior if she is in range,

ile Thrust aimsthe weapon to
the midriff and Slice is a duck-
ing, hacking move, To begin
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with, the Amazons are armed
with clubs, but after zone four
they turn up with swords in
hand, and the girls in zones
gight, nine and ten are axe-
wielding madwomen. Lady
Wilde can swop her weapon for
that of a vanquizshed opponent,
but the exchange seems to be
mainly cosmetic — you don't
appear to gain extra reach or
power from different weapons.

The top third of the screen is
devoted to a scrolling radar
system which reveals about
three screens-worth of the land-
scape in miniature, below which
icons representing Lady W, her
opponents andTg“un%!a nasties
are displayed. The Aggressive
Aristocrat appears as a chunky
arrow containing the number of
lives she has remaining, while
the Amazons appear as slender
vertical arrows. Spikers — nasty
plants which hurl energy sapp-
ing projectiles — are also shown
on the radar, but dragons are
impervious to the scanner and
Pnp up without warning in the
ast four zones.

As in Fighting Warrior, arrows
whizz through the playing area,
zooming across the screen st
head height and ankie level.
Contact with an arrow or spi
wegetable projectile, like a bi
from an Amazon's weapon, red-
uces W's energy reserves
displayed on a honzontal bar
under the radar. Each Amazon
enters the fray with lots of
energy bar which has to be worn
down before she’'ll die co-oper-
atively, and allow the heroine to

BOP! Lady Wilde Jands a hearty biff on the Amazon warrior
wha is biocking her path. Cameron’s certainly got the hang
of this beat em up! That spiky thing on the radar to the left of
Lady W’s arrow Is a Spiker — a real mean vegetable

Aahhh! Lady Wilde has shuffled off this mortal coil, right

next to a primitive idol. Cameron was just beginning to
idolisa her when that arrow finished har off

continue on her quest to rescue
darling daughter.

During a scrap, both comba-
tants gain a little anerﬁy if thay
rest, but just to make the rescue
mission that bit more tricky,
Lady Wilde is up against the
clock. If she doesn't get to the
end of a zone within the four
minute time limit she loses one
of her four lives. Points are won
for each blow landed, for killing
an Amazon, avoiding an arrow
or spiky projectile, and for killing
dragons. At the end of a zone a
bonus of ten times the number
of seconds remaining on the
clock is added to the score.
Killing anAmazon earns a bonus
of ten times her intelligence
level, Intelligence level? The
inlay states that the Amazon
warriors have “floating intelli-
gence’, set according to the level
on which they appear. This
means the further you get into
the game, the smarter your
opponents.

hould you fight your way
through all ten levels of the
game, Wilde is reunited
with her pring and a happy
end| in%ensuas. Are you woman
enough to enter the jungle?

® “ Oh dearl Ancther fighting
game. If it was full of new ideas
and new moves | wouldn’t com-
plain, but it's a simple varianton
the theme. The attacking moves
are very limited, a really
aren't good h when com-
pared to the moves
available in most beat em ups.
The graphics are quite neat, and
the women are nicely animated
but the game seems to lack
some of the addictive qualities
that should be there. Taking

ing into account, it's not
abad game, but after a while the
challenge begins to wane and
boredom sets in. | think it's a bit
too similar to other fighting
games to be anything special.

® “legend of the Amazon
Women strikes me as a sort of
Fighting Warrior,  starring
warmen, and not toc impressive
at that. The game has nice
raphics with a few spot beeps
t it's nothing out of the ord-

inary. | found this game as
unp-‘fgf:bfe as Fighting Warrior
and the game idea is even more
bon'r? — every woman [ came
to fight was the same as the last,
Sometimes they had swords,
sometimes axes, but there still
wasn't enacé?h variety to keep
me attached to this game —
aven if there was a load of long-
haired women running all over
my telly. Nothing  special,
overall,

@ " While there are a few neat
touches in this game, including
the smooth parallax scmllinﬁ
and time limits to complete eac
level, taken as a whole Legend is
nothing special. Sometimes the
characters blend into the back-
round, making life a bit tricky.
& way in which the characters
lope across the screen is strong-
Iy reminiscent of Tir Na Nog,
while the scrapping sequences
reminded me of Fighting War
rior. If you're into beat em ups,
this is another one for your
collection, but otherwise it has
little to offer. "

Control : Z back, X
forwards, M duck, K jump, X &L
thrust, M & L slice, K& L chop, X
& K jump forwards, M & Z
change weapon; H pause, 5
start, Q quit
Joystick: Kempston, Cursor,
Interface 2
rd play: responsive,
sensible layout
Use of colour: mainly
monaochrome
ics: smooth paraltax
serolling — animation a bit Tir
Na Naggish
und: nice tune plus biffing
noises
SkiHl levels: one
Screens: ten level scrolling
landsca
General rating: Adequate
fodder for fighting freaks

i3
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Producer: Beyond
Retail price: £9.95
Author: Denton Designs

ounces is the super-sport

of the future, despite the

fact that it's played by a
couple of dudes dressed up as a
viking and a knight-in-armour.

Eric and Ashley (for it is they)
compete in a sort of ball-game
come sword fight which can be
played by one or two players on
the Spectrum. The action takes

lace in an enclosed arena, and

th players are linked to one
end of the court by a Fieca of
elastic which continually pulls
them back. Friction soled shoes
are their only ally . . . An over-
head p:rawav fires a ball into
play and the aim of the game is
to shoot the ball into one of the
goals in the ceiling. The ball
ricochets off the walls, floors
and ceiling of the court at great
speed and is is quite capable of
bowling a player over.

Players hold a catcher in one
hand and the ball may be seized
and retained if it is in reach by
pressing the fire button. Releas-
ing fire shoots the ball back into
play. A player’s arm may be
moved to eight different posit-
ions, and the ultimate aim is to
shoot for goal, although if all
else fails, direct confrontation is
quite good fun. Try bopping

your opponent over the head or
poking him in the stomach with
the catcher!
Status bars monitor both
layers’ energy levels — collis-
ions with the back wall, the ball

game. I'm not convinced it's
excellent, but it's quite good,
and relatively d\almqil:'g 1
don’t agree with ‘Sport of the
Future’ though: | cant see
masses of footie fans fulluwir:g

n

this every Saturday

ng-or-otherl There
are different \n;;rs to play, and
it's easy to build up a persenal
style, though | can see it getting

Taking a tumble in the BOUNCES arena — the player on the
right has just been yanked against the wall by the laccy band

amnd collapses in a heap!

or the opponent’s catcher result
in energy loss. Sand trickling
through an hour glass indicates
much time has elapsed
lay began: the game is
ﬁlay in two ninety second
alves and in good sporting
spirit, you get to change ends
half way through.
_ The players can bend down,
ump up, stump forwards and
kwards during a bout. After
each game finishes a results
screen appears which keeps a
running total of Eric and
Ashley’s respective victories.
Peints are scored for bopping
your opponent with the catcher
or a well-aimed ball as well as
for popping the ball into one of
the three ceiling goals at the
other end of the arena. While &
player can recover energy by
taking a rest on-court, runnin
the energy bar into the re
results in temporary paralysis
and a set of three undefended
oals for the opposition to aim
or.

®“Bounces is quite a neat

since

boring after a while. The ten

mlmpﬁmtaglsuhlthlngh,and
e game could be improved

won in quite a few ways.
othing stunning, really. **

@/ had a little trouble gettin
started as | wasn't supplied wit
any instructions, so | had to
learn howta g)!ay it from scratch.
! had just about mastered con-
trol on my fourth go. The graph-
ics are very pretty, and there are
no atiribufe problems or ?raph-
ics flicker. Sound is fairly well
used, alfthough a tune would
have added to the atmosphere
of the game. | don’t really see
this game doing terribly well, as
it costs too much. For a tenner |
would expect a few more
adversaries and the odd change
of scenery too. ™

®" Bounces is one of the better
games from the Denton Design
team, after the apalling Trans-
formers, and it combines
smooth animation with some
well drawn characters. When
the men move you can see their

ies lunge forward trying to
break the strain of the cord
which stops them from bashing
the other man to bits. When they

hit the wall the legs of the men
do actually fall from underneath
them as they crumple up. | found
the game hard to play at first, but
once the rules are understood
you can have a very competitive
game with your opponent — be
it the computer or & human
friend. Bounces is a very strange
sports game which is most fun
in the two player mode. Beyond

have Eot a game which is very
playable—it requires a keen eye
to judge where the ball will
bounce off to next. Bounces is a
good |‘gan"le ifyou like something
out of the ordinary. "

Control keys: 1up, 2 down, 3
left, 4 ri mﬁre

J%y : Kempston,

A Ffﬁor:lekhl;ullag,_tlrtmprkfgcez
Keyboa : a bit tric

Use Mcult':ur: straightforward
Graphics: neat

Sound: spot effects

Screens: one :
General rating: An interesting,
playable gamethatisabitonthe
expensive side

Graphics

Value for money
. .
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Producer: Melbourne
House
Retail price: £7.95

Author: are

fter getting thrown into

the slammer for his orig-

inal scam, Mugsy is free
again and in search of a fast
buck. it's 1919, America is
winding itself up for the Depres-
sion and the most relevant
! change noticeable to Mugsy is
the introduction of Prohibition.

Since alcohol is now illegal, a
large black market has spru
up, ?"E"“%e:few high pro
margins. ing an astute
hoodium, Mugsy decides that
this is the racket for him. Every-
thing is set for Mugsy's
Revenge.

Those of you familiar with the
original Mugsy, (which is on the
B side of the cassette) will realise
that Mugsy's Revenge follows a
wvery similar format.

‘s aim is to regain con-
trol ofwh_is Bmpiﬂl“;g.l taking
advantage of the Prohibition
situation, and investing the
£50,000 that was safaely set aside
before the cops caught up with
him. Conversations with a right
hand man supply the infor-
mation needed, and a list of
o?nons available is presented.
All the relevant day-to-day
decisions faced by a gangster
are put before you: how big a
bribe should be Fiven to the
cops? whao wou
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d you like |

rubbed out? and so on. The
central decision rests on the
number of barrels of liquor to
buy and sell — shrewd deals at
the start provide the capital
needed to buy Speakeasies later
on in the game.

If things get rather nasty then
your top man scarpers, drop-
ping you into an arcade sequ-
ence in_the middle of a gun-
battle. This section has Mugsy
running about to the command
of left, ri M,upsndduwnter.
Fire lets hot lead from the
revolver supplied, and the idea
is to eliminate the Feds and
avoid shooti
parade around. Get hit too many
times and it's Game Over.

_Information is passed to you
via a window superimposed
over one of several detailed
backgrounds. These back-
grounds change after a few
choices have been made, and

every now and again a small
animated scene pops. into view
showing a bit of a scuffle at

the ladyfolk who

Gino's pool hall. After the whole
cycle has been run through, a
year is deemed to have passed
and a synopsis of your progress
s nted. :

too many bad decisions are
entered or run out of money
the game finishes. If, however,
Mugsy manages to keep around
for ten years, then Prohibition is
lifted and a detailed analysis of
Mugsy’s progress is Supnﬁd.

@ Other than the reat
H-phic: there's not
ugsy's Revenge. | think the
ﬁugsvhm the ﬁn:upln ‘g
almost the umog.ﬂmu

8

Shooting it out with the Feds in MUGSY'S REVENGE

The henchman lets you know that Boozy Bruc
hundred dollars a barrel for hooch. Wanna sell

no sound effects during the

arme although there is an excel-
ent tune on the pool hall screen.
| expect that if stuck with it
for & while, game would
probably become fun, but |
hadn’t got the the patience. "

®" Mugsy's Reven, could
have been a good follow up to
s A Tttt AR S
game was too r ; a
while | got heartily sick of the
snide comments that the person
running my operations kept
churning out — over and over |
heard the same jokes. | guess
the screens take up a lot of
memory, but it would have been
better if the game had branched
off more to the strategy side of
the plot. With the great Mugsy
on side B of the tape, the
package presents tremendous
value for money, but really it's a
case of ‘nice qraphics, shame
about the game’. ’

dcpwalﬁm: I éa';t_, P rigl'}tl, Q
iagonally up, Z diagona
do\gg. B. Kl f‘l SPA ﬁrav

Joystick: Kempston
Keyboard play: fast and
responsive
Use of colour: pretty and well
g?:n;hiu |

: also very neat
Sound: one mne,r\!ery nice it is
too
Skill levels: one
Screens: a good few
General rating: A rather
disappointing followupto a
great game
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If you can, Superior

Sofiware has something

important fo say fo you.
Introducing Ourselves

hree years ago Richard

Hanson set up Superior

Software to meet the
growing demand for high
quality games and educational
programs, Now, 88 releases
further on, Superior has
established itself as the leading
software house for BBC and
Electron computers with fop-
selling releases such as Repton,
Deathstar, Citadel and SPEECH!

Exciting Opportunities

ﬂ s part of ifs continuing
program of expansion,
Superior is looking for
top programmers of ALL home
computers fo write original
software and to produce
conversions. We are also looking
for games designers, graphics
artists and computer musicians
who would like to be involved in
some fascinating projects.

Top Payments

ur authors are paid on
a royalty basis, receiving
80p for every cassette

SUPERIOM
SOFTWAR
Limited

Can You
Write Games?

sold, calculated and sent out
promptly every three months.
In cerfain cases advances are
also paid. Tim Tyler's Repton
games have earnt him over
£30,000 in less than a year —
quite a sum for a 17 year old,
and Deathstar author Peter
Johnson has earnt almost
£35,000 with us.

Marketing Advantage
ur royalty payments :
show that our authors

E have benefitted from

professional packaging, point-of-
sale material for retailers,
caretfully placed full-colour
advertising and effective
communication with both frade =
and consumer magazinesfo get
the maximum coverage,

FREE Guidebook i

fyou would like fo be
part of our continuing
success, please call
Richard Hanson in confidence
on 0532 459457 or 459453.

Or write to the address below
for a FREE copy of "Superior
Software’s Top Tips for Games
Authors”. This informative and
useful booklet is in limited
supply, so send for your

Copy Now,

T —— =
¥ E

Richard Hanson

Managing Director
Superior Software Lid
Dept.RA6,Regent House
Skinner Lane, Leeds LS7 1AX
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MERELY MANGRAMMIEERELY

| return to the office and my desk
this month to find that Robin
(Meat eater) Candy has flown
the coop. Suddenly the battles
for office space have ceased
and, strangely, | find myself
feeling a little lost without the
Fmspsct of the odd scuffle for
ebensraum. Ah well. Life must

on, | suppose. Down to

Things are looking up en the
adventure front at the moment,
with The Price of Magik virtually
complete accordi the the
Level 8 teamsters, while CRL are
on the verge of releasing The
Very Big Cave Adventure from
the :Htgldo's schoolgiris as well
as the sequel to Bored of the
Rings fram Delta 4 which goes

e name of The H‘oqgf —
goth should be lan thfe s ﬂh{;ﬁa
durin y, selling for £7.95.
Still ?n I\nmrm.tra mode, we
shiould have sight of Incentive's
Graphic Adventure Creator very
soon, maybe in time for a close
look next issue and Ariclasoft
are re-releasing the excellent
Vaikyrie 17 written by the Ram
Jam Corporation. Finally, Sub-
sunk fans will be pleased to
learn that Firebird (more of them
anon) have just brought out the
sequel to the game on the re-
launched Silver Range. Seabase
Delta is in the shops now.

Amassive role-playing adven-
ture is due to arrive in this
country frem France during the
middle of July — called Mand-
ﬁ_ﬂm, it is to sell for £14.95 for

ich you get 260K's worth of
pregram on two cassettes, an
instruction booklet and a ten
chapter book setting the Media-
eval scene. Four characters are
involved in the game, and up to
four players can gather round
the keyboard participating in the
same_ session. "Magic, Batties
and Heroism” are all involved,
according to the press release,
which is all that's arrived in the
office at this very early stage of

play.

I;E:);in gently on the adventure
theme, our very own Derek
Brewster is about to have his
latest game released on the
Mastertronic MAD label. Con
Quest is an animated 30 arcade
adventure starring a little fellow
by the name of Uscar who has
ust bought a castle and found it

Il of demons. The gamne is icon
driven, and should receive a full
review in the July issue. US
Gold, too, promise to release an
adventure based on the film
Return To Oz any day now, in
which you have to rescue your
chums from the clutches of the
evil Gnome King, once again
without any text input,

On a more arcady tone, Alli-
are confident that their Pub
es collection should be in

theshopebgtheend of June. it's
a sort of Old Fatulence Bitter
Decathlon, in which the player
can have a go at playing the
whole series of games throu

sequentially or opt to practice
single events, Bar Billiards,
Darts, inos, Poker, Pon-
toon, Skittles;, and Table Foot-

ball all appear on the tape, and
the player’s performance will be
affected by a ‘Booze Factor’l
Budding investigative journa-
lists will soon be able to practise
their skills in M.EX.ULS from the
software house of a very similar
name to the game, NEXUS in
which you are pitted against an
evil ring of drug smugglers.
Search for your pal who has
been kidnapped and keep send-
ing news back to base to make
sure you the scoop of the
century. firm news on the
game's arrival yet, however,
Denton ns, having reg-
rouped a little bit after some of
founder members of the
team decided they preferred

ical war between the NATO
Alliance and Warsaw Pact
countries, should also be avail-
able on the Spectrum by the
time you read this. Both games
are to sell for £9.95

Football fans intent on follow-
ing the Warld Cup this year will
no doubt want to avail thems-
eives of US Gold's World Cup
Carnival package, which includ-
es a full colour poster for you to
chart the progress of the com-
peting countries, stick-on flags,
and es as well as a com-

uter run league table and a

ockout footie competition.
Qut soon, they say..

On the Budget front, there's
no sign of any of the new Players

The First screenshot of N.E.X.U.5. on the Spectrum, according ta
NEXUS the software house. Thay should know, afterall., ..

being totally freelance, are
working on a Prisoner of War
game under the title of Stalag—
more than that | do not know.
Anather firms with plans for
ur Spectrum carefully laid is
M who should be releas-
ing a sort of sliding block puzzie
ame featuring caricatures of
?amnus faces, not unreasonably
called Sgémingfmages. The next
James Bond game is scheduled
for a July launch and there's
already £25,000 in cash sitting in
a suitcase in the Domark offices.
Eureka If is nearing completion
and when it appears in August
the cassette is to include a
solution to Fureka as well as
details of how to claim that suit-
case full of loot for your very

W,

Sadly, |was a little misinform-
ed about M ‘s current
project, Contact Sam Cruise. |
sat down last month and told
you that the game had been
scrapped — untrue. It should
appear around August ina much
bigger : ha’r;: beet:iurs fomp than
origina anned. So

'ﬁw |atest news frrrgm PSS
arrives in Ludlow, and we learn
that an early July release is on
the cards for Tobruk, a classic
Axis versus the Allies wargame.
The Cemmodore hit, Theatre
Europe, in which the player
fights through a theoretical
modern day nuclear and chem-

ames in the office, although
they were promisaed bY Richard
Jones of the new label’s parent
company, Interceptor. Ho hum.
Rupert and the lce Palace is
coming shortly from Bug Byte,

riced at £2.99 which should
Eeep Rupert fans happy.

anyway.

lite Systems in Walsall just
missed completing Ghosts and
Goblins in time for a full review
this issue, but with luck we
should be able to take a close
look at that one next month,
along with their other arcade

conversion still underway, Fa-
perboy. Scooby fans will be
pleased 1o learn that Elite have
signed Gargoyle Games 10
come up with a game that takes
up the licence option that never
quite got used . ..

Firebirdwise we have received
evidence of the refaunched Sil-
ver Range in the form of Cylu
and the old favourite Booty as
well as the aforementioned Sea-
base Defta and Spiky Harold
which gets the full treatment
elsewhere this issue. Still no
sign of Empire, and a!thcu&h wa
were prornised a copy of Odin's

imera — to be called Heartland
now that Firebird have taken
over marketing for Odin — not
even an inlay made it to Ludlow.
Hmm. LC.U.P.S, the other Odin
game, is probably still a long
way into the Firebird future. ..

have finally complet-
ed The Young Ones, and rumour
has it that Tuyad is written, too. It
seems that Orpheus don't feel
they can do the game justice
themselves, howewver, and it
looks as if we'll have to wait for
them to sell the rights to another
company before we get to view
it.

Boredom is likely to set in
before we finally get to see
Fairlight I from , and a
similar state of catatonia
{LMLWD) is beginning to set in
asfar as Softek’s The Writer and
The Artist Il are concerned. No
matter how often Tim Langdell
is phoned, nothing ever arrives.
Tum Te Tum. The Last Word is
on its way from Saga, so it looks
like Softek are going to lose the
race to get a word processor
rewaweci in these hallowed

P"’gf‘-‘- A !

Who is- still having prob-
lems with his time machine, but
the Tardis should be making 2
landing towards the end of May
acoording to the latest update
from Micro Power. Maybe he'll
bring The Force with him?

And with those few words it's
time to sign off this month and
return to the peace and tranguil-
lity of my little cottage, away
from the stresses and strains
caused by the tension of waiting
for games promised months
ago to arrive in the office.

Just three of the re-releases on
their way to the shops
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BOUNCE AND FLY
WITH MIRRORSOFT

MIRRORSOFT have three games scheduled for Spectrum launch durin

g May: Action Reflex

from Medusa, programmed by Christian Urquhart, and Bigg/es, the official game of the film

currently being written by the team at Dalali, a programming house that |

viously

specialised in conversions rather than original games. Last but not least, Dynamite Dan Il —
previewed in the April issue — should be available by the time you read this,

BOUNCING

THE BALL

Action Reflex is a ball game with
a difference — you play the part
of a chequered football which
has to negotiate a hostile envir-
onment set out in the best ar-
cade adventure flip-screen
format. An overhead pipeway.
which is in fact a vacuum deliv-
ery system, runs along the top of
most of the screens in the game,
and play begins as your ball is
sent down a vertical tube which
retracts into the ceiling once the
ball has been deposited at the
start point.

Bill the ball can be rolled along
the ground to the left or right,
and the amount of energy you
impart to the ball governs the
speed at which it rolls. Chevrons
in the status area light up to
indicate the amount of force
currently applied. Understand-
ablr, as the star of the game is a
ball, it can also bounce - press-

ing up on the keyboard or joy-
stick initiates a vertical bouncing
action and the longer the up
direction is held, the higher the
ball bounces as it builds up
momentum. Careful timing al-
lows the ball to bounce left or
right if the appropriate direction
key is hit at it lands on the
ground.

The game will contain three,
or possibly four, twenty five
screen courses for the ball to
negotiate, to complete the game
you will have to go round the
courses four times in all. Each
course has to be completed
within a time limit — it's burst-
ville and game over if you run
out of time — and each time
around, the Fame gets harder.

A range of nasties lurks in the
undaerground system: some of
them are static like pins, mag-
nets and disintegrator grids,

An early sereen from ACTION REFLEX. Frogay hops from
side to side — contact with him pops the ball and sends you
back to the start of the screen. The magnet is activeted by
the floorpad under it, and if the ball doesn’t escape the
magnetic waves quickly, a dart is shot into it. Nasty
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while others are mobile like the
giant green froggy fellow who
shuffles from side to side with
his tongue hanging out. Flames
burst out of nozzles in the floor,
boxing gloves bop unsuspect-
ing balls towards pins on the
ceiling and nozzles shoot darts
at the Round One.

In the final version of the
game, points will be scattered
around the playing area, in
handy denominations of 200,
400 and 600. Roll over them, and
their value is added to your
score and a lifebeit, hammer or
key is collected, respectively. At
the moment the objects appear

on screen, rather than the point
values. Lifebelts are used to
cross pools of water, one belt
being used up for each crossing,
while hammers can break down
glass barriers in the later levels
and keys open short-cut tubes
that lie on the floor which the
ball can unlock and zoom thr-
ough in safety.

hristian is slaving away in an
anonymous bedsit not far from
Mirrorsoft HQ as this is being
written: the finished game sh-
ould be inthe shops roundabout
nﬂmgﬁish (as you read) priced at

CHOCKS AWAY!

Biggles, the game of the film, is
another major Mirrorsoft project
due to come to fruition during
the month of May. Following the
lot of the film, in which Jim
erguson, a modern-day New
Yorker discovers he is the time
twin of Biggles, the game puts
ou into Biggles' flying boots.
our mission is to save the
world from the ravages of a
deadly new weapon,

For £9.95, yvou get a packaga
which contains three linked

ames, which have to be played

rough sequentially, before the
finale — a flight simulator which
emulates a modern American
police helicopter.

Section one of the game plo-
nks the player in the seat of a
World War One biplane — and
it's time to set out on a recon-
naissance mission, flying over
enemy lines to photograph the
secret weapon and its site.
Understandably, the enemy
want to keep their secret wea-
pon secret, and send up their
own air aces to thwart you while

umping flak into the skies.

Sg ights ensue,

urvive the dogfight sequ-
ences and snap the new wea-
pon, and it's time to play a
Commando-type * gamelet. A
network of caves and trenches
has to be negotiated en route to
the weapon test site, thistime on
foot with little more than a pistol

and collection of grenades for
seif-defence. The third game
sequence Is set in the present
day, in New York. The photo-
graphs taken in part one of the
Q‘gne have to be recovered from
the developers — and despite
the fact that you're a surer hero
from the past, the police and
SAS are not impressed. A heli-
copter has been scrambled by
the police department and arm-
ed officers lurk on the rooftops,
taking pot shots at your flying-
helmeted form.

Having snatched the snaps
from the photﬁgraphtlshop and
stolen the police helicopter,
Biggles has to fly the strange
whirlybird back to his own time,
across enemy lines and then
destroy the nasty weapon. For
maximum points, there are a
few chums held captive by the
baddies, who could do with res-
cuing ...

Sadly, the programming team
at Dalali were too busy comp-
leting the game to sort out a few
taster screen shots to go with
this preview, but we managed to
arrange & little £1-off deal for the
film itself. Scamper off to the
local cinema with the cartoon
strip printed here, and you can
get into the mood for the game.

Like the adverts say, “Do you
want to be a Hero?", See the
film, get Biggles, the game, and
you can have a gol



Following on the heels of Quaz-
atron, their latest release, Hew-
son's are ne_arl:y ready to send
Pyracurse winging its way outto
the shop shelves.

Written by Keith Prosser and
Mark Goodall, the game takes
the player back to the 1930's and
the action takes place in a multi-
level tomb in the middie of the
South American jungle. Famous
archeologist, Pericles Pember-
ton-5 ehasgone rnissing—
he set outto explore the tomb of
an ancient god and never ret-
urned. Now his daughter, Dap-
hne, is on the trail of her father,
accompanied by a newspaper
reporter, Legless O'Donnell, a
dog and one of her father's
friends from the British Museum
— Professor Kile.

The game is controlled Avalon
style, using the keyboard or a

joystick to manipulate a set of
l menus in the status area, press-
ing fire to make a selection.

The crapulent (LMLWD) reportar, L O'Donnell comes During play, you can swop
|| e e e e i el

acters, and issue commands to
your colleagues if they are in the
immediate vicinity,

Each character has a unique
personality, with appropriate
attributes — the reporter, for
instance, is a ste ped hard
drinking hack whao's big, brave
and regularly drunk. Daphne, on
the other hafgd, is a emir;ine
type, who faints quite often
wﬁgn she's frightened and is far
Hﬂm being a muscle-bound

u

The playing area scrolis smo-
othy inside a large window on
the screen, with the character
you control remaining roughly
in the cenire as the scenery
moves around him or her. In the
final version of the game the
window will be a little smaller
than it is shown here — Keith

NEW YoRk:
DATELINE APEIL &5 1588
22 50 HouRs

= SN THE WATCHED - JiM FERGUASON,
- Dl onve. HOME TD WORK ON H1S
SPEELH, HE THINGS HE HA3 A
Pt TGO € ORLY HE KNEW

(PG) - A MAJOR NEW FILM COMIN

TROTTING ROUND TOMBS

‘I"TDYBLH .lulC

and Mark have enlarged it to
make playtesting that bit easier.
Pyracurse should contain three
or four levels — the final deci-
sion has yet to be taken — and
there will be around 250 scre-
ens-worth of Andean environ-
ment to explore.

Suitably tomb-like nasties lurk
in the me. Mummies and
ani statues are more than
willing to cause a bit of grief to
the adventurers, and pits and
traps have been set in the tomb
by the artisans who built it
Treasure and items vital to
completing the game success-
fully have also been hidden
away and need to be found and
collected. The characters don't
have energy levels which are
depleted by attacking nasties as
in most other games — they
either survive or are ripped limb
from limb, literally! Fortunately,
the chap who's tomb this is,
developed an enzyme which he
used to regenerate his physical
form, thus attaining immortali-
ty. Sadly, the Spaniardskilled off
all his followers and no-one was
around to sprinkle the enzyme
an the ex-god’s corpse. So he
died. The enzyme can be found
in the tomb by the explorers,
however, and used to regener-
ate a killed companion.

Although Daphne is bein

id by the newspaper, whic

s send Legless to cover the
story of her search for Daddy, it
is important that she finds him. If
he's alive, she picks up a lot of
loat from the paper and will be
?Ieasad to be reunited with her
ather. If he's dead, Daphne will
be sad — but at least she'll be
able to prove that Daddikins is
no more to the solicitor who is
holding his estate in trust for
her, and she can at last inherit a
fortune.

GREAT OFFER FROM:

- \CRASH

See Biggles! A family
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RESCUING A DAMSEL
IN DISTRESS...

Elite Systems are on the verge of releasing another arcade conversion, GHOSTS AND
GOBLINS. Gary Liddon bemoans the fact that the finished version didn't quite make it in time

for a full review . ..

Well there he is, kneeling in front
of his intended just about to pop
the guestion and what should
happen but a very big nasty
demon person appears in a puff
of smoke. Swooping down qui-
ckiy, the demon digs his talons
into the fair maid and makes off
with her to his palace far, far
away. The brave knight, after
seeing his misuss dragged off
by a scaly monster with a ser-
ious complexion problem, is
very annoyed indeed and dec-
ides to rescue his fair bride-to-
be, post haste.

If you're the Demon King and
have the ability of flight as well
as the front door key to the
castle, then getting to the palace
is really quite easy, even if
you're weighed down by eight
stone of screaming damsel. If
you're the knight in Elite’s con-
version of the Capcom arcade

ame, Ghosts and Goblins,

owever, an evil tortuous path
stretches before you, guarded
by a fair host of evil nasty men,
submen, and creatures not even
remotely menlike but still very
nasty nevertheless.

The route to the Demon King's
castle is split into sections, and
gach section has its very own
bona—fide Devil fervently guar-
ding the portal to the next sec-
tion. These cloven hoofed mea-
nies take a fair old pounding
before withering up and dying,
but the merest touch from their
talons kills a chap dead.

Mr Knight is a very versatile
type of person indeed and can
perform all manner of different
actions activated via the key-
board or a humble joystick. Left
and right are fairly straightfor-
ward, though the knight himsalf
fi:;enerally oesn't move — the
andscape behind him scrolls
by. And how nicely it scrolls too,

uite an achievement for a poor
little Spectrum. The scrolling is
very, very smooth indeed: while
the game was being played it
even had the odd passing Com-
maodore owner looking twice.

Jumps are quite handy for
leaping the odd encroaching
nasty, while down causes our
hero to squat, hunched against
the ground in missile-avoiding
mode. The fire button activates
the weapon currently held by
the knight. To begin with, the
knight is equipped with a good
and trusty sword and the fire
button sends out a stream of
swordlets in front of the hero
whenever it is pressed. Pot
dragging zombies emerge from

124 CRASH June 1986

Vuurkm'yhthnsg’uu
undergrowth in his undies

the ground in the graveyard, and
if they are killed, a weapon is left
on the ground. Running over a
grounded weapon effects an
exchange. Some of the weapons
available are very useful indeed,
while others have & very limited
range.

Encased in a suit of armour,
the knight is not killed by the first
blow landed by an attacking
felon, but he loses his tin suit
and is left to run around in his
long johns. The second hit from
a baddie results in death. Still,
with eight lives in store all is not
lost — but the knight returns to
the start of the current level
rather than continuing from his
deathbed.

There are four levels in the
game — the first begins in a
graveyard, replete with head-
stones and zombies which
emerge from the ground. A little
further on, death spitting plants
are encountered before the hero
has to board a raft to cross a

& taken a hit, and scampers through tha

stretch of water and reach the
second half of the first level
where witches riding broom-
sticks wait, ready to dive-bomb
him. If he gets past the witches
and defeats the demen guarding
the doorway to the next level, he
enters the ice palace.

The: ice palace is a zone of
platforms and ladders which
scroll behind the hero in all four
directions. Scampering up and
down walkways the lovelorn
lothario has to avoid or kill the
nasties before escaping to the
Gorgon level. He suddenly finds
himself in a town, where the
buiidings house evil flying gor-
gons. window shutter pops
open suddenly and zzoom, out
files a nasty. Shinning up lad-
ders and stomping baby dem-
ons is all part of the fun on this
level.

After the last guardian has
been despatched, the knight can
entar the cavern system that
leads to his beloved, held cap-

tive at the end of the game by the
Demon King.

Ghost and Goblins was pro-

rammed by Keith Burkhill,

reelance bytesmith respons-
ible, among other things, for
Commandop, Pogo.and Missile
Attack. Living in Wales Keith
really isn't all that far from sunny
Ludiow. So when we accident-
ally managed to corrupt the
preview copy of the game sent
from Elite's HQ, Keith agreed to
brig&his latest version atong to
CRASH Towers in person, and
we snapped away merrily.
These shots are likely to be very
close indeed to what the end
user (you) is going to receive as
Keith reckoned he'd have the
whole thing finished within a
couple of days of his visit. Sadly,
this was just a tiny bit too late for
a full review . ..

MNext month’s CRASH should
contain that full review, but it
looks like the game will be onthe
shelves before we get to tell you
all about it. Meanwhile, why not
turn mgg&ges 38 and 39 of this
issue, for a little more news
about Ghosts and Goblins?




SPECTRUM/CBM 64
£9.95
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Producer: Quicksilva
Retail price: £8.95
Author: Paul Hargreaves

he intersteliar war is over

and the enemy Jaglan

Group has finally been
wiped-out . . . bar one member,
who has taken refuge on the
planet Tantalus. The Centuri
Alliance is eager to dispose of
this deviant, so a special task
force is sent to Tantalus to eradi-
cate him.

Years ago, human combat
was abandoned in favour of
wars between specially created
mutant soldiers. Mutants were
developed for domestic and
menial jobs, but a certain type of
mutoid has been genetically
engineered as the ideal fighting
being. With sharp reactions and
inbred cunning, they are ideally
suited to tackle the Tantalus
Problem.

Four mutoid Spikes under
)F:-ur command are on the planet

antalus and it's up to you to
negotiate a way around the
booby-trapped defences and
assassinate the Jaglan criminal.
Four against one? Couldn't be
easier. Ho, ho. Tantalus is a veri-
table rabbit warren of under-
ground caverns and hidden
!:misagewavs, over a thousand
ocations in all. The Jaglan
deviant hasn't wasted his time.
All those years in self
imposed exile have been spent
setting up defences. Forty-eight

different sorts of alien form a
Erand welcoming party for you.
orty-eight types of alien with
sixteen different flight patterns,
each one a different challenge.
Although the mutant spikes are
near perfect fighters, they are by
no means invulnerable. Apart
from the nasties floating around
Tantalus, the deviant has
rigged-up some p devious
devices to ensnare intruders;
lasers fire across gaps; lasers
shoot down from the ceiling;
roof spikes impale passers-by;
bubbling vats of acid have to be
avoided and sinister looking
arabbers winch down from the
ceiling and do nasty things.
There are dissolving walls,
seemingly innocent doors that
suddenly destroy you and
apparently inanimate objects
that are really rather deadly.

Before you can even think
about eliminating the Jaglan
deviant, thirty two deadly doors
must be found and opened with
the right key.

The mutants don't look much
like the ultimate fighting cre-
ation — more like strange
cuddly toys with no hands or
feet and mohican hairstyles.
They start off with jetpacks and
can zoom around the foriress.
Going through an airlock
removes the jetpack, and the
range of movement thereafter is
limited to left, right, up, down
and jump. In jet pack mode,

Having just passed through an airlock on the bottom of the

screen, the Spike has lost the Jet Pack and is about to pass
through a laser curtain

Spikes can make themselves
invisible for a few moments —
very handy when in an awkward
spot.

Spikes are provided with an
elaborate weapon system. They
have six weapons, each of which
fires in a unique pattern and can
only be used for a limited period
of time before being allowed to
recharge. Panels on screen
monitor progress, showing how
many doorlocks have been
openead, the condition of each of
the six weapons and the number
of lives remaining. -

This is the first game in a
trilogy from the author of Glass -
more to follow in due course .. .

@ “ Tantalus didn't appeal to me
at all, mainly because I've seen
S0 M ames like this before.
Arcade. res aren’t new
and to make any impression on
me, such a game has to have

Spike in his Jet Pack rooms along directly above a ramped
stairway, doing battle with a gang of aliens

m“wﬂfsrmt or original
about it. This game hasn't,
Eraphiu are nice and colourful,
ut not particularly well anima-
ted. The only bit | liked was the
six types of weapon available —
apart from that | got bored
rather quickly, I'm afraid. ”

® “ As shoot em up games go,
Tantalus is excellent. It /s both
addictive and very playable. The
use of colour js terrific — the
whole screen is covered in it, but
I couldn't spot any calour clash.
This game had many nice
touches, Ilike the ifferent
weapons. As you blast your way
though the hundreds of sprites,
the rg@hi_cs and backdrops are
well tailed and stand out
Eliminating the enemy is a
massive task to ermbark on:
overall, no disappointment in
ﬂ‘ﬁ game, which is very play-
able.

® “Though not a mega-
fantastic game, | enjoyed play-
ing Tantalus for a while. Colour
is very nicely used and the
game, while being very difficult,
18 good fun. | like it more than |
did Quicksilva's last release, to
say the least. The playing areais
absolutely massive, and | found|
could wander about for ages
without having to recross my
route. The concept of mutant
punkoids is great, and | want one
too!! Tantalus is big, colourful,
fun and very difficult: | like it!

Control keys: Q thrust/jump, A

change weapon, O left, P right,

Tﬁf;ﬂi:kre K Interface 2
: Kempston, Interface

Keybaoard play: fine

Use of colour: lots of it—

erhaps a little garish

Ernphics: densely packed, lots

of variety

Sound: raspy spot effects

Skill levels: one

Screens: 1024

General rating: A large,

colourful and playable game

Use of compute T1%

Grobies T B

Playability 80%

Value for m . 75%
alu money
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Producer: Americana
Retail price: £2.99
Author: Michael
Beresford

mericana’s first Spec-
trum budget game pre-
: sents nine little puzzles to
test and train your reactions and
visual abilities on the path to
complete mind-over-matter
control. After each test you are
shown & screen with a Sidha in
his meditative position. The
higher your score in each indi-
vidual game, the higher the holy
one rises on the reward screen
and the closer you get to mast-
ery of Levitation. the inlay
atanyrate...
e first test evaluates your
reactions. The screen shows
four numbered Sidhas. Pressing

clock. Only times of forty sec-
onds or lass lead to respectable
scores here.

Mind-body Mastery is the fifth
game. Eight mazes have to be
traversed in less than 1 minute
40 seconds. Contact with the
maze walls adds a penalty to the
clock.

Eight numbered shapes ap-
pear at the top of the screen in
the sixth test of Agile Alertness.
As the Sidha moves along under
each shape on the main screen,
its identifying number has to be
keyed in. Complete the game in
less that 45 seconds to get closer
to spiritual perfection.

Inner Integration requires the
E!avar to t angular shapes

idden in abstract patterns, tra-
cing the outlines with a cursor.
All ten rms must be found in
under 1 minute 40 seconds.

The final test, Fluent Function

ize-ing. Testing Mind-Body Mastery on the path to
perfection

'Z' causes one of them to disap-
rat rar:dnmb;aAs soona S'i:ldha
eaves, press the corresponding
number key , .. Two clocks at the
top of the screen show how fast
you reacted. The aim, as in all
the tests, is to score 1000 points.
Vibrant Vision is test Number
Two. The screen shows a square
with a doorway in the middle.
Two lines appear for a fraction of
a second behind the door, one
line slightly longer than the
er — you have to decide

which one is longest.

For suca&sgfu levitation the
eyes must move in perfect har-
mony with the body. Using the
joystick for the next test you
must keep the Sidha as close as
possible to a moving target. The
routine lasts two minutes, and
%omrs are lost for straying too

r from the mobile target.

The fourth test invalves mat-
chln? shapes to numbered ex-
amples in a race against the
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involves counting rows of little
Sidhas and entering the tally
into the computer. Second time
around, the symbols change
and become digits just to add to
the confusion.

The eight games are accessed
frorn a menu, and can be prac-
tised over and over until par-

ion is reached. At any stage,
calling up the Levigram pro-
duces a graphic display of your
achievernents so far on the path
to ion.

@ “ The Secret of Levitation is

umofﬁemnmatglmu I've

the first .ndthat b ?n'
es you

o T
very a g

g i agldind g

have a certain ing, how-

Sidha takos to the
score of 1,000 po

® “/ haven't seen a game like
this for ages, I was beginning to
believe that software houses
had learnt their lesson that
games like this don't sell, even if
they are dressed up with an
original name. | didnt really
have any joy piaying this game.
The graphics are a little poor—a
few flgating Gurus here and
there — but they do their job.
The sound is also sub-average,
Not much here to keep me int-
erasted forany length of time. "

® " | might have liked this game
if there was a bit more to it. As it
is, it's just a series of simple
puzzies. Maybe some would
argue that nine totally different
games represent good value for
n'aon?‘y at £2.99, but I'm afraid |
just don't agree. The graphics
are below par, and much more
could have been done to bring

erforming mystical magic aftera
s been clocked up

this duct. up to the sort of
standard | expect. Overall, a very
BASIC game that | don't think is
worth much of anyone's time or
money. "

Control keys: different for each
subqamaK
Joystick: Kempston
Keyboard play: no problems
Use of colour: simple

: simplistic
Sound: beepy tunelets and so

on
Skill levels: one

Screens: 9 Iittlegamas plus
score screen and levitating
monk

General rating: Not a stunning
start to a new range of software

Use of computer 42%
Graphics 39%
RS
Aacictue qusities 447
Value formoney  48%
Overall il 45%

THE YOUNG ONES

Producer: Orpheus
Retail price: £7.95
Author: Richard Wilkins

he saga of crazy-wacky

student antics continues

with Vywyan, Rick, Mike
and Neil competing for social
domination in their seedy stu-
dent digs. Comrade Bolowski,
their landlord, has had enough
of their sloveny living habits and
is turfing all four out. You must
help them pack up their belong-
ings so they can leave.

0 start, you choose which
Young One you want to becorne,
and a different set of belongings
has to be ﬁghemd up for each
character. characters all act
appropriately: Mike, for inst-
ance, wants to take his loud ties
while Rick won't leave without

his anarchic girlie dresses. Each
character has to collect his
belongings and put them into

appropriate moving-out
container. Rick packs a rucksack,
Neil has a wheelbarrow, Mike
uses a suitcase and an cho-
oses the bin liner, Once these
have been !ucatgdhit'shn case of
pottering around the house try-
ing to get thing? together. F'a:-:
|nﬁ is made difficult because the
other three also pick up some of
your character's property.

The game is controlled via a
nested menu system, with three
main options: Action; Talk and
Walk. Action enables you to pick
up, drop, open, ciose, eat or
smash objects. Talk puts words
into your character's speech
bubble — paying attention to
what is said provides clues to
the whereabouts of objects. The
walk option allows movement




round the property. 'Walk' acc-
esses a list of rooms, and select-
ing the required location moves
3'(uur character. The radio and
Vio pmvlde hints, too.

your character has pack-
ed up aII his belongings he is
free to leave the house and

search for somewhera new to
crash for the night . . .

“ There is nothing about this
that stands out or impr-
essas me in any way. it's un-
I[.l:";'abla unaddictive al;id ganalr
@ graphics, a
r‘?mn'rul. are full of
clash; the character ani-
nis rhf and a bit flickery
sound is limited to the
eﬂnct here and thare.
thing that really sur-
mlbu:l me was the swearing! i
somathmg that I've come
before in computer
gumos There isn't much to this
game. | doubt even ardent fans
of the series will be impressed

:

g,ag-g

T37Ei
E

“1 really wanted this to be a
good game, but it's the exact
opposite: useless. The inlay is
highty amusing, but largely irr-
elevant to the game! The things

v & BT S
ey

I

DO HAMI
FUT 'DOHM
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ting ACTION on the menu systam, while Mike explains
t training system and Neil has problems with a heavy

piece of machinary

said inside the speech bubbles
are initially quite amusing, as
you see the characters saying
things you hear them say on the
T.V., but after a while the lang-

uage gets pretty afpa.'ﬁng The
gra n:s are small and uninter-
esting, and colour clashes occur
everywhere. | think The Yﬂu’r:?
Ones /s really sub standard
Orpheus’ slogan reads ‘never
fook back’, | wouldn't waste my

time even turning sround for a
game that'’s as bad as this. '

@ " Yes, the TV series was great,
but I'm afraid The Young Ones
computer game is a terribie let
down. All it seems to be is an
excuse for Orpheus to put a few
swear words in the game and
think that ‘the kids’ will love it.
One problem with the idea, th-
ough, you've got to have a game

to start with. Not so in this case,
The only relevance to the TV
series is that there are four
guvs living in a bulldln% You
can't really play The Young
Ones seriously in my opinion —
more fun is had watching the
other people in the house walk-
ing around saying very stupid
things. When | played the game
properly | got very bored, as
there isn't much to it. | can't
recommend it, "’

Control keys: P page up menu,
ENTER page down menu, 0 to
select
Joystick: Kempston, Cursor

play: responsive
Use of colour: not very subtle
Graphics: just adequate
Sound: blips and burps
Skill levels: one
Screens: split screen play area
General rating: Oh dear!

2 R + R Distribution %% R + R Distribution the supplier
congratulate Crash Magazine of home computer software to
and wish them continuing Crash, Zzap and Amtix
success.
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Producer: Domark
Retail price: £8.95

f you've seen the film(s) then
you'll already know the back-
'ground to this game. For the
benefit of those who missed
them, here's a quick summary:
people ing at a guiet holiday
camp at Crystal Lake find their
shattered when a young
oy, Jason, accidently drowns.
His mother is so distraught at his
death that she blames the other
campers who did nothing to
save him. One by one they are all
murdered by Jason's Mum, until
only one girl remains alive. She
manages to kill Jason's psyco-
ic mother. All alone in the
middle of the lake, the lone sur-
vivor waits while slowly the
ghost of Jason rises from be-
neath its murky depths to take
his revenge.

The game picks up where the
film leaves off. You are now a
camper at the ili-fated holiday
camp and Jason, predictably
enough, is still wreaking havoc.
It is up to you to find a sanctuary
which Jason won't enter and
then persuade the other nine
mwmomynu there before
Jason & s them on perman-
ent holiday.

At the start of the game the
computer selects one of the ten
campers at Crystal Lake, and
you take on his or her person-
ality. The holidaymakers all
have individual personalities
and react differently during the
game according to their parti-
cular strengths and weaknesses.
Jason is a cowardly soul and
always attacks the person
whose panic level is the highest.
Although it is up to you to save
your friends a grizly

th, you are by no means
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immune from the growin% fren-
zy of your ellow
sunworshippers.
g The ?Ea'lus of gm.:’r D?aracter
uring the game is displa at
the foot o?a the screen. Three
windows are used to indicate
the levels of panic, strength and
sanity you possess. Graduslly,
as panic levels rise, the hair on
the head of & little portrait in the
status area begins to stand on
end. An ice hockey mask — as
worn by Jason — fills in on
another window to indicate the
mental state of the character you
are playing, the more mask the
m r you arel Strength is
displ via -a barbell which
rises_and falls, mirroring the
myﬂ_mai status of the hero or
roine of the tale as it unfolds.
Tenlittle icons on the right of the
status area resent the camp-
ers at Crystal Lake, and as Jason

eliminates them their figurines

Chug chug goes the tractor, Buzz buzz goas the saw. Kill kill
goes Jason, in Domark’s FRIDAY 13th

are replaced with tombstones.

Jason scampers around the

mﬂg area selecting weapons

his arsenal and eliminating
campers one by one, starting
with the most panic stricken
holidaymaker. The ultimate aim
of the game is to save all the
campers from an untimely end
by killing Jason before he kills
them. gh he's a homicidal
maniac, Jason is frightened of a
cross which can be found on the
campsite — collect this and
dapnsir:itinaromnar;&hson
can't harm anyone who stays
with the cross.

Once a sanctuary has been set
up by depositing the cross in the
barn, church or house, you must
persuade your playmates to take
refuge. Walking up to a camper,
it's possible to shepherd him or
her to the Sanctuary you have
established. These people are
on holiday, however, and des-

Half of the team of campers who “holiday”™ in FRIDAY 13th,
the joily murdaring game from Domark

pite the fact that there's a
murderous | at the resort
they're determined to have fun!
G s B o
i rs, an regularly
wander off to go mﬂ%n or
even swimming in Crystal Lake.
Jason looks just like a regular
holidaymaker — he can only be
spotted when he’s killing some-
one on screen. As it is Imposs-
ible to distinguish Jason from
the other characters, you may
try to lead him to the Sanctuary,
in which case he scares the
campers off, and you have to
maove the cross to another loca-
tion, set up a new sanctuary and
start herding the campers to
safety once more.
To even the odds a little in the
game, Jason is careless with his
s, leaving them lying
around. There are ten in all and
you can pick up and use &
wWeapon you come across. Only
one death dealing impliment
can be carried at a time, though
— there’s no point in getting
greedy. If you succeed in saving
all the campers and kill Jason

@ ” There was a lot of hype over
this game, in fact the Newsfield
office is still knee deep in head-
less rubber bats and plastic
m\'u from Dnm;fr:: visit a
the game for & bit | feel that
et Graphically, Friday the 13th
4 , Frida

hnn"tvmmud'no;ﬁor:m
chal are b

ed and is th Inin:
al as
area. | Ilada!-wm:blnm

about up with this one,
a I did on to nearly
complete the level. The
only thing that realiy

g
:
?1
§
:
7

ﬂl'l'l'lll':id Friday the 13th

‘cos compelling it

@ “ The film is gragté with Jason
running around chopping peo-
ple's heads off, but &%&p.qoinr-
ment hits me once again. If
Domark had tried, Friday 13th
could have been a good game
with such a storyline. On
m inlay ;trﬁy‘s ’."Dckaf.; daam;,;
wihy spectacular graj

ics, and a fsw;c,gi‘cou:s ungbui.fd-
ings and more would be better.
Sound is scarce as mt:'; much
came to attention mufh—
out the gzwna and gualities like
this aren’t going to keep your
g‘:sonthesm or fingers on

board for long. All | can
suggest is close all windows and
doors, hire a video and watch

@ " For a while it seemed that
Domark's standards were actu-
ally improving — Gladiator real-
I}r sn't that bad. Friday the
3th, however, sees the return of
that old Domark bad taste and
ineptness of production. I'm
sorry, but it's just absolutely
awful. What's really bad is that
as with most naffo releases, the
program’s main selling period
will be over by now and any
E;ntsrvﬂm was going to be had
the excessive hype slready

has been. For anyone consider-

i i this release the
fg?res?i'hvm"g to say is have a look
at it first as anyone who then
thinks it's quite decent deserves
the horrors that the game is
replete with. "

Control keys: Qup, Adown, 0
mm, M fire

- ate
Use of colour; not subtle
Graphics: rather crude, a bit

rotty
éLund: the screaming the start
is the best bit

Skill levels: 5
Screens: scrolling play area
General rating: & dear, ch
dear.
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A crumbly

the location

abreman is back! After

escaping from Under-

wurlde via one exit which
teck him into Knight Lore and
problems with a spot of lycan-
thropy (LMLWD), he can now set
out on the quest for the
PENTAGRAM.

Leaving Underwurlde, Sabre-
man pauses only to snaich up a
copy of tha Grand Arch Wizardr
_spgﬁ beok before stompin
into_the forest. No pith helmet
for Sabreman this time — he
scampers round in @ hooded
cloak, and can defend himselfby
hurling sparkling balls of magic-
al energy.

And defend himself he must,
for the forest is inhabited by a

Producer: Ultimate
Retail price: £9.95
Author: Ashby
Computers and Graphics
Ltd

variety of unpleasant creatures
that have a habit of suddenly
materialising at just the wrong
moment. Witches riding broom-
sticks and sleepwalking zombies
can be zapped with a guick burst
of magic, but their touch, like
that of the unzappable spider
creatures, is deadly. Sabreman
only has a stock of five lives to
hand, so care needs to be taken
when killer nasties are in the
vicinity.

. Other manifestations, includ-
ing ghosts, giant lice and amor-
phous blobs also turn up in the
game fromtime to time, but they
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block does what it is best at. Crumbling.

Sabreman leaps through the air

on his way to snather part of

are notdeadly — just a nuisance,
getting in Sa n's way and
making life more difficult. ;
too, can be despatched with a bit
of well-hurled magic.

As is usual with Ultimate
games, the infay doesn't contain
toa many hints about the guest
on which Sabreman has emba-
rked, but it seems that sections
of the PENTAGRAM must be
gathered up and bathed in the
waters from a well that lurks
behind a wall of mantraps —
runes rnust be found too, and
then the PENTAGRAM finally
becomes Sabreman’s personal
possession.

CRITICISM

ate have finally rel-
f of the follow ups
to Knight Lore and what a
good follow up it is too.
'he graphics are of course
in the Ultimate style, but
L ¢ shouldn't complain
‘cos it's a good idea and
why shouldn't they use it
over and over again? Ulti-
have put in
je of detailed
g the other
games, and the nasties
that keep materialising are
very good and add to the
whole game immensely,
which means that there's
no hanging about in your
quest for the PENTA
GRAM. | don't think you'll
get bored with this at all. At
ten pounds it presents
better wvalue for money
than their other releases,
and it's a must for all arc-
ade/adventure players. '

The forest locations through
which Sabreman passes on his
quest are presented in the same
3D ve Ultimate used in

perspecti
Alien 8 and Knight Lore, and the

control system is also similar:
the ro adventurer can only
walk and jump forwards, and
has to be rotated until he is
facing in the appropriate direc-
tion before a move is made.
; ress through the locat-
ions is not always straightfor-
ward — sometimes sheets of
spikes or mantraps block the
hway and have to be hurdied,
ects, including tables, logs
and bl of stone can be
moved by shoving them or firing
8 biast of magic — handy,
because getting through some
locations is a problem in itself,
Evil leoking dogshead guardi
ans patrol some of the entrances
and exits, making trips between
forest locations rather tricky.

A tune plays on the title screen
and once the start key has been
depressed, a few seconds elap-

CRITICISM

“Well what a long wait,
but at last it's hera! Penta-
gram is not that different
from the rest of the trilogy
of 3D games: neverthsless
it presents a considerable
challenge to complete and
map. | still think Ultimate
are lead the field at this sort
of game, although Ocean's
Batman is perhaps the best
of the rest. The scene is
weil set by the packaging
which creates a good atm-
osphere. Sabreman is con-
trolied easily and precisely
with no delay, although |
noticed that the action
tended to slow up when
there was a lot on the
scrgen, but that's not such
a bad point — it gives you a
chance to realise where
everything is. Definitely
another one to add to your
Ultimate arcade adventure
collection ... "

se before the game begins —
Sabreman doesn’t begin his
adventure from the same part of
the forest each time, and the
objects that have to be collected
aren't always in the same loca-
tion. As objects are gathered up,
they appear in the left hand
status area, under the little icon
that represents the number of
lives remaining. Each time a
masty is sent on the trip to
oblivion with a blast of magie,
points are added to your score,
50 it's not just a matter of gat-

CRITICISM

" Ultimate’s latest offering
is definitely cast in the
same mould as Alien 8 and
Knight Lore, and as such is
bound to appeal to anyone
who enjoys a good romp
through a maze of locat-
ions, solving puzzies along
the way. The graphics are
all pretty and well design-
ed and solving the puzzies
contained in the game
should give even the smar
test of Alecs ten pound’s
worth of satisfaction. It'd
be nice if Ultimate came up
with a totally new and dif-
ferent concept for their
next game, though . ..

hering up the fragments of the
PEN'&GﬁAM high-score chas-
|nq_'|!_lsepart of gameplay.

e existence of Pentagram
was first alluded te in Under
wurlde, and now, nearly six
mmonths after it was first adver-
tised, it has arrived. But Sabre-
man's trials and tribulations are
still not over: Mire Mare and the
future beckons the intrepic
adventurer . . .

COMMENTS

Controlkeys: Z.C,B, M
X,V N, SYM SHIFT rig

SHIFT, SPACE
Joystick: Ke
Cursor, Interface 2
Keyboard play: no
problems

Use of colour;
monochromatic, hence no
cla 4
Graphics: 3[
famous by Knight Lore
Sound: tuneful start and
finish music, plus spot

effects
Skill levels: one
Screens: rather a lot

General rating:
fans can’t afford to miss

thte -
s one.l

Use of computer
Graphics
Playability
Getting started
Addictive qualities 9-
Value for money
Overall

T

¥
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The edges of the city known as Quazatron hang out into
space — mind y' don't fall oﬂ'

Producer: Hewsons
Retail price: £8.95
Author: Steve Turner
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Mail Order !

Just send a cheque or postal order payabie
to Elite, or quote your Access or Visa no.t
get your copy of Ghost’s 'n’ Goblins

Spectrum 48/128 — £§:954¢ass)
Amstrad — £8:95'(cass)’

— £A4 95 (disc)

Commodore 64/128 — EB 95 (cHss)
— £14.95 (disc) -

BBC B/Electron — £9.95 (cass)

— £14.95 (disc)

\Commodore C16/+ 4 — £7.95 (cass)

e A S . i e

e
e = I ——




