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MICROPROBE and ACCESS.
Amongst our winning line-
up you'll find games of
proven popularity not onlyIn the home, but in arcades
across America!
So play the game and
discover for yourself why
there's never been a better

t i m e toowna Spectrum!
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14 NEWS INPUT
Including a roundup of what's happening in
London from John Minson our bucolic
gastronome!

39 LLOYD MANGRAM'S FORUM
The only debating society to appear in print
53 CRASH COURSE
Rosetta Loads and Goes with more learningmaterial

62 CRASH HOTLINE AND ADVENTURE
CHARTS

64 RESULTS GALORE
The page where you just might find your nameand address

71 DEREK BREWSTER's ADVENTURE
TRAIL
A bit of a mixed bag this month,  including an
interesting adventure compilation
76 SIGNSTUMPS
Where Derek starts examining the contents of his
ever-growing mailbag
81 FRONTLINE
Sean Masterson starts a FRONTLINE FORUM,
visits MC LOTHLORIEN and reviews a couple of
games — what a busy fellow!
86 LLOYD MANGRAM's HALL OF SLIME
A double dose this issue delicately presented in
Lloyd's inimitable style
93 LUNAR J E
-
r m A N
More lunar lunacy from the ever idiotic cartooncharacter
94 TECH NICHE
Mr Bates continues in a musical vein, while Franco
Frey cuddles up to a mouse. Special offer on
MCODER Ill
, a n '  
a l l !
106 SIMON GOODWIN's TECH TIPS

Another  DIY add-on project, a look at some letters
plus the usual mix of technical tidbits
11 0  MERELY MANGRAM
IJoyd moves towards the back of the magazine to
head up the previews section with news of
imminent releases
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FEATURES
34 A CLOSER LOOK AT THE 128
A quick look at the 128 games lurking in CRASH
Towers, a peek at the inbuilt music commands on
the new machine and Mr Kidd has a few words to
say
57 IT's IN THE POST
A visit to the first ever UK Play By Mail Convention
60 PALATIAL PLANS
In which we learn what PALACE SOFTWARE is up
to, now they've hired some artists
66 THE 1985 CRASH READER's
AWARDS
After much frantic keying-in of your voting forms,
we can announce who won what in the annual
reader's poll

88 THE MEL CROUCHER INTERVIEW
We find out what Mr Croucher thinks about life,
the industry and a few other things, including thedemise of the PiMan

94 A DAY OUT ADVENTURING
The winning entry in our MUD competition
appears in full for your amusement

117 IMAGINE THAT!
Julian Rignall scampers off towards IMAGINE's
Headquarters, tape recorder in hand to find outwhat's afoot

DIY
37 WIN A 128K SPECTRUM
A super neat competition, courtesy of CRASH
56 COLLECT E1,000 WORTH OF KART
RAINBIRD give you the chance to zoom round the
track in style
64 WIN A VIDEO— PARTII
We explain what went wrong with the DURELL
comp in the February issue and extend the
deadline for SABOTEUR Mappers
68 WIN A BOMBJACK ARCADE
MACHINE
A chance to play ELITE's conversion of the arcade
original on your Spectrum AND on the original
machine, set to free play of course!
96 MUGSY GETS HIS REVENGE
Melbourne House come up with another caption
competition and have lots of copies of MUGSY's
REVENGE to give away

The May issue of CRASH arrives in your
newsagent on 24th April. Mark the date
in your diary!
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Welcome to the April issue of
CRASH. Yes, the price has risen
by five pence but we managed
to hold it down to 95p for twelve
issues which wasn't bad going
what with the rise in material
costs. Robin Candy's salary and
The general increase in office
cleaning and maintenance bills
occasioned by the arrival of
Gary Liddont

To soften the blow a little (ifs
not Wet rnuch of a blow really —
a 1 25p a week increase) there's
a whole 24 pages of pullout
supplement from Mr C this issue
to help you get to grips with the
games in your collection. No,
CRASH is not going to become a
listings magazine (we know you
far to well to follow that path).
Although the PLAYING TIPS
SPECIAL is fairly full of listings
,we've sorted sorted out a deal whereby
you can obtain a cassette
version of the Playing Tips
Supplement wi t hout  the
maps of course. For a special
offer price of El .
4
3 9  y o u  
c a n  
s a v
e

wear and tear on your fingertips.
You'll find a coupon in the
supplement if you want to order
this tape, or lust write to Auntie
Aggie in the usual way.
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Playing Tips Supplement,
contains around 114 pages of

ditorial material. Everyone in
ASH Towers, yours truly too,

' hopes we have now redressed
• the balance over the Christmas

Special which has caused some
controversy in the FORUM of
late. And we've got some
respectable goodies planned f
future issues, as well

CRASH April 1986 9
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W H Smith 12, 13

After the mad rush o f  the last
four issues in which we awarded
more Smashes per issue than
we have done for a long time, if
not actually breaking all known
CRASH records, th ings have
quietened down a bit. Maybe the
games that were meant to come
out in time to be Christmas hits,
but didn't, have now all arrived
and we're about to enter into a
slightly quieter period a s the
nights get shorter. Perhaps workfor the 128K machine has slow-
ed things down a bit or its just
taking lo n g e r t o  p roduce  a
polished game. Who knows?

There's st ill a  stack o f  very
promising items just over the
horizon, and theres certainly no
shortage of material shortlisted
for the next issue. But with the
rash o f compilations that have
suddenly been announced with-
in the last fortnight it's tempting
to wonder whether the games
market might be about to shift
emphasis f r o m  's in g le s '  t o'albums',

Argus Press Software are the
latest people to  jump onto the
compilations bandwaggon, off-
ering no less than thirty titles for£9.95 — that works out at some
33 pence p e r game. A  four-
adventure package is on its way
from Global, containing a selec-
tion of titles that should please
Signpost readers, and two char-
ity compilations, one for War on
Want and another for the soft-
ware industry's Off The Hook
appeal w i l l  a p p e a r sh o rt ly .
Melbourne House, Act ivision
and Firebird are joining forces to
launch their own compilations
label which kicks off with some
very strong product f rom their
combined back catalogues and
will no doubt be used as a veh
icle f o r  launching th e  'd idn 't

THE MONTHLY
SOFTWARE STAR
FOR YOUR
US GOLD
CALENDAR
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quite make it' games from less
well-known p ro g ra mme rs i n
due course. Gremlin  Graphics
have p la n s f o r  compilations
based on CRASH Smashes. Vir-
gin have done good business
with their NOW! games comp-
ilations and even if THEY SOLD
A MILLION didn't, first or second
time around, i t  made a  so lid
impact on the market. The list
grows longer.

The Soft Aid compilation was
last year's biggest selling tide in
terms of units sold according to
Greg Ingham, m i s c a s t e r
and sometimes O r  o f  the
trade's newspaper Compute r
Trade Weekly. Th e  Ethiopian
Famine Appeal caught every-
one's imagination, a n d  t h e
worthy cause behind the Soft
Aid compilation no doubt had a
great deal to do with its pene-
tration of the market. But it looks
like purely commercial compila-
tions are here to stay, partly as a
result o f  the high profile achi-
eved by the Soft Aid album of
computer hits.

Could 'albums' be one way in
which the price of software, in
real terms, is reduced — a plea
Lloyd frequently receives in his
post. Or will it  result in  decre-
ased sales of 'singles', a loss in
revenue f o r  th e  people wh o
develop games and a  conse-
quent decline i n  th e  general
standard o f  games on offer?
Heaven f o rb id ,  comp ila t ions
could lead to even higher price
tags on  new, individual t it les
which have t o  pay f o r them-
selves on reduced sales before
they are compiled into software
albums.

GOING STALE?

Mel C .  che r has a lo t to  say
about the state o f  the games
software industry a t  the  mo -
ment — some of his words of
wisdom are captured in this very
magazine. He  is  not the on ly
person to comment that games
are being released to a pattern
z— the  number o f  original o r
different products launched is
diminishing as companies are
forced into corners where pro-
gramming ability seems to  ex-
ceed creative aptitude. Arcade
copies abound, and telephone
lines are buzzing with  conver-
sations about who has got the
rights t o  t h e  la test  a rcade
machine up for grabs.

If one company launches a
new type of game, then within a
few months four o r five more
versions are bound to appear —
some of them worth adding to
your collection as the t ime lag
allows t h e  cloning p rog ram-
mers to make technical impro-
vements. But the level o f legal
wrangling over precious rights
to games and games designs
has been o n  the increase, in

INDEX TO GAMES REVIEWED IN THIS ISSUE

Anagrams Azed Software 3 0
Beetle Quest Number 9 7 3
Blade Runner CRL 1 2 8
Bombjack Elite Systems 2 0
Bridge Player IN
CP Software 1 3 1
Costa Capers Firebird 2 3
Curse of Shaleth Central
Solutions 7 4
Desperado Central
Solutions 7 4
DevirsCrownMastertronic 134
FA Cup Football Virgin 1 2 6
Falklands '82 PSS 8 1
Fourmost Adventures
Global 7 1
Frank The Flea Megasoft 1 3 0
Gerry The Germ Firebird 1 3 6
Henry's Hoard Alternative
Software 1 3 7
Hype Reid Atlantis 2 4

Outworld Sapphire
Software 8 2
Play Your Cards Right
Britannia Software 1 8
Raiders of the Lost Ring
Arcade Systems 1 2 4
Rasputin Firebird 1 3 8
Realm of Impossibility
Ariolasoft 3 1
Robot° Bug Byte 1 3 3
Showjumping Alligata 3 2
Skyfox Anolasoft 2 9
Sodov The Sorceror
Bug Byte 1 3 2
Surfchamp New Concepts 125
Temple Terror Atlantis 7 5THINK! Ariolasoft 2 2
Time Sanctuary
MC Lothlorien 7 3
Transformers Ocean 1 7

direct proportion to the decline
in new, innovative game ideas.

Maybe the  greatly reduced
number o f  small, independent
and innovative software houses
occasioned b y  th e  a rriva l o f
large, powerful combines with
large marketing budgets has led
to a decline in creativity_ 'Deri-
vative, derivative' Mr Croucher
cries pottering off to do his own
thing. The games industry could
certainly do with a new spark of
life. Is the t ime ripe for a Punk
Programming movement?

Mel  Croucher
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Amstrad at a
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retail price
of E9.95.
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Liberty House,
222 Regent Street,
London W1R
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True to form, the promise of a
major news story, not to men-
tion a free lunch, had lured that
assembled b o d y  o f  we ll-res-
pected journos, the  computer
press, from behind their desks,
Why, I even saw representatives
of magazines dedicated to non-Sinclair mach ines th e re ,  s o
great is the lure of Sir Clive. And,
of course, Graeme, all the way
from Ludlow looking extremely
dapper in best whistle, made an
appearance amongst u s  mo r-
tals.

Happily, with  Graeme cover-
ing the news aspect I was free to
adopt my  more  usual ro le  as
food and wine  correspondent.
(Actually, I lie — I had to take part
in th a t  unho ly ru g b y scru m
called t h e  photo  ca ll,  whe re
some highly trained lens-person
gets Sir Sinclair into the most
unimaginative pose  possible,
then we all scramble to capture
it like it was the Second Coming
— which is probably what Clive
hopes it is!)

First the wine. Well, wine  it
was but not a Bloody Mary to be
found, which is  a  p ity as the
cocktail's co lou r wo u ld  have
complemented the crimson box
of the 128 rather nicely. The food
was better. Only canapes, mind
-- always just a taster fo r the
proper sarnie that should follow
but never does — but big, heal-
thy ones with  exotic contents.
And the little cakiets that follow-
ed were superb. Sadly for some,
the positioning of this spread at
the far end o f  the room went
unnoticed until too late. Myself
and the other sharp eyed vul-
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Our correspondent with the
permanent thirst, JOHN MUNSON,
roams the streets of London in search
of free lunches. To justify the cost of
shoeleather, he's turned in these few
well chosen words .  .

It started at the 128 launch. It was an event cloaked in secrecy —
phone calls to Sinclair only elicited the non-committal "Are you
phoning about the 13thr But everyone knew. Every hack worthy of
his or her name would be there to see what Sir Clive would pull out
of his hat — and we knew what that was going to be, too. But as
Graeme had rejected my offer to fly out and sample the delights of
the Spanish Spectrum at his expense, I  was making do with a
blagged invite to the London launch.

tures had hardly left a quail egg
for poor old Graeme, who had
been punct iliously p lu g g in g
away for stories among the as-
sembled software companies.
(And what is the collective noun
for such a  body? A  loading
error?)

Not that my  seclusion f rom
the trestles had put me out of the
running for information. Could it
really be  that Kempston and
Sinclair had known in advance
that the  most  used joystick's
interfaces would cause games
to crash on the new micro, but
had colluded to keep quiet about
it until a solution was reached? I
don't believe it. Nor was I taken
in b y the wag f rom one very
large group of companies who
whispered that they wouldn't be
producing further games for the
expanded machine until i t  had
firmly proved itself, which they
didn't think it would. Then there
were the loading problems that
software houses had apparently
encountered with  their display
machines on the day. Poor old
Colin-from-Firebird's face was
pink!

But by that stage it  was be-
coming hazy, the ground was
circling, and  I  recognised the
symptoms of alcohol starvation.
So I made for fresh air. Sudden-
ly, my  way was blocked by a
uniformed flunky. Could i t  be
that I knew too much? luckily I
always ca rry a  can o f  insect
repellent with  me  —  a  brandknown as Mace — and le t the
tool of the capitalist classes have
it, right between the eyes. As he
sank to the floor I realised that

FEAR AND
LOATHING IN

LONDON
he'd only been trying to give me
my coat. Really must do some-
thing about this paranoia.

Chaos reigned. I was forced to
let go with a few more blasts of
the chemical cosh — purely for
self-defence — when a bearded
figure fought his way to rr ' I ' m
a doctor, '  he said, 'Let me thr-
ough'. I was about to blast h im
when I recognised the face be-hind the whiskers and the un-
mistakable shape of the cocktail
shaker in his hand. This is the
sort of man of medicine I heartily
approve of.

He dragged me from the th
rung and pushed me into a car
which roared off at high speed
towards t h e  environs o f  h is
consulting ro o ms  i n  Covent
Garden, fo r it  was none other
than Dr  Tim Langdell o f  The
Edge. Here was a man with such
faith in the new Spectrum that
he was not only expanding Fair-
light f o r  i t  b y  adding better
sound, new rooms and secret
passages but also a new way of
solving the secret of the castle.
And that, he confided, would be
nothing compared with Fasrlsght
II wh ich  wo u ld  b e  p rimarily
aimed a t  the  larger memory,
needing a multi-part load for the
small machine.

Then, he told me, administer-
ing another medicinal concoc-
tion, there would be the long
awaited Writer -  a word  pro-
cessor which is so complete it
seems you can choose a style
from a pull down box and it will
plagiarise an article to fit, rather
like this one. And Artist II will
wash the dishes and make the
tea b u t  by this t ime I was
feeling tired and emotional from
my day's work so  I  made an
excuse and sought a nightcap.

I woke up the following Tues-
day in the vicinity of Fleet Street
with a  hand on my collar and
voice saying, 'You're nicked.' I
was in the midst of babbling on
about being a journalist and ly-
ing in this gutter because I'd just
been mugged and coming from
a broken home, when I recog-
nised the  arresting o fficer as
none o t h e r t h a n  debonaire
Michael Baxter, the most elig-
ible bachelor in computer PR.

He was dragging me  down
into the dungeons not for rea-
sons o f  incarceration b u t  t o
witness th e  launch o f  Argus
Software's The Force, presided
over by himself and partner (in
crime?) cuddly, bearded Dave

Carlos. There a re  those wh o
might say that a game about the
police being a  Mind  Game is
rather a  contradiction. In  fact,
there were those who  said it.
And — without wishing to  in-
duce anti-police attitudes in you
impressionable youngsters — I
also wondered if there were any
miners in the game and whether
you got extra points for killing
innocent women and children.
But Dave expertly fielded all of
my whimsical enquiries by hitt-
ing me  repeatedly around the
kidneys with a  squeaky plastic
truncheon. Obviously the game
is educational.

Well, I can't really report on it
(did you think I would?) because
there was only a  Commodore
version available and I suffer a
terrible allergy to the machines,
so I made for the bar and food —
an odd mix  o f  cold cuts and
lasagne! But I did pick up a bit of
info abou t  th e  Argus Th irty
Games package, due out soon. Itcontains b its n'pieces f rom a ll
over the Argus Empire — Quick-
silva, Bug Byte and more — and
while there are some proggies
you wouldn't give house room
there are enough good things to
make i t  a  definite bargain a t
£9.95 for two tapes.

Another missed opportunity
though. Wh y nobody dressed
up in PC's uniform? Dave as the
Laughing Policeman? We were
well upset. And why no Bloody
Marys? Has somebody warned
the computing world about me.
Never mind, the deadline for this
was already gone and Graerne
was g iving  me  angry phone
calls. I stumbled up the stairs to
the sn o wy Street o f  Shame
when I was hailed from a pass-
ing car— a white Corvene. 'Leap
in, said the driver 'we're going
to cover the shark fishing cham-
pionships in Hawaii'. For a mo-
ment I thought about the dead-
line — then leapt into the car
which roared off into the London
traffic, took a right down a one
way street against a red  light,
and narrowly missed a passing
barrister on his way to the Old
Bailey from El Vino.

So, sorry Graeme — this is all
being typed on a sun-bleached
beach in a state of total inebri-
ation and most of it's pure fan-
tasy anyhow. But some of it 's
true. And that's where i t  gets
weird.

Hunter S Minson



• •p •u .  •  • • • • • • • • • • • • • • • • • • • • • •
WINNERS RECEIVED AT SPURS
Winning CRASH competitions
isn't only a matter of collecting
whizz° prizes. Sometimes you
become famous,  some t imes
you meet famous people — all
sorts o f nice things happen to
Our prize winners.

Ian Harris, for instance, came
out top in the MacMillan Foot-
ball competition and had a day
out a t  Tottenham Ho tspu rs
club, along with  a  f e w other
competition winners. Ian's the
guy on the right

Winners of MacMil lan FOOTBALL com peti tions hob-nob it
w i th Ray Clemence at the Spurs gr ound

OH! THE GLITTERING PRIZES

Just before Christmas the Newsfield crew stumped off to the I nDin, a
prestigious industry event in  wh ich  everyone had lo ts to  eat,
Newsfield gave away some awards, a bottle o f champagne was
auctioned for £14,000 to launch the OFF THE HOOK appeal, and the
annual CLIVE AWARDS were presented to worthy recipients in the
software industry.

Oliver Frey, for it is he, is pictured handing over the Newsfield
Award fo r THE BEST ALTERNATIVE SOFTWARE to  Activision's
Clare Hirsch, fo r it is she. Activision collected the award for Little
Computer People which will never be appearing on the Spectrum.
Shame! In the background John Phillips, Master of Ceremonies for
the evening, studies his notes.

[MOON CRESTA MASTERS
Ian Andrew of Incentive Soft-
ware no longer has a  Moon
Cresta arcade machine sitting in
his office. He's given it  away!
Fans of the game will remember
that Incentive offered everyone
who scored over 30,000 points
on their official micro version of
Moon Cresta the chance to enter
a draw for an arcade machine.

Ian Clark o f  Newcastle o n
Tyne was the lucky winner,
drawn from over 4,000 entries_
"We expected t wo  o r  three
hundred entries," Ian Andrew,
Incentive's B ig  Cheese corn-
mented, "and we were stunned
to receive so many."

tRIP TO THE
SPACE WAR

= M E MINCENTIVE

OFF THE HOOK
Following the phenomenal suc-
cess o f  the compilation tapes
produced for SOFT AID, which
raised over £350,000 fo r Bob
Geldof's Ethiopian Famine ap-
peal, Rod Cousens from Electric
Dreams is currently putting the
finishing touches to a new com-
pilation for OFF THE HOOK_

Launched at the InDin at the
end of last year, the OFF THE
HOOK appeal set up  to  raise
money for The Prince's Trust to
assist in  the rehabilitation o f
drug users. Part of the money
raised will also be used for pre-
ventative education t o  he lp
deter people from entering the
downward spiral of drug abuse
in the first place.

The SOFTAID compilation be-
came the longest running Not
chart success of last year, and
was probably the highest selling
game title ever. The OFF THE
HOOK compilation should be
ready b y  Easter, selling f o rE6.99. Distributors and dealers
have agreed to waive their usual
margins, and all the companiesand individuals involved i n
putting the  package togetherhave donated their t ime and
products. Around 64.00 of the

WOW!
A Spectrum game never before
released is  amongst the four-
teen Spectrum titles on a  new
compilation put together by War
on Wan t ,  t h e  charity wh ich
campaigns a g a i n s t  w o r l d
poverty.

Rupert  a n d  t he  I c e  Palace,
48K's worth  o f  machine code,
has been donated by Ouicksilva
to War on Want's WOW Games

compilation which is available
by mail order from 21st April at
£9.95. Money raised from sales
will g o  to  assist development
work in the Third World — War
on Want in involved in long term
projects in over thirty countries,
helping to combat the effects of
malnutrition, i l l  h e a lth  a n d
poverty.

Anyone ordering the cassette
can ask War on Want to send
them information on their work:
"Young people in Britain have
already shown that they care.
Now we hope that they will get a

£6.99 you will be asked to payfor
the tape should go to The Pri-
nce's Trust — and the collection
of games assembled fo r the
Spectrum represents incredible
value.

The OFF THE HOOK Spectrumcompilation contains: Pitfall 2
from Activisiom Psytron from
Beyond; Fall Guy by Elite Sys-
tems; Sam Stoat Safebreaker a
Gremlin Graphics game; A d
Astra from Gargoyle; Solar by
Incentive; Mu g sy f ro m Me l-
bourne House; Kong Strikes
Beck by Ocean; Chequered Flagfrom Psion, and US Gold's Blue
Max.

'We're looking for a high new
entry in the Gallup chart ," Greg
Ingham, one of  the Trustees of
the appeal  commented,  " w e
have high hopes for the OFF THE
HOOK collection and expect to
see it  in the top five during the
first week after launch."

Given the collection of  Spec-
t rum games on offer, t he price
and t he charitable mot ivat ion
for the OFF THE HOOK compila-
tion, the trustees of  the appeal
are unlikely to be disappointed.
Go out  and buy  the OFF THE
HOOK compilat ion now. Go on,
of f  you go.

lot of fun out of WOW GAMES
and le a rn  someth ing  a b o u t
development at the same time",
said George Galloway, War on
Want's General Secretary laun-
ching the package.

Apart  f rom Rupert  and the Ice
Palace, buyers o f  t h e  WO W
GAMES compila t ion w i l l  re -
ceive: Spec t rum Chess II, Art ic;
Buge yes, Aud iogen ic ;  Ped ro ,
Beau J o l l y ;  Wi n g e d  Warlord,
CDS: Mr  Freeze, Firebird;  Head-
banger's  Heav en,  L lamas o f t ;

Wizard's Warrior,  Mas tert ronic ;
Hellfire, Me lb o u rn e  Ho u se ;
Hunchback I I ,  Oc ean;  Horac e
and t h e  Spiders ,  Ps ion / Me l -
bourne House; Xavio r,  PSS;
Cybertanks, Star Dreams, and Or
hank y  &  t h e  Mo n s t e r  f r o m
Virgin.

Another worthy compilation.
Make your cheques payable to
WOW (Trading) and send them
to WOW Games, Room 62A, 1
London Bridge Street, LONDON
SE1 9SG.  Access a n d  V isa
orders phone 01 403 2266 and
ask for games!
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EUROMAX COMP PRO
*  Top U.K. Micro switched joystick.
*  Very responsive.
*  Highly rated by 'Crash'.

Ask you local computer store for
details on fu l l  range o r  phone us direct

FORGET THE REST -
GET THE BEST

USE EUROMAX JOYSTICKS
SUITABLE FOR ALL POPULAR MICROS
THE U.K.'S LEADING QUALITY BRAND.

ACCESS
ACCEPTED

OMAX TURBO
Top and bottom fire buttons.

*-Extremely responsive and positive,
*  Built to last.

EUROMAX ARCADE
*  Rated by 'BIG K' as The cheapest stick
one can get really enthusiastic about'.
*  Positive micro switched action.
*  Fully self-centering.
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Pintold Lane, Bridlington.
North Humberside Y016 5XR, England.
Telephone 0262 601006/ 602541 Telex: 527381 EMAX G,

Please send me further details of the Euromax Joystick
range.
NAME

ADDRESS



TRANSFORMERS

Use of computer 72%
Graphics 62%
Playability 68%
Getting started 75%
Addictive qualities 59%
Value for money 58%
Overall 60%

Producer: Ocean
Retail price: E7.95
Author: Denton Designs

0  nce aga in  l i f e  a s  w e
know and  lo ve  i t  has
come under threat from

evil minions — this time in the
form o f  the evil Decepticons,
Transformer robots which have
invaded the planet Earth and are
doing the ir very best t o  takeover.

Only a handful o f good guys
remain — five Autobots who go
by the names Mirage, Optimus
Prime, Hound, Jazz and Bum-
blebee. You takecontrol o f  the
Autotiot team and have to find
the four parts o f  the Autobot
Energon Cube in order to stave
off an energy crisis as well as
eliminate the baddies,

Naturally, the invading force
of dastardly Decepticons is out
to defeat the quintet of heros —
to make your life more difficult,
the Decepticons have perfected
the art o f  robo-cloning, which
allows them to multiply rapidly.
If you don't wipe out the baddies
quickly, they start popping up all
over the place.

The main playing area is pre-
sented in a large window which
occupies the  to p  h a lf  o f  the
screen, and flips as you move off
the edge of the current screen.
Below the  action area i s  the
status panel. At the start of the
game th e  fi ve  Autobots a re
nestling with in  Defense Pods
and five icons are ranged on the
bottom o f  the screen. To  take
control of one of the team, you
have to move a cursor over the
appropriate Autobot's icon and
press fire, where upon one of the
Defense Pods opens to  reveal
your chosen combatant,

Once you have control of an
Autobot, t h e  sta tu s d isp la y
changes, a n d  t h e  ico n s a re
replaced with three bar graphs
which indicate the shield, power
and weapons status of your cu-
rrent champion. Inrobot mode,
the Autobots can run to the left

and right and take to  the air,
flying along Superman style, To
transform in t o  veh icle  mo d e
turn the Autobot so it  is facing
out of the screen,press fire, and
it crunches down into a nifty four
wheel moto r,  A n  Autobot i n
vehicle mode can zoom along at
a fair lick, but the penalty is that
its lase r system i s  disabled.
Fortunately, the vehicles are low
on the ground, so most o f  the
laser bo lts fi red  b y  th e  e vil
Decepticons pass above it.

The battle is waged in a huge
city complex containing a weird
mix o f  architectural construct-
ions including walkways, ramps
and strange pillars. In  vehicle
mode y o u  ca n  o u t -ru n  t h e
Decepticons, and  make  rap id
progress along the catwalks and
up and down ramps— but be
careful not to zoom off the edge
of a walkway into thinair as you
can't transform when you are
falling. I n  wa lking mo d e  the
normal left right controls apply,
and to  move up o r down the-
ramps which link platforms up
or down have to be selected at
the same time as left o r right.
Flying is simple enough — press
up and you take to the air, but
care i s  needed a s  collisions
with some sections of the env-
ironment lead to an early death.

If the status bars reveal that
your Autobot is running out of
energy, weapons o r  shields,
sanctuary ca n  b e  taken  b y
stepping into one of the Defensa
Pods, wh ich  w i l l  c lo se  a n d
return contro l t o  the Autobot
Selection screen. A n y  n a sty
Decepticons on screen when the
door shuts on a Pod are vapour-
ised and the Autobot'srest cure
tops up  its shield, power and
weapons levels.

The game is  played in  real
t ime— you have fifteen minutes
to find the four sections of the
Energon Cube and fetch them
back to th e  Au tbo t  HQ .  Th e
Decepticons, wise to your activi-
ties, are alsoafter the cube, and
scamper back to their HQ with
any sections they come across.

S C O R E  0 0 0 0 5 0
Which means you have to pen-
etrate t h e i r  b a se ,  a n d  l i f e
becomes harder

Success wit h in  t h e  fi fteen
minutes o n  leve l o n e  i s  a l l
very we ll,  bu t the battle con-
tinues, g e t t in g  h a rd e r a n d
harder a s  th e  bad  g u ys ge t
meaner and multiply faster.

•  "  I really th ink more  could
have been made of this game.
The graphics a re  good, bu t
there's too much colour and
clashes occur regularly. Trans-
formers isn't terrible, but it's
certainly not a ll  i t  could be.
Maybe i t  should have been
made simpler, because I don't
think it'l l  appeal to hardened
arcade players. Perhaps it will
sell to  younger children who
like the toys of the same name.
So much more could have been
done w i th the  Transformers
idea — it's the first time I've
seen a program lacking in any
way from Denton Designs, but
there you are."

•  "  Transformers is a bit disap-
pointing. The graphics are okay-
ish but not up to the quality we
expect from Denton Designs. On
the whole the game is enjoyable
but it  does lack something in-
content: it's one of those games
you play for an hour or so and

then put away to forget about. I
can't rea lly th ink o f  anythingreally constructive about th is
game — it's neither particularly
good nor really bad. I f  you're a
fan of the TV series it mayprove
enjoyable, but I doubt it. This is
an average game that may ap-
peal to younger players.

•  "
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worst games, though i t  ma y
appeal to a few people who like
Transformers. I  was le f t  with
a very bad impression: no nice
tunes; no fast or smooth graph-
ics; attribute problems galore;
character space accuracy and
terrible controls. If you leg it off
the edge of a screen with a nasty
in hot pursuit it  doesn't follow
you, which is  a  b it  illogical. I
found it very hard to get into and
slow to react to  the fast decis-
ions that have to be made in
order to defeat the De-ceptrons.
All in ,  the presentation o f  the
game i s  wa y  be low Ocean's
normal standard, and a real let
down from the Denton Designs
people. The only bit I really liked
was the point (right at the endl
when I  pulled ou t  the powerlead. "

Control keys: 1 left, 2 right, 3
down, 4 up, 5 fire
Joystick: Kern pston, Interface 2,
Protek, Fuller, AGF
Keyboard play: awkward
Use of colour: plenty of it, but
lots of clashes
Graphics: neatly done
Sound: none
Skill levels: one
Screens: 128
General rating: A bit of a
disappointment, given the idea
and the people who wrote the
game
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Use of computer 45%
Graphics 37%
Playability 43%
Gettin9 started 41%
Addictive qualities 37%
Value for money 36%
Overall 38%

PLAY
YOUR
CARDS
RIGHT

Producer: Britannia
Software Ltd
Retail price: E7.95
Author: Steve Gardener
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out with  a  Spectrum ver-
sion o f  the TV Ouiz show

Blockbusters — now they have
expanded their TV tie-in activit-
ies with a version of Bruce For-
sythe's Play Your Cards Right.

When the program has loaded
you are  greeted with  a  large
picture of Brucie himself, leering
out o f  the screen and inviting
you to  play the game, accom-
panied by the Spectrum's rend.
ttion of the theme tune to the TV
show. O n ce  yo u 've  chosen
whether t o  p la y  against t h e
computer or a human opponent
and have entered names appro-
priately, the display flips to the
question screen. Two large dig-

ital displays occupy two thirds of
the screen, with an area below
used for text.

The digital displays, one for
each player, emulate LED dis-
plays as found on  calculators
and consist of blocks which light
up to form numbers. A question
which was asked of a group of
one hundred people is flashed
onto the screen. One player has
to guess h o w  ma n y people
answered 'yes' to the question
and enter the number into his
display. The other player then
has to decide whether the actual
number of positive responses to
the question was higher or low-
er and press H or L followed byENTER.

If the player guessing whether
the responses were higher o r
lower gets it right, then he wins
and has fi rst  go  on  the  next
screen where both players are
presented with a horizontal row
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of five cards. On the card screen,
players guess whether the next
card in their line will be higher or
lower than its predecessor be-
fore it is turned face up. A player
can change th e  current card
once during h is turn, and can
freeze play at any point, carrying
the cards that have been turned
face up over to the next visit to
the card screen.

The a im is to  to get a ll five
cards turned face u p  —  i f  a
player guesses the value of the
next card in sequence incorrect-
ly then all his cards except the
first one are turned face over
and replaced wit h  n e w ones
before contro l passes t o  th e
other person. I f  neither player
manages to  get a ll fi ve  cards
face up on the card screen, the
game returns to  the question
screen, ano the r quest ion  i s
flashed onto the screen and the
game continues as before with
the players changing places.

If one  o f  the  p layers gets

Vogue or Playgirl eh? Which one would our photographer
like to work for .  P LA Y  YOUR CARDS M i l t  Cameron!

through the card screen then he
gets a  chance to  gamble the
points collected o n  th e  fi na l
screen, where bets can be laid
on the turn of cards. The game
ends when the winner runs out
of points to gamble with or has
turned all the cards face up.

What do points make? Prizes.
Well, not in  the computer ver-
sion of the game

•  " Not an enthralling game,
I'm afraid. You've only got three
screens to  play on and the
gameplay is hardly demanding.
The programming seemed a bit
shoddy too— if you don't watch
very closely when you're play-
ing the computer the response
you are asked to go Higher or
Lower on is overwritten. Not
clever. The computer can be a
bit dim when it's playing — I put

• .1E RON*
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, either, when it comes to guessing the turn of c a r d

in 00 on  the  question screen
once, and the computer said the
number of people who answer-
ed was lower! I  suppose this
game might be fun for a group
of te l ly  addicts o r  maiden
aunties, but it's not for me. I
don't care what Brucie says:
Tonight's not going to be a good
night if Iplay my cards right!"

•  "Before playing this game. I
thought i t  mig h t  a d d  to  th e
'popular' TV series, but it's pret-
ty much the same. A recognis-
able version o f  the TV show,
with a  reasonable theme tune
and a neat characterisation o f
Brucie o n  t h e  in t ro  screen.
Unfortunately, I 'm not a fan o f
the programme. An aggravating
aspect is that sometimes during
calculations, t h e  la s t  p ro mp t
remains o n  screen, g iving the
impression tha t the computer
hasn't accepted y o u r  input.
Parts, I  suspect, are in BASIC or
were comp iled  in t o  average
code. F didn't really enjoy play-
ing i t  alone, b u t  the game is
more fun in  pairs o r with two
teams. (Even better with a studio
audience... )

•  "
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favourite programmes on te lly
at the moment, because of the
great amount of audience part-
icipation, but a computer vers-
ion couldn't really allow for this.
Consequently, Play Your Cards
Right didn't really turn Out to be
much of a success in my view.
The question screen on ly dis-
plays the guesses and not the
answers, wh ich  can b e  a  b it
confusing at first. The fact that
you don't know what option the
computer took on the one player
game means it 's difficult to go
higher o r lower! Some things
were lacking — like the Brucie
Bonus and b ig  prizes. And  I
missed the Dolly Dealers!

Control keys: H for higher, L for
Lower, Number keys to enter
your guess and gamble on the
final screen, F to freeze play on
the card screen, and C to changecard
Joystick: N/A
Keyboard play: no problems
Use of colour: simplistic
Graphics: well detailed cards,
little else
Sound: silence, apart from the
theme tune at the start
Skill levels: one
Screens: 3
General rating: A  b i t  yawn-
inducing unless you're a real
Brucie Groupie!



LONG RANGE MAP FOR
DESTINATION SELECT.

•V . I N D O W O F  THE
SURFACE OF PLUTO

IN ORBIT AROUND A N  ALIEN GAME - BUT WHAT DOES
SURVIVE? I T  MEAN'

The Year is 2007. Life on planet Earth Is coming to an end. A series of
monumental natural disasters has thrown the Earths climate into a deadly
Saadi - a second Ice Age has akeady begun. The skies are Wrack v4th volcanic
dust massive earthquakes hamper the worlds futile attempts to cope with the
changing emintiment, MI Items downed. Ire° this darkening chaos an Mien
lift force makes its prealMee known A Metal capsule ptummets unscathed
through the atmosphere. It Ocintairs a map of the Solar System and shows the
Position &eight Attar copeukt, One for each of the Earth's plarwitary
neighbours, Mercury, Venue, Mars, Jupiter, Saturn, NePturve, Walsh and Pluto.

A radio signal Is niesevedhont deep space When decoded It is found
to be a computer program theI s  loaded into a suitable
miaticomputer. A strange g o n e =  which appears to obey certain
complex rules - but there art no instructions Or explanatkmis. It is obviously of
great srgnificance, but what does it mean?

A spacecraft is prepared in a desperate bid to reach the eight
remamme capsules. You are selected as its pilot. The hopes of the world go
with you

This outstanding program is much more than a game Using stunning
slate of the art graphics and the latest programming techniques, the Solar
System in all Its power and mystery will unfold before your eyes Heather
Couper, Presodent of the British Astronomical Association has been fully
involved In its computerised creation to make sure that everything is a e l i Mi
l

accurate and up-to-date as possible. Even the results of Voyager 2 s recent
encounter with Uranus have been incorporateq into the design of that cold
and inhospitable world

And yet It is a game, and a very challenging one at that The Solar
System, the strange alien game, the eight mystenous capsules are all
interconnected Together they hold the key to suraval of life on Earth

For those able to reach aM eight capsules and make sense of all that
they find - there are prizes to be claimed, but for all who attempt this exciting
quest the journey itself will prove more than worthwhile
THIS PROGRAM USES OVER 125X OF MEMORY

S P E C T R U M  48K (Twin Cassette Pack) and 128K f , 9  9 5
AmeriMble from all good retail shops or order today by mail
Price mdudes VAT and p & p.
Send order to:
Software Communeations Limited,
martech House, Bay Terrace, Pevemey Bay, Fusses Bla24 6EE
TRADE ENQUIRIES WELCOME PHONE (0323) 768456
TELEX: 87465 EXIM Brighton

TECHNKAL CONSULTANTS Heather Couper and Nigel
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Leap cavort, collect, collect, avoid, col lect All In • ders
work for 80411KIACK as he does the bizz with the bombs inElite System's latest arcade conversion

SPROIPI101 goes the Coped Cruseder as he cavorts around
the screen avoiding the nestles while he gathers gm bombss
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Producer: Elite
Retail price: E7.95
Author: Andy Williamsand Paul Holmes

oft•—•
PI

•h•
i""
1°



i
j
g
-  
o
m
b
j
a
c
i
t  
i
s 
t
h
e 
S
p
e
c
t
r
u
m

/ v e r s i o n  o f  a respectably
succesful Tehkan arcade
game f ro m a  couple of

years back.
Bombjack is a super powered

hero who has dedicated his life
to truth, freedom and defusing
bombs. Unfortunately the inha-
bitants of his cosy world are far
from benign, and their favourite
occupation is hassling and har-rassing Mr Jack. Their touch is
deadly and contact with any of
them snatches away one of the
three lives he has during super-
beroin9 activities.

In h is quest t o  dispose o f
bombs, o u r superhero i s  fa r
from p a ro ch ia l ,  t ra v e l l i n g
around the world to continue his
quest. There are five different
locations, each  conta in ing a
backdrop depicting a  famous
place. Each screen  conta ins
twenty four bombs, which are of
the traditional 'bowling ball witha bit of string on it '  kind. Who-
ever made these explosive de-
vices was no t  exactly skillfu l,

since they never ever explode,
no matter how long the fusesfizzle.

Bomb disposal is Bombjack's
hobby and the little chap spro-
ings around the platforms on a
screen gathering up the explos-
ive devices_ Your lit t le  caped
crusader can leap into the a ir
and move left and right — and
there's a  t u rb o  le a p  op t ion
which sends Bombjack sproing-

CRITICISM

" This is absolutely fantas-
tic i t ' s  so-o-o-o playable!
All the features of the ori-
ginal arcade game have
been crammed in, includ-
ing the  secret bonuses,
aliens, different screen lay-
outs — incredible. I found
myself playing it for hours
and hours, and even after a
good long session, I  kept
sneaking back for another
go. I f  you wa nt a  truly
superlative arcade game
which offers unbelievable
addiction then got out and
buy it now. If you miss it
then you're missing some-
thing special."

mg upwards i n a  real mega
bound. Bombs are collected by
travelling over them, and when
the first bomb on a screen is in
the bag a fuse bursts into life on
another bomb. It doesn't really
matter if  you don't run straight

CRMCISM

" Wow! Having seen snip-
pets of the arcade game. I
reckon tha t Bombjack is
pretty hot as a copy of the
original. The one problem
is that it really seems to be
a bit easy for the first few
screens; after a few rounds
though, i t  starts t o  ge t
pretty tough! The sound,
graphics and colour are all
great and the garne's play-
able too .  Everything i s
polished, and just about asit should be. Some of the
backgrounds a r e  re a l ly
excellent, and a good bit of
strategy is needed to get
past the first few rounds
with ma x imum points .
Bomb jack is one of the best
arcade conversions I 'v e
seen on the Spectrum for a
long time. Get RI

" Bombjack i s  a nothe r
great little game, packedfull o f  addictivness a nd
high-scores. Although i t
looks very simple to  a n
onlooker you realize that it
is full of that same myster-
ious element tha t k e pt
everyone playing Roller
Coaster well on into the
night. The game contains
all the features of the ar-
cade version, but I  felt i t
didn't play as well — al-
though this doesn't detract
from the game at all. Great
fun can be had with the
two player option which
allows proper challenges
to be set up. It's so simple
but so addictive. At [7.95
it's a give away and should
provide endless hours of
enioyrnent a n d
frustration."

off and get the active bomb, but
if you do a bonus is put your
way. Co l le c t  t we n t y  t h re e
bombs in the active state and a
whopping 50,000 point bonus is
put yo u r way.  Once  a l l  t h e
bombs on a screen have been
collected, Bombjack materia l-
ises in the middle o f  the next
screen.

Each screen consists o f  a
pretty scene with the bombs and
platforms overlaid. Your hero
can't ju mp  through th e  p la t-
forms b u t  h e  can ru n  along
them. Bornbjack is governed by
all the correct and proper laws of
gravity a n d  i f  th e  min iscu le
chappy takes a bound into the
air then he also has to fall down.
Repeated bashings on the fire
button cause him to drift down
at a slower rate. If you're playing
with a joystick, pushing up while
sproingin9 skyward puts the lit-
tle sprite into turbo jump mode
and pulling down with  the fire
button held down curtails the
super hero's sky flying activities.
In keyboard mo d e  y o u  ca n
choose to play with Turbo Jumpactivated or deactivated.

This is a ll fine and we ll but
there are the nasties to terrorize
the little chap. The first and most
fundamental baddie to beware
of is the screen-patrolling b ird
creature which roughly homes
in on your position. Luckily it's a
slow creature o f  l it t le  b ra in
which is easily outwitted. Then
there are the robotic creatures
who enjoy a life  cycle fed by
kinetic energy. The longer you

spend on a screen, the quicker
the baddies arrive. Robot bad-
dies appear in the top left hand
comer of the scene, materialis-
ing in  mid  a ir with a b it o f an
explosion t o  d ro p  Onto t h e
nearest platform. The Robo nas-
ties trundle left and right along
their land ing p la t fo rm f o r  a
while and then decide to walk off
the edge o f  a  ledge. When a
robot hits the ground the kinetic
energy built up during the fall
transfers the metallic life form
into an airborne creature that's
all the more deadly. Other roll-
ing b a ll th ingies and vicious
snails zoom around the screen
trying to  wipe your hero from
the face of the game.

The nestles don't have it  a ll
their own way, however. Every
so often a disk bearing the letter

arrives in  the playing area
heralded by a continuous siren
wail. Jumping through this pow-er pill immobilises all the nasties
on the screen and turns them
into smiling faces. Points are
awarded for leaping through a
disabled nasty — which is con-
veneniently eliminated as youdo so.

A magic button with the letter
emblazoned on it  adds ano-

ther life  t o  Bomjack's supply
when collected, and a  Bonus
button 'B '  adds points when
collected a n d  increases t h e
value of subsequent bombs ga-
thered up on that screen.

COMMENTS

Control keys: M right, N
left, C extra jumping ability,
A increase rate of descent,
X jump
Joystick: Kempston,
Interface 2
Keyboard play: responsive
Use of colour: jolly nice
Graphics: great
Sound: little more than
spot effects
Skill levels: gets harder the
further you go
Screams: five backdrops
and lots of different bomb
formations
General rating: A great
arcade conversion, don't
miss it

Use of computer 9 1 %
Graphics 9 2 %
Playability 9 5 %
Getting started 9 1 %
Addictive qualities 94%
Value for money 9 2 %
Overall 9 2 %
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THINK!

Use of computer 90%
Graphics 80%
Playability 85%
Getting started 83%
Addicttve qualities 86
Value for money 78 %
Overall 82%

Producer: Ariolasoft
Retail price: E7.95
Author: RamJam
Corporation, Designed by
Tigress Marketing

riolasoft h a v e  mo v e d
Into the boardgame con-version m a r k e t  w i t h

Think, — a variant on the Con-
nect 4  theme. The a im o f  the
game, which can be played by
two people or solo against the
computer, i s  ve ry straightfor-
ward. Players take turns to move
a counter onto a six by six grid
from the bottom or right-hand
edge. If a player gets four coun-
ters in  a vertical, horizontal o r
diagonal line then he wins the
game, even if the line was pro-
duced by the player's opponent
and didn't result from a masterly
move on the part of the winner.

When a  counter i s  pushed
onto the board and enters a row
or column which already con-
tains pieces they are all nudged
along one square to make room
— if the row or column already
contains six counters, the sixth
counter 'falls off' the board.

move during each turn. I f  thebest choice is made fi rst time,
then three points are awarded,
two points are given for getting
it righ t  second t ime  and one
point i s  collected i f  the  best
move is made at the third att-
empt. At the end o f  a Tutorial
Game the computer reports on
the player's performance, giving
a percentage rating. The Prob-
lem mode allows you to access
one of the six inbuilt problems,
which have to be solved in two
moves, o r devise problems o f
your o wn  b y  setting u p  the
board. Home-grown problems
can be presented to  the com-
puter or a friend for solution.

If t wo  p layers a re  sett ling
down to a session of Think! they
can opt to play a straight game,
or can  select SPEED Think!,
when both players have to make
each move within a t ime limit
input at the start. Alternatively,
BLITZ Thinks can be played, in
which each player has a  t ime
allocation in which all his moves
during that game have to  be
made — if  a player runs out of
time then the game is lost.

The remaining game control
icons on the main option screen
allow sound to  be toggled on
and off, keyboard or joystick to
be selected fo r input, and the
colours of the counters used to
be set. You can choose your own
colours for the counters, accept
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The game can be controlled
from the  keyboard o r  with  a
joystick and all option selections
except the player's turn are icon-
driven. After loading, the main
option screen  i s  presented.
Using the cursor and pressing
fire or ENTER to select icons, the
game is configured according to
the player's wishes. One or two
players ca n  participate. O n e
player can take the computer on
in a normal game of Think!, or
can choose between the Tutorial
and Problem modes.

In t h e  Tutoria l game ,  t h e
human p laye r i s  a llowed t o
make three attempts at the best
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the default colours o r specify
black and white if  your TV isn't
up to full colour display.

If the  player(s) a re  i n  any
doubt about the rules, selecting
the Rules Icon provides a quick
summary o f  the salient points
and accesses a demonstration
sequence wh ich  p lays a  f e w
moves on-screen. Once the opt-
ions have been configured and
the p layers a re  ready t o  d o
battle, selecting the Play Game
icon moves the action to  the
playing area after a few appro-
priate questions a b o u t  t ime
limits and player names have
been answered.

.m g m p h y  p e rso n ,Ha's o t  four counters in
u t e r. f a t  h a ve  b e e n  T H I N Kin

The main screen contains the
board itself and a panel o f  six
icons, which give access to the
following functions: re turn  to
the option screen; display the
last move played; force the com-
puter to  p lay the next move;
change t h e  computer's sk i l l
level; ask the computer to sug-
gest a move and go back over
the last two moves.

During play, a bar on the bot-
tom o f  the screen displays the
name of the current player, who
must p re ss  t h e  appropriate
number or letter key to select the
entry point fo r his counter. At
the end of a game, all the moves
can be reviewed by selecting the
BACK icon, and choosing a re-
play speed from 1 to 9. At any
point during a game it is poss-
ible to fl ip to the option screen
and save the game to tape or
dump the screen to a ZX printer.
The game in  progress can be
resumed, o r abandoned and a
new game started with the same
set-up.

There's certa in ly p len ty o f
scope for Thinking!

•  " icons are the latest trend,
and Ario laso f t 's icon-d riven
menu is a pleasure to use It's
good to have a nice simple but
playable board/strategy game,
and this is both original and
challenging. As the instructions
say, it's easy to pick up, but
difficult to master. Essentially,
we have a  good simple idea,
that has been well implement-
ed. Levels One and Two didn't
present t0000 much of a chal-
lenge when I was playing the
computer, but as I progressed
beyond Level Three I had to give
the old brain a good dust down
as it got really hard. I suppose
lots o f  people are going t o
master it, but it gave me a bit of
fun for the time I played it, and
one thiniii's for sure: it made meTHINK! '

"On receiving this game the
•  first thing I did was think! What
on earth could a game called
Think be about? On playing the
game is became very obvious —
what a thinker stinker it isl Think
is an excellent variation o f  the
old b o a rd  g a me  Connect 4
which I  love. Th is i s  a  ve ry
polished icon-driven game, and

it's very addictive indeed — why
can't a l l  games b e  th is we l l
presented? After the shock o f
the great 'front end' I finally got
to the game itself, wh ich gave
me a few sleepless hours_ Think
is a definite test of the old brain
cells at the beginning, but after a
while ! found it quite easy to win
on even the  harder levels. A
small le t down: I  enjoyed the
challenge. Then I realised that if I
was careless with  my first few
moves, the old challenge soon
returned. I ' d  recommend th is
game to all shoot em up addicts
— it ' ll certainly keep them quiet
fora bit.

•  "A l t h o u g h  y ou migh t  t hink
this game is very complicated
and difficult to get into from the
reams of instructions on the in-
lay, it 's really very simple  in -
deed. After a few moments get-
ting the hang of the icons, you're
away. The game itself is frus-
tratingly complex —  although
the moves and rules are really
simple. I found it very addictive
and lo ts o f  fun —  and good
exercise f o r the  g rey matter.
Well wo rth  getting ho ld  o f  a
copy "

Control keys: SPACE to move
cursor down, M cursor up, Enter
to highlight icon selected
Joystick: Kempston, Interface 2
Keyboard play: fine
Use of colour: definable colours
for counters, well thought  out
Graphics: serve their purposewell
Sound: just beeps to confirm
selections
Skill levels: seven levels for your
computer opponentScreens: option screen and
playing area
General rating: A very well
thought out brain teaser



COSTA
CAPERS

Use of computer
Graphics 77%1

69%
Playability 67%
Gettin9 started 69%
Addictive qualities 72%
Value for money 59%
Overall 64%

Producer: Firebird
Retail price: E9.95
Author: Steve Marsden
and Dave Cook
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Blewitt continues on from
Hewson's Technician Ted

in Firebird's Costa Capers.
With a ll the  hard work that

poor little prole Ted had to  go
through at the Chip Factory he's
decided that it 's time for a rest.
Just like  eve ry o ther Trevor,
Russell and Sharon, Ted plumps
for a good time in sunny Spain
on a  package ho liday. He ' spacked all the items he needs for
a really good t ime  in  the sun.
Unluckily though, some nasty
person has used five fingered
discount to 'buy' all of Ted's lug-
gage, includ ing  h i s  camera.
Gosh, the chaps at work would
never believe that Ted had been
off to  Spain without a  set o f
snaps to prove it. There's no way
he's going to get to Spain any-
way, without h is passport and
luggage.

The m a i n  p ro b le m a b o u t
retrieving h is  lost  property is
that Ted finds himself in a very
strange environment indeed.
The inhabitants of the area are
most peculiar types. Quite a few
of the usually passive items of
Ted's luggage have burst into
dangerous animation, to  make
things worse. Ted has to retrieve

Standing on a postbox b y a bicycle— weird sort off/face Tedfinds himself in during COSTA CAPERS

his luggage, take 36 snapshots
of the Iberian countryside and
then get back home in time to
start wo rk  again a t  the  Ch ip
Factory w i t h  a l l  th ree dozen
holiday pics duly developed.

Ted i s  jo l ly  lit t le  character,
looking exactly the same as he
did in his last incarnation and he
can mo ve  le f t  and  righ t  and
sproing in to  the air. The back-
ground Ted leaps about on is
organised in to  screens and i f
Ted goes of the edge of a screen
another flips into view. A status
area underneath the main dis-
play section he lps yo u  keep
track of the variables that play-
ing Costa Capers requires you to
juggle wit h .  Fo u r histograms
represent T e d ' s  in toxica t ion
level, hangover strength, degree
of sunburn and energy level.

There's an awfu l lo t o f drink
hanging around the place, and
getting drunk is not as pointless
and stupid as it is in real life: in
Costa Capers having a  qu ick
razzle with  a  can o f  lager can
actually be  a  b it  o f  a benefit,
providing the extra 'Dutch Cour-
age' to  get past a  few o f  the
normally impassable meanies.

Of course getting a bit wobbly
legged does have its disadvan-
tages — one o f them is losing
the ability to walk properly. This
is where  the  hangover meter
comes in .  Drinking lager does
have one positive effect: cools
Ted down during the day, stop-
ping t h e  sunburn—o—meter
from rising too high. Collecting a
parasol keeps the  sun o f f  h is
back. If you allow Ted to get too
drunk, too sunburnt or give him
too great a hangover, his perfor•mance suffers.

To complete Costa Capers you
need to collect objects to enable

IUD
MID

Ted starts off  from his Home Sweet Home on a quest that
m ight br ing him a set of holiday snaps to show r ound the
canteen - or  a severe hangover

you to collect other objects, that
enable you to collect others
and so  on  ad  inifinitum, we ll
almost. A  money meter shows
how much loot Ted has collec-
ted and he needs money to buy
back some of his property. Col-
lecting ce rta in  arte facts ca n
cause problems, as removing an
item may have a strange effect
in another place, 'due to some
shift in the fabric of time in some
other dimension'.

Up to  e ight objects can be
carried a t a time, and they are
displayed in a scrolling window
in the status area. If you drop an
object in  the path o f  a mobile
nasty, i t  is lost for ever as the
sprite steals i t  and refuses to
hand it back until you start a new
game. Time passes rapidly, and
the game has to  be completed
so le d  can be back at work when
the h o l id a y  fo rtn ig h t  e n d s.
Rather than lose lives as a result
of collisions with  mobiles, Ted
loses t ime  — each mini-death
costs him an hour.

0" As platform games go, Costa
Capers really is quite reason-
able, though a little bit too diffi-
cult. It's also a bit too derivative
as well — it's very nearly Techn-
ician Ted. It's a shame about the
9raphics since, unlike IT when
it came out, they really do look a
bit ancient. Still very impressive
though, is the smoothness of all
the characters jetting about the
screen. Even though I like plat-
form games I still found Costa
Capers just a bit too hard to be
enjoyable. Real pros may think
differently. ''

• "  I w a s  expecting a  re a l
advance on Technician Ted with
this one, and boy, was wrong I f
anything, it's a step backwards.
The graphics are neat, and it's
quite a good game, but there is
so much potential unrealised,
that it's a real disappointment.
At the time, TT was the joint
second highest game ever rated
in CRASH, but I can't see Costa
Capers repeating th a t  fea t.
Some of the problems are quite

difficult, but this serves to be
frustrating rather than adding to
the game. For  the high price
asked, I can't madly recommend
Costa Capers, except to  those
who were mega-fans of the orig-inal.

I certainly wasn't expectinganother Technician Ted when I
loaded this game up, but that's
what I got. This son of game is
fairly dated now, so  wh y  on
earth h a ve  Fireb ird  included
Costa Capers in  their new Hot
Range? The graphics are about
average for this type of game:
your character is very small but
adequately animated and the
other characters are large and
usually well detailed. The sound
is fair but nothing to write home
about. There  a re  ma n y n ice
touches included in this one, but
they weren't enough to keep me
playing. Th is game is  so  like
many o t h e rs  a n d  con ta ins
nothing I  haven't seen before
somewhere else. I f  you were
mad keen o n  Technician Ted
perhaps it will appeal to you, but
there are loads of good arcade/
adventures around f o r  mu ch
less than Costa Capers."

Control keys: CI left, W right, Z—
M jump, S—G drop item, H—L
pick up item, A pause, ENTER to
start/toggle tune
Joystick: Kempston
Cursor Interface 2
Keyboard play: no problems
Use of colour: quite pretty
Graphics: some interestingnasties
Sound: smashing tune at the
start, otherwise usual effects
Skill levels: one
Screens:
General rating: A must for
Technician Ted fans, otherwise
check it out first
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H I PA
RAID

Use of computer 61%
Graphics 57%
Playability 62%
Gettin9 started 63%
Addictive qualities 59%
Value for money 68%
Overall 60%

12du_
r
eleiwProducer: Atlantis

Retail price: E1.99
Author: Nigel Edwards
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and the Americans and
Russians are still going

at it hammer arid sickle. Now the
Soviets have developed a new
MIG Starfighter, a highly dang-
erous and sophisticated weapon
currently being constructed in a
secret factory deep with in  the
Siberian wastes. For extra secu-
rity the plane has been split intodifferent modules and scattered
throughout d i f f e re n t  w o r k -
shops. With the MIG spread over
such a  large security complex
it's going to take a real American
super h e ro  t o  infi lt ra te  t h e
factory and steal the parts of the
plane. Or someone really stupid.

The security system within the
factory is mainly based around a
colour coded card/lock system.
At any one time a data card and a
lock card can be carried. Holding
a lock key that matches the col-
our of a door grants you access
to the region behind it. In  the
higher se cu rit y  sect ions a n
appropriately co lo u re d  d a t a
card is also needed to open col-
oured doors.

Cyborg guards patrol areas of
the factory complex, blindly fol-
lowing their pre-ordained paths.
Contact with a guard causes one
of the four micro batteries run-
ning your protective suit to lose
a th ird  o f  its power and you
return to the start of the current
screen. I f  all four batteries are
out o f  action, the environment
stabilisers in your suit pack up
and you expire_

The factory itself is made from
a series o f  rooms each with  a
number o f  gantries and walk-
ways making u p  the scenery.
There aren't any ladders con-
necting the  thoroughfares bu t
one w a y  transporter b e a ms
serve a similar purpose. These
appear in the form of arrows in
the platform floors. Whichever
way the arrow points is the way
you're transported if  you stand
over i t  and press the activate
button. Th e  transportation i s
immediate but it's worth waiting
before transporting for any cy-
borgs that may be trotting over
the landing pad to get out of the
way.

Stealthy super secret agent
that you  are, your actions in -
clude wa lking  le f t  a n d  rig h t
along gangways and activating
objects—you don't have a gun,
so cunning rather than violence
is called for.

Most factory chambers con-
tain a couple of main doors that
connect with other parts of the
complex. Travel through one of
these p o r t a ls  a n d  a n o t h e r
chamber flicks into view. The all
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important sections o f  the MIG
fighter are shown as flashing
squares. Guide your guy over
one of these and a small detail of
the overall MIG SF is added to a
growing p icture in  the  status
area at the top of the screen.

Different pieces o f  lock and
data card are also imbedded in
the floors. Standing over one of
these floor plates and pressing
the activate button causes an
exact electronic image  t o  b e
copied in to  you r data o r  lock
store, wip in g  o u t  the  current
image stored there. Sadly, you
can't just wander about the fac-
tory opening all the doors and
then running off to collect all the
parts of the Starfighter since the
doors reset and  re lock them-
selves wh e n  a  ro o m i s  re -
entered.

Some circu itous rout ing  i s
involved in completing the task,
and you often have to  retrace
your steps in a chamber once a
door has been opened, so that
you can re-copy an appropriate
lock o r data pattern in to  your
status area before proceeding.

•  ' A  lot of my  dubiousness
about cheapies has been dissi-
pated by such games as Booty,
Finders Keepers and the more
recent a n d  excellent Spell-
bound. Butt don't feel this game
is in quite the same class as
some o f  the  budget games
around. It's like a cross between
Booty (the door opening strat-
egy) and Frank 'n Stein (activa-
ting things to rise a level) — a
combination which hasn't quite
come off. The continuous tune
is average, as are the graphics.

Vou're the guy striding out puiposafully Wong the catwalk
trying to open the doors and avoid the robo guards in HVPA
RAID_ Batteries are getting a bit low.

Some may feel that, for  the
price, it is good value but I can't
see Hypa Ftairfs appeal lasting
for more than a  day or  two
because most of the fun lies in
establishing the correct route to
the plane parts: hardly a daunt-
ing task! It's not all bad, but I'm
sure Atlantis can do better.'

•  'Th is game is very similar to
most o ther Atlantis games in
that i t  i s  jo l ly  w i t h  noth ing
special going for it  There's not
much brain ache or arcade skill
involved in playing this one, so it
becomes v e r y  mono tonous
after a short burst of energy_ The
graphics are undetailed but larg-ish and colourful with next to no
colour dash. The sound is poor,
with an appalling tune that you
can't disable and very few spot
effects. Generally Hypa Raid is a
little monotonous, so I wouldn't
really recommend it but on the
other hand  f o r two  q u id  you
can't go far wrong.'

•  ' Hypa Raid is a strange type of
game whose nearest relation
seems to  b e  Firebird's Booty.
The game revolves around the
player's ab ility t o  so lve log ic
puzzles, even  though a t  fi rst
sight it may seem like an arcade
game. Mo st  o f  the game in -
volves t rying  the  wo rk out a
feasible wa y  o f  reaching the
next door or lock pass. All very
fine and well, but once a route
has been worked out that's it,
you st i l l  have t o  g o  through
whatever sheets you 've man-
aged to solve previously. Maybe
a function fo r saving out your
game place would be handy. I
can't say that Hype Raid is the
best budget game that I've seen,
but it still may be worth having a
look at if this sort of thing does
appeal to you.'

Control keys: CI left, W right, P
activate
Joystick: Kempston
Keyboard play: very simple and
no problems
Use of colour: pretty enough
Graphics: adequate
Sound: nice start tune,
annoying sounds during play
Skill levels: one
General rating: will appeal more
to fans of logic puzzles than long
term arcade addicts.



A Crash/ Smash
Rev up your engine and
take to the skies to save
your country. Hunt down
the enemy and build up
your log of kills as you rise
through the ranks to the
elite of the RAF.
Spectrum 48K E9.95
Amstrad CPC E9.95
Commodore 64 £9.95 tape,

£12.95 disk

New expanded 128k Spectrum
version with a lull mission mode.
improved sound. and more
ground detail. Still only £9.

ONLY THE BEST
Purnell Book Centre, Poulton, Bristol BS18 510

Set against a series of subtle
backgrounds, Sal Combat has 8 skill
levels and can be played by one or two
players, with a choice of 16 moves. The
combatant sprites are large and easy to
control via keyboard or joystick.
Spectrum 48K 1'6.95
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- Spectrum 48k 18 95

Commodore 64 18.95
Amstrad 464 6128 18 95
BBC Electron 18 95

TURBO ESPRIT t 30 Simulation Car Chase)
Spectrum 413k C 8  95
Commodore 64 C  9 5
Amstrad 464 6128 1 8  95

You are a special agent equipped with a Lotus Turbo Esprit An intern -
aironal ring of drug smugglers are about to make a huge delivery ol
heroin and must be stopped at all costs The drugs are stored at a
number of houses in the city, arid will be taken by cats to an armoured
y an which will be cruising around the centre A raid on the van before
completion of &redelivery would leave some of thedrugsin circulation
Similarly a raid on any of the houses would alert them to your squad's
activities You must therefore try and puck-off the cars one by one
before they make then drop. and then try to stop the van before it
escapes The delivery cars will be backed- up by hit squads so watch
out'

t Developed with the support of Lotus Cars Ltd)
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COMBAT LYNX (Air -to-ground Battle Simulation)

'Combat Lynx is both simulation and shoot-em-up games in one The 30
effect created by using contour line graphics tends to give it a more
technic
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lots of lets and enemy helicopters whining around and ground forces
shooting at you which gives the game as instant playabikty appeal Once
you get the hang of coping with everything, it's possible to play a game of
high strategy which involves not only arcade skills but those of forward
planning For people who enjoy strategy type games, Combat Lynx should
provide hours of fun while for those who prefer something instant and
fast - choose skill level 4 and hang onto your hats' Generally the graphics
are most impressive, with a few attribute problems when objects are
about to become hidden but these are mrnor in what is otherwise an
engaging and challenging game •

• • •



SABOTEUR (Martial  Arts Arcade Adventure)
Spectrum 48k t ' 8  95
Amstrad 464 61 28 18  95
Commodore 64 1 8  95

You are a highly skilled mercenary trained in the martial arts You ate
employed to infiltrate d central security building which is disguised as a
warehouse You must steal a disk that contains the names of all the
rebel leaders before its information is sent to the Outlying security
statoons You are working against the clock, both in getting to the disk
and in making your escape You must enter the budding from the sea bv
rubber dinghy. and will then only be able to leave by the helicopter on
the roof You will have to find your way around the warehouse niakino
use of the guards own weapon supplies on your struggle through
overwhelming odds

Saboteur is a  doubt one of the best arcade games I ve seen for
a long time and a  welcome departure from the plethora 131
licenced endorsed product that the industry seems to currently favourRecommended
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CRITICAL MASS (Arcade)
Spec ir Li m 48k 1 8  95
Commodore 64 1 8  95
Amstrad 464
, 6 1  -
2 8  
1 8 .
9 5

An outlying system of the Terra Federation has set up an advanced
anti. matter conversion plant on a centrally positioned asteroid to
supply the local colonists with energy A surprise attack by alien forces
has successfutly overcome the asteroids defences and the aliens are
now threatening to self -destruct the power plant unless the colonists
offer an unconditional surrender The self -destruction process would
effectively turn the power plant into a massive black hole that would
wipe out the entire planetary system along with a number of nearby
stars Unconditional surrender offers an equally horrific prospect Your
mission is to infiltrate the enemy position and disable the anti-matter
plant before the aliens achieve CRITICAL MASS

This* the but T h e  graphics and plaYabilttv of this genie af t• superb
making it well worth the money -
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SKYFOX

Use of computer 85%
Graphics 87%
Playability 81%
Gettin9 started 86%
Addictive qualities 84%
Value for money 80%
Overall 84%4%

Producer: Ariolasoft
Retail price: E8.95
Author: Ray Tobey
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capable o f  3 ,000 m p h
whilst carrying a  fu ll pay

load of weapons and you, the
player, are put into the cockpit of
this awesome fighting machine.
It's a  very fast fu ll-b lown 3 D
game— a sort of flight simulator
without all the twiddly compli-
cated bits.

Your task is  made pla in —
defend you r colony f ro m the
forces o f  invading aliens. The
colony forms the combat area
and is represented as a 25x25
grid, each section of grid form-
ing a sector.

The invading force consists of
some conventional Earth-type
battleforces— tanks and planes
and a number of fat motherships
which drop the enemy. All the
action takes place on the grid,
and if  you happen to  fl y off it
then a message is printed up
telling you that the plane is 'off
colony'.

The t it le  screen contains a
series of options— five difficulty
levels and fifteen different scen-
arios ( i n c l u d i n g  p r a c t i c e
modes). They're all basically the
same, the only difference being
the type of attack patterns and
the number of tanks, planes and
motherships which take part in
the invasion.

Starting in the colony base the
player is given three lives and
can select whether to  start at
high or low level (high level is at
30,000 feet up amongst the in-
vading aircraft, and lo w level
pits you against the marauding
tank forces).

Skyfox is an advanced kind of
machine, boasting comprehens-
ive armament. Th e  gunnery
consists of a conventional laser
which has unlimited firepower
and is the weapon most  used.
Mounted under the wings are
five heat seeking and five guided
missiles. Each has to be primed
before firing. When fi ring  the
guided missiles a little scanner
appears showing the selected
target and this is used to guide
the missile home_

As yo u  c a n  ima g in e  t h e
enemy don't take your aggress-
ive pursuits lying  d o wn  and
constantly fire at you when and
where they can. Luckily Skyfox
has a shielding system that al-
lows a high number of shots to
be fired into it before it fails and
leaves you plunging out of the
sky. Fuel is constantly eaten up
by flying, forcing a return to the
colony base to refuel and rearm.
There are two bargraphs on the
side of the screen showing the
current state of fuel and shields
so you've got no excuse if  you
crash (unless the colony base
has been destroyed), Other dis-

plays include a  constantly up
dated radar map of the locality
showing any alien forces near-
by, the sector number you're in,
a clock showing elapsed t ime
since launch and the number of
missiles left.

During the game you can call
up the base computer (as long
as it survives). This informs you
of your current score, how many
colonists have been bumped off
by the alien attackers, the num-
ber of alien craft that have been
destroyed and shield status for
each co lony installation. You
can also cast a beady eye over a
complete ma p  o f  the  colony
which shows where the aliens
are currently concentrating.

The final special feature is the
autopilot. This saves t ime  and
energy —  just  press i t  when
there are no aliens around and
the autopilot fl ies you  t o  the
nearest aliens. If all the enemies
have been eliminated then i t
whizzes you back home— nice.

121323ii
•  'Ye t  an other flight simula•
tion h its the market, and sets
out to be  a good one.  I  didn't
think Sky fox was going to  ap-
pear on the Spectrum because
of the delay since its Commo-
dore release, but wait has been
well wor th it. The graphics are
excellent but can be a little bit
fussy. The colour is a bi t plain,
though acceptable, not much is
used, but who needs mom with
a gr e a t  ga m e ? Mor e  s ound
would make i t a bi t better  and
exciting. Overal l  thi s game i s
certainly great and will be in the
charts for a long time yet.'

•  S kyfo x looks set fo r a long
ride a s  th e  h igh-flying fhght
game. Th e  graphics d o  je rk
somewhat, b u t  t h e  gene ra l
quality is very good, There's not
much sound, but who needs it/n
a flight simulator? As as to the
fifteen scenarios, wh a t  can I
say? There was a  lo t  o f  pre-
release hype f o r  this, a n d  i t

arloia
seems to live up to the claims
made for it. It's going to take a
long time to become Ace of the
Base, a s  i t  means mastering
some o f  the more strategic in-
vasions and becoming triump-
hant against a  massive  o n -
slaught. For sure, Ray Tobey is
going to be held responsible for
a l o t  o f  missed  sleep a n d
meals! '

•  'There is a lot more to Skylox
than first meets the eye — it's a
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The view through your Skylom windshield reveals enemy tanks and
aircraft, manoeuvring in realistic 3D.

very good mixture between an
average shoot em up  and an
average fl igh t  simulator. The
result is  the best sort o f  corn
promise f o r  those wh o  th ink
they hate flight simulators. It's
not too hard to  play i f  you're
used to simulators, but the large
shoot em up element adds to the
strategy element — not unlike
Codename Mat, le lots of ene-
mies closing in and you have to
jump around the area deciding if
to wipe em out or not. Skyfox
features a good range o f diffi-
culty, which means you can start
practically stra ight away and
feel that you have done a good
job in  protecting Earth f ro m
invasion. A bad point is the way
the screen seems to  lock up
when it's busy and the sound is
buzzing, which makes fast play
impossible. I think most people
would be happy with this in their
collection a s  t h e  fi rs t  fl ig h t
simulator, but anyone who's got
a f e w fl igh t  s ims should b e
happy with what they've already
got.

Control keys: I / M up/down; J/K
left/right (or cursors); plus other
function keys
Joystick: Kempston, Sinclair
Keyboard play: close 'cross
keys' are subject to argument,
and the game plays better with
joystick
Use of colour: sparse, but
avoids clashes
Graphics: great 3D and neat
drawing
Sound: a few effects
Skill levels: 5
Screens: 15 scenarios
General rating: a pretty hot
action flight simulator.
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XO- WORD
and ANAGRAMS

Use of computer 60%
Graphics 55a/0
Playability 71%
Gartin9 started 68%
Addictive qualities 58%
Value for money 49%
Overall 64%

Producer: Azed Software
Retail price: E5.95
Author: Joe Sherwood
Taylor
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compacted a  twe n ty
thousand word  diction

ary ( n o t  L loyd 's! ) s o  t h a t
it wi l l  fi t  in to  the Spectrum's
memory and st ill leave some
room for a program to access it.
The company h a s  produced
three tapes based on their lexi•
con, e a c h  co n ta in in g  t w o
9ames. Xo-Word and Anagramsis th e  fi rs t  t o  reach CRASH
Towers.

As i t s  name  implies. Ana-
grams delivers lists o f  words
from the characters you give it to
work on, displaying them o n
screen. Individual words, names
or phrases consisting o f  be -
tween four and twenty charac-
ters can be input and the pro-
gram can be configured to dump
the results of its efforts onto a
printer for later reference. Two
further op t ions a re  available.
Wordlist provides an alphabeti-
cal list of all the words from the
dictionary in  memory that can
be created with characters in the
string you have given the com-
puter—Scrabble fans take note!
Alternatively, selecting the Ana-
grams option forces the  p ro -
gram to  attempt to use a ll the
characters in your input string in
one go. Much o f  the output is
gibberish i f  you t ry to  make a
sentence f ro m i t  —  a  l i t t le
human filtering is necessary if

you're after a witty anagram. A
subtract option allows charact-ers t o  b e  removed f ro m th e
string if  you spot a particularly
neat substring you'd like to build
on with the remaining letters.

In tests, when Anagrams was
used to scramble the names of
some of the CRASH team, some
very interesting combinations
were produced. Gary Lidrion for
instance produces 'an odd girly'.
and Clive Merles Sinclair (not a
CRASH staffer) produces th e
slightly cruel 'cries in a small vile
cart. Azed have tweaked the ir
dictionary ju st  a  lit t le  b i t  t o
encourage some funnier output,
and some very interesting pho-
enetical anagrams can result.
Naughty words have been rem-
oved from the dictionary — so
smart a lecs keying i n  Sp iro
Agnew won 't  be  rewarded in
quite the way they expect!

The fl ip  side o f the cassette
contains a word game, Xo-word
which is a cross between Scr-
abble and noughts and crosses,
played against the computer. A
4x4 grid occupies the left hand
part of the screen with each cell
containing a letter. Both playersstart with a rack of seven letters
selected a t  random and take
turns to choose a cell and make a
word o f  four letters o r  more
which includes the letter in the
grid. At the start of your turn you
must select a square by moving
the cursor into it with the arrow
keys and then attempt to claim
it. Success leads to the player's
token — an 0  o r an X  being
entered in the grid and the word

•-• -4:31101010116#4.71ast
el.
-
.'

• ;  E

r• 1
!  
a  
•  
_  
T

E AP S
– E P S  P C

L A T  045 L I O O tLAW cp s  -L A y cc s cLockoePLooTerl 5LooTeo
L 0 5 e  4 . 0 P
L O T S  C ' O O P
,L O U r R  D R Y  0
ORTE c . , E R
ni
-
1  
S
A
L
E  
U
O
.

: N u r

A scolattfulofientscinants derived from 'Sherwood Taylor'.
With a name Ilk. Mot, he's probably one o
f C a m e r o n  
P o u n d ' s

friends
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appears in the table on the rightof the screen.
The a im o f  the game is  to

claim a line of four grid positions
before the computer. A cell can
be reclaimed from the opposit-
ion— but you have to add to the
letters in  the word  that 'occLe
pies' that grid position and come
up with a longer word. Pressing
P allows you to pass a turn and
change some or all of the letters
in your rack by keying in  the
ones you want to change follow-
ed by ENTER, while a press of
the J can provide a helping hand
by .
j u
m b
l i n
g  
t
h
e  
l
e
t
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rack.

•  "Th is is really quite an inte-
resting and we ll put together
little package f ro m a  sma l l
outfit. I  found the  Anagrams
program the most entertaining,
and couldn't resist going th r-
ough the names of all my friends
(and enemies) seeing what the
program would come up with.
Puzzle and crossword fans will
no doubt be able to  pu t it  to
more serious use. The game on
the other side of the tape was
quite challenging, bu t  i t's  a
shame there isn't a two player
option. Being a  word game,
there's not much in the way of
graphics, but the screen is used
well. Maybe E5.95 is  a  little
expensive, but a  lot of work
must have gone into sorting out
the dictionary, so I suppose it's
hardly a rip-off."
•  "  I can't be  bothered with
word games like Scrabble, so I
wasn't all that keen when given
this program to review. Xo-word
didn't change my  mind  about
word games — they're not for
me — but I  had fun with  Ana-
grams. There's a  l imit  to  the

The main game screen from XO-WORD, and yes, there's CAM
pl ayi ng the computer .  At  least he hasn't won a game yet!

1 1 1 1 1
1 1 1

amount of laughs you can have
out of getting the computer to
make up silly phrases fo r you,
though, and  I  doubt I ' l l  keep
coming back to this one. For me,
E5.95 is a bit steep but I can see
that so me  peop le  ke e n  o n
wordgames would find this tape
a good buy."

•  "Anagrams is definitely fun.
Just load and go! I enjoyed the
word game on the other side
too, although the presentation
was a bit basic and unexciting—
it could have done with prettier
graphics and maybe a  b it  o f
sound to  jo lly i t  up. Perhaps
there wasn 't  ro o m wi t h  tha t
huge dictionary. I  don't know.
Overall not bad value if you like
word games, and I look forward
to seeing the other tapes that
Azed are doing.

Control keys: follow the
prompts for Anagrams; P to
change letters, J to jumble your
letters and Q to quit in the game.
Joystick: N/A
Keyboard play: no problems atall
Use of colour: basic
Graphics: okay for a text only
package
Sound: none
Skill levels: two in Xo-word
Screens: one in the game,
menus in Anagrams
General rating: Bound to appeal
to word puzzlers, a useful utility
combined with a passable game



REALM OF
IMPOSSIBILITY

Use of computer 21%
Graphics 18%
Playability 13%
Gettin9 started 27%
Addictive qualities 17%
Value for money 9%
Overall 10%
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Little stick men scamper around in one of the dungeons fromREALM OF IMPOSSIBILITY

Producer: Ariolasoft
Retail price: £795
Author: Mike Edwards
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one o r two  player arcade
adventure where the object

of the game is to enter thirteen
different dungeons and recover
the items that are found therein.
The front end o f  the program
presents a  menu when i t  has
loaded and once the one or two
player option and level of diffi-
culty (1-4) has been selected, it's
time to  move to  the dungeonselection screen. The thirteen
dungeons a re  presented in  a
menu and when you begin play
some o f  them are ' locked —
items f ro m o t h e r dungeons
have to be collected before youcan enter them.

Select a dungeon, load it from
tape and the quest can begin.
The playing areas are presented
in a scrolling 3D format and each
occupies several screens. As can
be expected the dungeons are
far from empty, and a variety of
unpleasant creatures live inside
them i n c l u d i n g  z o m b i e s ,
snakes, spiders and terrifying
deadly balls all of which home in
on your poor man. I f  one o f
these touches the character then
a certain amount o f  energy is
taken off his energy counter at
the foot of screen. You only have
one life to play with, so care has
to be taken to avoid contact with
the denizens o f  the dungeons
wherever p o ssib le  —  a n d
energy restoring objects can be

collected t o  b o o s t  fl agg ing
Spirits.

Exploring t h e  dungeons i s
rewarding: useful items such as
spells with  which to  confound
the attacking nasties, and food,
can be collected by running over
them. Magic available includes
Freeze, Pro tect  a n d  Confuse
spells.

Some of the mazes have multi
levels which are connected by
ladders. Later levels have some
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very weird Escher-like construc-
tions wh ich  lo o k Only a  f e w
metres h igh on  one side, bu t
drop hundreds o f  feet on  the
other, which can lead to an early
death f o r  the  unwary adven-
turer. Once all the useful items in
the current dungeon have been
collected the player must work
travel back to  the starting loc-
ation where a points bonus is
given a n d  t h e  dungeon t it le
screen d isp layed again. Th e
quest can then be continued into
another of the thirteen regions.

11:112:13E
•  " One thing I didn't like about
Realm was the need to load in
the different dungeons every
time I  wanted to play. There's
nothing special about any of
them, as far as I  could see, so
why weren't they all put into
memory together? The graphics
in the game are far too small and
Indistinct — just one character
square, and they flicker awfully,
so badly I  suspect the move-
ment routines are  i n BASIC.
There's virtually no sound at all,
and the gameplay is far too easy
to appeal for long. I've enjoyed
some of Ariolasoft's games rec-
ently, l i k e  Panzadrome a n d
THINK!, bu t  Realm o f Impossi-bility is a major l e t
-
d o w n .•  " /  didn't really rate this game
when I saw it a year ago on the
Commodore and it has lost the
few redeeming qualities it had in
the conversion. I  found  th is
game totally unplayable and un-
compelling. The graphics are so
small that the only way you can
tell your character from the rest
of the mess wobbling around
the screen is that it is a different
colour — and it's st ill difficult!
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Another  3D view into a dungeon.
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The screens are often garish and
the use of 30 is misleading. The
minimalistic instructions left me
guessing what I was supposed
to be achieving — and the on-
screen p ro mp ts we re  su ffi c-
iently illegible to be worthless.
What are Ariolasoft doing relea-
sing a game like this in 1986?. "
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ware is one of the worst Spec-
trum games I've seen in a long
while and it must be an embar-
rassment to any American prog-
rammer. T h e  g ra p h ics a r e
appalling with some of the worst
attribute p ro b le ms I ' ve  seen
since 1982. The characters are
tiny little things with no person-
ality or animation — the sort of
thing Spectrum users said fare-
well to yonks ago. Why there is
need fo r a  multiload system I
just don't know t h e  game is by
no means large and when comp-
ared with  today's standards it
just pa les in to  insignificance.
The instructions are poor and
don't even tell you the keys! The
only other thing I can say about
this i s  steer we ll clear, i f  it 's
arcade adventures you're after
then look elsewhere,"

Control keys: 0 up, A down, X
left, C right
Joystick: Kempston, Interface
Keyboard play: below average
Use of colour: very unimagin-
ative. 9arish
Graphics: appalling, with
horrendous attribute problems
Sound: a few clicks and burpsSkill levels: four
Screens: thirteen multi-screen
dungeons
General rating: Could have been
a passable game a couple of
years ago. A joke today
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SHOW
JUMPING

Use of computer 73%
Graphics 71%
Playability 74%
Getting started 69%
Addictive qualities 67%
Value for money 63%
Overall 70%

Producer: Alligata
Retail price: E7.95
Author: Elliot Gay
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Opportunity t o  e xp e ri-
ence the thrills of show-

jumping without having to go to
the expense of buying and keep-
ing a horse — indeed you don't
even need to be able to ride to
play Sh o w Jumping o n  yo u r
Spectrum.

Once the  game has loaded
you are treated to a rendition of
the TV Show Jumping theme
before moving on to the menu
screen. Up to eight players can
compete against one another, in
which case each ride r has to
choose a  computerised horse
from a list of steeds which, co-
incidentally, have been named
after Alligata games. The horses
are all o f the same standard, so
there's no advantage to be had
in consu lt ing  CRA S H b a c k
issues be fo re  y o u  se le ct  a
mount! In  single player mode
you have no choice but to accept
the anonymous horse provided
by the program.

The g a m e  co n t a in s  s i x
courses, of varying difficulty. In
the one player mode, which is
primarily in tended t o  a l l o w
horse control skills to be prac-
tised and improved, yo u  can
choose between two skill levels
before entering the arena. You
have a one hundred second time
limit in  which to  complete the
course, and are allowed a total
of three refusals before being
disqualified. Four faults are col-
lected for each fence you knock
down and the first two refusals
collect three faults each.

In the multi-player mode the
scoring and t ime limit  are the
same, but the course is selected
by the computer and the players
take it  in turns to ride into the
arena. The winner is the rider
who completes the designated
course with the least faults — a
tie results in  a  jump-off on a
harder course, and a further tie
in the  jump-o ff  is  settled b y
awarding the top rosette to the
competitor who completes the
round in the fastest time.

Once the course has been sel-
ected the computer displays a
schematic v ie w o f  the  arena
showing th e  sta rt  and  fi n ish
gates and the order in which the
jumps m u s t  b e  attempted.
Pressing SPACE mo v e s  t h e
viewpoint t o  a  flip-screen 3 D
representation of the course and
the competition begins.

Your horse can stand, walk,
trot or canter and can be speed-
ed up or slowed down as appro-
priate. Fine directional control
can be  achieved — the horse
turns a full circle in twelve incre-
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ments, tUrnin9 to the left or right
30 degrees with each appropri-
ate keypress or joystick move-ment.

In order to jump a fence suc-
cessfully you have to line your
steed up so that you approach
the bars at right angles, select an
appropriate pace and press fire
at the critical moment to take to
the air. To help you remember
the order in which to  take the
jumps a  win d o w a t  t h e  top
centre o f  the screen indicates
the direction of the next fence by
moving a graphic of a horse so
that its head points in the right
direction. A  digital readout dis-
plays the t ime you have taken,
accurate to a tenth of a second,
while a scoreboard counts the
number of faults you make.

ID" I can't really see myself play-
ing Show Jumping for long, but
it certainty would brighten up
an afternoon. Generally I  stay

r
-
IFIR1511

t

•

I f f . a e - 1 2 1 1 1
•114*, s t e d , *  a • e o l i • a l e s  a .

-

1
,
1
•

Remo. VANNI.

O IM M

amilow

Putting the finishing touches to a clear round in under 55
seconds — SHOW JUMPING from Alligeta

well clear of of games like this as
they are often very boring or of a
very low quality. This is not the
case with  Show Jumping. The
graphics are well defined: the
horse and rider are very well
animated and even the crowd is
fairly well detailed. Apart from a
tune a t the  start, the  sound
effects are limited to some hoof-
ish noises and a cheer from the
crowd every now  a nd then,
Once I'd got into the spirit of this
game (which wasn't too hard to
do) I  found i t had started to
grow on me. After half an hour
or so I  was beginning to get
quite good at it and have a lot offun.

111" Few people have attempted
to portray this sport on the Spec-
trum, but Alligata have come up
with the  goods and  made a
pretty acceptable job o f  it. The
graphics work quite neatly and
look reasonably g o o d .  T h e
people walking down the stand
is a good touch, and the clip-
pety-clop noise o f the horse is
quite atmospheric, t o o .  T h e

MIAJE
• • • • • • • • • • • •

• • • • • " .

game is is enjoyable, though its
addictiveness can't last indefini-
tely. The price might be a bit too
high, but its a good game, and
quite fun too.

• ”  What a neat game! Given the
Spectrum's limitations, Alligata
have produced a very reason-
able show jumping game with
quite distinct animation for the
horse, although I found it a bit
tricky to cope with the accuracy
needed when turning the horse.
The beast keeps on going inyour selected direction at a con-
stant speed until you slow i t
down or i t bumps into some-
thing — which may be the way
showjumpers behave, bu t  not
having ridden a horse O b v i -
ously this game will appeal to
horse fans everywhere but most
people should have a fair bit of
fun with it especially if there's
a group o f  y ou competing
against each other."

Control keys: definable
Joystick: Kempston, Cursor
Keyboard play: responsive
Use of colour: tidily done
Graphics: detailed animation
Sound: good tune at beginning,
otherwise minimal effects
Skill levels: two
Screens: six different courses
General rating: A very worthy
show jumping simulation
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TOGETHER ON ONE
GIANT

COMPILATION
SPECTRUM E9.95
AMSTRAD £9.95



JULIAN RIGNALL, for it is he, puts down the joystick attached to his Commodore 64,
wanders into the CRASH office and has a quick look at the games we've received for the 128K
Spectrum. Between thee and me, he ended up well impressed— a diehard Commie 64 man,
Jaz left the office muttering about buying the new Spectrum. Can't be bad news for Sinclair,
that . . . .

IN THE CHIP FACTORY
Moving on the the 128 games
you'll have to pay money for,
Hewson's take the  prize for
releasing the  very first 128K
game — Technician Ted — the
Megamor. Technician Ted 48K
first appeared early last year,
earning a  CRASH Smash for
programmers Steve Marsden
and David Cooke. What Hewson
have done is taken the original
torturous platform arcade ad-

_ v e n t u r e  and expanded it, mak-
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and thirty tasks to  complete.
AAAAAGGGH you might say,
those lousy sadists t h e
original Tech T e d  was  ba d

• e n o u g h ! !  The gameplay is rad-
ically different and the whole
program has been 'tweaked' to
take advantage o f  the  ne w

_ m a c h i n e 's  capabilities.
But don't fret poor things,

each of the tasks has now been
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ALL THE LITTLE
EXTRA BITS
Hmmmm, a Spectrum with added bits? What would
they be? I wondered. Wheels, a bit of whoosh, twiddly
things? Nope, none of these — just extra RAM and an
on-board hot plate to keep your coffee warm as you
bash the baddies through the night. Well, it's not
really a hot plate, but it doesn't half act like one.
Anyway, what do these extra features mean to yeraverage gameplayer on the street?

Two 128 games are  given
away with the computer: Daley
Thompson's Supertest and The
Neveren ding S tor y .  Da l e y s
appeared o n  t h e  Spectrum
some time ago, and the original
game had eight events which
were loaded on two parts. The
new 128 version has an extra
four events: the javelin, 100m
sprint, 110m hurdles and the
triple jump along with the eight
others and they're all loaded in a
single go, making the game far
more jolly and varied to play
.Ocean have also made use of the
128's three-channel sound cap-
ability: excellent music accom-
panies the title screen and jing-
les play before and after each
event. The whole game is far
better than the 48K original and
is a great freebie!

The other game in the pack-
age is the official adventure of
the film The Nevemnding Story.
Again, the original version was a
multiloader, although this time
the game came in four chunks.
The 1 2 8  version i s  another
single loa d program, which
makes it far more enjoyable to
play. Again it's free, so you can't
really complain,

I M P P E t

numbered so at least you know
which task you're supposed to
tackle next; the only problem is
finding out how you complete
them. Three channel music adds
extra atmosphere to the game
as you whizz around the factory.
A special mention must go to the
loader i t  tells a story whilst the
game loads and the music is
superbly done. £195 buys you
this piece of arcade adventuring
action, only f.2 more than the
48K original.

ALL A BIT OF A WH

Gargoyle Games ha v e  a ls o
taken a tentative leap upon the
128 bandwaggon and whizzed
out Sweevo's Whirled(sic) which
is available for  £9.95 —  no
increase. Capturing a l l  those
horrible Wijurs has now been
made an even more difficult task
with a n extra fifty rooms to
confuse and confound all you
budding androids. There are
some new images too — gin-
ormous noses stick up through
the floor (but luckily there are no
huge bogeys to  foul u p  our
intrepid android's workings),
fingers which make strange
indecipherable (LMIAND) signs
and there i s  also a  curious
lampost I  don't know what it
does because I haven't seen the
light ilaugh, y ou philistines).
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Obviously there are no music-
ians at Gargoyle because there
is no three channel sound, but
the tune does sound better be-
cause it comes through the telly.

CHATTY AND TUNEFUL
Odin's Robin of the Wood and
Nodes o f  Yesod have been
souped up and join the handful
of titles currently available for
the 128K machine. The game
elements and playing area of
both 128 versions are unchang-
ed but they now feature excel-
lent music a s  good a s  the
Commodore any old day, bel-

ieve m e  'cos I 'm  a  horrible
ZZAPI reviewer). Also, a  nice
surprise awaits you b o t h
programs talk. Yup, they do, andit's not too bad — a lot better
than the dalek with laryngitis
stuff that the  old Spectrums
used to burble out. 128 owners
can hear Robin shouting "OW"
when he  gets an arrow in a
painful place, and "give me a
chancel!" a few seconds before
he shuffles off this mortal coil.
The game welcomes the player
by saying "Can you help Robin
in his quest for the silver arrow"
upon loading —  real arcade
stuff!

Nodes follows a similar path
on the 128, with Champagne
Charlie moaning and groaning
as he trundles round the moon's
underground caverns i n  hi s
search for alchlems. You're also
told when his  life energy is
running low, just in case you
don't notice w h e e e l  Arc of
Yesod is expected in the office
any day now, and includes the
fire Option that was missing
from the  48K version which
should make it much more fun
to play. Once again Odin have
kept pretty much to the same
game, but enhanced the product
with speech and music. Odin are
selling their 128 games for E9.95
— the same price charged for
the originals.

PARADISE EXPANDED
Mikro-Gen's game Three Weeks
in Paradise, which collected a
CRASH Smash in its 48K incar-
nation last month, has been
extended for the new machine
and costs a pound extra, making
it E10.95. The plot has grown a
little, s o completing the  128

tilihro-Gen hair, added six new screens
to their adventure THREE WEEKS
IN PARADISE. Go down the piog
to fi nd de o" tha t 's  all s s y  . . .
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game involves a  l o t  more
adventuring. Six new screens
have been patched onto the
game Igo through the plug to
find them). Some three channel
music kicks the game off, other-
wise the  sound is  much the
same.

FOR SKUME FANS
Fighting fans will no doubt be
pleased to  hear that Domark
have added a pound to the price
of Gladiator for the 128, making
it E9.95, For the extra pennies
you get two different graphicsfor the  combatants —  in the

SPECTRUM I28K

original version both gladiators
were identical except for their
weapons. Sound hasn't been
upgraded a great deal — a sort
of fairground tune plays on the
menu screen and after a  glad-
iator has been killed, and bopp-
ing noises indicate a hit on your
opponent. One, two or four pe-
ople can play the 128 version
which includes ten new screens
and a  fairly polished demo
mode. Essentially, however, the
gameplay remains the same.
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AY-3-8921 A
Not much of a song title, but that's what the 128's sound chip calls itself
Meanwhile, our resident Musical expert, JON BATES
managed to take a look at the capabilities of the sound
chip nestling within the 128 machine. Next month he
should be able to report back on the MIDI interface —
Sinclair Research couldn't get a lead together for Jon
in time for this issue, and he didn't fancy dabbing
round inside the computer with a soldering iron. It's
the only Spectrum 128 we have and Simon Goodwin
hasn't had a go on it for TECH TIPS ye t...
Not before time, Sinclair has
included a sound chip in one of
his computers. Clive and the
boys opted for the well tried and
tested General Instrument Chip:
the AY-3-8921A. The  chip i n
itself has three variable frequ-
ency tone generators, one var-
iable noise generator, one en-
velope waveform generator and
three volume level control cir-
cuits. The 128 comes complete
with a  set of instructions that
make it pretty easy to program
from a musical point of view.

As explained in our first quick
look at the 128 by Franco the
Frey, music is created in the
form of a sound strings. A LET
statement enables a sound str-
ing to be set up. The string not
Only names the notes and their
octave but also contains inform-
ation as to the length of of each
note by prefixing a number. Any
one, or all three strings can be
performed by  using a  PLAY
command. If you've brushed up
on the old crochets and quavers
notation, this system presents
no problems, but I have visions
of would-be Vangeli (Vangel-
ises?) sat in front of their shiny
new computers with the Sinclair
conversion table in one hand
and a book on music theory in
the other.

The range of notes available is
good, covering a seven octaves
range. Someone had the fore-
sight to overlap the Octaves: the
same note appears in the upper
part of one range and the lower
part of another. This saves lots
of massing about, as most tunes
cover more than one octave. The
upper octave is set by capital
letters C-B and the lower by c-b.
Sharps and flats are achieved by

and E. rests by 8t. The actual
duration of each note is specific,
and the system has been com-
prehensively thought out.

The music defaults to  the
average speed of 120 beats per
minute but changes in the speed
of playback from 60-240 born
can be specified on channel A.
Each or all of the three channels
of sound can be replaced with
channels of noise. A command
M followed by a number that is
the sum of the required chan-
nels will give you any combin-
ation of noise and notes.

Any phrase can be repeated.
Using ( ), a  phrase can be re-
peated once, using ) )  i t  will
repeat indefinitely, only stopp-
ing on the command H. When
composing, I found the best bet
was to use the repeated phrase
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for a  bass pattern, perhaps,
putting the H command at the
end of the melody line. It would
have been far more useful if the
a number of repeats could be
specified —  thus giving the
possibility o f  more  complex
music.

The 'envelope' is a  volume
shaper for either notes or sound,
and the eight sound shapes give
a reasonable variety of effects.
The speed of the effect — that is
the rate of change —  is very
precisely controlled from 0  to
65535 (perhaps a little too pre-
cisely!). The volume for each
channel can be set from 0 (off) to
15 (full on), although anything
below 10 is not too effective.

Generally, the sound capabil-
ity of the new machine is basic
but a big improvement over the
beeps of its 16 and 4.8K cousins,
Unfortunately, the  system i s
aimed at the musically literate
and is therefore not so good for
the amateur or inept,

The AY-343912A chip suffers
from a lack of tonal variety, and I
am surprised that Sinclair chose
to use it. After all, it has been
around a  long time and this
could have been an opportunity
to use a better form of sound
generation. Still there we are. I
look forward to programs that
will sidestep the PLAY comm-
and and address the chip dir-
ectly, but until then, here's a
short program that renders a
passable version of Ghostbust-
ers by way of illustration. Next
month I'll look at the 128's MIDI
capabilities — just as soon as
Sinclair send us  a  connected
lead.

The leaflet tha t accompanies
the two free games found in the
box containing every Spectrum
128 promises a host of games,
all of which it implies are avail-
able now. A little 'disclaimer'
reminds you not to pester Sin-
clair Research if you can't get
hold of any of the products thatare advertised.

Some of the games are listed
as 128/48 games, while others
appear as 128 only games. Quite
a portfolio of worthy Software
Names has been gathered to-
gether by Sinclair to appear in
the software catalogue, b u t
now, nearly a month after the
launch, only a  handful of the
promised titles have actually
materialised. Developing soft-
ware for the new machine has
involved companies in a  fa ir
amount of work — and has re-
sulted in the delay of 48K games
in a t least one instance. It's
anybody's guess how long i t
will be before all the games in
Sinclair's catalogue appear. And
are there any releases planned
that don't get a mention in the
128 leaflet? We haven't heard of
any....

The reaction t o  th e  ne w
machine from software comp-
anies at the launch and In sub-
sequent conversations has been
mixed. Some of the firms which
have already released 128K

GHOSTBUSTERS
The Jon Bates Short Version copyright 1986
10 LET a$ = " M 1 4 1
1
X 4 0 0 W O N 1 C )
)
1 1

20 LET b$ = "M1405N98A3811CC3ECD$b58t
8t1cccc3$bD5C))"

30 LET c$ "M1403N1atc&Seeg8t$138413
M E M ) "

40 PLAY a$,KcS

The Zeros In this listing have a slash through them,
while the letter '0' does not j u s t  in case you have
problems!

UP AND COMING
ON THE 128 FRONT

So what's in the pipeline? Can we expect some
amazing new games for the 128 in the near future?
GRAEME KIDD ponders the industry's reaction to the
new machine.

games have no plans to work on
any more 128 releases until they
see what actually happens to
the machine, while others sim-
ply don't want to know about
the improved capabilities of the
128, preferring to remain in the
markets they are already happywith.
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cally for the 128 machine until
Sinclair has proved tha t the
product has gone out into the
market and w e  can see that
there is a market for 128 games.
We are happy to continue on the
48K machine, using multi load
programs if need be." was one
reaction. Another leading com-
pany with one game listed in the
Sinclair leaflet has no firm plansfor the 128 in the future: "we
don't want to revamp our 48K
catalogue — we'd rather do 128
programs and then produce 48K
versions of them, but a t the
moment we have no more 128
releases planned,"

Only time will tell quite whatthe new machine will offer in
terms of more complex games.
Technically, some games will
benefit fr om  more  detailed
animation, others  w i l l  ta k e
advantage of the vastly improv-
ed sound capabilities of the new
machine and some programs
may be  coaxed into running
rather faster in 128K. Naturally,
muftiloads should become a
thing of the past f o r  a while at
least, unti l  really ginormous
games are created. So far, we've
not seen anything astounding,
though.

Rushing out to  buy  a  128
machine right now won't open
up a whole new world of games
playing immediately — unless
you've never owned a  Spec-
trum. There's nothing c om-
pletely new and original avail-
able for the 128, yet, although
48K games sound much better
when the 128 puts the BEEPS
through your telly. So if you are
thinking about upgrading from
K
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advice is to hang on in
there for a while, and see what
happens. Playing remixes o f
games you've already had a
good go at is probably not going
to be all that rewarding
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•  A  little different, this wordsearch puzzle — you
didn't think your faithful Comps Minion would make
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NAME

No, this isn't an April Fool! After
a little persuasive effort, your
humble Competit ion  Min io n
managed to  persuade the Big
Cheeses at Chateau Newstield
to cough up for a 128K Spectrum
as main prize in  th is CRASH
competition_ Da v id  Weste rn ,
from the Art Department put his

special horns ons, sharpened
his trident and  helped yours
truly to prod the financial people
into action. Now all you've 9otto
do is find the words listed in the
wordsquare, complete the entry
form and whizz i t  o f f  t o  128
COMPETITION, CRASH
TOWERS, PO Box 10, Ludlow
,

SHROPSHiRE, SN/8 108, making
sure it arrives before 24th May.

First all-correct entry wins the
Spectrum 128— and we'll throw
in a couple of 128 games just to
get you  going. The next  ten
forms drawn f ro m the  empty
128 box will earn their senders a
CRASH T Shirt — so make sure

you remember to put your shirt
size on the entry form.

Bonne Chance, co mme  u s
disent e n  FrancaiS. (Gu e ss
where this minion wants to go
on hots this year?)

You see, I'm not 9oing to give you a list of words to
look for in this particular square. Oh no! You've got to
find them for yourself. Hidden away in this jumble of
letters are the names of lots of CRASH type peoples
whose names crop up in the magazine regularly
.You've got to find them all to stand a chance of
walking off with the 128 machine - and I'm not even
going to tell you how names I've hidden away (HeelHee!).

Get your entries in to the 128 COMP at CRASH
Towers before the deadline, and mark the number of

I
names you discovered in the square on the back of
your envelope. Best of luck!

ADDRESS

P O S T CODE

T Shirt size
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Thrill to the secrets of the
mystical 1

SUBSCRIBER NUMBER1

There's no need to be a software wimp. Just a few short
weeks after participating in  the CRASH twelve month
programme of Softwareology you could become the envy of
your l e a r n i n g  about all  the latest and bestest
Spectrum games releases before they do. All you need is the
power derived from a MYSTICAL SUBSCRIBER NUMBER

Literally thousands of satisfied customers derive monthly
benefit from owning a  MYSTICAL SUBSCRIBER NUMBER
which brings joy and radiance to their countenances for a
whole year. Soon, you could be amongst them.

Confound your enemies who still stump down to their
newsagent every month to get their copy of CRASH — your
MYSTICAL SUBSCRIBER NUMBER will cause a copy of the
magazine to  pop through you letterbox once a month!
Receive CRASH days before your enemies, and fearlessly say
"Heil I already know that" to their faces when they tell you
which games are CRASH Smashes each month.

The CRASH Course of Softwareology, initiated by your
MYSTIcAL SUBSCRIBER NUMBER is available in twelve
monthly installments, cunningly disguised as apparently
innocuous copies of CRASH Magazine. Each and every copy
of the magazine contains lots o f  competitions, game
reviews, news and views on the Spectrum Software Scene,
tips and hints on gameplay, game reviews, features on
programmers and software houses, Oil bugs, game reviews
— oohl lots and lots of things. You can expect well over one
hundred pages — yes, that's WELL OVER ONE HUNDRED
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of them will be printed in pretty colours, too.
For the piffling sum of E15.00 if you live in mainland Britain,

you too can become the owner of a personalised M Y S
-
1 1 C A L
SUBSCRIBER NUMBER and a member of an elite amongst
Spectrum game players, capable of claiming discounts on
games ordered from Auntie Aggie at CRASH Mail order, All
you have to do is quote your MYSTICAL SUBSCRIBER
NUMBER with your written orders and Aggie will let you
have 50p off each individual game you're ordering that costs
more than E5.00. (The MYSTICAL SUBSCRIBER NUMBER is
not powerful enough to obtain extra discount on general
reader offers, or on programs that cost less than a blue one
you can't have everything.)
If you want to become a member of the powerful sect of

people who possess MYSTICAL SUBSCRIBER NUMBERS
whin a cheque or postal order for E15.00 if you live in the UK
or E22.00 if  you are a European person to Guru Denise,
Mistress o f  the MYSTICAL SUBSCRIBER NUMBER. Her
cover address is CRASH Subscriptions, PO Box 10, Ludlow,
Shropshire, SY8 1DB, so write to her there.

If you live outside Europe, it's best to drop Guru Denise a
line, so she can work out how much it costs to prepare your
personalised MYSTICAL SUBSCRIBER NUMBER that will
cause twelve consecutive issues of CRASH to wing their way
to you by magic.

•
I  ADDRESS

e

"Oh, and be a dear will you and fill in the form below, not
forgetting your post code. Don't forget to choose which issue
of CRASH you want your MYSricAL SUBSCRIBER NUMBER
to begin work on — it takes a few weeks to process your
MYSTICAL NUMBERS you know" Guru Denise

Mi go E l  •  i n  I n  •  •  •  •  •  •  •  M a i n  El  •  •  E l  I

Name

P O S T CODE

PLEASE MAKE MY MYSTICAL SUBSCRIBER NUMBER I
START WITH ISSUE

I

Take no gyp from Softies!
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I've said it in the past (and it's always true) that I've received a ton of
letters, but this month has passed all expectations! Before settling
down to sorting everything out I had typed in over 11,000 words
without any replies (the usual FORUM runs to approximately 6,500
including my replies)! The reason lies In the torrent of letters about
the December CRASH cover Wida y the 13th and the Christmas
Special issue. This month, however, most letters are concerned
with the December backlash rather than directly with the cover and
Domark advert. There have been so many that I'm afraid I've been
forced to edit them severely down to the salient (look it up) points,
so sorry if your entire missive has been shortened. Before diving
into the December back-backlash, here's a very serious letter from
fellow journalist Tony Bridge (adventure columnist for Popular
Computing Weekly), who has some hard things to say about the
Christmas Special.

TEMPORARILY
DISGUSTED
Dear Lloyd,
Throughout this letter, please
disregard the fact that I write for
another magazine, Popular
Comput ing Weekly — I'm a
'spare-time' journalist and as
such, am a member of the great
CRASH-reading public. I have
absolutely nothing to do with
the administration or editorial
policies of the ma9azine: in
short, I am not acting as a
representative of Pa l / The
following remarks come from a
temporarily disgusted (though
not yet disgruntled) reader_

CRASH is the one magazine
that I will buy, sight unseen and
with no lengthy investigation of
the contents at the bookstand.
The 'Xmas Special', therefore,
even with an asking price
inflated by more than 100%, was
too good to resist. As an extra
issue, between the December 85
and the January 86, it seemed a
good, if expensive, Christmas
present to myself. Of course,
there was page after page of
adverts-- only to be expected—
but nevertheless, there were a
few reviews and a short story, an
overview of 85 by yourself, and
several pages of Brewster: all in
all, a good bonus for the end of
the year.

How naive I was! It wasn't
until the February issue
appeared that I realised howl,
along with every other poor
innocent reader, had been
duped by Newsfield: there will
be others, more worldly perhaps
than I, who would not have been

taken in by your cynical
manipulation.

Let me explain; £1.95 is a hell
of a lot of money to spend on a
monthly magazine (how kids
managed to rationalise the
outlay I don't know). CRASH, as
I've said, is uniformly excellent,
and well worth the usual 95p —
and a bonus Christmas issue
would have been welcome, and I
would have been glad to pay a
little extra for the work that
would obviously have been put
into the issue by the staff of the
magazine. But strewth, Guy, this
was a regular monthly edition!

Before my eyes gave way. I
analysed as such as I could be
bothered of the difference
between this 'Special' issue and
a typical 'normal' issue, the
December one in fact. Your own
overview of the year's
happenings was an extra
feature, as was the two-page
short story (excellent, more of
those wouldn't go amiss): but
apart from these, it was more of
the same o r ,  rather, less of
some things and more of others.

Ads, for example: December's
170 pages contained 62
full-page colour ads (I couldn't
face counting the little black and
whites scattered all round the
place) — 'Xmas Special', 78
colour ads in 194 pages. Well,
it's Christmas and
understandable that software
houses should want to advertise
their seasonal goodies.
Competitions. Chrissy must be
the season for competitions, as
we were offered 14 against the
measly 4 in December's issue.
The games reviewed,as indexed
in the December issue, totalled

23: this figure rose to 25 in the
'Special', And Robin Candy was
graced with 9 pages (including 2
pages of a map) rather than the
previous issue's 4 (OK, 2 and
two halves!). That's the 'more';
but there were only 3 pages of
Forum in the 'Special' against
the 10 of December. Derek
Brewster came off lightly, with 8
pages rather than the 9 of
December. Editorial suffered a
little, the total in the 'Special'
being 92, against the December
issue tally of 95 (I've included

everything here, such as
Winner's Pages etc), Oh, I nearly
forgot the huge double-sided
poster: on its way to the dustbin,
it fluttered open to reveal an old
CRASH cover, I didn't see the
other side, still, it probably came
in handy to someone and was a
bonus, after all.

I'm sorry to bore you with all
these figures, but they are not
irrelevant to the argument.
Looking at the 'Special', it seems
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that there are a lot more adverts,
at the expense of just about
everything else — editorial
content is way down. To the
customer, it would seem that he
or she is paying E1.95 for more
ads, more competitions, just a
couple more reviews an le ss of
everything else. I was amazed to
learn, some months ago, that
magazines can actually be given
away, as it is the advertising
revenue alone (ie, the number of
advertisers that can be
persuaded to buy space in the
mag) that dictates the size of the
magazine, not subscriptions,
newsstand sales and so on.
Another interesting fact that
may not be immediately
apparent (though it would be
after lust a few second's
thought), is that competitions
are just another form of
advertising — the prizes are
offered, free of charge to the
magazine by the companyinvolved.

Why, then the inflated cover
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price of the 'Special'? During the
same period, Newslield
published ZZAPI at just 30p
more than usual (several more
pages and quite a few prizes)
and AMTIX! at the same price as
the previous issue (quite
coincidentally, its close rival in
the market place, Amstrad
Action, also kept its cover price
the same: hmmm). As I've
pointed out, it is advertising
revenue alone that dictates a
magazines size and profitability
and not the cover price a n d  I
believe that Newsfield's pricing
structure over the Christmas
period has been cynical and
uncaring of those readers (like
me) who have supported
CRASH from its beginnings as a
Mail Order Catalogue. There's
obviously no need for such a
huge price hike— E1.50 might
just have been in keeping with
the seasonal spirit, but 100%
plus ?  Such a crass and
obvious manoeuvre still leaves
me, after four weeks of

pondering about it, bewildered
and shaking with
disappointment, I shall continue
to buy CRASH as I believe it is
still one of the best computer
magazines available, but I can't
ever again find it credible in
serving the interests of the
reader.
Tony Bridge, Langley, Berks

As you say, Tony, hmmm.
Before going into depth, may I
say that I've had lots of letters
with kind things to say about the
Special— more, probably, than
those complaining. Okay,
honesty time. I've been around
CRASH long enough to know
how it all ticks, so I think I'll be
speaking for most people
working at News field. First off,
there were some of us here,
myself included, who felt the
price hike was far too severe (the
previous Christmas issue was
11.25 at the same size).
However, as a journalist, you
must know that decisions as to

size and contents of any mag are
taken far ahead of the actuality
of putting it together, and all I
can say in our collective defence
is that we thought there would
be far more editorial than there
was. Why? Well for one, more
advertising than expected was
booked, but most importantly
far less software was released in
time than expected. In
February's issue we were
swamped by the late Xmas
releases to the point where there
wasn't time, let alone space to fit' t
i
n
,

Now an important point is that
CRASH is fixed eta maximum
possible 196 pages (excluding
any loose leaf Insertions like the
poster). After this number of
pages the mag would have to be
'perfect bound' t h e  sort with
the glued, flat spine. This is
supposed to be prestigious, but
the process costs a lot of money,
worse— it ruins 2-page spreads
because you can't see all of the
centre area of the pages, and
worst— you wouldn't be able to
put it in your binder.

Your editorial/adverts
analysis shows an improvement
of only 8 pages over the
December issue, although the
poster did add another 16. On
this score, I'm sorry you
disapproved. Over the many
months since CRASH No!,
we've received countless
requests for the cover to be used
as a poster, and! think manyreaders found it excellent.

To your point about free maps
paid for by advertising, Ican tell
you that to date there hasn't
been a single issue of CRASH
where the advertising revenue
would have paid for the map and
allowed us to give it away like a
freesheet There simply aren't
the magnitude of advertisers in
this business to support us that
way. As fares lam aware,
Amstrad Action did raise the
price of its Christmas Special—
there was no 'price rigging'
going on there between the two
publishers, I assure you/

To sum up, I think we all did
our best to provide a good value
issue for Christmas, we were
slightly defeated by the
available material for review,
and I think we all agree that the
cover price was set far too high
at an early date. As a
consequence of our collective
feelings, there has been a
significant attempt to return thecost to readers. The Feb issue
was packed and forthe first time
there was colour on every
editorial page. Now with this
CRASH there is the 24-page
Robin Candy Supplement
Special which is effectively a
free present to the reader. These
moves may not make full
compensation to those, like
yourself, who felt ripped off, but
I hope it shows that Newsfield IS
credible in serving the interests
of the reader.
LM 1
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THE BACK  BACKLASH
Dear Lloyd,
After reading through issue 25
of CRASH, I noticed a letter by
MeIlany Robinson of Surrey
saying that a lot of the covers of
CRASH 'have great sexual
overtones.'

There is only one word I can
think of that sums her letter up
— BULL****. Before she wrote
to you I bet she never thought
about the 'great sexual
overtones' in TV
advertisements, or whether her
family gets The Sun or The Star
(who have famous page
numbers we all know) and
whether her nine year old
brother looks at these,

She also states that 'I also
don't see what skimply clad
women have to do with
computers', well, what does a
man wearing black and doing
various stunts have to do with
Milk Tray?
Karl Bullimore. Lincoln

The outraged parents who
wrote to you have a valid point
but I urge them to think further. If
they are concerned about the
influence the media has on their
kids they should examine more
than a magazine's front cover.
Children of all ages can
experience violence and horror
just by watching TV
programmes like Masters of the
Universe through to Knight
Rider and the A Team all of
which depict scenes of over the
top violence.

This however does not excuse
your magazine from being
insensitive. By publishing
material that is in bad taste
CRASH is adding to a bad
situation arid Domark should be
lobbied not to produce games
like 13th. It may be a 'bit of fun'
but the connotations of such
material may be far reaching.
Martin Wright, Chigwell, Essex

As an old crinkly of 33 with a lad'
of nearly 10 I must take to task C
Hayes in your last issue. My 'lad'found neither the cover or said
pages 'frightening and horrible'.
No doubt C Hayes and his/her
moral majority would say 'Ah
yes, but he's been brought up ona diet of TV violence and video
nasties' — not so!, we very
rarely watch TV except for
childrens, sports, and family
entertainment programmes and
we don't possess a video
recorder.

C Hayes goes on to mention
that he/she works for a
'NATIONAL NEWSPAPER -
wow!! considering that 90% (a
CRASH Smash?) of these
bastions of good taste print in
one day more 'shock Horror',
muck raking, pictures of topless
girls, death and distress, than
CRASH could print in 100 years
he/she has got more front than

42 CRASH April 1986

Samantha Fox!!! I suggest that
C Hayes gets his/her own house
in order before critising others,
and lets face it, it was all in fun
anyway and we all need plentyof that in our lives.
PR Tinker (Mr), Sutton. Surrey
PS I personally have
encouraged 2 friends to buy
CRASH and when I asked my
newsagent to send back his
'NATIONAL NEWSPAPERS' his
answer was unprintable in
CRASH, but fine for any Daily!

I don't suppose many parents
stop their children watching
programmes like the A Team,
which !think you would agree, is
a lot more violent than a picture.
Enough said.
M Horgan. Erdington,
Birmingham

Most of the letters printed (re:
the December CRASH) seem to

reflect an angry minority who
think they should hide their
children from nasty pictures that
have the remotest chance of
warping their minds. From my
own experience of school life
their minds will be warped by
older children anyway.

hope you continue your
service as it is. Nothing is puke
making about a CRASH cover.
James Swinbum, The Rectory.
Churchstanton, Somerset.
Three of the letters were from
parents and the other one was
from a sister. The actual children
didn't write in to complain did
they because in my own view
the kids probably liked the cover
and the parents complain
because they think it is
degrading arid not fit for theirchildrens eyes. (This also
applies to the so called 'sexually
explicit' covers as well). I think •
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the cover isn't horrific at all and
after all it's only a picture. The
covers are down-to-earth and
aren't stupid like some other
magazines, which will remain
nameless_

The other point which was
mentioned by the parents was
about the advert on page 39. The
ad is suitable for the game in my
view because the game is based
on a cert. 18 film and an advert
with poncy pictures on would
look daft. So all you pathetic
parents out there leave CRASH
alone and go back to arguing
with your neighbours.
A Schofield, Bradford, W Yorks

Boy are you a turkey!
In your Forum (Feb CRASH),

you had a big section on sexual
overtones and violence. In this
there were many nasty
complaints, some of these you
only just managed to wriggle
out of, and then what to do you
do? You only go and blow it all
by putting in an advert for 'THE
LEGEND OF THE SCANTILY
DRESSED, SHOULD BE
CENSORED AMAZON WOMEN'
which was a load of badly drawn
rubbish anyway, and a rude
piccy of a naked woman from
MIKIE, YOU JERK!

About the violence bit, its a lie,
and you'll find that the people
who read 2000 AD are the nicest
folk you could wish to meet. (If
you disagree, me and the boys'll
be round to LUDLOW to sort you
out. You have been warned)
Mark (I, of the Hairstyle) Duncan,
High Barnes, Sunderland

I was disgusted at the issue 23
cover. Yes I was disgusted that

' t h is  cover drawing was not
made into a full size Oliposter!
What, I !leer you say. We
thought that the cover in
question was an excellent piece
of work by Di, and people who
despised it must be soft in the
head or something. I didn't
realize that you had turned into a
comedy and jokes magazine.
This is the impression I got after
reading the letters on THAT
cover in issue 25. 'Sexual
Overtones' and 'computerized
sex-orgies' indeed. The only
things I agreed with in that
section were your replies, and
the fact that RA Barustain said
he might be regarded as a
'reactionary old fuddy-duddy'
Quite right Mr Barustain! I
applaud Oli's artwork, and was
fascinated by the On the Cover
profile on him. In fact the Xmas
Oliposter was so good, I almost
bought two issues, just so I
could hang up both sides of the
poster_
Martin Hall, Wetwyn, Herts

Okay, th in k that's all there's
room for on this subject! Thank
you to everyone who felt
compelled to write in defence of
Oliver's artwork— he was
beginning to wonder whether to
r
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TOO ORIGINAL
FOR THEIR OWN
GOOD

A slight break with tradition here
— as (started off with Tony
Bridge's letter, and then went
into the Domark back-backlash,
it meant pushing the letterof the
month further back into the
column. Fear not, though, forhere it is.

Dear Lloyd,
I don't know if anyone else has
noticed but there are certain
games which are just too
original for their own good. I
refer to games such as Deus Ex
Machine — a game which
received very good reviews but
never really hit the charts with
any impact. At the moment I can
see a number of other games
which in my opinion are in the
same category, namely Tau Ceti
and Gyroscope. It is just a sad
fact that peoples taste excludes
games such as these. Personally
I wouldn't buy any of these
games although I recognise the
fact that they are all highly
original, well designed games
which have received goodreviews.

What games would I buy?
Games which I enjoyed in the
arcades — Commando, V iew
Kung-Fu; games which have
captured my attention through
magazine ads and reviews —
Sorderon's Shadow, Way of the
Exploding fi st Shadowfire
among others. Now all these
games are original in their own
way but they have another
factor which sets them above

the bunch, What is it? The
answer — I don't know? But I do
know that this unknown factor is
what each of these games has
and will from hereon, be known
as The K-Factor' (after me,
Keith). I'm sure you will agree
that what I have said is true - if a
9ame lacks the 'K-Factor it lacks
impact.

Isn't it brilliant to see games
getting better and better in such
a short space of time. You don't
have to go back to the early days
to make comparisons in
programming skills— compare
this year's games with last
year's and you'll see what Imean,

Finally, did you know there is a
school over here called Tir Na
Nog; and just recently a new
Jewellery Exporter opened in
our village itself called Tir Na
Nog!
Kevin McClearn, Co Down. N
Ireland

It's nice to see someone who
thinks things are getting better! I
must say, looking back on the
past 20 months or so, I'm
amazed at how far Spectrum
games have progressed in
quality both of graphics and
ideas. It's almost as though the
assumed limitations of the
machine have forced
programmers to supercede
themselves each time they write
a new game, and I'm sure Sir
Clive never imagined for a
moment, the things people
would make his machine do.
Anyway, Kevin, for your
encouraging thoughts, you getthis month s E20 wont; of
software of your choice, on its
way.
LM
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HOW COME?
Dear Lloyd,
Here are some baffling
questions about a game review
in issue No25: How did this
game get 96% overall? How did
this game become CRASH
magazine's best game of the
ear? Have the members of

CRASH got shares in Martech?
Are the CRASH reviewers
insane? Are we talking about the
same game? Was this review a
Russian form of code to help theKGB?

You've probably guessed the
game. Yes it's ZoIds. I find it a
boring game. Why did your
friends at CRASH like it so
much?

As always, I took heed of
CRASH's advice and spent my
hard-earned money on this
game. After reading my way
painfully through the mass of
instructions, I loaded the game
(which I found the most exciting
part).

Am I doing something wrong
in destroying this 'enjoyable'
game? Please tell me how you
destroy the city domes to get the
pieces of Zoidzilla.

Finally, the cassette says that
the 'battle begins', Does this
mean that Martech are going to
continue the story of the Zoids
(more money!l?
N Carter, Hereford

My 'friends' at CRASH enjoyed
playing the game, in fact they
thought it was excellent, that's
why a got 96% overall. I haven'theard whether Martech intends
a sequel, but I would have
thought it likely,
LM

SPINIES ON THE
INCREASE
Dear Lord Mangram,
Let me introduce myself, my
name is Viscount
Thrumblewiszt P.R.A.T. and I'm
chairman of the world famous
and rapidly expanding Spiny
Norman appreciation society.
'Well what'sthat got to do with a
computer magazine' you might
think, well if you dig up
September's 85 issue of CRASH
and turn to the feature on Odin
Computer Graphics then the
penny should finally drop. There
on page 43 displaying a screen
from Robin of the Woods is our
Lord and Master himself, that
immortal personage Spiny
Norman.

Who? I hear you cry, well let
me fill you in on his illustrious
career. Spiny first hit the big
time when he was signed up (at
a record fee for hedgehogs at
the time) by the BBC to do a
number of cameos in the current
hit series Monty Python's Flying
Circus. He then sought fame and
fortune across the Atlantic,
destined to become a legend on
the silver screen, films such as,
A Hedgehog For All Seasons,
and his oscar winning portrayal

in The Marathon Hedgehog. But
it was probably the character,
The Hed9ehog With No Name in
the classic, A Fistful Of Lettuce
Leaves that won him
international acclaim as a star
who was here to stay. He also hit
the headlines a few years ago
when he returned home to pose
(for an estimated 500,000) for
the front cover of the second Not
The Nine O'Clock News album.

So reading September's
CRASH and seeing our hero
about to be emblazoned on our
TV screens in a new computer
adventure game I waited
patiently for the game to hit the
shops, bought it, loaded it and
played it, and played it with no
sign of Spiny anywhere. Then it
clicked, of course, there must be
millions of other people in the
same situation as lam, Odin
never had any intention of
having Spiny in the game, it was
just a cheap and nasty low down
trick to boost the sales up a bit,
and if it wasn't the fact that the
game is very good I'd probably
sue the **** out of them.

Yours slightly fumingly,
Viscount Thrumblewiszt (A.K.A.
Chris Browne), Chilwell, Notts
PS Anyone wishing to join the
Spiny Norman Appreciation
Society can do so by sending me
a used 10 note and in return they
shall receive a thank you note.

Last month I was threatened by
an irate reader who intended
setting his ferocious hedgehogs
onto me, and now this, I'm sure
Odin had every intention of
starring the spiny wonder, but at
500,000 per appearance the
game would have been far too
expensive to market. I've just
discovered, talking about the
spiny insectivorous quadruped,
that a retired Major living in
Ludlow actually has a hedgehog
society, you know the sort of
thing, where they go round
building hedgehog walkways
over cattle grids and tunnels
under roads. There's also a
computer society, which says a
lot about our cosmopolitan
attitudes up here in the sticks.
I M

LOVE AND KISSES
TO AGGIE
Dear Lloyd,
I arnwriting to you about that
celebrity of Crash Tower's the
one and only Aunty Aggie who
is a credit to this great magazine.
I think she is just great, she is the
mailbag master the lovely letter
lady who sends all your reader's
this great magazine and also
sends out prizes and goodies
not to mention all the twenty
quids worth of games to the
writers of star letters, and who
do you think gets the credit, Mr
Lloyd Mangram the popular big
spender, well I think its time
good old Aggie got some fame
and fortune and should have her
photo printed clearly at the top
of Mr Lloyd (Credit Stealer)

/
) 1
1
" .
_  
-
1
1
1
1
1
1
1
1
w
- -

Mangram's name on the letters
pages.

Mind you I think Aunty Aggie
is really Lloyd Mangram's
excuse for all the problems with
the output of CRASH.

If I win twenty quid's worth of
software I'll forgive you Lloyd.
Matthew Bradshaw, Fettham,
Middx

What output problems?! Let me
tell you this, Matthew, without
me writing marvellous answers
to letters and encouraging you
to write back. Aggie wouldn't
have anyone to send goodies to
en the first place.LM

GO HANG
YOURSELF, LLOYD
Dear Lloyd,
I was very pleased to see the
picture you printed of the Lunar
Jetman trailer. I found the trailer
myself, but nobody I told would
ever believe me! Now all you
can say is 'Gosh'.

What about a full cringing
apology to all the people you put
down and a couple of weeks on
the Ludlow gibbet, at the very
least?
M Fletcher, Gloucester

Gosh. I know, isn't it amazing
what an intrepid reader can do
with some imagination and a
good art utility?

JUST A QUICKIE
Dear Lloyd,Lloyd,
I think Design Design arewonderful.
Ruddi Martin, Aberlour,
Banffshire
PS Can I have Robin of the Wood
and Tau Ceti for the shortest
letter mentioning Design
Design?

No you can't.
LAI

Ah well, all good things must
come to an end. Time to put the
cracking leather casing back on
my humpy Hermes typewriter
to ensure that the ever
inquisitive fingers of a younger
generation brought up on word
processors don't pry and poke
into its inner mysteries (Candy
take note), and time to leap
aboard the trusty Mangram five
speed racer to hurtle back up
into the hills and my small, cosy
cottage, I'll be back with more
letters next month, in the
meantime write to LLOYD
MANGRAM, CRASH FORUM,
PO BOX 10, LUDLOW,
SHROPSHIRE SYS 1DB

I
E
M
I  
M
E
I  
I
=  
M
E 
I
M 
1
1
9
1

ENSURE YOUR REGULAR
COPY OF CRASH
When a  magazine is rising in circulation as rapidly as
CRASH is doing it tends to sell out immediately and you
may experience difficulty in  obtaining your copy every
month. So the best thing to do is place a regular order with
your local newsagent, which you can do by handing himthis form,

Please place me a regular monthly order for
CRASH Magazine.

Name
Address

To the Newsagent:
CRASH Magazine is published in the middle of every I
month b y  INIewstield Ltd,  1 -2  King Street, Ludlow,
Shropshire SY8 lAD. Tel: 05845851, end distributed to the
newstrade by COMAG (08954 44055). Please check with
the publishers i f you have any difficulties in obtaining
supply.

MEI M E  I n n  I =  II
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REPLYING TO 'MR
ANGRY'
Replying to 'Mr Angry' (Feb
Issue CRASH) and his
accusations that software
houses advertise too early to
make a quick kill, here 4v a letter
from Gary Mays of PSS

Dear Lloyd,
Whilst I wholeheartedly
sympathise with mr. Angry's
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sentiments (CRASH Feb issue)
regarding pre-release
advertising and understand how
frustrating it must be not to be
able to buy the games as soon as
they are advertised. I think your
answer covers the issue
relatively well. I would only add
that I bet he doesn't find it half as
frustrating as I do when I see all
that advert is ing expenditure
disappearing from our bank
balance and no product in the
shops!

I would only like to add that
since Swords and Sorcery we
have not advertised any product
until it has been finished.

The point in his letter I do take
exception to is his suggestion
that we are 'morally and
ethically wrong' in takingcustomers' cash for an
unfinished game. Mr Angry has
obviously never bought a game
mail order from PSS or he would
realise that we NEVER cash a
cheque or process a credit card
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until we have shipped the
product. There have been times,
not least during the Swords and
Sorcery development days,
when it was very tempting to
cash all those lovely cheques to
ease cash flow, but not once did
we do it. So please Mr Angry, get
your facts right before going to
print y o u  probably don't
realise the damage you can
cause by spreading
mis-information in a magazine
as widely read as CRASH.
Gary Mays, Managing Director,
PSS, Coventry

REMEMBER THE
MICRODRIVER
Dear Lloyd,
am writing to you to make a few

plea's — not to you in particular,
but to people who probably read
your magazine, to software
houses, and to a member of the
CRASH team.

First off, a plea to software
companies to ask them to do
something for us poor
microdrive owners. We (the
microdrive owners) bought the
little machines with the
intention of using them to load
our favourite programs very
quickly, but because the drives
need careful programming, it isvery difficult if not impossible to
transfer the majority of
programs. so please, software
companies, put a save to
microdrive option in your
programs, or even offer a
service where people can send
in a blank cartridge to the
software house which will
record the program required onit,

I realise the question of piracyis brought to mind, butt feel sure
that programmers can combat
this a n d  p ro d u ce  a n  u n -
copyable transfer on cartridge.

My plea is to you, or another
member of the CRASH writing
team. Someone could have a
column every month which
gives details of how to transfer
certain popular programs onto
the microdrives (perhaps Robin
Candy could expand his pokes
and playing tips section to
incorporate such routines.)
John Anthony Hurst,
Workington, Cumbria

It's a good point — the potential
of the microdrive is sadly
unrecognised by software
houses in general. However,
nearly any program can be put
onto microdrive by using one of
the utilities which so many
software houses want to see
banned from advertising. As has
been said before, while software
houses fail to satisfy their
customers' needs in this matter,
the tape to microdrive
are important. If you look in
most issues of CRASH, John,
you will see adverts for transfer
utilities and Robin Candy did
review a selection some months
back (No17, June 85, page 92).LM



A GREAT SEQUEL
Dear Lloyd.
I recently bought Ultimate's
excellent Guntright.lwas told at
the shop, 'Looks just like
Nightshade. On playing it I
thought yes it does, but there's a
oame in there this time. I playedit for 2 weeks solid and I'm still
completely hooked, Anyway,
I'm sure you've had thousands
of letters saying it's crap, exactly
like Nightshade! People who
write these sort of letters need
shooting with a very big gun! I
mean OK it looks like
Nightshade, but the game itself
is totally different and fun to
play, Just going round shootingcitizens is fun itself! But the
shoot out scene is amazing! So
stop getting at Ultimate, plenty
of other companies use graphic
ideas from their previous games
too, Gargoyle for example.
Ultimate have also made more
breakthroughs for the Spectrum
too, just think what they could
do with the 128! So stop singling
out Ultimate and getting at
them, remember the Spectrumwouldn't be the same without
them.
Ian Bell, Yeadon, Leeds

Oddly enough, I haven't seen
that many letters complaining
about Gunfight in the way that
readers argued about Knight
Lore and Alien I  say 'oddly',because/admit that/had
thought I would, considering
how alike, once again, the two
games look. Nevertheless, it's
back to the earlier argument
about sequels, and perhaps lots
of readers, like yourelf, found
Gunfri.ght an improved game
i g n  Nightshade.

HELP FOR THE
SKINT PINK
Dear Lloyd,
In reply to John Decimer's and
AACR W1SOC's letters in issue
25,1don't agree with them. They
say that software companies
should not advertise games
yonks before they actually
market the game. I totally
disagree with this. For example
when I saw Rambo advertised I
thought, great I'm gonna get it,
only trouble was I was skint pink,
so I started to save, and by the
time I had accumulated the sum
of 17.95 Rambo had just
appeared in the shops.

The fact is they advertise
yonks before the market game
to let CRWASOC (CRASH
readers who are short of cash)
have time to save money before
the game is published. I'm sure
wads of CRASH readers would
agree with me. As for the Great
Space Race saga, I bought the
game and was pleased with it sower nev.
Wayne Birch, Caistor, Lines

Well Ws a novel interpretation,
Wayne, and who knows, you

may just be right too, although
I'm dubious about your
credibility in enjoying GSR Still,
each to their own, I always say.LM

UNCRACKED
NUTS
Dear Sir,
On 11/2/85 I ordered Nutcraka
from Software Projects. I wrote
again one and a half months
later to ask why I had not
received the game, and the only
reply I got was an envelope full
of photocopied adverts for their
games, Since then, all my letters
have been ignored, and my
cheque cashed. I have
threatened legal action, but
even this has failed to make
Software Projects do anything. I
am therefore writing to you to
see if you can do anything about
this. As you have carried
advertisements from Software
Projects in the past for this
game, I feel that you should
check that games advertised are
actually available or at least
written before publishing
advertisements.
John Yeates, St Clement, Jersey

Well Nutcraka was certainly
amund and available at the time
we reviewed it. I can only
assume that something or
someone has slipped up at
Software Projects in processing
your order and in responding to
your complaints. Anyone at Soft
Pmj able to help, please?
LM

RECORD? •
IS THIS A 111-

Dear CRASH,
After months of waiting,!
hereby claim to be the first
CRASH reader to own a
Spectrum 128 in Britain. I
bought it on Saturday 15th
February at 9.42 am. Can anyone
beat this?

I would also like to know how
128 games will be reviewed inCRASH for future issues. Will
they be reviewed alongside
each other or will the magazine
be split in to two sections, 48K
and 128K?

Either way, with the
emergence of the 128 it ensures
that CRASH will continue to run
successfully, and long may it
reign!
Andrew Page, Shirley, W
Midlands

A policy on how 128 games writ
be reviewed hasn't yet been
firmed up, largely due to the
time Graerne Kidd spends in the
broom closet looking for the
comps minion, but/expect we'll
get round to it someday in our
usual, endearing fashionLM

SPECTRUM
IN MANCHESTER

ONE OF THE BIGGEST
RANGES OF SOFTWARE
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MANCHESTER
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CODELESS IN
LODE RUNNER
Dear CRASH
I have bought and enjoyed every
issue of your magazine and now
write to you to relate a sad tale.
Whilst shopping I spotted in one
local Co-op a bin with countless
software cassettes, all going
cheap. I dug in and managed to
come up with a cassette missing
its inlay and without a price,
Lode Runner by Software
Projects, and was told I could
have it for 99p.

As the RRP was originally
£9.95 I was well pleased andremembered it had received a
pretty favourable review
(Christmas Special 198415).

Once home I loaded the game
(and some people may have
guessed already what happened
next) and found a code had to be
entered to start. The reference
sheets with the codes on was of
course missing with the inserts. I
returned to the store first to see
if the inserts could be found. No
Luck. I was offered a refund but
did not want this. I rang
Software Projectsto be told they
would not and do not issue

48 CRASH April 1986

replacement code charts. I can
appreciate the motives behind
this approach but how can I
prove I do not want to pirate the
game? I have never pirated
software, Can anyone help?
After all Lode Runner is an old
game now. I know I only paid
99p but I suspect some people
have paid full price for software
and subsequently lost or
damaged the all-important
codes. Or maybe I am unique,

Anyway I hope this serves as a
warning to anyone who buys
software with anti-pirate
devices— DONT LOSE YOUR
LENSLOKI DONT CHEVV YOUR
CHART! Also make sure that any
reduced software contains
manuals etc I  didn't realise
Lode Runner was protected this
way although I have bought
JSW.

Hope you can help and keep
the quality of CRASH as high as
it has been for these two years.
KJ McGoldrick, (The victim of
circumstance!), Thurmaston,
Leicester

That's a very sad tale indeed,
and a cautionary one_ Can
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WHERE'S THE
ORIGINALITY
GONE?
Dear Lloyd,
How would you like to
continually receive a string of
letters written by the same
people, concerning the same
topic? You see every time I load
up a game these days, I feel this
huge wave of deja-vu sweepover me, I realise that I have
exaggerated a little, as no two
games are exactly alike, but
think of the number of sequels
and such released these days.
Games such as Dun Darach,
Marsport, Allen 8, Dragontorc,
Everyone's a Wally, Herbert's
Dummy Run, Back to Skool,JSW
//and Monty On The Run should
refresh your memory. I'm not
disputing that many of these
games are excellent, but they
will not benefit the market, the
buyers and the producers in the
long run. I mean, take a look at
the time that people have taken
solving the original, and
compare it with the time they
take to solve the sequel. Even
me, one of the most hapless
games players ever to grasp a
joystick can average around half
the time for a sequel, than it took
me to solve the original. I'm sure
that if you look at the letters you
receive from your readers
solving games and compare
them to release dates of said
games, you will find that I could
have a point.

I suppose that half the blame
should really fall upon the
consumer, as we seem to be
fearful of new and fresh ideas,
(witness Deus Ex Machina), thus

forcing software houses to
revert back to tried, tested and
tedious ideas.

In fact, I am sometimes forced
to believe that many new games
are really old ones with extra
bits tacked on. The main proof of
this being the development time
between an original and its
sequel, Take the Wally series for
an example. After Pyjamarama,
the others appeared within a
space of months, and in some
cases were solved in a space of
days.

Ah well, I've said all I wanted
to say, except for, here's hoping
1986 will not be the year of the
flogged horse.
S Dass, Hailsham, E Sussex

Sequels have always been, and
will always remain, with us. A
successful formula is something
every manufacturer looks for,
because it is one of the best
ways of recouping development
costs. Look at novels, there are
writers of 'popular' fiction who
churn out tens of almost
identical books with slight plot
and character alterations, yet
they remain popular because
the reader enjoys the type. The
trick is to keep the plothnes
exciting. I think you're being
rather harsh in summing up the
industry thus, especially as
many of the titles you listed are
excellent, and the sequels
frequently better than the earlier
games. However, I certainly
agree that there is a danger of
stifling original thought, and
that it is often the public who are
as much to blame as the
software houses and
pmgrammers.LM

LEAVING OCEAN
SMASHLESS
Dear Lloyd,
In 1985 Ocean Software
produced eight high quality
computer games of which only
one Frankie goes to Hollywood
received a CRASH Smash. This
has brought my friends and Itothe conclusion that the CRASH
reviewers have (putting it
mildly) something against
Ocean.

This conclusion began to take
shape in 1984 when the best
olympic game ever, Daley
Thompson's Decathlon (as if I
have to mention the name) did
not get a CRASH Smash even
though at that time it was the
best game ever to appear on the
Spectrum. Even more evidenceof this arose in issue 13 in which
Match Day, Gift from the Gods
and Hunchback2 should of been
CRASH Smashed but were not
for some stupid reason. Later
that year you finally gave Ocean
a Smash for Franke but I believe
you would not have if Denton
!Designs hadn't programmed it.

Then in, November along
came Super Test which
although in my opinion was not
quite as good as Decathlon it
was just as good as Imagine's
CRASH Smashed Hypersports
but only received 76%. You
could reply that Ocean and
Imagine are really the same
company and so they got 3
CRASH smashes last year, but
you won't because I know very
well that Imagine have different
programmers working for them
than Ocean.

To be fair though I don't rate
Roland's Rat Race or Kong
Strikes Back worthy of CRASH
Smash labels, but Pud Pud is
worth considering.

To be honest Lloyd I can't
imagine my letter getting any
further than the bottom of your
waste bin because you will be
too embarrassed to print it in
your magazine but I would
consider reviewing Ocean
games properly in the future or
they may withdraw all their
adverts from your mag and
leave you a bit short of cash.

Please make sure Rambo is a
smash — lean honestly say I do
not work for Ocean Software.
Jason Harding, Stockport,
Cheshire

We have always reviewed Ocean
games 'properly', although it
rather depends on what you
consider under the heading of
'properly'. I have in the recent
past admitted that in respect of
everyone's reaction to the
games, CRASH probably got it
wrong as far as DT's Decathlon
and Match Day were concerned.
However, the several reviewers,
who all played both those
games, and enjoyed them a lot,
still thought they just missed.
Your argument that we probably
only awarded Frankle a Smash
because Denton programmed it,

is a bit silly in the light of your
mentioning the failure of Gift
From the Gods to get a Smash —
after all, it was also
programmed by Denton
Designs. I know at the time we
thought it was very good,
perhaps a bit slow, but mostly
that it was quite original in
feeling and therefore might not
appeal to everyone's taste. It's
often very hard to work out
(especially when most
reviewers really like a game)
what a final rating should be
when there are some
reservations about its appeal to
the public — after all, I get
enough letters of the 'how come
this was ever made a Smash?'
kind. Like the next one in fact
LM

PIRATES OF
PORTUGAL
Dear Lloyd,
I'm a 17 year old Spectrum
owner. Last week I saw your
Christmas Special issue in my
newsagent's window. I read itfrom cover to cover and back
again. Your magazine is just
fabulous; it's something really
OTT. It's so good that my friend
is going to subscribe it as soon
as he gets the money.

Now for the real purpose of
this letter: I want to write to you
about software piracy in
Portugal. The problem is that
there just isn't any legitimate
software in Portugal. Every
software shop I know sells pirate
copies. Even the big computer
shops sell pirate copies (the
example of this is Tridus, a big
shop that introduced machineslike the ATARI or the CBM in
Portugal and that sell pirate
copies only). There is a good
explanation to this situation: the

prices of original programs. In
Portugal a secondary school
teacher earns a salary of a
maximum of about E195, and
that means working 22 hours
per week with 3 or 4 classes of 30
students. Around here someone
that has a salary of about £400 is
considered an extremely well
paid person (that person is
considered as belonging to the
medium-high class).

This isn't all, in Portugal the
average worker has to work 750
days to buy himself a car, while
in Germany only 135 days are
required. All these figures are
right (my dad is an economist
and has access to several
statistics). So how can anybody
in Portugal afford to buy
programs with E9.95 tags on?
You could ask the same thing
about computers, but the
answer to that is quite simple,
our banks provide a special
credit for that as part of the
modernisation effort and Timex
has several factories here
making Portugal one of the
countries that has cheaper
computers.



This way we are all pirates
around here_ All the other kids I
know buy pirate copies and then
copy them themselves. I only
buy one program once in a
while, but every week I get a new
one from a friend. I don't think
that this is wrong (me making
copies, that is) because we have
a saying around here, 'thief that
robs thief has 100 years of
pardon' (not very pretty in
English, but it rhymes in
Portuguese), What is the moral
of this letter? Simple:
sometimes the Only way of
selling programs is by selling
pirate copies. And the retailers
don't bother with your new
protections, things like Lenslok
are easy to get around, if you get
my drift. You just have to
eliminate the routine that
scrambles the characters! This
is all. I hope you will continue to
have such a wonderful
magazine. Keep up the goodwoad!!
Pedro Miguel Loureiro, 2900
Setubal, Portugal.

I'm not sure that there's a very
easy answer to that one, Pedro!!
wonder if any British software
houses, dealing with Portugal
have any comments to make?

ANY STREET CRED
FOR STREET
HAWK?
Dear Lloyd,
Where is it?? Yes you know,
don't come the innocent with
me Lloyd. Every morning I rush
to the post hoping to find the
elusive copy of, yes you guessed
it, Streethawk. My parents are
very worried, for they have seen
me turn f ro m space-bashing-
mega-kid to post retriever.

Seven months ago me, and no
doubt m i l l i o n s  o f  sp a ce -
bashing-mega-kids, took up an
offer no human Spectrum
owner could refuse. My first
choice arrived a couple of

months later and I was mildly
satisfied, but the big one was
still to come.

Five months later I still wait.
My friends at school mock me
and laugh in my face, 'what a
con' they say, but I fire back and
tell them 'CRASH would never
do that!' My loyalty now begins
to sway.

Are Ocean and CRASH on a
big fiddle or has Ocean just not
met its deadline (by 5 months),
or has Auntie Aggie been
kidnapped b y  L S S  (Lud low-
Special-Service). I suggest that
CRASH pulls its finger out or
they will find many subscribers,
like myself, not bothering to
renegotiate our current
allegiance.
SD Curt, Chef-sham, Surrey

No one could blame you for
thinking something odd's going
on. You are indeed one of
several thousands lot the last
count) waiting for the
subscription offer on Street
Hawk PoorAggie land I) get it in
the neck,, she on the phone, me
in the mail bag monthly. The
harsh fact is that despite its
being advertised ALMOST A
YEAR AGO, the game hasn't
been finished. This has caused
CRASH an enormous
embarrassment. As far as
know, the subs dept accepted
the game in good faith that it
was almost completed at the
time of typesetting the
subscription ad. If you look
carefully, the ad does state 'not
quite ready, may be some small
de/ay'ezc. No one realised at the
time that the delay would be
some 9 months! All I can say
now is 'sorry', hang on, it is
coming — I think, ISn't it Ocean?LM

PREMIER LEAGUE and
EUROPEAN TROPHY

FOOTBALL MANAGEMENT
STRATEGY GAMES FROM

E & J SOFTWARE
PREMIER LEAGUE

OUR POPULAR LEAGUE G A ME  –  FEATURES INCLUDE:
Training, Team Select ion, Subst itutes, Half -Time Scores, Full
Squad Details, Named Goal Scorers, Team Styles, Save Game,
Financial Problems, Five-skill Levels, PLUS MANY, MANY MORE.

AND NOW!
EUROPEAN TROPHY

A SUPERB EUROPEAN COMPETITION STYLE GAME WI TH
THESE GENUINE FEATURES: Home & Away  Legs, Away  Goals
Count  Double,  Two  Subst itutes Allowed,  Extra Time,  Penalty
Shoot-Outs (with sudden death), Five-skill Levels, Injury Time,Match Penalties, PLUS MANY, MANY MOREI
* * * * * * * * * * * * * * * * * * * * * * * * * * * *

SPECIAL FEATURE
Transfer your PREMIER LEAGUE winning side into EUROPEANTROPHY
* * * * * * * * * * * * * * * * * * * * * * * * * * * *

48K SPECTRUM
Both these quality games use the Full Memory  of your Spectrum
and can be played separately or as companies games –  STOP
SPECTATING –  START MANAGING.
Both games are available b y MAIL ORDER ONLY a t  the
UNBEATABLE VALUE of E5.25 each or send SAE for full details.
SPECIAL TWI N PRESENTATION PACK O F BOTH GAMES

AVAILABLE AT ONLY (9 . 95
Price includes postage & packing (add f  1_00 outside UK).

E &  J SOFTWARE (Room D)
34 Lordship Road, Cheshunt, Herts EN7 5DP
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TAKE TO THE TRACK IN STYLI,

NEAAAOINI Zooming along the cover
for  TRACKER, Me  str ategy avargame

that Rainbind should he publ ishing
SCOWL

Two Chances to win E1,000
worth of Kart and Karting
Gear, courtesy of Rainbird

When it comes to Competition prizes,
Rainbird doesn't mess around, The
chaps behind Firebird's sister

' software house are offering two
:thousand pounds worth of Karting
goodies in this competition.
Rainbird's got SOMO pretty maior
plans when it comes to publishing

• software, too. ART STUDIO has WW1
some serious acclaim — voted the
best Spectrum Ari Utility by CRASH it
should soon be appearing on other
machines. And THE MUSIC SYSTEM
and THE ADVANCED MUSIC
•SYSTEM have really made a hit with
'Mist rad and Commodore owners.

yone interested in making music,
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would be daft not to get hold of
Rainbird's Tuneful Software.
But these major successes are but
peanuts, as far as the Rainbird crew is

' concerned. They're going for the big
time in the games market, and intend
to tackle the big American software
publishers at their own game.
reversing the trend of American
Imports. And from what we've seen
so far, there's some pretty impressive
product due from Rainbird's perch in
the coming year.

The first Rainbird adventure game,
THE PAWN, did more than raise a few
eyebrows when it was unveiled on
the Atari ST in Las Vegas— it stunned
a few folks. Just take a peek at the
picture taken from the Atari version
of the game by Magnetic Scrolls_
Wow! Eh? More and more text and
graphics adventures are promisedsoon-

Strategy fans and Wargamers will
soon thrill to Union Software's
TRACKER. an artificially intelligent
game with remote control fighting
forces; underway on the
Commodore at the moment Rainbird
should be bringing anew brand of 30
combat to a microcomputer near you
quite soon

Mother Atari ST product in the
pipeline is STARGLIDER a flight
simulator which sets you in the
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you get involved in Air to Air and Air
to Ground combat. Argonaut
Software are very busy with it at the
moment, but conversions for other
machines are planned.

'Carting is an exciting sport, there's no doubt about that. Over
2,000 pe o
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are stacks of international competitions as well as UK
championships for you to enter. Most people have a Kart racing
circuit quite close to them — so don't worry, if you win, enjoying
your prize to the full shouldn't present too much of a problem.
Soon you, like Rainbird, could be on your way to the top.
Remember Some rather famous names in the motor racing
world cut their driving teeth on Kart circuits: Senna, Piquet,
Surer, Cheever, Petrese, Fat* and the current Formula One
World Champion, Alain Prost to drop just a handful of names.A



E WITH

So, as you can see, Rainbird is going
forthe too. Their stated intention is to
"beat the rest and become the best".
Now the re  giving two lucky readers
of ' s  magazines, CRASH.
ZZAPl and AMTIX the chance to race
for the top in the Kart world,
The Big Cheese at Rainbird Software,
Tony Rainbird (they called the
company after him— he didn't
change his name, so you can tell he's
a Big Cheese Par Excellence) used to
be a pretty good Kart Racer before he
got too involved in computersoftware.
Tony decided to give a couple Of
Newsfield readers a helping hand up
the ladder of Karting success.
Rainbird, the software house, has

purchased a couple of f  1,000
vouchers from Zip Kart, premier
suppliers of Karts and Karting
accessories. If you win one of these
vouchers you'll be able to get kined
out with a complete Kart, an engine,
driver's suit, helmet, gloves, boots, a
kit bag to keep everything in and a
paddock stand to keep your shiny
new Kart on when you're not racing
it

And there's more, Uncle Tony will be
on hand when you scamper down to
Zip Kart's Hoddesdon HO to select
the gear and he'll help you choose
and set up your equipment as well as
introduce you to some helpful people
in the Karting world.

.0*
N

-, •  'S4
9
\& mEWSFIELD

AIM PUBLICATIONS

So. What have you got to do to
convince Rainbird that you deserve
to win a super Kart Kit? Design the
Perfect Kart, that's what, Get out your
pens, pencils, cameras, colouring
sticks, pastels, TD pens or whatever
and let your imagination run riot.
Technology is not a problem —
design the Kart and let the next
generation of engineers worry about
making it a reality. Money is no object
— but don't go overboard with
diamond-studded tyres for extra grip
or anything, unless your Kart is for Oil

Billionaires to play with. Don't forget
that real Karts have a maximum
engine capacity of 100 cc and the
motor is two-stroke. Maybe you
could bend the rules a bit with the
Perfect Class of Kart
Two readers from the three
Newsfield magazines will collect a
Prize.

Entries please, to RAINBIRD
KART KOMP, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB to arrive by
20th May this year. Best of luck!



FAST COPIPLITER REPAIRS
VIDEO VAULT INTERNATIONAL

10-k REPAIR SERVICE
24 HouR
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SERVICE
ENGINEERS
REQUIRED
ONLY 1st CLASS

ENGINERERS
NEED APPLY

FOR OUR
MANCHESTER

BRANCH

LOPENING SHORTL

COMMODORES
* NOW REPAIRED *

Commodore 64, C16's, Vic 20,
1541 Disk Drives. Same Day Service.
Cali us for details or purchase

the i r s  from our D.I.Y. section

SPECIAL OFFER!
YOU CAN'T REFUSE

16K to 48K upgrade
upgrade y our 16K Spectruna to 48K Spec t rum
f o r  only  E19•95 fi t ted inc luding V,A.T. and P.8.P.(Issue 2 - 3 Dhly1

(Retained by PUNIC demand
To Order the Upgrade Xit,

lOnlY C1
7
•
9
S -
1

CORNER

SPECTRUMS REPAIRED for only £19.95 Pli
including PARTS • INSURANCE and P & P.

We don't  give you a between price and let you guess
the bill, we give you a 100% fi xed price NO extras. We
don't  need t o  boas t  abou t  ou r  service, we  have
100Crs of  cus tomers  f rom all over the world highly
delighted w i t h  o u r  s erv ic e a n d  h e lp  O n l y  2 0

minutes  f rom Manchester Centre Co mmo d o re  165. Commodore 64. Vic 20.
also repaired call us for details. Please note we never charge between priceS.
Don't  wait  weeks for your repair, we turn around all computers  in 24 hrs A l l
repairs carry a full 3 month guarantee, plus on every Spectrum we repair, we
send you 4 free games worth £25.00 for your en)oyment and pleasure
• w h i le  you watt service by Professionai •  M o st  Spectrums repaired witnin 45 minutes

Computer Engineers •  A l l  Micros insured For return journey
• 3  month written guarantee on ati repairs •  Keyboard faults only ESIS
• internat ional Repair Company w e  repair •  Sch o o l repairs undertaken discount ayatiaple

COmOsiterS From all over the world •  Fre e  software wIth each Spectrum repaired
• A i l  computers sent by Mail Order turned •  O v e r  8 yearS experience wOrAing YAM
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,  and No 1 Service Centre in the U.K.
(SPARES AVAILABLE THROUGH OUR D.I.Y. SECTION.)

NO HIDDEN
EXTRAS

We re g re t  w e  ca n n o t
snow all the components
available J us t  give us a
caii and we can quote you
over the phone. delivery
by 1st class post.

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

BEST PRICES!
*SPECIAL

KEYBOARD UPGRADETHE
LOGICAL s
CHOICE

Spectrum Parts
ZBOB CPU
4116Rams
ZIX 650
Transistor 211 213
transistor M t  515
Power Supply Units
Feet (Each)
16K to  48K upgrade
Kit 1 7 . 9 5
Sockets 16 40  Pin 1 4 . 5 0 P
Cassete leads 3 . 5 0
T V Lead 3 . 5 0
veybnard Membranes 5 0 0

%  upgrade yourWhy not
Spectrum Into

a new keyboard,
we can upgrade your

Old Spectrum into a new
0,1C ',Tonics keyboard

for only 0150 CCILdei
If•Qt •  re tu rn

r A
'

Normal retail price M I S  withOut fi tting

3.50
1.00

0.60
050
9.9s
0.25

Commodore 64 Chips
6526 2 3 . 0 0
6510 2 3 . 0 0
6581 2 5 . 0 0
901227•03 2 3 . 0 0
901216 01 1 3 . 0 0
901225
-
01 
2
3  
0
0

6569 2 3 0 0
4364 Rams 3 0 0
Pc•wer Supply Units 2 9 0 0
All prices  + P.& P. E1.50
But Inc lude V A T

VIDEOVALlit HEALTH WARNING!!!
Sending yo u r co m p u te r t o  any o the r Repair Centre Can se riously Damage it s Health

Ltd

MANCHESTER BRANCH
openIng SHORTIY i n  the
City Centre. sorry for
delay to all our Manchester
customers

NEW
VIDEO VAULT 80K UPGRADE KIT,ETAILS
WATCH THIS SPACE FOR D

THERE'S
NOBODY QUICKER

IN THE BUSINESS AT PRICES
THAT CANNOT BE

BEATEN

©Copyright Videovault Ltd. No.151085

TRADE
ORDERS

WELCOME



Matthew's Story
To my mind, one of the most interesting educational applications of
the micro lies in its potential for helping those with specific learning
problems. Few publishers, however, have directed themselves to
this area.

Now !EC Software has come up with some programs useful both
with children experiencing certain problems, and with very young
children. IEC was set up by educational psychologist, Jo Westwood,
who turned to computers to find ways of helping children affected
by dyslexia, often known as word-blindness,

Dyslexic children have great difficulty in learning to read, tending
to confuse letters such as b and d. Jo decided her pupils needed
practice in observing the differences between letters without being
distracted by their similarity. A  game involving discrimination
between two letters linked to pictures and associated words begin-
ning with the sound was needed, The game element had to be
particularly strong to sustain the children's interest, so that they
would practise.

LEFT RIGHT,
LEFT RIGHT

Although the games on this tape are specifically aimed at children
with dyslexic problems, they may also be enjoyed by many young
children who are not dyslexic. The first game, BeeDee gives children
practice in distinguishing between b and d which are often confused.
The aim of the game is to shoot all the letters which start the name of
the object displayed, so that, if a dagger is drawn, all the d's must be
shot away.

Before the game begins, some useful hints are given which enc-
ourage the child to form a mental picture of the shape of the word, He
is told, for instance, that the word for bed looks like a bed, and so to
write b you put the bed post first', and 'the word for dog has a tail
hanging down. The dog is very sad if you forget that his nose comes
before his ears. So to write ad you put his nose first.'

When the game begins, a mark is deducted from the score each
time an incorrect letter is shot at. The seven pictures which appear
on the screen are chosen randomly from 12, and the level of difficulty
increases each time.

City Maze is a game which requires directional awareness to
anticipate the movement of a little car. The player has to drive the car
across the city without crashing into a wall, and can choose between
an easy and a difficult game. The words 'left' and 'right are display-
ed clearly at the bottom of the screen, and an adult working with the
child, could reinforce these words as the game proceeds.

Doors is another program which reinforces the left/right concept.
Behind each of the doors, clearly labelled Left and Right, may be
found enemies (snakes, spiders, and skeletons), and these must be
killed with the correct weapon — axes kill skeletons, fly spray kills
spiders, and daggers kill snakes. To be successful, the player must
read the words which appear above each door, pay due care and
attention to the words for the enemies which all begin with s_

All of these games are extremely simple, with attractive and col-
ourful 9raph ics; BeeDee and Maze are particularly enjoyable to use.
Doors is, perhaps, not so much fun, having less of an arcade-type
approach. Having tried out these games both with very young child-
ren, and with older pupils with learning difficulties, I can vouch for
their usefulness, and for their success in stimulating children to
improve their performance.

Control keys:
BeeDee 2 move left, 9 move right, SPACE fire
City Maze 2 move left, 9 move right
Doors 2 opens the left door, 9 opens the right door, SPACE to go on

Jo, however, was not a programming expert, so the task of writ-
ing the 9ame fell to teenager Matthew Wilkes. Matthew came to
Jo's notice when, having been fooling around In class, his teacher
asked him to write 50 lines — 'I must learn to use my good brain
wisely'! The lines were duly done, but were not handwritten on
school paper. They had been printed from a computer using an italic
script! Jo seized the opportunity, and channeled Matthew's 'good
brain' towards writing a program to her design, and so IIEC Softwarewas conceived.

Unfortunately, the company is finding i t difficult getting its
games accepted by the retailers, who seem to turn down small
software firms on principle, regardless of the quality of their pro-
duct. I hope IEC succeed in their aim of getting on the shelves of the
High Street stores, but if you have problems tracking down the
games, they can be obtained direct from IEC at 77 Orton Lane,
Womboume, Wolverhampton. WV5 9AP. The retail price of each of
the cassettes for the 48K Spectrum is E8.95

Rosetta McLeod

What a  friendly l i ttle doggy! Encouraging young
readers to get the letters do and g in the right order for
Fido in LEFT RIGHT, LEFT RIGHT

ERVADERS
This game is aimed at children of 7 years and above and aims to
teach eight different spellings of the sound 'er'. When a  word
appears at the bottom of the screen the player must shoot the
invader which correctly fills the middle of the word.

The player has only 13 bullets to shoot all the correct invaders, and
can select from eight difficulty levels, beginning with 'er' and 'ir' at
level 1, and progressin9 to 'ear', 'ir', 'ur', 'or', 'at', 'our', and 'ure' at
level eight. At the easiest level, words such as 'thirteen' 'mirth'.
'serve' and 'term' must be completed correctly.

The graphics and sound effects in this game are very appealing to
children, and the ratings of performance range from 'Not bad' to
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1

We all reckon this ERVADERS player should be blast-
ing away at the ear. Search us if we're wrong

A TO Z

It looks fike Cameron Pound, our photographer, has
just got it right in IEC's game A TO Z. Clever lad, OWCam

54 CRASH April 1986

'Super-Hero'. This is an enjoyable program apart from an annoying
bug which sometimes occurs when the player shoots from the edge
of the screen, causing the game to crash. This bug appeared in my
review copy, but I have been assured that it has been spotted and
removed

The following 'testimonial' was written by one of Jo's dyslexic
pupils: 'This game is not an average 'shoot them up'. It combines a
space invader game with an education game. Most things which
teach spelling are very boring but this is very addictive and is a joy to
play.'

Control keys: 1. 2 or 310 move left: 8, 9 or 010 move right; V. B orSPACE to fire

A to Z is suitable for very young children, or for older children with
dyslexic problems. A series of colourful pictures appear on the
screen in groups of 20, and the player has to shoot the correct initial
letter from those shown under the picture.

In use, the child should be encouraged to say the word aloud and
then identify the initial letter sound, which can then be related to the
correct lower-case letter selected. On side two of the tape, Common
Confusions is particularly aimed at those children who confuse simi-
larly shaped letters or similar sounds— letters such as band d often
cause problems, as do p and q. The game also allows a choice of the

number of letters to appear on the screen. between 2 and 20 are
possible,

I was disappointed, however, to learn that the letters seem to be
randomly selected more often than not, so that the common confu-
sions are not in fact faced. For instance, under the drawing of a pen,
the letters c j n p  are shown if the 4-letter option is selected, and
under a diamond, the choice must be made from k k n d. Another
annoying feature for me was the irritating sound as each picture is
drawn. I would have liked the option of turning it off.

'Control keys: 2 to move left, 9 to move right, SPACE to select theletter

DAM AND BLAST
All children who use a computer need to acquire the skills of letter
recognition and keyboard familiarity, and it is those skills which this
game sets out to teach. Each letter of the alphabet appears on the
screen, first as a capital letter then in the second part of the game in
it's lower-case form; meanwhile a digger tunnels away at the bottom
of the dam. The player must touch the appropriate letter on the
keyboard to stop the digger, and thus prevent the water flooding the
valley. The child can choose from 3 levels of difficulty which relate to
the speed of reaction,

Dam and Blast 2 uses the same game format to provide a further
extension of keyboard skills covering the numbers and symbols on
the keyboard. This is of use for aspiring programmers, but also for

Frantic action with a helicopter and digger on screenduring DAM AND BLAST from 'EC

children who may be using a computer for word-processing. This
game was particularly popular with the younger children I tried it out
on — children who often become frustrated when their unfamiliarity
with the keyboard spoils their enjoyment of a game. After a surpris-
ingly short time, their responses became quite fast and this new skill
was seen by them to have great relevance.

Control keys: after both games have been played, all the letters,
symbols and numbers on the keyboard will have been used

COMMENTS
All of the IEC Software programs are very attractive
and easy to use. Jo Westwood has used her experi-
ence as an educational psychologist to devise games
which children will enjoy playing and which will keep
them interested and motivated long enough to im-
prove their skills. Children with learning difficulties
often become bored and frustrated by their lack of
success, but these games give them a real chance to
do well. Matthew Wilkes, too, has used his talents to
great effect, and I look forward to seeing more of hiswork in the future.
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. N e w ,  from the author of Fighter Pilot.., a stunningly realistic helicopter
1 s im ula t ion that puts you in command of an Apache Advanced Attacka

i
l
i
t
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i

helicopter. You will learn to take off, to land, to manoeuvre and
locate and destroy enemy tanks using Hellfire anti-tank missiles.
You will experience authentic battlefield conditions as you en-

Digital Integriii
deavour to carry out your mission and return safely to base. k i t 4 ,0 0 r ine l l  Douglas f
. I  t h e i r  h o i p  . i r • o  t ,M I L _  w I M I S M A M M E ,  _  —

SPECTRUM
Tomahawk 4 8 K
Night Gunner 4 8 K
Fighter Pilot 4 8 K

0  E9.95
D  E6.95
0  £7. 95

COMMODORE M
Speed King Disk o E12.95
Speed King Cassette 0 E9.95
Fighter Pilot Disk 0 E14.95
F*ghter Pilot Cassette E9.95
AMSTRAD CPC AM
Fighter Pilot 0 E8.95
Fighter Pilot Disk O  E13.95

LY THE BRAVEST FLY..

ock pit
found leatureix

or tatke .
Grouts a  aCk and a g
A
r i s i w a r  
I n t e r c e p t i
o n .  
w i t h  
l a s
e r

guided missiles. rockets and 30 mm. gun
Doppler navigation and letgat tracking.
Day ••Night vision systems.

MEM IMO

Cloudy. Crosswo a ,  u  u  ence
Pilot ratings — Trainee to Ace p i
impressive sound effects. T
.

Cheques payable to Digital Integration Ltd
I enclose a cheque/P.O. for  T o t a l
Name
Address

VAT and p. & p. inclusive within UK loverseas inc. 55p, per cassette)

Please debit  my  Access/Visa card no
L I I I  I I I  H I !   I I  I  I  I  I
Expiry date

l o w  P l e a "  send t13 D I G I T A L
INTEGRATIONTrade and Export

enquiries welcome
Lifetime Guarantee Walchmoor Trade Centre,

Warchmoor Road,
Camberley, Surrey

GL.115 3AJ

Tois Soles
10271)684969
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Leaders
in their
Field.

*  *  *  *  *  *  *  *  *  *  *  *  *  *Leadersof the 'Cki& di6L
Pack. A l  mieriam scetlAkAn

Together -
bringing you the Worlcrs
Finest Spectrum Software

available for the Spectrum 48K and 1 E 9 . 9 5
PENTAGRAM and CYBERUN are

Amstrad from selected branches of
W.H. Smith. Boots. John Menzies, i n c l u d i n g  V.A.T.
Woolworths and all good software
stores. Also available from Ultimate Play the Game. The Green.
Ashby-de-la-Zouch. Leicestershire LE6 SJU (P&P included).



SENDING
YOUR

JOHN MINSON finds out how to play games
without switching on your Spectrum, spends
a day in London doing so and comes away
with dreams of world domination. All in a
day's work for a CRASH writer, really

Fed up with the limitations of
being the only Elite-level space
trader in your galaxy? Or do you
find orc slaying a  dispiriting
occupation when there's not
even a tavern where you can
swap tales of tribulations with
trolls? While nobody can denythat the micro revolution re-
vealed a new world of advent-
ure gaming for many people,
there's always the limitation of
such sci-fi o r  fantasy quests
being soli tary  occupations,
without t h e  satisfaction o f
competition o n  t h e  huma nlevel.

"Go down to Islington Town
Hall," said Graeme, fi n d
the first national convention of
pbm-ers there."  "Pbm-ers?' I
asked, " s o u n d s  s o me wh a t
worse than the DT's." "Pbm is
play b y  ma il, "  h e  explained
patiently as he booted me Out of
the door. So I ended up walking
out of the wintery north London
weather into the crowded con-
vention hall. What manner o f
beast is the p.b.m.-er? And what
is his or her relevance to com-
puter users?

HISTORY LESSON
A brief history. People have
been playing games b y  post
ever since stamps cost a penny
— an old penny, mind  — and
letters were delivered the next
day. At first it was the standard
board games c h e s s  o r
Diplomacy with two moves a
week. Obviously not a hobby for
the impatient. Then, in the last
twenty years came a  games
revolution. A young man called
Gary Gygax invented something
he called Dungeons and Drag-
ons. It was the first of the role
playing games (rpgs).

Many o th e r rp g s fo llowed,
becoming a  ma jor part o f  the
games industry. Fo r anybody
who has been asleep for the past
five years, the idea is this. In a
rpg the players p lay the roles
(not really — who'd have tho-
ught?) of characters in a world
created and governed b y  the
referee, o f ten  known  a s  th e
Game Master. Whether th e y
become barbarians slaughter-
ing orcs o r spacemen shifting
alloys around the universe, the
players submerge themselves
totally in their characters. It's not
hard t o  see the  link between
these games and the adventures
that found their way from the
mainframes to the micros.

Meanwhile there was also a
resurgence of interest in board
wargaming, w i t h  ca rdboa rd
counters and maps — another
genre that has found its way,
with varied success, in to  the
confines of 48K of memory. But
both types of game suffer from
the fact that they take a lo t of
time and call for regular meet-
ings o f  the participants. Rpgs
also need the moderation o f a
Game Master who has a ll the
rules at his fingertips, while too
often the  strategy games are
swamped in  tables and d ice
rolling.

In 1971 Chris Harvey started a
new sort of gaming in Britain —
one which which was already
becoming established i n  t h e
States: games played by mail,
with a skilled referee processing
the turns submitted by players
and sending them details of the
effects o f the actions they had '
requested. And the idea caught
on, so  that players began t o
communicate with  each other
outside of the games, planning
alliances and secret pacts t o
strengthen their positions. More
games appeared, more topics,
and now this — the first official
congregation of postal players.

HUDDLES
The fi rs t  impression o f  t h e
gathering was one o f  enthusi-
asm. People milled  around a
variety of trestle tables, getting
details of games with names like
Starglobe 3, Beyond the Waves
and From the Mouth of Hell. Arid
from the other side of the stands
came a similar sense of involve-
ment in what was being done.
And down in  the bar (my first
port of call — natchl) groups of
people we re  huddled ro u n d
their pints in animated discuss-
ion o f  strategies, moves and
games —  the  great and  the
small, the  good and the bad.
Feeling quite lost I set out to look
for D r  Nicholas Palmer, wh o
Graeme had promised would fill
me in on the scene.

Nicky Palmer, as he is known
to his readers, is an author of
several books on gaming, des-
igner of Crash Smash wargame,Their Finest Hour, and editor of
Flagship, the only professionally
produced international magaz-
ine of obm He was obviously the
man to explain it  all to me, so I
dragged h im a wa y f ro m h is
stand and back down to the bar.
So tell me, Nicky, what's it  all
about?

"Most games are science fic-
tion o r fantasy, with  anything
from fifteen to  over one thous-
and players. You take the role of
a particular character —  you
may b e  leader o f  a  band o f
explorers o r a space tyrant o r
virtually anything else. Every
two to four weeks you send in
the orders for you character and
the forces at your command and
some days later you ge t  the
results, which depend o n  the
decisions o f  a l l  t h e  o t h e r
players."

It all sounds rather slow mov-
ing, I observe. "That's the big-
gest drawback," Nicky agrees,
but goes on to point Out that you
can work out your moves when
you want — you're not tied to
meeting other players at a set
time. Should you miss the dead-
line for your next move, games
include default actions, though
you won 't  do well unless you
throw yourself into the action.

FROM FOOTBALL
TO KINGS
So what sort of role could I take
on? "There are around forty UK
games," I m  to ld ,  a n d  Nicky
shows me a listing in Flagship.
Well, t h e  va rie ty's ce rta in ly
there because next to  the star
captains and kings of mythical
lands are transport barons in
Railway Rivals, soccer mana-
gers i n  Football League and
those covert individuals who are
trying to  control the world via
organisations as diverse as the
CIA and the Boy Sprouts — The
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Illuminati. This last mentioned is
an official version of a success-
ful strategy ca rd  game, a n d
despite the cost of licenses there
are other pbm official versions
including, I 'm told, the inevit-
able Dungeons and Dragons,

Right, b u t  wh o  does i t  a l l
appeal to?  "There's a  strong
base among students. There are
two main types of game really,
attracting d if fe ren t  t yp e s  o f
player. Firs t  there 's t h e  ro le
player, attracting people f rom
White Dwarf  t h e  long estab-
lished Brit ish  rp g  magazine)
who want to expand, and there
are the chess and wargamers
who are looking fo r strategy."
But it 's definitely on  the incr-
ease. "There's been enormous
growth in the last two years. The
appearance o f  magazines has
helped. A t  the hard core there
are those who  play more than
one game."

Not surprising ly computers
have their part to play in all of
this. Some games are primarily
computer modera ted ,  w h i l e

others a re  more  open in  the
options f o r  y o u r  characters,
though e ve n  i n  these hand
moderated games there's liable
to be a micro humming away in
the background, p rocessing
data. Obviously t h e  h u mb le
Spectrum lacks the memory to
compete wi t h  t h e  Macs and
other machines tha t  d o  th is
work, though there's no reason
why a OL couldn't be called into
service, Nicky agrees. And the
link between pbm and micros is
stronger than both sharing a
family tree leading back to the
rpR
il

ike Singleton, a u th o r o f
Lords of Midnight and its related
games, ran the first pbm with
really good graphics, Stallard.
In fact h is games for Beyond,
with their combination o f  role
playing a n d  strategy suggest
nothing so much as adaptations
of postal games for the micro's
limited memory.

STARTING OUT
Quite what happens during a
game will depend upon its type,
but the form is always the same.
Having registered and received
the starter pack, th e  cost  o f
which quite often includes the
first couple o f  turns, you p lo t
what you will do. Nicky suggests
I look at Mitre Games, who are
keen to improve the visual stan-
dards of the games, whether of
the maps and diagrams that
they produce on a Mac to  ac-
company turns, o r the glossy
boxes which contain the intro-
ductions to the games and are
even available over the counter
in some specialist games shops.
One o f  the ir latest games is
Midgard, so let's use that as an
example.

Midgard is a game o f  medi-
aeval p o we r polit ics. A s  the
second son of a noble family you
are thrown out of the house with
a couple of hundred followers, a
few friends and some cash. The
problem is to make your way in
the world. In the hostile environ-
ment of mediaeval England you
may find it a good idea to join
one of the seven major factions,
such a s a  religion, o r  pledge
alleigance t o  another family.
There are also minor factions,
but if you're feeling really amb-
itious you can try to go it alone,
and may even try to start your
own faction. Depending on your
success, fate may bring you into
wars, in  which case you 'll be
presented with  maps to  detail
your success in campaigns, but
the game is weighted so that no
one player can dominate.

Impressed by the profession.
alism of what I've seen, I return
to Nicky, who tells me that the

British scene is  on the whole
efficiently run nowadays, after
some early teething troubles,
and that the obviously amateur-
ish appearance o f  t h e  b a d
means that they're soon weeded
out. How long would I play for
then? "Some games have spec-
ific victory conditions. Others —
generally t h e  r o l e  p la y in g
games— are open ended." Fine,
but isn't all of this going to end
up rather costly?

SPENDING MONEY
According to  Nicky it  need not
burn to o  b ig  a  ho le  in  yo u r
pocket. Initial enrolment may be
free though more often a fee is
charged, though  i t ' s  se ldom
bigger than five pounds. Then it
costs, o n  average, C1.50 p e r
turn, though as that's only once
every two or four weeks it won't
add up to much over the year,
and consider all the time you'll
spend pondering the best act-
ions for next time, which is an
important point y o u  can't
just rush o f f  your orders. The
scale of the games means that
you'll have  t o  g ive  a  lo t  o f
thought before you commit any
decisions to the post. And you'll
need time to contact other play-
ers who you may have joined in
alliances — and to  read your
quarterly copy o f  Flagship fo r
hints, tips and general news of
the pbm world. Plus you may
find that an individual game has
generated its own fanzine with
information for players.

As Nicky told me at the start,
the growth of these games has
been fast  ove r the  past f e w
years, so I wondered if  he had
any predictions for the future. As
well as the general growth he
foresees, "A continuing trend to
spread into new areas — politi-
cal, power struggles and wa r
games, sports games. there will
be an  expansion in to  greater
sophistication with  better gra-
phics — that's been the Achilles'
heel so  far. L ist  output isn ' t
enough any more. And several
people a re  getting in to  elec-
tronic gaming," Nicky adds. "In
fact, several o f  the  stateside
software companies are moving
into play by mail because it's a
more vibrant market."
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Common use of modems is still
a while off. I'm told, because of
the simple fact that t o o  f e w
players have access to the nec-
essary telephone lines, though
Micronet 800 have moved into
the area with Stamet, their play
by modem game of space stra-
tegy, itself a  version o f  Mike
Singleton's Startord. But British
Telecom makes life  less than
easy for the networks, according
to Nicky, though there are spe-
cial cases fo r computer com-
munication, such as taking part
in American games. B u t  f o r
more information on this topic
I'm directed to Ken Mulholland
and h is  wif e  Caro l a t  T ime
Patterns. Ken has managed to
Introduce artificial intelligenceinto the computer moderation of
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speak with Ken, A t  the end of
April, o r  thereabouts, h e  wi l l
launch a  n e w modem game
which sounds as ambitious as it
is bizzare, The basic plot is that
each player starts in a blue void
and can make o f  it what he or
she wishes. "You could become
anything from a microbe in the
bloodstream to the creator of a
whole galaxy," he tells me. Your
world has three connections to
other nodes though, and so you
have to create traps that will halt
other empire builders who dare
venture into your creation, while
setting out On your own voyage
of conquest. Central clearingwill be done a t Time Pattern's
Birmingham base ,  b u t  K e n
hopes that all calls will be avail-
able at local rate, and though the
time turnaround will be swifter,
with synchronised weekly turns,
the cost wi l l  be  cheaper than
average — approximately 75p to
fl  a  t ime. "There 's noth ing
similar," Ken tells me and with a
plot like that I can believe him.

A selection of FLAGSHIP covers. The only professionally pr oduced
inter national  Play By Mail  Game magazine, available from NickyPalmer  whoedi ts it at
PO Box 12, Aldr idge,
Walsall, West Midlands
WS9 0T-1. E l .  75 buys a
single copy packed wi th
the latest information and
hints on playing games
by mail.

Akk
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This is a  list  o f  alt PBM  companies mentioned in  FLAGSHIP 1--9

us
Advent Games, PC  Box 81674. Lincoln, NE 68501
Adventures By Mail, PO Box 436. Cohoes. NV 12047
Adventures Design Group, PO Box 821072, Dallas, TX 75382
Adventure Systems. 1669 S Vo ss. Suite FF44. Houston, TX 77057
Arden Enterpnses, RI 4 Box 4506, New Philadelphia. OH 44663
Rick Barr, PO Box 1873, Cave Creek, AZ 85331
Clemens 8 Associates, PO Box 4529, San Clemente, CA 92672
C-Mind Enterprises. 1008 Tenth Si no 41 7. Sacramento, CA 95814
Cornstat Enterprises, PO Box 601062. N M iam i Beach, FL 33160
C-I  Simulations, Box 590273. Houston, TX 77259
ECI. 9923 Pleasant Dr, Charlotte, NC 2821 1 1
Fantastic Simulations, PO Box 24586. Denver, CO 80224
Flying Buffalo. PO Box 1467, Scottsdale, AZ 85252-1467
4 Sight, PO Box 1903, Indianapolis, IN 46206
Galactic Empires. PO Box 24297, Dayton, OH 45424
Game Systems Inc, PO Box 431 166. Miami, FL 33243
Great Siimulations. 27530 Harper, St  Cla ir Shores. MI 48081
Intergalactic Games. PO Box Si t 279, Salt  Lake City, Utah 84151
Jabberwock Enterpnses. PO Box 158, Somers, CT 06071
JFILL. PO Box 550. Attoona, FL 32702
Kigslar Enteronses, PO Box 455, Zephyrbies, FL 34283

• • • • -• • • •

FLAGSHIP
By now I'm in a daze with all the
details o f  this hidden world  of
garners. Actually being seen to
be there has to  be their main
problem — even the traditional
role players gather no isily in
pubs at regular intervals, but if
your opponents are spread from
Lands End to John o
. G r o a t s ,  
o r
maybe even abroad, that's not
so easy. However if you want to
find out more about the scene in
general don't wait till next year's
convention, Nicky Palmer has
kindly agreed to make individual
copies of the Flagship available
to Crash readers at £1.75 — a
useful in t roduct ion  because
they contain details o f  a ll the
pbms available, p lu s  articles
that w i l l  g ive  yo u  a  further
flavour o f  t h e  games them-
selves. And though they may
not set the pulse racing as fast as
a shoot'em up, they'll certainly
reach pa rts wa y beyond th e
memory of a micro!

I stagger Out of the hall into
the chilly daylight of Islington,
an evil grin on my face — an evil
ambition i n  my  mind. Shall I
attempt nothing less than World
Domination? The answer, inevi-
tably, is in the post.

KSK Concepts. PO Box 375, Morns PigiartS, NJ 07950
KTH Games, 1 408 Kentucky Ave . Foci Pierce, FL 33450
The Mailbox, PO Box 3219, Bethlehem, PA 18017
Midnight Games, PO Box 421356, Sacramento, CA 95842
Neolithic Enterprises, 350 North Lantana Suite 586. Camarillo,

CA 93010
Palace Simulabons, PO Box 743, Madison, NJ 07940
Pierce & Co. PBM  PO Box 25675, Chicago, I t  60625
Quest Computer Services, PO Box 1300. Dahlgren. VA 22448
Reality Simulations, PO Box 27576 Tempe. AZ85282
Rhiannon Enterprises, PO Box 510, North Highlands. CA 95660
Schute l & Son. PO Box 214848, Sacramento C A 95821
Software Doctors. PO Box I  71_ Graves End Station. Brooklyn,NY 11223
Sixpence Simulations, PO Box 505, Fair/mid. ID 83327
Time Space Simulation& 5304 Crosslie ld Rd., Virginia Beach,VA 23464
TL Designs, PO Box 98417. Lubbock. 'TX 79499
Vigard SIMLIblitOrtS, PO Box 231. Orangevale, CA 95662
While Lion Enterprises, PO Box 188. Wood-ndge, NJ 07075
Mike Williams. Route 4, Bo x 802. La Follette, TN 37766
World campaigns. PO Box 321. Eppwg, NH 03042
Constantine Xerahos, 120 MacDougal St  NY. NV 10012

ux
eatroa Adventures. 39 Chapman Ave. Mattoon's, Kent ME158F
-
1
Conouest, The Firs. Wig  Lane Bo ile d ,  Nr C o lch e e t . Essex
Dave Cooksey. 2 Pemerton Rd  Basingstoke, Han is RG21 2LW
Mark Couished, Top Flat, 85 Gipsy Hill, London SE1 9 I  OL
ICBM, PO 130x 94, Ba th  St. Walsall,  West Midlands
K J  C. Games, 5  Vicarage Ave . Clevekeys, Lams PV5 2130
lorewarden Games, 23 BreckNII Rd, Woodthorpc Nottingham
Meregames, 8 9  Balham High Road, London SW12
Orion Games. 8  St Auste ll Rd  Mancheste? M16 8 0 W
Outbound Games. 2 Park Walk, rit re llaM  REIMS P01 5 ONO
PBM Games, 45 Whitehouse Crescent Nuneaton. WarwickshireCV10 8HIJ
Rostheme Games, 102 Pnory Rd. Milford Haven, Dytee SA73 2 E0
Sloth Enterprises. Freepost, PO Bow 82, Southampton, Hants509 /  BH
Spellbinder Games, 95 King Si. Ramsgate. Kent
G. C. Squibb, 108 Teddington Pang Road, Teddington. koirddIese),TW1 1 8 N E
Steel City Games, 44 Carwood Rd, Pitsmoor, Sheffield S4 7 5 0
Iorne Patterns, 97 Devorshire Ad, Birmingham 820 2PG
Vengeance Games. 6 Rose Farm Fold, Altoes, Norrnanton,W Yu rks
Vorcon Games. 59 Juniper, Birch  Hai, Bracknell, Ba rks RG12 420
Jonathan Woodall "H e b ro n
-
. G o r s t y  
K n o l l ,  
C o l e f o r d
,  
G i o u
c s

Australia
Chameleon Games, GPO Box 2302, Sydney 2001
Missing Tiger, GPO Bo x 286C, Hobart 7001, Tasmania
PBM Games, 60  Winona R d  Mt  Eliza  3930 tRinggoes0
Australian Wizard., GPO Box 356. Brisbane. Queensland 4001

Canada

Tundra Games, 109 The Country Way, Kitchener. ONT N2E 21(3
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Since July last year, when Palace Software collected a s CRASH Smash for CAULDRON, the
team working in the Scala Cinema have been busy laying plans for the future. Three launches
are scheduled for 1986 — the first of which is a follow up to CAULDRON, by the name of
CAULDRON II, THE PUMPKIN'S REVENGE. It's early days yet, with the Spectrum games not
due for a good few months b u t  we took the opportunity of

POPPING INTO THE
PALACE ART GALLERY
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Cauldron I I  —  Th e  Pumpkin
Strikes Back carries o n  f ro m
where Cauldron left off. Having
defeated t h e  e v i l  Pumpking,
seized the  golden broomstick
and became Witch-Queen, the
Hag no longer lives in her dila-
pidated cottage but has moved
to a huge castle at the edge of
the forest, You play the part of a
srnaffpumpkin, who was in fact
the Pumpking 's guard ian i n
Cauldron, and must recover the
golden broomst ick f ro m t h e
clutches of the oppressive Hag.

Work on the Commodore ver-
sion is proceeding apace, and
although the core of the game
has been implemented on  the
Spectrum, t h e  graph ics a n d
finished game are still a fair way
off. A  Ju ly launch is pencilled
into t h e  Palace d ia ry.  On ce
again, Steve Brown, the artist
behind Cauldron is responsible
for the graphics that appear in
the game and the  packaging
artwork.

Steve jo ined Palace in  la te
1984 coming from a backgroundin commercial illustration. Most
of his work was for advertising
agencies, although he has pro-duced a  few covers fo r White
Dwarf by way of light relief. He
came to art late in life, starting at
art college in his mid  twenties
after spending a while doing a
variety o f  things n o w  he's
firmly settled with Palace, pro-
ducing stylish graphics on the
computer screen.

The Sacred Armour of Antiriad
is due for release after Cauldron

and comic strip  art ist Dan
Malone is the man taking care of
the screen images on this pro-
ject. Dan had never touched a
computer until he started work
for Palace Software last Octo-
ber, but has since designed a
virtually complete storyboard
for the game.

Pete Stone, the Big Cheese at
Palace and co-founder o f  the
company with Richard Leinfeli-ner, decided that another artist
was needed to take the pressure
off Steve Brown if the company
was to  expand its portfolio o f
programming projects. George
and Richard spent ages looking
for the right person, interview-
ing lots of artists and they had
almost given up hope when an
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"A ar r  OF FUN" from diaper /  of Steve BrOWII

art college lecturer wh o  had
heard of their search for a tal-
ented comic-book artist got in
touch. S h e  remembered that
Dan had left h is course at art
college — he spent all his time
sitting in  the back o f the class
drawing comics — and recom-
mended him for the job, Late last
year Dan brought his portfolio to
the Cinema a n d  w a s  h ire d
immediately.

The Sacred Armour o f  Anti-
read is set after the Holocaust in
which humanity virtually exter-
minated itself. A  few survivors
went underground, regressed,
and formed tribes worshipping
the god Antiriad as personified
by a humanoid form they hold
sacred. However, the Elders of
the tribes know the truth behind
the legend —  the  great god
Antiriad is nothing more than an
Ant i-Rad suit, used as protection
against ra d io a c t ive  f a l l o u t
during The War. A t  least the

myth k e e p s  t h e i r  su b je cts
happy.

Until They arrive, that is, and
disrupt the social fabric. A group
of aliens set up shop in a dead
volcano, striking fear in to  the
hearts o f  the savage humans
and being generally unpleasant.
Prayers t o  t h e  g o d  Ant iriad
achieve little, so the tribes turn
to the  Elders fo r advice. The
Elders respond with the answer
that t h e  Sacred A rmo u r o f
Antiriad is needed to repel the
invaders.
A hero is chosen to recover the
suit, penetrate the alien fortress
and dispose of the threat. Which
is where you will come in, ar-
ound August time

Dan's talents for comic-book
art have been applied t o  the
design of the graphics, and his
works should feature in the inlay
— which will set the scene for
the game in pictorial form.

0400g• getwt tete- tw- Attlyhtxt ' thr oe

The assemble crew from the Scala Cinema. Left to r ight we
have Richard Joseph, Stanley Schembri, Steve Brown, Dan
Malone,  David Guinn and Richard Lainfallner_ The monkeys
on the r oof are par t of the decor  in the auditor ium of the
pictur e palace above which Palace has its nest

Palace Software h a s a  th ird
release planned fo r launch in
early September. A t  the  mo -
ment this game hasn't got a title,
but the programming team is to
be BINARY VISION —  a  new
company which has grown out
of the Electronic Pencil com-
pany. Rupert Bowater and Paul
Norris have left the EPC to set up
on their own — the spilt is per-
fectly amicable, it's just that they
wanted to follow their own dir-
ection. Th is h a s taken th e m
towards Palace and wo rk has
commenced on "a  tropical es-
capade set between the First and
Second Wo rld  Wa rs" .  Apa rt
from t h a t  id iosyncratic (L M-
LWD) verbal description, there
was npthing for us to view in the
Palace Gallery, so  we  left the
artists and programmers busy
with the ir wo rk and returned
Ludlowards. (You try it!)



"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, Zzapl 64. Gold Medal Award.
97% overall.
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Forty pounds worth of software goes to G B Crease of Leigh on Sea in Essex this month, a nice easy win there eh?
CRASH Hats and I  Shirts will soon be on their way to the four runners up in the April Hotline Draw and they are: David
Alexander from Hampton in Middlesex; Julian Lewis who hails from Wilford in Nottingham; Jonathan Mortlock of
Lichfield in Staffordshire and Rob Peftifer, person of the parish of Rugby in Warwickshire. Your name could appearhere next month, dear reader!
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The CRASH HOTLINE AND ADVENTURE CHART is Britain's
most important popularity chart — for Spectrum Software.
at least. The chart depends entirely on your support and we
need your votes in order to produce the analysis of who'splaying what.

Nowadays, there's only ONE WAY to submit your votes —
and that's by post, Towards the back of  the magazine,

.Nothing very a ' h a s  happened since last month t h e
top five places e  same games have shuttled round a bit,

–

with Firebires ELITE remaining in the nurnber one stot and
Elite's COMMANDO in the number two position, IslePitv
games make new entries-. from imagine in the form of YIE
WI KUNO Ft), Nlfrom Melbourne House with 1-0110 OF THEand i k r o Z e n  arrive with t THFIEE Vs/EEKS IN
PARADISE Ultimate seem to have lost their
RINGS. g r i p  on the

art —  GLINFRIGHT represents h e m  a t number 16..
ntinuing a gentle upward climb white NIGHTSHADE stays

firmly at the nineteenth hole.

mow -
-
n r
—  
-
-

lurking very close to the detrropetition results bit, you'll find a
couple of coupons that you can use to send us your votes. If
you're really unkeen on cutting up your magazine, you could
always use a photocopy, or copy out the details on the formsonto a plain piece of paper.

Whatever you do, get those voting forms in. Every month
we draw out a total of ten winning forms after the charts
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No doubt kicking and fighting all the way, V ALI4 ALLA fin atiy

- - - - - - - _

departs from the chart, ending a Yen/ k Ong run indeed tor
L5Lenct, and is ioined by KEtsatLLA and NEVES ENDNGSlu t ri.  Perhaps reflecting its popularity in  the Pleaders •
Awards, FNIALIG141 f ro m The Edge sproings irit0  the
nunibef two slot. pipped by LORDS OF WItONIO-Cf which!
InaitOS a  triumphant re turn th is month. lihastertronic•
SPELLBOUND bounds into sixth position, and it seems th
oeo0e have certainly no t got bored of BORED Of  11-tE
RINUS. - - -  - - - - - - - -

2(—) FAIRLIGHT The Edge
E l a t  V I A R V E  I f r I E fl y 1 9 _ 1 . 1 1

4(72) SWORDS AND SORCERY PSS

6(—) SPELLBOUND Mastertronic

8(20) BORED OF THE RINGS Silversoft
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14 ( 78) SPIDERMAN Adventure International
15 Lilsjytpow,FIRE aeL921_,
16 (24) HAMPSTEAD Melbourne House

18 (—) ROBIN OF SHERWOOD Adventure International

20 15) DRAGONTORC Hewsons
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T H u y  LK '
a lVA irwRIE 17 The RamJam Corporation

Darren Lee is this month's lucky winner of the f40 worth of software for the Adventure ch art
-  A g g i e  w i l l  b e  i n  
t o u c h
soon, Darren. Four more  people came second, all winn ing  a CRASH Hat and T S h i r t
-  h e r e ' s  t h e i r  n a m e s  
C h r i s
Geggus from Romford in Essex; Andrew Matthews of Crofton Park in London; R Davidson a Brummie from West
Heath and Richard Orpin a Great Missenden man.

have been compiled, five for each chart, and prizes go
whizzing off to the lucky senders of those forms. The first
form out of the sack of Hotline votes, like the first one to
come out of the Adventure voting box, wins its sender €40
worth of software of his or her choice. And a CRASH T Shirt,
of course.

_ A L

The next four voting slips for each chart, that's eight voters
in all, win a T Shirt and Cap. Don't miss out on your chance to
win all these goodies for the cost of a l ip  stamp and the time
it takes to put pen and your opinions to paper. CRASH
HOTLINE and CRASH ADVENTURE TRAIL are what we call
the giant boxes that your votes go into, and they can be
reached via PO BOX 10. LUDLOW, SHROPSHIRE, SYS 1DB.
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WINNERS p m z E s

MORE AND MORE LUCKY WI
Another dose of names

Courtesy of the CRASH OOPS! Department, a bijou
problemette cropped up in the February Edition with
the typesetting on DURELL's Win a Video Compet-
ition. We've had a good run of entries so far, but all
was not made clear in the blurb that went with the
competition — we didn't get all the typesetting out of
the machine and, the bit that we missed explained the
prizes. Here are the words we  missed out of the
February Issue...

Nicest map received by then will
win its creator the video record-
er and the next ten mappers in
line of excellence will be reward-
ed with a runner up prize. Now
pay close attention. If you win a
runner up prize you can have a
copy of Combat Lynx OR a copy
of Turbo Esprit OR a  copy o f
Critical Mass OR (and this is the
last OR I'm putting in) OR a copy
of Harrier Attack AND a copy of
Scuba Dive. So make sure you
write your choice of prizelet on
the entry f o rm wh ich  should
accompany your map as well as
your name, address and T Shirt
size.
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MASTERTRONIC
MAD DAY OUT

This mo n t h ' s  re su l t s  p a g e
should be adorned with  a car-
toon s t r ip  provided b y  T i m
Carson by way of his entry in the
Mastertronic MA D DA Y  OUT
competition w e  ran  a  in  the
February Edition. We l l  d o n e
Tim, o f  Monkhide HR8  2DC.
Mastertronics Min ions wi l l  n o
doubt be in touch very shortly to
whisk you o f f  for a day you'llremember!
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and addresses belonging to lucky competition winning types

ALLIGATA'S
MATCH FISHING
As we mentioned last ish, the
Overall Winner for this comp run
in Spetember/October last year
was N Palmer who should by
now have received his notifica-
tion and may well already be on
his adventure holiday as you
read this. Lucky fellow. Second
Prize we n t  t o  Gavin Wild ing
who's probably out fishing bynow,

Runners Up in  this competi
tion are due for their personal
copies o f  the Jack Charlton's

YOU COULD
STILL WIN

A VIDEO
RECORDER!

In recognition of the
mistake on our part,
we've decided to
continue the competition
a little longer. So if you
still fancy a crack at the
VHS video recorder or
one of the ten runner up
prizes on offer from the
nice people at Dural!,
then get you maps in to
SABOTEUR MAP COMP,
CRASH, PO BOX 10,
LUDLOW, SY8 1DB to
arrive by April 25th. Be
quick, now .  .

Match Fishing' Board Game —
but it won't be ready until July
time. So the nice Mr Palmer at
ALLIGATA will be sending you
lot a copy of a new Alligata game
to be going on with, while you
wait f o r your real prize to  be
made. Nice, isn't he?

Wayne Keegan, Wagon Rd. WG7 SHEI; Eve
C West, Summer Hill,  1A19 SUA, Stuart
Yates, Kelburne Rd, 0X3  3SH, Stephen
Geraghty, White ne rs Drive, HA3 511W,
Steven Horn, Kie l inston Close, POI  4.11, N
Woistencrott, Riverside, 011 21X, Ne il
Morris, Sunnye tki Road, 0T4 911.1, John
Tobin, Pinkston Drive, G21 IPE,  David
Echvards, Chevening Road, IN13  2RZ, N
Green. GISMO* " Rd, HP1 I TB,  Johnathan
Reeves, Quarry Hollow, 0 X3  8.)R; M rs NU
Dunn, Carberry 8d, 1S6 1 0 0 . Shaun

Fletcher, Reskelt Avenue, 1519 98G: Jamie
Macintosh. Drurnbeg Loan, 063 91G. Paul
Watford, Richmond Wayr, MK16 010;
Christopher Tumor, Whstbourne Avenue,
SN3 SPZ, Cohn Dawson, Mittord Close, 897
SPZ, Je mie  'hemmer. Wynyard Rd, S6
4GB, Mark Hudson, Princess Rd, S18 N A;
Stuart Campbell. Whiteseld Square, L32
OUT; Paul Whittaker, The Heyne, 1E15 8.18;
-Scott Farrow, Cherry Park. P17 3PF.Christopher Jupp, Birch Tree Ave. BM
9E0, DOCtliatt Knight, Riverside. 011 2TX:
Libby Weis,  Si Christopher Drive. LS29
ORJ, B Gregorick, Station Rd. NG23 60F,
Tony Mason, Norland Ave, 11U4 7AB, MR
South, Karen Drive, 8S19 3.1T. Mathew
Bannerman, Crescent Place, SY1 I TO;
Darren iledgeland. Alexandra Garden* .
SD. 5  4 U,  M A Smith, Pinewood Ave, Wr2
&JR, Ian Clayton. Portreath Drive. DE3 2S11,
Christopher Brussel',  Ladycrott Paddock.
0E3 2GA, Michael Washer. Sir Willia m
Close. N R I l SAP; Paul Schott,  'vit t
Masco*  Heath. B77 2110: James
Hortobagli, Sa ssy Rd. IN22 5E6, 13 Veer
Old CRASH reader, The Tolmans. CR2 6ND:
Andrew Foster, Meadow Rd, CW8 3BS;
Alan Waldron, H e lium Drive. EH5S BAR;
Fiona Purdie, Muirhouse Park, EH*  4R8 ;
Nicholas Hasler, Brunwin Lane, CM7 5BU,
A Gray. Bathurst, 1N5 91A, M ark
Wilkinson, Longrton Lana, 135 GNU. Robert
Finlayson, Brentwood Drive, 053 7UJ;
Galloway, Castle Bynum. NO33 4SP,
Andrew Salako, Firle y Nursery, TN161R8;
Jason Norton, Beadel Close, CMS 1PG,
James Johnson, Wastella Rd, H U I ° 705,
Graham Leech. Moor Park Ave, CA2 712;
Justin Ashby, Wayford Close. WAG 7Q11

GLADIATOR COMP
Overall Winner of the Gladiator
Competition a rra n g e d  w i t h
CCMARK in February was Paul
Barratt of Queen St, S65 2SR. He
collects a  ve ry neat piece o f
original artwork. A bunch of run-
ners u p  a lso  collect a  n if ty
"Domarked for Life" T Shirt of
their very own. Here are their
names:
Stephen Hoed. Lancaster Drive, R1'119 3S1J,
Martin Jenkins, Walton Rd. KT8 OW,
Marcus Phokou, Methuen Perk. NWIO 2.15;
Kevin Denningum, Middierthorpe Grove,
Y02 21E, M J Bedt. Topton Park Road, S10
3IFJ; Adrian Vowel'. Gableields, EUSS;
Brian Mowatt, kinghorne St. Doll  212;
Craig Duckworth, Wherthead Crescent.
B =  61.X; Paul Davies. lydste p Grove,
CV31 'INS; Spencer Wakeman. M ill Kill Rd.
181 4XF; Chris Houston, Christchurch Rd,
Kr is 7TA, Arran Pritchard, Mount
M e ne m. Gwynedd, Peter Duke, Green
Lane. P0 3  SEY, Antonio Candelas, 212800
Vila  Francade, Xira ,  Portugal; NM
Robinson, Marks Rd, RM7 7AF, ER Bennet,
Northcote Rd SW') I ,  Jeremy Kessler,
Huntsrnead, Hampshire, Simon Thrupp,
Tudor Hill,  B73 880, Paul Tucker, Cheshire
Gardens. 1E2 8HD, M  Durrance, Martindale
Ave, 01115 1BB

PSS SWORDS AND
SORCERY
COMPETITION
The last set of results from the
Christmas Special Comps, and
boy, did it  take some judging'
It's clear you lot were very keen
to win the Laser Disc game. The
lucky win n e r wa s  Steven C
-ferret, of Ashtree Ad, B69 2HD,
and no, you can't all go round to
his house for a go. Well done
Steve, and now for the runners



1

up, who  each collect a  PSS
Goodie Bag as a reward for their
moster designs. Jolly good stuff
eh?
Jim Grimulord. Prince Regent Ione,
3A, Mr G Taylor. California Rd. 8515 6PP;
Bout de Kok, 7907 SE Hoogeveen, Holland;
Stephen Green, Grove Hill,  ills. SN6 7JNI;
StWien J Right, Honley Rd, SE6 2JB. Paul
KelW, Edith Avenue, PL4 IFTH. Dave Ais,
Rodney Ash, 1N31 SI B; Karl Rowe,
Marlborough Rd, 0Y3  113/1. Steven Lyttle,
Lords St, Belfast, Bib  40G, .Ba rry Coutes,
Ebon, Shropshire. Andrew Murray.
Weide View, A83 SPO. Richard Maddock,
Wayside, T05 IFY, Paul Brennon, Radbury
Crescent, B29 fi n ,  Geoff Winkles, Herold
Rd. MK45 4011, Craig Groundsall,
Weverton Way, NE23 6PF. Ion McAuliffe,
West Common Grove, AL5 2LL; Robert
Hunter, High St, NG32 1J8, John Rrth,
Hollins Rd. OUJ 4S11. A Whitehurst
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Avenue, NE26 3SY; B.1 Richmond, Kelvin
Close, CBI 413N, Philip Bonner. Glapton
Lane, 1  SIM ; Ian Wheeler, Wellington
Si, P05 4HT. Mark Sibson, Teal! Court, W
Yorks

1

XCEL
COMPETITION
Some little while back we asked
you to come up with a painting,
drawing o r photograph o f  an
alien space craft. Lots and lots of
you did, and we picked the best

postcode

hundred out of the giant card-
board box. These people should
by n o w  have  received th e ir
complimentary copies of XCEL.Well donel

Akin George, Whitley Bay, NE26 3SY; C
Yak'. London, NW 1 7RX; Ian Harris,
Wolverhampton, WV6  7N1; Shane
C a y ,  Laurleen, Co Dublin, Republic of
Ireland; Ian Terry, Barn Mead, CM18 86P. ,
David Alfred Lee, Beaumont', LLS8 8HF.
Ben Devereau, Worley Road, AU  5NS; C
Cousins, Bishopsthorpe, GU3S T o r n
Buchanan, North Oldmoss, ABS !N A;
Bryan Scott,  Beech Grove. NE9 7R0;
Robert Norton, Goodyear Avenue, VVVIO
SM . Ne il Mowberry,  Marcus Road, ABJ
OSF, M  Faulkner, Deriders Road, CV2 2RJ;
Jered Smith. Wilton Bank. TS12 1PD; N a l
Cierk$011, Dowding Way, SNI2  SSO.: Ke ldi
Grafton, The 'Rowans', LE17 6AU, Peter
Rayner. Doggett Robd, CBI  4LF. Paul
Beards, Newbold Road, CV2I  2NO, Stowell
Jacob, Bevil Court, EN11 91X; Richard
Johns, Whitchurch Lane. HAS SOL. R
&Mlle ,  Si Swithins Road, 016 5DS. C P
Hampton, Southeil Avenue, WE3 7LS;
Gnome Carrott, Granville  Road. NE3 510;
Anthony Downs, Bem Common, ST20
O W . Stuart Stanton, CattlaWT, Scotland;
Jonathon Bass. Weldon. CM3 402, Andrew
Young. Loridon Close, 0X14 318. Jason
Galt 'Alwyn' Burgh Road. NR3 1 9EG, S
Lewington, Woodbine Cottage, G16 MEP,
Gary Bennetton, Brewers lane, P013 OJ X ;
Kevin MacNeil, Macleod road, Scotland;
Glaudk) Soave, Great Cambridge Road,
EN8 9EX, Daniel James. Whytings ,
Sussex, M r F Wedge, Newhall Street,
WSI I  I AD ,  Stephen E Griffith. Mersey
Avenue, 119 3A1i Stephen Anderson.
Highter's Close, B14 4N61. Alan Walton,
Peel Close. BBZ 3NG, Kieren Butler, Elm
Grove, Co Dublin; Gary Be gs Fountain
Square, KW1 5 SX; Ion King. Foxyard Road,
0Y4 88H. Jason Guth, Chigwell Lana, 6 1 0
3NY, Russell Winstanley, Twenty Acres
Road, EtS10 6PP, David Diane, The Fairway,
H44 OSH I a n Bentley, Allenon Close, 8133
O W. Stephen Deary, Wynn Gardens. NE10

ADVENTURE CHART WRITE-IN COUPON
Please use block  capitals  and wr ite c lear ly !

Name

Address

I  SHIRT SIZE

Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB

Name

Address

Postcode

1

2

3

4

5

1
2

3

4

Send your coupon to: CRASH HOTLINE, PO BOX 10, 5
LUDLOW, SHROPSHIRE 9)(8 1DB

TITLE

TITL E

OYN, M  Hook, Rocky Lone, 861 SHP; Paul
Wood, Rosedale Gardens, RM9 4EA.
Jonathan Kobarenko, Baildon Road, °N I S
ODE; Gregory Fisk. Four Winds, TA20
Neil Taylor, Kirkway,  Hull; Gary Hewitt,
Beaulieu Gardens, GU I /  OLB, John
Wilson, Windsor Crescent. PAS 90U, Alan
Thomas, Woodgate Road, GE% 7CIO:
Stwhee  Martin. Munster Gardens, N13
5PT. Anon, Highsholdoe, LONDON N6,
Jason Robinson, Worthem Way,
Stelifeci_494 Ste phe n Found, St Anne's
Drive, BS15 611D, Matthew Woods, Combs
Close, 51(12 3ED; J W Todd Jnir, Carlton hill,
NG4 I FN ; David Crozier. Rowley Crescent,
OHS 90Y. Timothy Grace, Druids Cross
Gardens, 118 3EB. A Goddard, Robert's
Avant* ,  STS 9ES. Paul Smith, Glenville
Avenue, LE2 SJF, Andre w Fitzsimmons,
Marlord Hill,  11I2 85W; Toby Cartwright.
Orchard Close, EX17 4NF, Steven
Kendrick. Alfred Road, 143 STU; D M
Shannon, Moyola Park, BT36 8ER. 0 1  Bird,
Ducketts Mead, CM19 SEG; Linton SIMMS,
Beddington Lane, CRO 4TH; Steven
Vickers, Woodstock Road, SI M  3DZ. The
Occupier, Cobrneed, ALIO OJF; John Nash.
Ekndale Grove, SOS OAX M a tthe w
Walker, Kingswood Drive, WS6 SNX.

A mean bunch of dudes arrived
in the post as a result o f  the
appeal p u t  Out o n  behalf o f
Gremlin Graphics in their West
Bank competition. The following
artistic types win  themselves asweatshirt each for their trouble.
J. Morgan, Hampton Rd, SY11 I SN
KitaHd,Glocistorie Park Gardens, NW? 61A;
SP Hoad, Lancaster Drive, RH19 3JU,
Darren Porter, Bridgewater Rd. N N13 6I3Y;
Robert Locicton,Sedgemoor Close, Bristol;lain Humber, Greenhill Rd, N0 4  1DF, Zion
Burchell Effackfcid Rd. RH10 6LE. Gavin

My top five programs are:

Jonathan Schorah. Gasoorgne Avenue.
1S15 41W; Richard Taylor, la isha m Road,
TW17 OJS. Ne il Suffield, Mickle  Home
Drive, DE13 lAT,  Philip Parkes, Priestiands
Park Rood, DAIS 7HR, Lae Reveley, The
Hiram, CV] WT . A Smiles,  Old M ill Close.
Y04 300,  Wayne Birch, White  Cottage,
LN7 6NP, M Criddle . Heath House, DAS
28W, Tim Clarke. Highliaki Avenue, 034
2AL, Alex Muir,  Owen Avenue, G75 9ACI;
Steven Moore, Greengate, LAB SW;
Stephen Nolan, Hahnemann Road, 14 3SA,
William Bonfield Julian Road, NG2 SAN.
Sam Harris,  Rayleigh Road, SW19 3RE;
George Warwick. Vynne y Road, SY I I I
iNT,  Marike Hilaritis,  LanoeVoort 106,
23G3 CC Oegstgeest, Netherlands;
Andrew fi l l •  enamin, Boythorpe Road,
540 2N6, Robert Hughes. Wa rwick
Avenue, CVS 60J, Michael Slater, Wood
Top, BUJ 9EN; Linda Kingsford, Cavendish
Drive, NN3 3HL, John Adams, Clapham
Road. 14 2 M ; Alan Hubbard, Old ;Barn
Way, 8N4 4I4S, Paul Redington. Martin
Grove, S W  SAJ, Richard Rayner. Tranby
Avenue, Y01 3-1N, Patrick Hartley,
Crescent Walk,  WFI3  30G, Daniel Warren.
Saiden Road, 8S14 BPS, S Arnall,  Dial
House Lane, CV5 7LP

WEST BANK BADDIES
Mann, Beau ley Crescent. 003  ODH; Kevin
Curtin. Elmgrove. IV12 4SN: Martin
Weludey, Orson Leys. CV22 SRF, RD
Wright. Hail Rd, DE13 90X, Martin Hill,
Middle St, GL5 I  DZ Plye  Watson. Luddlow
Rd. DY10 INW,  Spencer Ellis. Ferndale Rd.
EN3 IlDH, Ray Tidmersh, Pembroke Av. LE7
882, Jason Osborne, Millbury Ad, CR3
9TGT, Bre tt Collier, N imbi!  Av,  London.
E l i  6HN. A Jones, Rheyder, 106 SAT.
Steven Smith. Swanborugh Place. BN2
508, Nicholas Derrick, Chichester Close,
SOS OEY, Richard Butterfield, Gold St, 570
ITU; Ben DitVenDOLI, Worley Rd, AL] 5NS,
Adrian Marshall, Aspen Av. MK41 88X,
Anthony Smile s,  Old M ill Close. Y0 4  3DU,
Nigel J Palmer. Glanoiroond. NR4 SAG

VOTE OUT OF TEN

C R A S H  H O T L I N E  W R I T E  I N  C O U P O N  M y  top five favourite programs in descending order I
Please use block  capitals  and wr ite c lear ly ! a r e :  I I

PRODUCER I11111111
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THE 1985 CRASH
BEST GAME OVERALL

ELITE
Firebird

Lenslok can't have made that
many enemies for ELITE to
come tops in this supreme
category. Melbourne House
came a respectable second with
EXPLODING FIST and Steve
Crow's one-man game
STARQUAKE published by
Bubble Bus third, trailing FIST
by one percentage point. You
don't have to be big to be
beautiful in the eyes of CRASH
readers, that's for sure.

BEST PLATFORM GAME

DYNAMITE DAN
Mirrorsoft
An easy win in the platform
category for DYNAMITE DAN
from Mirrorsoft, which collected
nearly a third of all the votes cast
for Best Platform Games.
MONTY ON THE RUN legged it
into second place, while old
Charlie Fotheringham-Grunes
pottered shakily into third place
clutching a handful of alchiems
from NODES OF YESOD.
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READERS AWARDS 4ir

A t  last, after much grunting
and groaning, our Database
Minion has keyed in all your

votes and come up with a
full blown analysis of how
the votes were cast in the
1985 Awards Poll. Here's a

summary of all the statistical
evidence we gathered.

We've gone through the categories in the same order
as they appeared on the voting form, so pin your eyes

back or whatever it is you're supposed to do, and
absorb the information we have for you,

BEST SHOOT ENI UP
COMMANDO
Elite Systems
The only really warlike game to
enter into the running in this

group came out tops!
COMMANDO drew nearly twice
as many votes as second-place
MOONCRESTA from Incentive,
and perhaps a little surprisingly,
ELITE from Firebird game in
third place. Who says you can't
do a bit of trading in betweenbattles?

BEST ARCADE
ADVENTURE

FAIRLIGHT
The Edge
BoJangeborg, the programmer,
and The Edge, the publishers
will be well pleased when they
learn their 3D game has
achieved this piece of fame.
Steve Crow fans put
STARQUAKE from Bubble Bus
into second place, while
MARSPORT from Gargoyle
Games beat DRAGONTORC
from Hewson's into third place
by two votes.

BEST TEXT-ONLY
ADVENTURE

MORDON'S
GUEST
Melbourne House
Almost a Melbourne In-House
fight in this section of the
awards. MORDON's QUEST
came top, HAMPSTEAD came
second but BORED OF THE
RINGS by Fergus McNeill
managed to prevent MH from
spending the rest of 1986
bursting with joy. Silversoft's
game came third.

BEST GRAPHICAL
ADVENTURE
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RED MOON
Level 9
A close run contest once again.
with Level 9 elbowing Beyond's
DOOMDARK'S REVENGE into
second place. GREMLINS, from
the now-defunct Adventure
International slithered into third
place— good job no-one fedthem!



EADERS AWARDS

BEST FLIGHT
SIMULATION

TOMAHAWK
Digital Integration
You don't mess about with
someone flying in a Tomahawk
helicopter. Even if you're ELITE
from Firebird or DAMBUSTERS
from US Gold you agree to come
second equal to Digital
Integration's latest release.
TOMAHAWK collected as many
votes as ELITE and
DAMBUSTERS put together. No
contest.

BEST SPORTS
SIMULATION

HYPERSPORTS
Imagine
A nice solid lead for
HYPERSPORTS with
EXPLODING FIST leaving a
good gap and falling into second
place. Oldie but goldie MATCH
DAY from Ocean couldn't resist
coming third. So there.

BEST WARGAME

ARNHEM
CCS
ARNHEM battled its way into the
lead, fighting off a challenge
from Ehte's COMMANDO, oddly
enough. BATTLE OF THE BULGE
from MC lothlorien put up
valiant resistance but had to
retreat into third place.

BEST GRAPHICS

FANLIGHT
The Edge
Bo and The Edge will be
pleased! Coming Top twice is
not a bad achievement!
FAIRLIGHT was chased by
ROBIN 0' THE WOOD from Odin
and Melbourne House's
EXPLODING FIST. ROBIN won
second place by one vote.
Almost a photo-finish!

BEST SOUND FX

STAROLJAKE
Bubble Bus
Steve Crow will soon have an
award to put on his mantelpiece,
for Just beating Mirrorsoft's Rod
Bowkett and DYNAMITE DAN
into top slot in this category. A
mere three votes settled the
tussle for first and second place.EXPLODING FIST from
Melbourne House trailing
behind just a tiny bit, arriving in
third place

BEST MUSIC

FAIRLIGHT
The Edge
Gosharootie! They've come top
for the third time. What a team
Bo and The Edge make!
Worldmaker? More  like World-
dominator if you ask this
Minion. Melbourne House's
GYROSCOPE came a
respectable second and
Mirrorsoft's Musician
programmer Rod Bowkett
slotted DYNAMITE DAN into
third place,
TACKIEST GAME
OF THE YEAR

THE GREAT
SPACE RACE
Legend
Should we allow this one? Oh
alright then Fo re g o n e
Conclusion and all, Anirog's
FLIGHT PATH 737 managed to
take off and land in second place
while SUPERGRAN from
Tynesoft got on her bike andarrived third.

STATE OF ME ART
AWARD

FANLIGHT
The Edge
WOW!  They 've cleaned up this
year. The Edge'll have to move
to new premises to make sure
they've got enough room ontheir office walls for all the
awards they've won from
CRASH readers this year. Well
done! ELITE from Firebird
traded a few places and came
second, State-of-the-Artwise. In
third place, Denton Designs
make their only appearance in
this year's awards list with
SHADOWFIRE.

It's all over for another year: our
Database Minion can go back to
sleep until it's time to start filling
Apricots (computers you sillies)
with the CRASHTIONNAIRE
results. Thanks to everyone for
getting out pens, scratching
brains and sending in voting
forms.

All that's left to do is organise
the awards and make sure
they're sent off to the rightful
new owners. Ho hum
WAIT A MINUTE! We promised
to draw fifteen voting forms Out
of the sack and give away some
prizes didn't we? Yes we did, No
less than fifteen winners
deserve their f15-worth of
software and a T Shirt to wear on
the beach this summer. Well,
here's the names:
Brian Neilson, Mull, MI6 8DW, C
Yeu, Delancey Street, NW1 7RX;
Michael Kilner, Heathcote
Avenue, ALIO ORH, Donald
Findlay, Mansionhouse Rd,
EH19 2TZ; Philip Gosden,
Watersplash Rd, TW17
Louis Clement, Upper Ham Rd,
1IN10 51.A ; Bruce Oora II,
Owlsmoor Ad, GUM 4SD,
Alexander Hawkins, Aberdare
Gardens, NW6 30A, Andrew
Stocker, Farm Close, PIM 7GB;
Jamie Alsamarraie, Scarisbrick
Crescent, Lii 7DL, Jason
Symonds, Romsley Rd, S05
OED
; 
A
n
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w  
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Ardd, Mill Rd, 1133 DTP, Kent
Ja co b se n ,  U n d g a r d s p a r k e n
rDENMARK; Steve Richardson,
Pigot Orchard, HP22 4BP; Toby
Blake, Holm Park, IV2 4XT
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It's not easy being a superhero,
or a Competition Minion for that
matter. They make you sproing
all round the shop gathering
things up and generally making
the place tidy. At least usminions don't have to collect
bombs — only grotty bits of
paper, empty coffee cups and
cigarette butts left all over
CRASH Towers by the nasty
ZZAP reviewers.

Bombjack has a slightly more
dangerous job to perform on a
day to day basis fortunate ly
for him the bombs he has to
collect never seem to explode,
no matter how long he takes to
get to them.The nice Mr Wilcox at Elite
Systems is well chuffed with the
way his programming team
have converted the arcade
game to run on the Spectrum,
To celebrate the success of yet
another CRASH Smash, he's
going to let a lucky CRASH
reader have a Bombjack arcade
machine totally free of charge—
and if you want to own this
marvellous piece of interactive
furniture it's time to get your
thinking caps on,

Imagine you're Bombjack.
You want to go on holiday for a
couple of weeks, but first you

have to train an assistant to
collect the bombs lying around
the five exotic locations
contained in the game. Read the
review that appears on Page 20
of this issue very carefully and
put together a Bomb jack Super
Hero Bomb Collecting Manual
to pass on to your apprentice
hero.

It might be helpful if you
mentioned all the nasties
contained in the game, for
instance. Artist's impressions or
diagrams of the attacking
meanies should be useful to
your successor — and if you feel
like offering a few tips and hints
on achieving a nice high score
• well pop them in your
Bomb jack Manual as well.

Include a portrait of the
apprentice hero you would
choose to take over your bomb
collecting role as well, if you
like, but whatever you do, make
sure those entries arrive at
BOMBJACK MANUAL, CRASH,
PO Box 10, Ludlow, Shropshire,
SY8 1DB before 24th April —
that's the day we'll sort out who
wins the machine to play on
their holidays! Make sure you
pin our official entry form to
your Manual — or copy it onto
the back cover, at the very least!

11111 11111 11111 11111 11111 1=11

P O S T CODE

I  T  SHIRT SIZE
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CHANGEABLE
pril is a relatively quiet time in the microcomputer
games world when commentators like myself and
the companies which produce the games ponder on
the state of the industry now that we've seen the
last of those long wintry nights Thr ee aspects of
the games playing scene have recently made them-
selves conspicuous.

The first is the rise of the cheap game reflected in
Mastertronic's s t a ndi ng a s  a  c ha r t  success

company. Cheap games have become much mor e interesting
recently and have become an impor tant and sizeable part of the
market. In particular the standard of graphics has risen markedly
which has gone a long way towards compensating for the lack of
originality expected of such games. In turn this has put an enor-
mous amount of pressure on the expensive games to provide not

FOURMOST
ADVENTURES
Pr oducer :  G l oba l  S o f t w a r e  pl ays like a very good program
Price: 0 . 9 5  b
u t  
t h e  
g r a p h
i c s  
a r
e  
c r u
d e  
b
y

todays exacting standards, and
Author s :  v a r i ous  i n d e e d ,  i f  any criticism can be

aimed at a tape that brings you
four full games for under £8, it is
that the games on this tape are a
little dated.  That said, the tape
represents exceedi ngl y g o o d
valve for money.

Out o f  the Shadows i s  an
arcade adventure which dwells
in the world  o f  monsters and
magic requiring a subtle blend
of technique with  out and out
battle bravado. It stands as one
of the more successful attempts
to b rin g  t h e  fl avou r o f  th e
Dungeons and Dragons game to
the computer screen. The fig-
ures beh ind  t h e  g a me  a re
impressive, 300 commands, 500
locations, 14 types o f monster
and 50 different types of object
describe what is a deceptively
complex game (for some tips on
p l y  see CRASH May 85).

The p r in c ip a l  in n o va t io n
which runs through the game,
and the  one which g ives the
game its title, is  the way the
ground about you is illuminated
by your flame when play takes

Well, we've had hit compilations
in pop music and, more recently,
compilations o f  c o mp u t e r
classics, Here we have four adv-
enture games, which, if not clas-
sics, are above average and well
worth a look. The tape carries
four adventures chosen by Tony
Bridge who writes a weekly col-
umn i n  Popu la r Comput ing
Weekly.

Heading the cast is  Mizar's
Out of the Shadows which was
Smashed here in December 84
Only to flounder for reasons only
too familiar to small computer
companies — the shops would
take anything from large estab-
lished fi rms, obvious winners
from small concerns, but noth-
ing involved o r  adventurous
from new quarters. The fact that
the high street shops ended up
with a big load of old rubbish on
their shelves i n  a n y case i s
neither here n o r there, sma ll
games houses d idn 't stand a
chance, Out of the Shadows still

only the last word in graphic techniques but also innovative feat-
ures and storylines. The strain in producing such blockbusters is
almost tangible to anyone who has dabbled with the idea of writing
a computer game. Expensive games require an immense amount of
time and dedication on the part of the programmers

The second aspect is the demise of the small independent soft-
ware house and the rise of the large combine. Whi le the British
Telecom and Ocean empires expand,  so the independents have
contracted, along with their innovative philosophies. Ultimate were
innovative until their later games were little more than an attemptto cash in.

The third aspect is the appearance of a new computer, compatible
wi th the 48K Spectrum, which all and sundry have attempted to
critically take apart. The 128K is in fact a fitting compromise betw-
een technical  novel ty and software compatibility. Such compat-
ability has ensured the computer's success and promises to supply
a steady stream of games which utilise more memory, display finer
graphics, and encourage greater interaction The  chief beneficiary
will no doubt  be arcade adventures,  but  the arrival of the new
Sinclair model  will be applauded by all quarters of the computerretail sector.

you below ground or after night-
fall. What tends to come out of
the shadows is a whole horror
film o f  assorted nasties which
become mo re  obstructive the
deeper y o u  g o  d o w n  t h e
dungeon. To light the shadows
your player, whether elf, human
or dwarf, uses a  lantern and
torches. As you move around,
the shadows sweep across the
floor in a very realistic fashion.
When in the dungeon you must
keep an eye on the level of oil in
your lantern and  check h o w

many torches you have left. A
lantern casts a larger light than a
torch and when a  torch goes
down the lighted area it reveals
slowly diminishes and the dark-
ness closes in around you.

There are six quests and if this
were not enough there are many
variations on each theme. The
same quest can be tackled by
different players in competition
where h o w long  each game
takes and how many times it has
been saved a re  the  deciding
factors. A hero of one encounter

I t's morning and Cameron, photogr apher  estraordinaire is
having Imp problems in O UT OF THE SHADOWS

B u m p e d  i n t o
I m p

L . L e 9  b i
t f o r  1

e u m p e d  i n t o
I m p

H e a d  h i t
f o r  1

B u m p e d
I m p

H e a d  h i
t f o r

o

B u m p e d
,  
i n t
o

Imp
C h e s t  h  •

f o r  1
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Atmosphere 7
Vocabulary 7
Logic 7
Addictive Quality 8
Overall 7

can set off on a new quest with
the same hard wo n  trophies.
Possessions such as torches and
copper coins are soon amassed
by opening o r attacking crates
and jars. Valuables can be taken
to the shop for the buying and
selling o f  provisions such a s
food, needed to counteract the
energy-sapping spells you cast.
Delving d e e p e r  i n t o  t h e
dungeon you meet more power-
ful adversaries and the burden
of eve r increasing treasures,
which we ig h  yo u  d o wn  and
make you short of breath during
combat. Taking on foes leads to
increased confidence, strength
and dexterity. Should combat
become too injurous, it's worth
remembering how natural heal-
ing occurs a t  a  greater pace
nearer the surface,

Project X  -  The Microman
was reviewed he re  i n  Sept-
ember 85 and was the game that
used every programming aid in
the book: Melbourne Draw for
its loading screen, Quill & Illus-
trator, and The Patch, a progr-
amming device which explains
the sudden appearance of start-
lingly realistic telephone ring-
ings, wailing sirens and so on.
The game sports the extremely
useful STORE/RECALL f r o m
memory commands wh ile  the
standard of screen presentation
is very high with  a  smart and
helpful text layout and different
colours breaking up the screen.

The story centres around a
Professor Neil Richards whom
you play as he struggles to come
to terms with a freak accident in
his laboratory. Wh ile  working
there he irradiates himself and
immediately drives o f f  t o  h is
colleagues la b  a  f e w  mile s
away. Your task is to enter the
colleague's home but your sizehas been reduced to  that o f a
hamster and your friend's house
is protected by COM 2, a high-
tech security computer. Th e
computer's chief task is to stop
intruders e n te rin g  t h e  l a b ,
something you must do to attain
the antidote to the animal minia-
turization you have inadvertent-
ly turned upon yourself.

The Mural is the second pro-
gram on  side one o f  the tape
which is noteworthy for its curi-
ous introduction. The story goes
like this. I t 's a sunny day and
you're walking along Neasden
High Street in the hope of find-
ing some excitement when sud-
denly you're accosted b y two
men wearing suspender belts
(anything is possible in Knees-
up Neasdenl. You discover you
have been sent b y the Tight-
mouse Board of Censors to en-
gage you in a  task o f painting
over an obscene mural. Having
made th e ir deliverance th e y
knock you out, and here's where
we actually get to the adventure
you must tackle — you awake to
find yourself in a cave.

The first frame has moss and
lichen growing in a large dark,dank cave but moss and lichen
need light so that ruins this one a
bit. Getting into the adventure
things don't improve much. The
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Si tting in the fr ont seat of your car in PROJECT X T H E
MI CRO MAN.  Can you reach the steer ing wheel, oh tiny one?
whole o f  this adventure has a
dated feel. Its linear storyline un-
folds in a lacklustre fashion with
the poor and inadequate EXAM-
INE command responding when
the program deems it  necess-
ary. The program only responds
when you're getting somewhere
and so the one-way feel o f the
plot becomes only too apparent.
In general the program is un-
responsive and has a bad case of
the 'You Cants'. Not far north of
the fi rst location you'll meet a
penguin who jumps in to block
your re tu rn  south. Th e re  i s
nothing wrong with  not being
able to  h it  o r kill the flipping
animal, but the program could at
least acknowledge your attem-
pts to do something that's pretty
obvious g i v e n  t h e  c i rcu m-
stances. There are many examp-
les of dated vocabulary sorting
with GET MAGGOTS failing to
pick up a TIN o f  maggots and
GET PASS failing to acquire a
pass CARD. Th is kind o f  nit--
picking awkwardness in advent-
uring passed long ago — now
authors are much more consid-
erate. I n  o t h e r  a re a s  t h e
program g o e s beyond be ing
unresponsive and strikes a note
of being purely naff. When try-
ing to enter the back door of the
cottage t o  t h e  sou th  OPEN
DOOR i s  unsuccessful wh i le
UNLOCK DOOR does the trick;
this is  withou t picking u p  o r
using a key!

The Mu ra l  i s  t h e  typ e  o f
adventure which just sits there
waiting fo r the player to  input
the one and on ly correct so l-
ution. While it waits, it  sees no
reason why it  should keep you
entertained. The lack o f  inter-
action has you quietly going off
to sleep. The location descrip-
tions are rather good bu t  not
extensively researched and the
overall impression is not a goodone.

Gataxias, the fourth game on
the cassette, is from the same
devious min d  wh ich  devised
Bored of the Rings and Robin of
Sherlock, n a m e l y  F e r g u s
McNeill. This game predates its
two famous successors but is an
early s ig n  o f  t h e  invent ive
genius which was to give The
Quill some rare chart success.
Loading up, the game presents a
pleasant face with a very attract-
ive futuristic redesigned charac-
ter set. What's more, it is emin-
ently readable. Exits are clearlymarked and there are a  few,
rather average, graphics.

As a space pirate your mission
is to tour the planet of the local
system and find a fabled crystal.
The on board computer gives a
rundown o f  the planets within

range and much of your time is
spent exploring these planets,
collecting the items there, and
deciphering the clues scattered
about them. You begin in  the
hideously d e co ra te d  Z a g r o
spaceport, I  mean, ca n  yo u
imagine a mirror glass corridor
with a green roof light. The first
part o f  the adventure unwindsitself in  a  reasonable manner
except fo r the discrepancy by
which food is  eaten f ro m the
inventory wh ile  drink is drunk
but remains in your list of pos-
sessions. A n  alcohol reclam-
ation unit off the bar turns out to
be the toilet with soft music to
help you relax. The wall behind
the bar is burnt with many laser
scorch marks. There are quite a
few other examples of the bud-
ding comic genius.

Galaxias is an interesting pro-
gram with  a  superb redefined
character se t  and  some  we l-
come comic touches. The detail-
ed descriptions of the different
planets you visit make the game
most enjoyable and a  notable
member of the four.

Looks like you're in some sort of a Library in MURAL. Aaaght
dodge the fal l ing penguin!

• "  c 6 4 2 s  HIS moan
a n d

E T HE L T H E _ A A R V Y A A R M
GOES Q U A N T I T Y  S U R V E Y I N G

t o
ARNA S U T R A  F O R  G E R B I L
ENL ARG ED P R I N T )  I

H a r d l y  a n  i n s p i r i n g  c o l l e c t i o n .
As y o u  e n t e r  a  h u y e
.
p e n g u i n

d r o p s  f r o m  t h e  c e i l i n g  a n d
s t a r t *  t o  e a t  a  p a c k e d  l u n c h ,
b l o c k a n g  t h e  s o u t h  d o o r .  Y o u
c a n n o t  I e a v e  t h a t  w a y !

a t
i
k
e l
i
A
A
w
y
o
u  
d
o  
n
o
w
?

n o r
r
g e r
a p .

Wh , d o  y o u  u s ,

(Full reviews o f  O u t  o f  the
Shadows and Project X -  The
Microman appeared in the Dec-
ember 1984 a n d  September
1985 issues o f  CRASH respect-
ively. Th e  ratings a re  repro-
duced here.

OUT OF THE SHADOWS
Difficulty: easy to play but will
take months to complete
Graphics: good original lighting
concept
Presentation: very good
Input facility: arcade response
Response: good
General rating: excellent

Atmosphere
Vocabulary
Logic
Addictive quality
Overall

PROJECT X —
THE MICROMAN
Difficulty: many tricky points
due to unfriendly vocabulary
Graphics: some, generally poor
Presentation: good use ofcolour in redefined text
Input facility: verb/noun
Response: instant Quill
response
General rating: good value

Atmosphere
Vocabulary
Logic
Addictive qualityOverall

THE MURAL
Difficulty: not difficult
Graphics
- 
n o n
e

Presentation: good
Input facility: verb/noun
Response: fast
General rating: strange,
humorous in places, but
generally disappointing

Atmosphere
Vocabulary

Logic
Addictive Quality
Overall

GALAXIAS

9
8
8
9
9

5
6
6
6

Difficulty: quite easy
Graphics: a few, average
Presentation: superb character
set
Input facility: verb/noun
Response: fast Quill response
General rating: entertaining

7
4

5
6
6



BEATLE QUEST

Atmosphere 9
Vocabulary 6
Logic 5
Addictive Quality 7
Overall 77

1

BEATLE QUEST
Producer: Number 9
Price: £9.95
Author: Garry Marsh
i think how well this game does
will not re ly so  much o n  it s
detailed review, b u t  o n  t h e
games-player's f e e l in g s  t o -
wards the subject matter. The
Beatles were a long t ime ago,
and unless you've been watch-
ing too much television you'll
realise by now that the home
games-playing market is quite
young (the belated conversion
of a staid publishing riva l i s
testament to that.

Let's have a look at the first
frame, which follows a picture of
the famous zebra crossing out-
side the Abbey Road recording
studio in London. 'You are in a
bedsitter, circa 1969. You recog-nise it from the Hist/soc-sit-com
vids back home, eg Hancock and
The Liver Birds. The flowered
wallpaper is brown and peeling,
the naked lig h t  b u lb  fl ickers
dimly. You can see a sink full of
dirty dishes; the cooker needs
cleaning. At the far end o f the
room is a divan bed. Someone is
lying on the bed. A  telephone
lies nearby. You can see a pair of
knitting needles.'

You might be a litt le puzzled
by some of the above, so let me
take you through it. Your view of
the Beatles era is from a space
station o f  2953, where life  is

sedate and  peaceful —  a n d
boring. A l l  y o u r  needs a re
catered f o r  b y  t h e  supreme
machine Sel-Taeb 4 ,  a  wo rd
which if reversed says 4 Beatles.
As keeper of the archives it  is
your responsibility t o  ensure
that the New Earth retains its
past. Your present interest is in
the pre Dark-Times mythology,
particularly the ballards o f  the
so-called New Renaissance Min-
strels. The four kings of Emi are
more familiar to us as the four
musicians who gave EMI some
very profitable years.

The way in which you score
points in the adventure is very
much like any other, with  the
player collecting objects o f  in-
terest and returning them to thebedsitter at the start location.
What is  different i s  tha t  the
collection of some items seems
to decrease your score —  o r
perhaps asking fo r your score
reflects a  competitive attitude
unbecoming of the sixties? Also,
your advance through the ad-

venture will only be assured i f
you fi rs t  familiarize yourse lf
with Beatles lyrics, which, natu-
rally enough, will only be easy if
you possess the ir records o r
have one o f  the many books
published sho rt ly a f te r Jo h n
Lennon's death on a New York
street — an event which made
no more Beatles reunions a cert.
An appreciation of sixties slang
wouldn't go amiss either.

Beetle Quest, from a company
that gets its name from a joke of
John Lennon's which coalesced
around the number nine, is full
of sixties atmophere. Everyone
seemed either naive or idealistic
in the sixties, but society seem-
ed a good deal happier for it. The
greedy, grabbing, fizzy, sickly-
sweet, s imp list ic,  superfi cia l
effervecence of the eighties was
never suspected; i f  i t  was, I
doubt whether a  single hippy
would have bothered getting
out o f bed. Recently radio sta-
tions have been playing fresh
copies o f  sixties classics, not-
able fo r the sharpness o f  the
lyrics, and the BBC are repeating
the Hancock half hours. Like the
recent Ti l l  Death Us  Do  Part
repeat, Hancock showed h o w
good television could be before
the BBC settled down into its old
regime o f  cold baths, pathetic
sell-outs and a  feeling that its
primary purpose was to keep the
masses quiet and blissfully un-
aware. If the recent nostalgia for

A girl in a bedsit greets you in a game for musicologists
( O RM)  and Bead. fans, that's BEARE WEST.

the sixties continues, and  re -
places the nostalgia for Victor-
ian Empire, the  BBC wi l l  b e
better for it. The superbly crafted
and atmospheric adventure o f
the fab four, featuring officially
endorsed lyrics, isn't a bad place
to start your trip down memory
lane.

Difficulty: difficult
Graphics: some — imaginative
Presentation: redesignedcharacter set
Input facility: verb/noun
Response: fast
General rating: psychedelic

TIME SANCTUARY
Producer: MC Lothlorien
Price: £7.95
Authors: Peter & George Carmpouloni
To put it bluntly this game is like
a cut down version of Lords of
Midnight without all the inter-
esting bits. The graphical style
could be described as 'art de la
primary schoo l w i t h  b lo cky
trees and characters depicted as
small blobs. What with the large
trees a n d  sma ll  houses t h e
whole thing looks Out o f  pro-
portion. What you do with  the
game i s  hard ly awe-inspiring
either, and its playability is lim-
ited and becomes boring

Professor Math ius Calculus
has been murdered and you, his
closest assistant, are under sus-
picion as you alone possessed
the security pass to the laborat-
ory's security door. The prof'slatest invention wa s  a  t ime
machine and rather than stick
around to  face the inquisition
you decide to take your chances
on a trip through time. Perhaps
you might be able to go back in
One of the rooms in TIME SANCTUARY, decorated
according to the minimalist school of furnishing

time and prevent the  murder
from happening.

The t ime  machine malfunc-
tions before you can reach the
Time Sanctuary_ You end up in a
strange land populated by tribes
and the wizards which oversee
them. T h e r e  a r e  v i l la g e s,
temples, forests, lakes and other
places that you must  explore
before you can seriously hope to
find the time machine and the
fuel to propel it. The local people
are a very important factor in the
game and a good relationship
with them will see you progress
smoothly. The natives and the
monsters of the land each follow
their own way of life but you are
able to communicate with them.
Some o f  these a re  friendly,
others unhelpful. Their person-
alities are summed up between
the attributes of stamina, health,
intelligence, greedyness, hon-
esty, bravery and attitude.
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An over-riding factor is  the
limited amount of time available
for your quest, Should you take
too long your flesh decomposes
and yo u  w i l l  have had yo u r
chips. For example, to search ahouse takes 15 minutes while
scaring a  person takes 5  min-
utes. Th is concept is  a  touch
implausable but having the time
count down on the main screen
may have added something.

To move about you press 1 to
turn left, 3 to turn right and 2 to
move forward in the chosen dir-
ection, E enters a house, M has
you talking to someone while I
brings u p  your inventory d is-
plays the t ime remaining. Sub
options a llow you to  search a
house (which all look much the
same) and  scrolling windows
give you the chance to bring two
words together to  say some-
thing meaningful to  any char-
acter you might meet. The one
thing wrong with the system is
its a p p a re n t  a rb i t ra r in e ss
whereby a character alternative-
ly looks scared or does not look
scared and so on,

Time Sanctuary is a game let
down by its looks and its playa-
bility, The characters all look the
same and the game soon lapses
into the familiar territory o f all
games which haven't quite been

Atmosphere 7
Vocabulary 7
Logic 7
Addictive quality 7
Overall 7

Atmosphere 6
Logic 6
Addictive Quality 5
Overall 6

Producer: Atlantis
Price: E1.99
Author: Robert Burgess

Budget software is here to stay,
and here Atlantis offer a cheap
way o f  enjoying adventuring.
The game is basic and straight-
forward, but eminently playable

and would be especially inter-
esting to a novice adventurer.

Archie the explorer is trying to
save his daughter, whose life is
in danger f ro m a n  incurable
disease. She has been given a
month t o  live, bu t  there is  a
glimmer o f  hope. One day he
reads of a newly found temple
where a  legendary e l ix i r  o f
healing is said to lie. Two pre-
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thought ou t properly —  bore-
dom. Just as a book must hook a
reader less he become disinter-
ested, so a computer game must
involve the player to an extent
that he wishes to more than just
see the game through.

Difficulty: takes a long time to
discover what you have to do
Graphics: simple
Input facility: scrolling windows
Response: average
General rating: flawed

TEMPLE TERROR
vious explorers wh o  t ried  t o
uncover the secrets of the tomb
were never seen again, a n d
Archie soon discovers their fate
as he sets out on his quest in the
temple.

The layout and feel o f  th is
adventure are very traditional.
Objects are scattered about in
sensible places, and the solu-
tions to the problems are logical
and g o  down  n ice ly a s p lay

The pret ty new character set used in TEMPLE TERROR

proceeds. Some of the problems
are cliched, like how to get rid of
the va mp ire  (yes,  t h a t  o n e
again!), but most are novel or at
least fun .  Th e  vocabulary i s
notable for its insistance on full
word entry, though T for TAKE is
useful. The effort of the verbose
entry system is compensated by
its in te lligence wh e n  E X A M
CANDLE gives a different res-

CURSE OF
SHALETH/
DESPERADO
Producer: Central Solutions
Price: E1.99
A u t h o r:  M  V Ge a rin g

These games come in the 'dum-
ped in  your lap with no docu-
mentation now get on with  it '
category. I  get the impression
from what little I have that these
two games are offered as the
one package. Curse of Shaleth is
a reasonable jaunt which has
An ominous portal opens in front of you as you struggle with
THE CURSE OF SHALETH

ponse t o  EXAMINE CANDLE-
STICK_ Perhaps the system is a
touch pernickety when EXAM
MURAL e licits 'You  se e  t h e
mural', wh ile  EXAM MURALS
gives 'You see a picture of the
fabled elixir in its special room'!
Although EXAMINE is not error-
checked (EXAM NONESENSE
gives 'You see the nonesense') it
is ve ry powerfu l and  atmos-
phere enhancing, w i t h  eve ry
important item o r place in  the
adventure eliciting some  res-
ponse to the command.

It's n o t  ju s t  th e  EXAMINE
command wh ich  gives in te lli-
gent responses. CLIMB TREE
near the start elicits 'The trees
start swaying in  the breeze so
you decide not to', and even the
SAVE option very kindly guides
with a  reminder that the game
saves in  three parts —  ve ry
p
o
l
i
t
e
.  
L
I
G
H
T  
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N
D
L
E  
i
n  
a
n

inappropriate location and you
get 'Why do you want to light a
candle i n  a  ligh ted  room? ',
which is  helpful; the response
'I'm so rry I  don 't understand'
when you try to illuminate a dark
room because you don't have
the matches is less helpful. The
problems are often solved b y
havingthe appropriate object to
get through the corresponding
difficulty, in  the simplest case

you cast as the captive of a collar
curse wh ich  tightens around
your neck as play progresses.
Desperado is the type o f  game
where, unlike Shaleth, it is easy
to wander about fo r miles. In
terms o f  difficulty the  games
compare like chalk and cheese.

Curse of Shaleth proves very
difficult beyond the fourth loca-
tion. I should know because this
is how far I could get. The first

for example — key for a door —
passage is automatic on poss-
ession of the correct item.

Although the game only uses
the Spectrum capitals f o r its
print it  is neatly presented, with
occasional inverse printing and
colours to pick out reports and
the inventory. There are no mid-
compass directions like NE, SW
and so on.

Temple Terror is as straight-
forward and as traditional an
adventure as you can get. To a
novice the game has much to
offer, and at its low price many
will no doubt discover the sec-
rets o f the temple without too
much loss of sleep.

Difficulty: easy to moderate
Graphics: none
Presentation: neat
Input facility: verb/noun
Response: fast enough
General rating: cheap and easy



COM M E NTS

Atmosphere 7
Vocabulary 6
Logic 7
Addictive quality 6
Overall 6

frame goes like this: 'Evil taints
the air as you stand alone in the
lair of Shaleth, master sorcerer
and mightiest of the Dark Lords.
To the north an iron door stands
open, the dark passage beyond
offering little in  the way of es-
cape, The bleak stone wa lls,
unadorned but for the years of
dust, surround and seem to im-
prison you'. Any mistakes in the
above can be attributed to  the
fact that the redesigned charact-
er set, though atmospheric, is
difficult to read.

In the very first location you
meet the body of Shaleth which,
when examined, appears un -
conscious. SEARCH BODY and
you discover a silver amulet. As
yqu search, the collar tightens
around your neck, an evil laugh
fills your mind, and the body of
Shaleth decides to  disappear.
That leaves you with  just the
globe but at least the program
differentiates between SEARCH
and EXAM, something I always
take as a good sign. Inside the
globe is the Eye o f the Runes,
trapped with in  the crystal but
EXAMining th e  runes reveals
nothing special, while READing
the runes gives the abrupt 'You
can't do that'. EXAMining the
amulet does give 'the amulet is
strange, half wolf and half bird.
An inscription says, this trinket

has power, three times may you
spend. Just utter the word but
look to the end.' To the north,
through an open door, you find a
rusty saw which proves useless
when trying to saw the barred
windows to the east and west.
I've given you all the clues, now
can you get any further?

Let's have a look at the flipside
story. A  week ago the sheriff
drove Out of town with a posse
to capture Black Jake and h is
gang wh o  robbed the  Sweet-
waterStage for the fifth time. As
deputy yo u  a re  le f t  i n  so le
charge of law and order. You're
now getting anxious about the
fate of the sheriff -  maybe it's
time you rode out to aid in the
capture o f  that low-down, no-
good, two -t iming  Desperado.
The game has a lo t  o f  desert,
cotton grass flats, and general

GAMIC

darkness on the edge of towns.There's t h e  u su a l  We ste rn
adornments o f  Jailhouse, Un-
dertaker, Saloon and Hotel thr-
ough which you pass looking for
the odd stetson, canteen, and
the occasional hand o f  poker.
Any problems I did meet were
very easy to deal with  -  per-
haps deceptively so?

Stumping around outside the town jail in DESPERADO -
you're just across the street from the saloon in case thirst
overcomes you

CURSE OF SHALETH

Difficulty: difficult
Grephict : alright for a cheap
game
Presentation: Okay
Input Facility: yin
Response: fast
General rating: not bad

Atmosphere
Vocabulary
Logic
Addictive quality
Overall

DESPERADO
Difficulty: easy
Graphics: passable
Presentation: Okay
Input facility: yin
Response: fast
General rating: quite a trek
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SPEND THE NEW YEAR IN THE 25th CENTURY AND TAKE A TRIP TO PARADISE
THE WORM IN PARADISE

Levet 9 have spent 12 months  enhanc ing

their adventure system with wo r ld -b e a
T
t la

features f o r  the c oming years  and
WO RM IN PARADISE is the fi rst game to
use this new system.
"The Aus t in 4  haven't  jus t  produc ed,  in
THE WO RM IN PARADISE, a new title -
they've c reated a whole new ball game in
adventure tec hnology  T h e  lates t  t it le
offers a  1000-word vocabulary , t he mos t
sophisticated parser ever incorporated in
a cassette-based adventure, and the refi ne-
ment o f  mult itas k ing Y o u ' d  hav e t o
spend an evening with a Roget's Thesaurus
to come up with enough superlatives to do
justice to THE W O RM I N PARADISE; it
not on ly  offers  s tunning (albeit  at  t imes
dis turbing) originality  in  the ov erwork ed
realm of science fi ction but also embodies
state-of-the-art p rogramming  tec hniques
which wi l l  a llow you effort less ly  t o giv e
reign to your powers of creative deduc t ion"

-  Commodore User
"An ex c e llent  adv enture,  atmos pheric .
devious and f u l l  o f  the ingredients  that
have established Level 9 as probably  the
best English adventure writ ing house to-
date.' -  Computer Trade Week ly

r
-  
-

_  Please send me a FREE FULL COLOUR
LI  addressed envelope about 9" by 6" *

Please send me THE WO RM IN PARADISE on cassette for the

AMSTRAD 464/664/6128 L.  A T A R I  64K 1 1 enclose a cheque or postal order for E9.95.*
My  Name is ( 1 1 8 5  My Address is'111,

_,<I,S
ot
x
6
1

"t wi l l  describe this game in 3 words: Sheer
unadulterated brillianc e.  Rare ly  hav e I
played s u c h  a  wonderf u l,  en t h ra ll ing
adventure T h e  puzzles are entertaining,
tough and logical. The s tory line is  imma-
culate, i n  i t s  orig inalit y ,  c onc ept ,  a n d
application. This  game incorporates Level
9's new parser which has to be used to be
believed. Complex ,  a n d  mu lt ip le  inpu t
commands are understood, and the game
is e x t re me ly  us er-f riendly .  I n  s ho r t ,
mortgage your computer, and get a copy.
Immediately !"

-  The Adventurers Club Dossier

An AMTI X  ACCOLADE.  "Th e  game Is
very good in terms of interaction f a s c in -
atingly anginal and clever. OVERALL 91%

-  Amtix

"probably  the company 's  best adventure
so far" -  Mic roscope

"YOUR SINCLAIR MECAGAME 9110"
-  Your Sinclair

"The fi nal b ig  dif ferenc e ov er prev ious
games is  the size of  the vocabulary . You
can LOOK, o f  course, bu t  y ou c an also
LISTEN and even SMELL L e v e l  9 c laim
that the program will understand over 1000
words a b o u t  five times as much as most
other pres ent -day  cassette adventures .
-  out of this world" AA Rating 87%

-  Amstrad Action

THE WO RM IN PARADISE is available on
6 micros. All versions with the exception of
the BBC have more than 200 pictures.

(Our hat  o f  games  f o r  o t her mic ros  -
ENTERPRISE. L Y N X ,  M E M O T E C K
NASCOM, ORIC I is  available on request
-  please send SAE.)

-
1POSTER with more details  of  bevel 9 adventures on the back. I  enclose a stamped.

SPECTRUM 48K sell- 1BBC 3ZIE 1CO MMO DO RE 84 M S X  64K 1

1

poster.
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If lasts month's mail was
something to shout labour,
this month 's mail bag was
quite amazing. Thanks for all
the tips on Lord of the Rings
and Mindshadow —1 can't say
enough how helpful these
are to the column. Keep on
sending them in and
endeavour to answer as
many queries each month as
possible.

This month Subsunk from
Firebird has been causing
quite a few problems. Ian
Whebun from Manchester
asks:

1) How do you get the aspirin
out of the bottle without losingit?
2) How do you turn off the tap?
3) How do you unblock thesink?

To get an aspirin you must go
down to the location with
the mat and (1JO CPUUMF. I
don't think the tap can be
turned oft but to unblock
the sink you need the rubber
sucker from the tool box,
then OMVOHF CBTJO.

76 CRASH April 1986

Also on the same game
Stephen Dakbury o f  Liverpool
asks:
" Where can I find the glue to
join the two pieces of map
together? " wh i le  Kevin lock in
West Sussex is unable to
open the safe.

To repair the map you need to
make glue from various food

• elements around the sub
(read the note). To open the
safe you will need the
stethoscope and the
repaired map.

B Porter of Sheffield is having
difficulty with Firebird's
other adventare, The Helm,
and asks:
" 1) How do you enter the Uch's
castle? I think you have to find
the needle in a haystack as it
understands 'pick lock' butt
can't find the wording for
haystack searching!
2) How are the torch and bulb
connected? I presume they are.
3) What's the gramophone for?
4) How is the Psyak defeated? I
keep taking reluctant baths!

You are right about needing
to find a needle in the
haystack. To do this you
must WIT TOMUBDSIFT.
Incidentally, the needle is
also of use with the
gramophone_ To prevent
yourself from being
hypnotised by the Pa yak you
must TIJOF UPSDI. As far as
know the bulb can't be
inserted into the torch.

••••••••

Stephen is also having
difficulty with Kentilla and
asks: "
H o w  
d o  
I  
p a
s s  
t
h
e

glowing ward in the Black
Tower and how do I use
Velnor's staff?"

Both these problems are
linked. To destroy the ward
you must LIU XBSE
TUBGG. To use the staff you
must first discover the magic
word whkh can be found hy
examining the emerald in a
dark location.

Also  on Kentilla, Colin Buteux
in Buxton, Derbyshire asks:
"
I  
e
m
i
r
;  
T
y
l
o
n
'
s  
C
a
s
t
l
e
,  
b
u
t

can't seem to find anywhere to
goother than the room with the
dial Also, the wooden boat
won't go into the Serpent sea."

I f you wear the magic gold
ring you should be able to
use the secret passage in
Tylon's Lab. The boat has
caused problems because in
the old version you must
PULL BOAT in the new
version you should PUSH
BOAT.

Our January Smash,
Mindshadow, has proved
popular and in this game
Mark Bonner from Glasgow is
having difficulty using the
map to negotiate the swamp.

You must go to the hut and
then follow the arrows on
the map; arrow up is North,
right is East etc.
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Mark Adams of Salisbury
writes: " In the hit Gremlins
how do you blow up the
department store. I have
trapped all the Gremlins in the
vent system by welding the
metal plates over the vents, but
now I am stumped

To cause an explosion you
must connect the gas pipe
i nto the vent system. You
will need to cut the pipe from
the pump in the bar.

In Red Moon, Donald lindby
from Edinburgh is having
difficulty with the pool of
acid.

Youshould ESPO JO MP
DIBML to neutralise it. Still
on Red Moon i should
apologise for the mix up with
the solution to crossing the
red line in the January issue
You should simply SVC JU
PV1.1.

qPii•RHERUE•
As with all parts of the column this month there has been a huge
response to SUPERHEROES. " As you sail down the Over the words
of the party ring through your head. Congratulations, for you are
truly a master adventurer. We know you will not fail in the
adventures still to come your way. "
T h i s  i s  w h a t  
g r e e t e d  
o u r  
L o r d

of the Rings SUPERHERO at 3 30am on 6th January. Keith Moore
just pipped J Graham who discovered the message a few days later
on the 9th. Matthew Newell in West Bromwich completed
Mindshadow on the 20lit of January at 8.35pm just beating Gregory
Quinn to the accolade (25thl. Philip Hancock sailed the full breadth
of the Seas of Blood on February 20th.
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Back to the ever popular
Hobbit where Leon Butler in
South Yorks is unable to
escape through the window
from the Goblin Dungeon or
enter the barrel in the Elven
King's hell without first
killing the butler.

1ff remember correctly, to
escape from the dungeon
you must SAY TO T H O M
"OPEN WINDOW", SAY TO
MO RI N "CARRY ME" (if he
refuses try again), SAY TO
THORIN "EAST" tor
whatever way the window is,
i t may be west!). To enter the
barrel without being caught
by the butler you must be
invisible by wearing
Gollum's ring.
Melbourne House's Mordon's
Quest is causing problems for
Co/in Suteux who writes: "  I
can't get out of the cannibal's
hut once inside (I'm not sure if
you're meant to do anything
inside there anyhow). More
importantly, I can't get past the
carnivorous plant blocking my
path in the jungle. Also, I can't
seem to do anything inside the
elephant enclosure,"

You need to make a CMPX
OJOF to kill the Pygmy. After
this you will be able to feed
the plant.



Car you control the awesome powers or t w ,
marvel Super Heroes at the same ta lle . and rescue
Alicia Masters from the grip ot the evil Dr Doom

r  this the third of the highly acclaimed Quest probe
ires written by Scott Adams, the undisputed master of
the mot adventure writing, you have to control both

De Tering and The Human Ibrch in  their oussiont set by
the Chief Examiner. to rescue Alicia Masters from

the evil terror of Dr Doom

CBM 64
AMSTRAD
SPECTRUM 48K
ATARI

DISK El 495
DISK E14.95

CASS_ E9.95
CASS. E9.95
CASS E9 9S

DISK ONLY £14.95
BBC/ELECTRON (TEXT ONLY) CASS ONLY £7.95



Dear Derek,
I thought I would add my
opinions to the continuing
debate over the Role-Playing
Adventure. I play RPGs (AD & D.

E ftP., Star Trekand Judge
Dredit among others) and while
I have read with interest the
various letters extolling or
condemning the various
attempts by programmers to
bring the RPG to the computer, I
feel that most of them are
missing the point_

By their very definition RPGs
are games where the players
create PCs (Player Characters)
according to the particular rules
system of the game concerned,
and then proceed under the
guidance of their Dungeon
Master or Game Master to take
part in a scenario. It is at this
point that computer games and
the normal game start to differ
. The whole idea of role-playing
is to take on the part of the
character and make decisions as
you would think he/she would.
For example. imagine KRAGO
the Brave and Fearless Fighter is
out adventuring_ In search of
that illusive fortune that,
however hard he tries, always
seems to end up in the till of the
local tavern Well there is Krago
wandering through fantasy land
when he espies a large tower
decorated tastefully in gold and
gems. Well, that will do for me,'
bethinks to himself and without
a moment's hesitation proceeds
to charge towards the tower
doing a fine impression of a
medieval Rambo and
unfortunately is shot to death
by Orc archers before he gets
within 50 yards of the main
gate. Alas end of attack.
S'Shame.

The reason things like this
happen is because the player
must is supposed to act as his
character would, or at least as
the player sees it, according to
the statistics and personality of
the PC. In the above example
while Krago was brave, strong
and fearless he was also,
unfortunately for him, rather
dirn and lacking something in
the brain department The
player who was playing Krago
was aware of this and so
reacted as Krago would have
done had he been real, le charge
in and get the treasure first
before checking Out the
situation and doing a recce This
is the essence of role playing, it
should be 'well, what would my
character do rather than 'what
shall Ida nown

In computer games the
player, although often given a
character with a background,
still reacts to outside stimuli by
following courses of action he
or she would follow rather than
what the character would do.
This is why I feel there is as yet
no proper role-playing
adventure yet available on the
computer, although some brave
attempts have been made
Giving the player a name and a
short history/background to the
person(s) he is playing is not the
same thing at all. I realise it
would be very difficult to
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program a computer so as to
arrive at an end where the
player actually plays AEA
DRESSAIR the Mighty Elven
Maga reacting and performing
actions that /ter would do, and
of which he would have
knowledge rather than giving
the player a name to use and
then just letting him get on with
it. I hope you can understand
what I'm getting at.

As for ideas for getting round
the problem! think the best way
at the moment (until some
clever person invents a super
computer) would be to have a
game that required both a use of
the rather more standard paper
and pen as well as a computer
program

Firstly it would have to be a
game where more than one
person can play (something like
The Prince). The actual
characters could be created by
the computer program, like
some of the ones available to
generate AD 8i D characters, or
by more normal dice rolling
methods These characters and
their statistics could then be
written down and the player
could develop a quick personafor their PC. The actual scenario
could then be loaded into the
computer and the players could
then take turns at typing in
responses to the computer's
prompts, just like a normal
adventure in fact.

The beauty of this system is
that the players can react to
situations as their character
would. Obviously, the program
would need to be intelligent to
cope with unorthodox requests,
rather than the annoying you
can't' or 'I don't understand'.
Any statistics used would also
have to have a use, ie strength •
combat and dexterity when•

picking locks Personally) feel
this sort of program would be
closer to role-playing than just
giving the player a name and
land to identify with It would of
course rely on the player
actually doing what their
character would do rather than
what they would themselves.
so they would have to restrain
their urge to cheat, or
alternatively appoint a DM to
watch over the proceedings and
possibly type in responses at
the computer to stop those
whose wise side gets the better
of them

Duncan Hoyes
Higher BlacklegManchester

i think you may be taking the
idea of following the rules in
a role-playing game a bit too
far. Was it really necessary
for Krago to behave
suicidally in his attack on the
tower? After all, even the
most stupid animals have a
sense of danger and self
preservation. Besides,isn't it
more i m por ta nt  i n  r o l e -
playing to be consistent in a
character's behaviour rather
than to behave rigidly
according to an initial set ofstatistics?

As the character should
last many months of game
playing it is important that
the player can identify with
his character and enjoyplaying it. Role-playing
games don't have rigid rules
and so are open to various
interpretations. However

fee/ that your character
would be best pia yed by a
computer rather than ahuman.

Also, how would you help a
dim player who has an
intelligent character? In
short, S think intelligence is
the one attribute which
cannot really be played
consistently, unless it is the
same as the player's —
although other
characteristics like
goodt evil, lawfult chaotic
should be played as initially
determined, and a character
failing to do so would be
penalized in experience
points.

don't think having a
human DM fore computer
game would really catch on.
However, S see no reason
why a game couldn't be
w r i t
-
t e n  
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points more for the way your
character responded to
situations than for killing
monsters and solving
problems. I 'd like to hear
from others who have views
on this subject.
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POKES
Dear Derek,
Why should Robin Candy get all
the POKES? The following
program prints out the
vocabulary of Snowball and
Lords of Time by Level 9. Type in
the program and load the game
10 LOAD " " CODE
20IFPEEK 26999 8 4  THEN LET
A 26360 : LET B 2 9 3 7 0
30 IF PEEK 26999 1 4 7  THEN
LET A - 27000 LET B 2 8 9 0 0
40 FOR F A  TO B
45 IF PEEK 6 4  AND ( PEEK

• 91 ) THEN PRINT CHRS PEEK
F,
50IF ( PEEK 6 5 )AND
PEEK 9 0  ) THEN PRINT
60 NEXT

D Foster
Gwynedd

HIGH SPEC
S P E C
T R U
M
Dear Derek,
Having bought a 128K Spectrum
4days ago I have endeavoured
to complete the 128K version of
The Never Ending Story. May I
just recommend this program
to all readers as having played it
tor up to 5 hour sessions at a
time it never got dull or boring
Just to prove that I have done
what I say the final screen shot,
before the game ends. depicts
Bastian, Atreyu and Falkor
flying underneath and it says
Bastian, Atreyu and Falk or set

0  begin rebuilding Fantasia

David Webber
Kidderminster

Worcs

AN EXCELLENT
GAME
Dear Derek,
I was reading through CRASH
when I chanced upon your
review of Runestone (an
excellent game I might add) I t
looked good so I went out and

bought it. After playing it for a
few days I was soon stumped I
just could not find anyway to
get into the Domain of
Kordomir. I have been every
square centimetre for mile) on
the map and found no way by
either path or magic Any helpwould be useful.

have found many lost
treasures namely the
Runestone and the book of
Zarimir. I have completed about
45% of the adventure

Anyway, here are some tips to
the game. From the start it is
best to stick with one character
until the others have been
captured by the orcs. This is so
your characters will all be in the
same place, namely Krilbroth's
fortified tower. It is best to
explore all the huts, towers and
caverns in Belom (especially
those in the south-western
corner of the map) before
crossing the Great Waters By
the time you do you should have
with you several other
characters: Banner the Brave.
Eldric the Forester, Chronos the
Wise. Cluester the Hermit,
Skirmal the Sly, &UMW the Bold
and Grimnal the Fisherman

In the tower on the island
there is an orc whose chest
contains the Book of Zaphir. Ask
Chronos to examine the book
(five times) and she will manage
to find 5 spells Shazarotit
which transports whoever youcast it on onto the island.
Lumenos, which sends a bolt of
lightning towards your victim.
Visimir, Which when cast on a
character will make all his
valuables vanish. Xaramit,
which weakens whoever you
cast it on and Mortis, which is a
healing spell.

E Long
Liverpool

RUNNING
AROUND IN RINGS
Dear Derek,
I am writing to you about the
new adventure from Melbourne
House entitled Lord of the
Rings. It is on the whole a good
adventure but there are a few
snags to it. The layout is good
but I do not like the way the
picture scrolls off the top of the
screen Response is slow but
good location descriptions are
given. Also, some commands
seem to have been left out of my
copy. These include RUN and
SCOR
E, 
a n
d  
H
E
L
P  
d
o
e
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w
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on the beginner's adventure
either
. have found Strider and
managed to dodge the black
riders all the way to the Last
Bridge but do not know how to
complete the first part of theadventure.

Timothy Bamber
Swansea

MORE PROTOCOL
Dear Sir,
I was prompted to send you
some tips on the Fourth
Protocol this month after
reading Mark Whatling's tips
last month on this excellent
game. I hope they will be as
helpful as I found Mark's
a) At Oxford Street West, enter
Boots and buy a camera worth
E50. Be sure to have the extra
cash from the treasury before
you make this purchase or you'llget nicked.
b) Have a light load when you go
to Dover, is do not carry the
aqualung. There is no point in
carrying the aqualung because
you will get burned if you try to
use it, so leave it in your new
office A police car will meet you
at the car park in Dover
.c) After seeing the metal disks
and attempting to carry them
out of the police station, you
will have to find a substitute.
Outside the police station go W,
N, and into an ironmongers.
Here you can purchase washers
Drop these at the interview
room and take the discs.
di Also at Dover. and outside the
police station, you may go E and
S where you will find a
screwdriver. I am not sure, as
yet, what its purpose in the
game is
el Return to London and go to
see Dafydd Wynne-Evans at the
university. He will tell you that
the disks are triggers for a
nuclear bomb along with some
unintelligible garbage and a
note reputedly Illustrating this
You will have to leave the disksthere.
f) Go to Heathrow where the
security guard will draw your
attention to some of the Eastern
European Press Corps Take a
picture of them with the camera
you purchased and you will find
out that there is a suspect
amongst them. Therefore you
must find out if there isa spy
amongst them.
gl Those of you who will havetried to get information out of
Blodwyn will have found that
you must go through C. This

time is no exception C. in tom,
will advise you to go to the
Barbican to buy some flowers.
h) Anyone who has dared to
venture into the Barbican will
have found that it is a maze of
streets. I cannot advise you on
any exact movements in this
maze except for the following:11 The florist can be
found by going south
down a one way street and
by paying her ten pounds
you buy the flowers.

2) Along your adventures
you will come across
several different persons.
One of the first will be a
guard who will tell you to
follow a guide Also you
will meet a tramp who, in
fact, is an under cover spy
. 3) Along a one way street
heading W you will find a
shop selling all sorts of
stuff. In their collect ion you
will find the only possible
means of escaping from
this maze — a guide book
— which you have to buyfor Ell).

4) Beware) Do not use
this guide until you have
purchased your flowers.
Once you have entered the
subway the guide is givento a lost tourist.

5) When you have
purchased your flowers
and escaped from the maze
using your guide book you
must return to see C.
i) Once you have returned to see
C he will guide you to Blodwyn
Blodwyn in turn will tell you
that amongst the people you
photographed there is a spy by
the name of Winkler. C will then
ask you to take care of him.

Return to Heathrow. This time
use the bug You will then
clumsily bump into Winkler
There is now no need to do
more for the time being The
computer will merely make you
follow the spy around using the
receiver. When this has finished
you end up in a Faslane Estate,
which again is a maze. By this
time you will have scored 88%
or thereabouts.
kl After a little adventuring
you'll write out on the eastern
side of the estate where there is
a guard. He will ask you to tell
him where you want to go You
will now have to choose the co-
ordinates of the area where you
wish to go. He will first tell youwhat is there.

This is where land There lean
Interesting co-ordinate at Cl.
where there is a factory with
something to do with nuclear
research, or something like that.
What is the next step? The
computer tells you that you
should go on to part
-
I l l  i f  y o u  
a r e

positive you have the right
place, but my score is still only881
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Aled ab lotwerth
Caernarfon

Gwynedd

The editor has seen my plea
for a raise — not for myself
but f o r
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rth of software goes to
lad ab torwerth for these

useful Fourth Protocol tips.DB
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Baffle your way to three enemy bases.
Do you have the courage, stamina
and skill to become a Game Lord?

The most powerful games in the Universe!

Available from all good software shops.
In case of difficulty write to_
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LET'S GET
TALKING...
This month sees the first FRONTLINE Forum. Apart from
views on this column and computer wargaming in general,
this is a space that you can fill by any means you see fit — in
depth strategies for particular games, how you use your
trusty black box to do all the work involved in calculating
how long it takes 1,000 1 /300 scale Hoplites to get from one
side of a 4x6 foot table to the other anyth ing  you feel may
be of interest. If  you enjoy wargaming then it's to your
advantage to get others interested as well. One way of doing

FALKLAiNDS '82
Producer: PSS
Retail Price: E7.95
Author: John Bethel'

Some months after its release
on the Commodore 64, PSS*s
simulation of the battle for the
Falklands has become available
to Spectrum owners. The game
comes in a small but neat cas-
sette box complete with  inst-
ructions for play, army lists and
(brief) designer's notes. Th e
game is intended as an intro-
duction to wargaming and po-
tential buyers should be aware
that its detail and scope are in no
way as thorough as say, Desert
Rats. The program is  a  ve ry
simple simulation of the ground
based conflict across the North
Eastern part of the Falkland Isles
with only limited appreciation ofa i r .  er.
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and immediately presents the
player with a choice of difficulty
levels. These range  f ro m 1
(Easy) to  5  (Masochistic) and
reflect increasing mora le  and
competence on the part o f  the
Argentinian forces. At this point,
I should note that the 9ame is a
single p layer on ly simulation

with Sean Masterson

this is to air your views and show your enthusiasm for the
hobby. Let's hear it a n d  if you have any tips on strategy or
war games, let's have them. It's high time Robin Candy's
monopoly was broken!

On the review front, most of the software companies are
keeping quiet, a major exception being PSS. Apart from their
latest wargame releases they are busy promoting their
computer based Role Playing Game, Swords and Sorcery.
They have taken to advertising in the leading specialist
games magazines, something few software manufacturers
dare to do: the standards expected from that side of the
hobby are very high indeed.

Now, before you put pen to paper and say that such games
are strictly Derek Brewster's domain, I should remind you
that the original Dungeons &  Dragons by Gygax and
Arneson was considered a one-to-one wargame and was
born out of a modified set of mediaeval melee combat rules
Swords & Sorcery should be considered a landmark in terms
of bringing the home computing and role playing hobbies
closer than ever before, with a  respectable and easily
accessible adaptation of the fundamental elements of a very
sophisticated concept. I would very much like to hear about
people's experiences in playing this game. Its open ended
nature makes it a very exciting product indeed.

The map of East Falkland Island. A poor  choice of dispiay
colours makes features di ffi cult to make out
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and there is no option to play the
Argentinian forces.

Once the difficulty level has
been selected, the player must
allocate p rio rit y  missions t o
ships i n  th e  task fo rce  fl eet
sitting o f f  the island's shores.
This simply consists o f  tellingeach sh ip  in  tu rn  whether i t
should concentrate its firepower
on ground fire support for the
land forces or whether it should
concentrate on  defending the
task force itself. Here is the first
fault of the game. All the ships
are said to have the same fire-
power available for the sake of
simplicity and playability. I  do
not see wh y a  more  accurate
evaluation of each ship's attack
and defence potential (perhapsconsidered on  a  points basis)
should have complicated matt-
ers for the player. Depending on
how you select the balance of
priorities, the task force's vu l-

t i o r t s i i t ‘
j
s z
M I '  MEN A = SERIES

rALICLANDS. 8 2

t
a
lnerability to enemy air raids is

altered. Because the gameplay
concentrates on the land based
forces, you just have to grin and
bear i t  wh ile  the  Argentinian
forces attack your fleet.

Next, you  have a  choice o f
four possible landing sites for
your forces. Two of your units
(SBS and SAS Recce units) have
the ability to  carry ou t intelli-
gence gathering missions at this
point to select the best possible
site. S ites available a re  Port
Stanley, Uranie Bay, Co w Bay
and San Carlos Bay, the histor-
ical site of the landings. Once a
site has been selected, all future
landings must take place their.

The entire p lay area is  d is-
played at once, so following the
progress o f  the battle is  very
straightforward in d e e d .  T h e
whole o f the map is very clear
with one exception! mountains.
These are drawn in yellow on a
green background making them
extremely difficult to distinguish
from the background. Incident-
ally, some of the text causes this
problem as well, appearing as
white o r  ye llow o n  a  green
background and is quite hard to
make Out as a result. As some
combat results are only shown
briefly, th is can be  annoying.
Units a re  displayed a s single
characters with  on ly colour to
differentiate be tween  B ri t ish
and Argentinian units. Th is is
not a problem however, as when
a unit is being dealt with, its full
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identification and and combat
status are displayed at the bot-
tom of the screen.

Units have a number o f fac-
tors which affect their ability to
fight and move. AF is the ag-
gression factor, the value set
against another unit's OF (de-
fence factor) to  determine the
outcome of combat. AF may be
decreased but never increased.
DF, on the other hand, may be
increased if  such details as ter-
rain features prove favourable
to the defending unit. MV is the
movement factor, indicating the
speed at which a unit may move.
This may also be reduced by
terrain. Lastly, RG is the range
factor. On ly artillery and a rm-
oured units may engage in rang-ed fire

Ordering un its i s  simplicity
itself and is merely a question of
following the prompts, Attack,
Move, Pass, Recce (SBS and
SAS only). Results of combat are
displayed immediately. Depen-
ding on the weather, Air Support
and Ship's Guns ma y be b ro
ught to bear on an enemy unit.
However, f o r  s o me  reason,
these options are available only
after your ground unit has at-
tacked the enemy. Again, I  can
see no  reason wh y the game
would b e co me  substantia lly
more comp lex i f  t h e  log ica l
option of pre-emptive air strikes
was given. I t  would avoid an
unnecessary build up of casual-
ties. To be fair, if a unit is ordered
to attack an enemy group which
is out of range, a message will
point out this fact but still allow
ranged missions from the task
force to  be carried out. This, I
feel, is a clumsy and unnecess-
ary way o f  getting around the
problem.

Depending o n  the  difficulty
level set, the player must retake
all te n  settlements and  ho ld
them f o r  one fu ll tu rn  after-
wards. The enemy's a ir strikes
will b e  random and ma y be
intercepted by Sea Harriers on
patrol. During the  game, you
have no control over this aspect
of the game. The game makes
use of zone of control and limi-
ted intelligence during play and
sound effects are used to  em-
phasise certain events.

Falklands '82 is definitely the
beginner's game. I t  doesn't in-
clude helicopters (as the author
decided their use would hope-
lessly unbalance the game) o r
logistics. Nor does it a llow the

OUTINORLD
Producer: Sapphire Software
Price:E1.99
Author: P Davies

Sapphire Software's first prod-
uct, Outwor/d is intended for the
budget end of the market. It's a
science fiction strategy game
involving mining and trading on
a planet called Outworld, hence
the title. I can't comment on the
packaging, as the review copy
sent to me had nothing beyond a
few, limited instructions and the
cassette. So, to the game.

First o f all, it  is necessary to
buy land before min ing  ma y
commence and at the beginning
of the game you have to stake a
claim o n  one o f  three mining
zones by purchasing a patch of
land. They range from danger-
ous areas wi t h  massive  o re
reserves to relatively safe areas
with f e w good min ing  p ros-
pects. Their price also varies —
naturally th e  more  expensive
the mining rights, the better the
ore deposits. Once a choice has
been made, play progresses to
the next screen.

At t h is  po in t,  a  workforce
needs t o  b e  recruited and a
motley bunch they seem to be,
tool A  workforce consists o f a
couple of hundred weird looking
aliens who possess even weird-
er names. No mention is made
of their abilities bu t each be-
longs to a different union and
union rules affect you later in the
game. Th e  worke rs demand
different levels of pay as well, so
economists should bear this in
mind. Neither the union rules
which individual workers follow
nor their abilities are mentioned

1 1 1 1 1
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1 1 1 1 .
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1 1 1 1 1
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player t o  expe rimen t  w i t h
choices t h e  re a l  t a sk  fo rce
commanders never had ,  l ike
directing h ig h  le ve l b o mb e r
strikes against the Argentinian
mainland to  reduce enemy air
effectiveness. The  resu lt  i s  a
highly simplified game which is
easy to complete successfully. It
fails to offer a serious challenge
and, whilst being good as far as
it goes, ultimately fails to ach-
ieve its aims.

PRESENTATION 65%
Simple but satisfactory. Sometimes weak on the
screen however
RULES 6r/0
Easy to use but some features are conspicuous by theirabsence
PLAYABILITY 64%
Well, it is quite playable, for all its faults
GRAPHICS 60%
Nice map s h a m e  about the units!
AUTHENTICITY 39%
Too many serious shortcomings to be rated higherVALUE FOR MONEY 33%
Not enough there. Save a couple of pounds and buy a
CCS game instead
OVERALL 33°/.,
Everybody makes mistakes. This is PSS's
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at the start, so it's hard to make a
good decision first time around.
Hopefully, when this game ap-
pears o n  t h e  market, better
instructions will be included that
rectify this matter.

Equipment needs to  be bo-
ught next. Again, there was no
mention as to  whether certain
equipment is actually necessary
for ore  retrieval o r whether it
simply aids retrieval. In fact, the
latter seems to be the case and
the options cover heavy duty
pickaxes, wh ic h  a re  a lmo st
worthless, to mining machines,
which I could never really afford
as they are more expensive than
opening up a  new mine. This
screen also a llows o ld  equip-
ment to  be sold, but beware.
you're only likely to  recoup a
tiny proportion o f  the original
price when selling equipment.
After a  couple o f  offers have
been made, you will not have
the opportunity t o  se ll againuntil the next month's turn.

During the game, mining re-
ports come in to tell you how
things are going and opportun-
ities arise to spend money with
advertising companies or even
mercenaries, who are prepared
to harrass your competitors fora
fee. Little else o f  use happens
until the end of the month when
the offers for your ore arrive and
the banking reports are publish-
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ed. During the mining it's pos-
sible to alter the safety level at
the workface, which is governed
by a variable between one and
ten. As might be expected, safer
conditions c o s t  m o r e  t o
implement.

No matter how safe you make
the workface, it appears that one
major disaster befalls the work-
force every month! Normally a
disaster results in the death of a
couple of hundred workers ow-
ing to the collapse of a shaft and
although these losses do not
show on your workforce reports,
compensation has to be  paidOut.

Inevitably, s om e  o f  y our
workers misbehave. E v e r y
month a few of them decide to
steal some ore —  and they
always get caught! Doing noth-
ing is likely to make the situation
even worse next month, so two
other choices are possible. Fir-
ing the culprits and reclaiming
the ore is one choice, but taking
the culprits to courts is perhaps
a better financial gamble as
workers who are found guilty
are fined 5,000 credits, which
does wonde rs  f o r  y o u r
profitability.

If cash flow is a problem, you
can ask for a loan. Going over-
drawn is allowed and if you think
the money will come in soon,
then an overdraft may be the

The name MC lothlorien has
been synonymous with good
strategy wargames for a  few
years now. The company itself
began life with the arrival of the
Spectrum. Roger Lees and Mike
Cohen, old school friends with a
passion for wargaming, started
writing games on the 2)(81 and
selling them by mail order as a
hobby. By the time Clive Sinclair
launched his rubber-keyed com-
puter, the hobby had expanded
to the point where Mike and
Roger had to take it seriously.
Thus MC Lothlorien was born as

best course. Otherwise, a  loan
will cost you a  small amount
extra and can allow better in-
vestment i n  the  mines (you
could use the money to open up
a new mine — but this would
almost always entail adding to
your workforce). The last way of
saving money is by fiddling the
taxman. Care has to be taken
here. At the end of each month,
the taxman declares how much
you owe (calculated as a  per-
centage o f  monthly turnover)
but leaves you the option of
deciding how much to pay. Too
little, and he will simply take
more than was originally asked
for. Careful consideration of the
problem can lead to significant
savings.

Taking his British Rail timetable in hand,
SEAN MASTERSON stumps off in the dir-
ection of  Poynton to find out what MC
Lothlorien are up to nowadays.

the two trading companies run
by Mike and Roger, PAC Assoc-
iates a n d  L o t h i o r i e n ,
amalgamated.

Mike and Roger started writ-
ing strategy wargames, and as
their company grew the product
range diversified to include ar-
cade games released under the
Actionmaster label. Afte r  a
while, Lothlorien's decided to
concentrate on strategy games
and arcade action faded into the
background. Recent develop-
ments, however, may lead to
some very different products

Outworld flows nicely as a
game and is far more flexible
than many other trading games
in terms o f  expenditure and
company control but i t is not
without its faults. Mining may be
dangerous but I feel there are far
too many major disasters. The
workforces are too predictable
and d o  not vary enough i n
behaviour or ability. Fiddling the
taxman is  probably the  best
feature of the game. Unfortun-
ately, I  still felt stifled by  the
game's limitations in the same
way as with many others of this
type. Having said that, if you're
into trading 9ames then this canonly be considered as one of the
better Ones.

PRESENTATION 55%
Plenty of options but sometimes a bad choice of
colours makes them difficult to read
RULES 30%
Those received with the game were definitely below
par— perhaps this will not be the case with the release
version?
PLAYABILITy 70
,
yo
Despite other flaws, the game is still playable
GRAPHICS 48%
Some amusing graphics in an otherwise text
dominated game
AUTHENTICITY 47%
As trading games go, not bad really. Still too stifling to
have a truly authentic feel, however
VALUE FOR MONEY 72%
Considering the low cost of the game and the fact that
it is quite playable (for a while, at least it  should be
worth it for those who like this kind of gameOVERALL 58%
Nearly hit the mark. Not for me but still better than
many others of this type

•

A DIFFERENT KIND
OF WARFARE

indeed.
Mike's particular wargaminginterest i s  focussed o n  the

Ancient period and he has an
entire Macedonian a rmy  t o
prove it! Roger has a keen in-
terest in the American Civil War
and has been involved in several
simulations of battles from this
era. But their interest doesn't
stop with 'toy' soldiers. Com-
puter simulations a n d  w a r -
games produced by companies
such as SPI and Avalon Hill have
led to many late nights. Trireme
is a  particular favourite —  a
game in which the player con-
trols ancient navies, manoeuve-
ring immense galleons a nd
boarding enemy vessels. Mike
and Roger's enthusiasm for the
genre is  evident, and carries
through i n to  the i r  business
lives.

Nowadays the two founding
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partners have mo re  than en-
ough to  keep them busy with
running th e ir company, wi t h
Mike acting as Managing Dir-
ector and Roger taking on the

Roger Lees (left) and Mike Cohen— started with an interest in
history and the Sinclair Z)(81.

Dave Setwood (left) and Peter Carrnpouloni are two of Lothkirien's
in-house programming team.

While the men do battle, the women keep the home fires burning
— secretaries Helen heft) and Arline

84 CRASH April 1986

Marketing responsibility. They
are aided and abetted b y two
secretaries, Arline  and Helen,
who complete the administra-
tive team, and nowadays pro-
gramming is  le f t  t o  in-house
teams and freelances.

In some respects, running a
software h o u se  successfu lly
over a  period o f  years is  like
playing a huge strategy game —
Mike and Roger find the analogy
quite fitting. In  the past they
have had a  few close shaves,
and admit as much, but now feel
that th e y have learned f ro m
these. There's litt le doubt that
Lothlorien will be around for a
few years more.

Back in  Ma y  last year, the
company entered into a contract
with A rg u s  Press Software,
under which Argus takes care of
the marketing and distribution
effort fo r some of Lothlorien's
new products. "We have some
very good games", Mike  exp-
lained, ''and felt that we couldn't
really do them full justice, so we
entered in t o  a  contract wit h
Argus, to take advantage of their

marketing and distribution ex-
pertise". So far this partnership
has worked well — The Bulge
was the first game to be put onto
the market by Argus, followed
by Arena.

A N  F  Software is another
company which has a  simila r
marketing deal with Argus, and
Roger and Mike are teaming up
with Doug Anderson and Martin
Hickling of A 'N' F to form a third
company. All the in-house pro-
grammers will soon be moved
to new premises in Prestwich to
form a game development com-
pany by the name of Starsoft UK
Ltd. Five teams of programmers
will b e  working  o n  separate

projects at any one time, as wellas individual freelance coders.
"We fe lt we should do some-
thing new", Mike said "so a third
company has been set up with A
N' F. They have the technical
expertise while we have game
designing skills which are com-
plimentary." By making the best
of Lothlonen's strategy acumenand A  'N'  F's arcade abilities
some excit ing h yb rid  games
could be developed.

Peter Carmpouloni and Dave
Selwood are the in-house pro-
grammers currently working on
an animated adventure called
Stellar Holocaust which is being
produced for Argus. Pete is the
main man on the Spectrum ver-
sion. Both have had plenty o f
previous experience in  progra-
mming: Peter wrote the advent-

ure T ime  Sanctuary o n  t h e
Spectrum but h is career goes
back to the days of the ill-fated
Red Shift fo r whom he wrote
City o f  Death with his brother,
George; Dave is an ex-Ocean
man with several titles under his
belt including Mr Wimpy, Roller-
ball, Caterpillar (on the Vic 20)
and Road f rog .  Ste llar Holo-
caust should be appearing ar-
ound March/April t ime accord-
ing to the Production Manger at
Argus, and it could not be more
different from any o f Pete and
Dave's previous projects — it's a
sort o f  Lords o f  Midnight in
space type game

Lothlorien have a number of
projects underway, a n d  w i l l
continue t o  write  and release
strategy wargames on their own
account, independently o f  the
Starsoft UK  set-up. Borodino
should arrive some t ime after

Stellar Holocaust and continues
the saga of Napoleon's attack on
Russia in  the nineteenth cent-
ury. Th is game's features will
include the regrouping of units
and the use of artillery, the ab-
sence o f which attracted some
criticism for Waterloo.

Lothlorien f e e l  t h a t  t h e ir
games might not always hit the
top ten, bu t they do have an
incredibly long life span — they
also know that keeping up with
the market is fundamental to the
success of anyone in a business
which has seen the downfall of
so many companies over just a
few years. Mike  Cohen and
Roger Lees seem suitably equip-
ped to cater for the future. The
best form of defence is attack,
and Lothlorien seem ready to
make theirs



Sr Sean
ank you for reviewing my
me, Just Imagine, • i n  the
bruary edition of CRASH: it

makes a very interesting change
reading somebody else's review
of your own game rather than
your own review of somebody
else's game] On the whole, I
think that your review was very
fair, however, I was surprised to
find that yqu seemed to have
missed out on one very crucial
point the game is a strategygame,

You say that it is rather hard to
get beyond the first month and
that mainly for this reason, the
game has little lasting appeal. If
this were true, I would be the last

e to play the game, let alone
and sell it. There is a certain
tegy. broadly speaking, that
have to discover (in fact it is

re business sense) and if you
a this, you should do rather
re than simply pass the first
nth. Most of the game's
tures only come out at later
es in the game, specifically
ve the player something to

ards. So (if you do get
e first month) I feel the
does have lasting interest

— having reviewed goodness
knows how many games

f. Thiswas one of my main
rJust Imagine s i n c e
many games are live-

wonders. The
'Denying manual gives

what I hope are fairly clear ideas
on how to make progress
without 'giving the game away.*

Your point about knowing you
we bankrupt and having to go

ough several screens before
u can restart is also a fair one
except that there is a quit

TUNE

option once a month Farling
that, trying to break out of the
game at any stage returns you to
the title screen and you can
recommence playing from
there, without wasting any time.

Those two moans aside, the
review was more than fair, but I
felt these ought to be pointed
out because, if you were right,
there would be linle point in
buying the game, which would
be a shame— not least because I
feel it would be an enjoyable
experience, especially as you
progress and see the full extent
of the parody of our hilarious
industry.

David Lester
Pinner, Middlesex

The reason why I moaned about
the relattve difficulty in getting
beyond the hurdle of the first
month's business is simply
because it is not accurate. No
matter what the financial state of
a small company is, unless it
was set up in March la
particularly had move), it's
unlikely to be declared bankrupt
before a six to twelve month
period has elapsed simply
because of the speeder which
the business world operates. All
small companies have debts
when they startout, and anycompetent businessman will be
able to temper the bank's
concern about these for a while.
I was aware that the game was
both a strategy and a parody but
felt that this point affected the
suspension of disbelief so
necessary to this kind of game.

On the point about being able
Co restart and quit 'admit to
having been unaware of the
options available, That would
indeed make the game less
tiresome if difficulties were
encountered. Thanks for
pointing them out

SM

CRITICAL
ACUMEN?

Dear Sir
As the author of Waterloo and
Austerlitz, I was intrigued to find
that in veer review of Waterloo I
was coming in for some
criticism with regard to the
comanders named in the game.
The changes, such as Marshall
Ney being reduced to the level of
a corps commander are in fact,
forced upon me by the structure
of the program and none of
them are pure mistakes.

For an example of genuine
inaccuracy, a letter from a Mr
Howie of Manchester sent to me
via Lothlorien pointed out that
Lobau commanded the eth
corps at Waterloo, which is
indeed true. He then stated, 'I do
not know who Mouton. your Sth
corps commander is.'

I refrained from informing Mr

CLZECZEI
Dear Sean,
I am delighted to see that you
have started a FRONTLINE
FORUM but why stop here? I
think it would also be an
excellent idea to start a
FRONTLINE Hints & Tips (or
should I say Strategy and
Tactics) section, as at present
CRASH does not cater for clues
on strategy and wargames at all.
To start off, I have offered some
strategic advice for Arnhem
which I think is the best
wargame for the Spectrum at
present (although I haven't seer;
Waterloo or Austerlitz yet). I've
completed the game on all
levels without the loss of a
Single unit.

These tips are for scenario
Three (though they usually work
on Five as well) — apart from
scenario Four. Three is the most
interesting. The most obvious
way to play is to land all the
American paras left at Nijmegen
and the British pares around
Arnhem. Unfortunately, the
British pares are not strong
enough to hold Arnhem on their
own and have usually been
pushed back over the Rhine by
the time the British armour
arrives. The key to this game is
that no German unit can cross a
major river other than by bridge.Therefore I land all the British
units around Arnhem as usual
but also land most of the
American units at the points
where the German units usually
enter the map so they can be
destroyed before they gather in
strength. The remaining two or
three units should be dropped
on the right side of Nijmegen.
This strategy is equally effective
against computer and human
opponents as long as the allies

Howie that General Mouton is,
or rather was. the Count of
Lobate Why is it that the most
vociferous criticism seems to
come from those with the least
knowledge?

Ken Wright
Sheffield

To be fair. I think the points
being made by the people who
criticised the review and the
game were really based upon
more important details than
commanders' names. Several
People criticised the lack of
artillery, for example. However,
many of the critics felt that once
a weak point could be found in a
game, it gave them carte
blanche to proceed to annihilate
the rest of the game. Apart from
the fact that this is a
shortsighted and harmful
approach, there is always the
danger of falling down on your
Own ignorance.

SM

hold the point between the two
main rivers.

Finally, I have included some
points which I think should be
made part of all wargames. First,
there should either be different
levels of play, or else the player
should be able to change the
victory conditions, as a
computer opponent can
become too easy to beat.
Secondly, terrain should have
different effects on movement
and fighting values for differing
types of units. Some areas on
the map should be virtually
impassable to help players bestdecide on how to position their
troops. Thiswill allow infantry to
become particularly useful in
certain types of terrain. Thirdly,
units should possess a number
of factors that combine to make
the ovrall fighting value. Finally,
every game should have a non
real-time order phase to giveplayers time to think and a real-
time movement phase in which
both players move their units
simultaneously to add realism. It
would be impractical for firing
phases to be realtime though.

C Francombe
Swansea

Thanks for the Arnhem tips.
Let's have some more from
other FRONTLINE readers,
Some of your suggestions about
necessary elements of
wargames include those which
every wargarner would like to
see. However, the idea of
simultaneous, realtime
movement poses several
problems, not least of which is
the sheer inconvenience when
two human players are
participating and the possible
limitations caused by the size of
the map compared to that of the
screen. Does anybody else have
views on this?

SM

That's all we have space for this month, but keep your letters, arid
indeed tips, coming to FRONTLINE FORUM, CRASH, PO BOX 10,
LUDLOW SHROPSHIRE, 5Y8 108. Who knows, if the response is
good enough, I might even be able to persuade Graeme to let me
give away some software for the best letter or tip each month
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ble dose of Slimesters this issue, and a rather less pretty
that usual if I may say so. I suppose we really ought to put

in Candy in the Hall of Slime, now he's succeeded in getting his
n logo AND his own supplement in CRASH. Mind you, we'd have

knock a few walls down to fit a picture of him in
Keep your  High Scores rolling in peoples — we could do wi th

seeing a  few more female slimesters. Al l  I  seem to receive are
pictures of ugly mug boys.

Raid over Moscow Completed
328,750 on hard
Robin of the Wood Completed
Critical Mass Completed
Dragontorc Completed. 100%
Supreme Lorelord
Highway Encounter Completed
Rambo Completed
Starquake Completed, 61%
Dun Darach Completed
Lord of the Rings killed at the ford
Everyone's a Wally Completed
Pyiamarama Completed
Atm Atac Completed
Android 2 Completed 3 times in a raw
Way of the Exploding Fist 9th DanCommando 3rd Area
Richard Wilkinson, Sisley, Surrey.

Chequered Flag 1.03.12 Monza
Psst flower blossomed 3 times,
740,035
Trenz Am Collected all 8 cups
Wild Bunch 39%
World Cup Football 4-0 on the Final
Cyclone 1.000
Frank Bruno Ravioli Mafiosi
Graham Baptie, Otley, West
Yorkshire.

Knight Lore 33%
Chequered Flog Brand's Hatch
1:10:98; Silverstone 1:06:00;
Cambridge Ring 0;57:e9
Pyramid well over 73,000,9th level
Scrabble defeated levels 1, 2 and 3
R Blackie. Warwick Square, London.

mpieted
Pac 1,370,335

4 scientists freed
Hunchback Completed
Bruce Lee Completed
Pogo 141,000
J Blackwell, Aristey, Leicester

Ghostbusters E70.200
Frank Bruno's Boxing Frenchie
Spy Hunter 128,200
Travels with Trashmen f 1.024, died
in Madrid
Beach Head 95,200
Booty 43 pieces
Manic Miner The Warehouse
Atic Atac 89% Completed
Frankie Goes to Rollwaood almost
completed, 33% a real person
Match Point Final won 6 4, 6 2. 6 4
Daley Thompson's Decathlon Day 1
164.695; Day 266,855, 100m 9.64;
long jump 8.40: shot putt 29.74; high
jump 139; 400m 32.10; 110m
hurdles 8.94; javelin 110.24: discus
76.32; pole vault 4.90; 1500m 90,75
Hypersports swimming 5.22; skeet
shooting 9,200; long horse 9.99;
archery 4,000: triple jump 16.00;
weight lifting Middle Heavy
Spy vs Spy 9,024 Grandmaster Spy
Finder's Keepere about E824 00
Gary Rason, Randolph Gardens,
London.

Frank Bruno Frenchie Ko'd 5 Times
Match Day beat all levels
Match Point beat computer on 2nd
level
Football Manager Cup 5 Times,
Champion twice
Airwoll 3 scientists
Jet Set Willy II Completed
Exploding Ast 6th DANAbe Atac 60%
Pyramid Completed
Kokotoni Wilt Completed
Craig Wood, West Heath.
Birmingham.

Spy vs Spy Grandmaster Spy
Booty 121 pieces of Booty
Underwuricle Completed, Mire Mare
exit 83%
Alien 8 21 Chambers
Exploding Fist equivalent to 70thDAN
Fighting Warrior 65,470
Lunar Jetman found Trailer, took 5
hours
Bruce Lee Completed 35 Times
Kokotoni Wilt Completed
Fred 5th Pyramid •
Shaun Macleod, Torquay, SouthDevon,

Commando 117,150
Spy Hunter 338,285
Buck Rodgers 340.000
Bryan 0' Rourke, Ullepool, Scotland.

Mikie round the whole game twiceNodes of Yesod 37%
Rocky Horror Show Completed
Way of the Exploding Fist 61.11 DAN
Football Manager Division One
Jonathan Kaye, Loughborough,
Leicestershire,

Frank Bruno's Boxing beaten
tranchie
Spy Hunter 385,277 •
Bruce Lee Completed 10 fenSa
Ghostbusters Completed .
Kokotoni Wilt Completed
Atic Atac found all parts of key
Booty 60 objects
Yie Ar Kung Fu 30th stage
Jet Set Willy 66 objects
Graham Probets, Richmond, Surrey.
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Vie Ar Kung kJ stage 30, 299,000
g 7 ; t r
r t s  
1 5 6
,
0 0 0

upertest 57,000 Day 1; 61,000
Day 2
World Series Baseball 59-1 to me
Sabre Wulf Completed
Everyone's a Wally Completed
Herbert's Dummy Run Completed •
Finder's Keepers CompletedThree Weeks in Paradise 6% solved
Commando Completed Area 4
James Gordon, Watton-At-Stone,
Hertfordshire

Commando 299,100 Area 10
Moon Create 30,100
Starquake Completed
Bruce Lee Done 7 Times
Jet Dec 125,600
Stop The Express stopped train twiceAlmon 3 scientists
Plearnarama Completed
Milne 90,600
Ian PhilOps, Stratford on Avon,
1Nwwshire.

Bruce Lee Completed (13 times)
Atic Alec Completed
Faliguy Completed
Underwuride Completed
Pyiamarama Completed
Jetpac Completed
Matchday final won 11-1
Football Manager rating 99% on
expert
Nightshade 1%
Ian Donohoe, Burnley, Lancashire.

Winter Games ski eimp 225.3 points;
hot dog /0 points; speed skating 37.4
seconds; figure skating 2.4 points,
biathlon 214 seconds; -
b o b s l e i g h25.M seconds: free skating 6.4 points
Match Day Beat computer On all
levels, Amateur 13.0, Pro 12.0,
International 11,1 (5minutes)
World Series Baseball Beat computer
34 I in 3 innings (easy level)
Commando Broke area two on 46,400
Rambo 19.700
Football Manager 100% straight to
first division (won F,A. cup)
Atic Atac 98% Complete
Pyjamarama 90% Complete
Gunfright E44.895 (Lone Ranger No.12)
Knight Lore 79% Complete
Underwurlde 24% Complete
Sabre Wulf 100% Complete
Alien 8 Complete
Three Weeks In Paradise 42%
Paul Ellis and Jeff Hillman, Brighton,Sussex.

Vie Ar Kung Fu 317,000 Level 40
Nodes of Yesod 50%
Exploding Fist 10th Dan,102,000
Dernbusters dam destroyed on fair
Highway Encounter Zone 0,23,000
Beach Head Completed
Fighting Warrior 95,000
Jet Set Willy 2 70 objects
Pyjamarama 83%
Automania 6 Cars Completed
Blue Thunder CompletedBruce Lee Killed Wizard 7 times and
stopped with 7 Lives still left.
Frankie Goes To Hollywood 98%
Nightshade Killed Nest les 55%
Mack Hewes, Canvey Island,Essee

Baseball won on all levels
Exploding Fist 10th Dan
Sabre Wulf Completed
Unclerwurlde Completed
Stop the Express Stopped
Frank Soree, Emmes, Holland.

Atic Atac Completed
Baseball boat computer on all levels
Beach Head Completed on all levels
Bruce Lee Completed 4 times
Finder's Keepers Completed
Ghostbusters Completed to 55,500
Harrier Attack Completed
Jet Set Willy Completed
Kong Completed
Krakatoa 6 Survived 6 r id  e {13;088)
Manic Miner Completed
Raid over Moscow Completed on all
levels
Sabre Wulf Completed 94%, 105,270
The Rocky Honor Show Completed,
12 time periods left
Saboteur Completed
Yie Ar Kung Ft' Completed once
Impossible Mission four letters of the
password and 8,000 points
Brendan Woodhouse, liebburn, Tyne8t Wear

Airwolf 2 Scientists
Football Manager Top of 1st division
Manic Miner Completed
Jet Set Willy 43 pieces
Bruce Lee 434,425 Killed wizard 8
limes
Match Day Won 14-0 in final
Frank Bruno's Boxing Completed
Ground Attack Completed 4th level
Gary Webster, Crewe, Cheshire.

Bruce Lee 980,240 Killed wizard 17
times
Beach Head Completed
Raid Over Moscow Completed
Hypersports Swimming 25.9; Skeet
9200; Horse 9.90; Archery  4000;
Weights 210kg, Triple Jump 17.22Stonkers Thrashed at all levels
Harrier Attack 42,000 ilevel 51
JN Hant, Little Eaton, Derby.

Rocky Horror Completed
Football Manager Completed
Beach Head Completed 100,000
Raid O v e r  Mos c ow Complet ed212,00
Pyiamarama 67%
Match Day 4
-
1 i n  
fi n a l
s

Kung-Fu Brown Belt
Exploding Fist 10th dan 207,000
Kokotoni Will Completed
Fall-Guy Completed
Bruce Lee Completed 7 times
Night Gunner Mission 13 12,560
Formula One Champion on 3rd level
Match Point Won in semi-final
Jorge A. F. Carvalho, Villa Nova DeGala

Exploding Fist 10th den 181.600
Ainivolf 2 scientists
Finders Keepers Completed
Hyper Sport s  Swimming 2586,
Skeet 8.900; Vault  9.99: Archery
3,260; Triple Jump 15 0; Weights
150kg
S. C h a n ,  M a r s t o n  G r e e n ,
Birmingham.

Spy Hunter 734,594
PSST Last level
Starquake 19% 46,595
Supertest Day 1 Skeet 4,300; Cycling
35,32; Diving 52: Slalom Can't com-
plete
Day 2  Canoeing 25.08: Penalt ies
4.110; Ski Jump 8,250:
Knight Lore 9 charms 85%
Sabre Wulf Completed 87%
Pyiamarama Completed 89*.f
Senile Rushmore, Halesowen, WestMids

Harrier Attack Completed 26,550
Bruce Lee 220,675, wizard killed 3times
Sabre Wulf Completed 84%
Alchemist Warlock killed twice
Helichopper Completed 15,780
DT's Supertes t  Shoot ing 5.100:
Cycling 33.25; Div ing 89;  Slalom54 09
Day 2 Rowing 25.02: Penalties 4.905:
Ski Jump 85 50m: Tug 0  War 6thman beaten
Paul Davis, Kingswood, Bristol.

Hyper Sports Completed all events 8times
Grand National 3rd
Exploding Fist 10th dan
Knight Lore Completed
Ku ng Fir Black Belt level 6
Jet Set Willy Completed
Frank Bruno Completed
Bruce Lee 8th level
Cookie Made cake
Sabre WuNCompleted
James Miles, Felixstowe

Exploding Fist Past 10th den S times
Bruce Lee Killed wizard 11 times
rir na nog Completed
Dun Detach Completed
Marsport M. Central approach 93%
complete: Entry t o  Sanetum 48%
complete
Kokotoni Will Completed
Alien 8
2 2  
c h a
m b
e r s

Knight Lore 8 charms
Frank Bruno Beaten Fre nch ie
Spy vs Spy Grand Master spy
Sitool Daze Got re0011
Underwuride Completed
Wizards Lair 4 pieces of  lion but
failed to escape
Sabre Well Completed
Ad Astra Castor Station
Aineoff lscientist
Roland', Rat Race Completed
Nightshade Killed three nasties
Nathen (I never use POKES) Booth

Deathstar Interceptor 24.600
Duke* of Hazzard 8,023
Exploding fist 10th clan
Hellfire 6,540
Hobbit Completed
Match Day International 1-0
Monty on the Run 650
Nightshade 32.000
Pole Position 40.300 3rd
Raid Over Moscow 75,400
Shadow of Unicorn 51%
Spy Hunter327.020
Spy vs Spy Gude is sty spy
Michael Reynolds, Bryn Wigan
Atic Atac Completed 93% 25.075
Automania 9,416 5th car
The Biz Completed No 1
Booty 90 treasures
DTs Decathlon 100m 9.46s; L Jump
87.04m: Shot  25.08rn H  J u mp
2.43m, 400rn 31.825; 110n) 12.04s;
Pole Vault  5.04m, DiSCUS 75 90m;
Javelin 111.56m, 1500m 113.79s
Pyjamarama 87% Completed
Turmoil 2.650 level 1
Chris Moss

DT's Supertest Day 2 81,331
Street Hawk 21,030
Fighting Warrior 42,500
WS Basketball 25-4 level 4
Impossible Mission 3,000
Critical Mass 49,000
Starquake 58,660 ---
Adam Liversage. Solihull, West Mids

Tapper Space Bar
Star Strike 3D 1,118,330 -- level 9
Beach Head Completed 299,000
Spy Hunter 750,270 Expert
Lords of Midnight Completed
Atic Atac 47%
Sabre Wulf Completed 93%
Booty 107 objects
Chequered Flag Cambridge Ring
Exploding Fist 10th dan 172,000
Football Manager 100% and did thedouble
Rocky 3rd boxer beaten
Buck Rogers 50.000
Mugsy 3,470
Steve Davis Snooker 42 break
Knightlore 48%
Kokotoni Will CompletedFrankie 57%
Minder £3,255
Decathlon 100m 8,77s; Shot  Putt
32m, t i Jump 2.65m: 400m 32s; 110
14s; Vaul t  5,50m;  Discus  83m• •
Javelin 98n): 1500m 366s
Alan Hopley, Worthington, Su



Po- Mel Croucher has been involved
in the home computer software
business pretty much since i t
started w i t h  Christian Penfold
he founded Automata wh ich

gave birth to  the PiMan. They
refused t o  b e  invo lved wi t h
games that featured mindless
murder o f  pixels, and consis-
tently released games wh ich

THE
MESSIANIC
APPROACH
TO
COMPUTER
SOFTWARE
Or the
Software
Gospel
according
to
Croucher •
Last month we took a look at a game which appears
on CRL's New Wave label. I t  grew from an initial
concept devised by  Clement Chambers and was
programmed under Mr Croucher's conceptual eye by
Colin Jones. This month we take a look at the man
who acted as midwife to ID and who is assisting in the
development of Darkness At Dawn, and adventure
which employs sound and light rather than text input.

Since leaving Automata Mel Croucher has been
planning for the future. He feels the software industry
is going to have to change it approach radically over
the next few years as technology advances. Sitting
next to him in a London pub, hemmed in between a
fruit machine on one side and a jukebox on the other,
GRAEME KIDD learnt a little about Mr Croucher's view
of software, the advent of devices that will allow
videodiscs to be interfaced to home computers and
the potential they have for revolutionising entertain-
ment
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were different to those produc-
ed by the mega-combines which
dominate the industry today. His
most ambitious project to date is
DEUS EX MACHINA — an en-
tertainment involving a sound-
track synchronised t o  the  o n
screen action. DEUS is  much
more than a game — and has
been dubbed a s  a  p iece o f
software ahead of its time. Now
ID has been released.

Clement Chambers, the boss-
man at CAL, is the person who
first dreamt up the idea which

finally surfaced as a computer
program called ID. He had been
toying with  the possibilities o f
launching some totally different
software and jotted his thoughts
about a particular concept invol-
ving artificial intelligence on the
back of a grubby envelope.

This envelope found its way to
Mel Croucher wh o  agreed to
develop the concept a little fur-
ther w i t h  p rogrammer Co lin
Jones. Once you load ID you find
a personality inside your com-
puter who has a mysterious past
and a total lack of trust in you
and the outside world. It is your
task to converse with ID, taking
into account its changing moods
and moments of fear and jubi-
lation as you try to draw out its
secrets.
ID-EOLOGICAL STANCE1
ID is very different to the normal
run of games software and is the
first new release that has invol-
ved Mr Croucher for more than
twelve months. " I t  has never
been particularly attractive fo r
me to play safe", Mel explains,
"and when Clem contacted me
with an embryonic idea I was
attracted to it because it is using
computers for what in my opin-
ion they should be used for t o
stimulate. I t  doesn ' t  ma t t e r
whether the  micro  stimulates
tears, laughter o r whatever, a
reaction i s  important. I f  Ne w
Wave can achieve that, more
power to  it, because nobody
else i s  do ing  mu ch  i n  th a tdirection."

ID is perhaps Mel Croucher's
second public step on a  path
towards using computers in a
very different way. Since leaving
Automata (on April Fool's Day
last year — a joker to the endl
Mel has spent months travelling
round Europe, meeting hard-
ware manufacturers and learn-

ing what's likely to be available
in the next couple of years. He's
impressed by what he has seen.
and the  possibilities that wil l
open up in the near future for
new kinds of software: "Five, six
years ago the  concepts were
much bigger than the machines,
much bigger. I  wanted t o  do
Deus Ex Machina on the 1K ZX81

now the concepts are piffling
compared wi t h  the  hardware
we've got available. There's no
memory restriction any more,
there a re  wa ys yo u  can  get
around that no problem at a ll
Graphical definition is  getting
pretty good, as is the capability
to reproduce sound. No w the
concepts are trailing behind the
hardware — the hardware isn't
even on the shelves yet, but it's
there; it ' s  ready now but no-
one's launching yet. We're juston the threshold of a beautiful
new toyshop."

NEW CONCEPTS1
Mr Croucher is cagey when it
comes to revealing details of the
projects he's currently working
on — but they are firmly placed
in the future. they b e e n  working
very hard since I left Automata,
and if anything comes to fruition
I'll be happy to talk about it when
I'm convinced that it's going to
work." H e  explains h is  re t i-
cence: "One of the faults of this
business — indeed of any bus-
iness really — is  hype. I  just
don't want to be guilty of saying
I'm working on something really
great and then i t  doesn't hap-
pen." I t 's clear, however, that
Mel Croucher's p lans involve
much more  than conventional
games.
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tainment are over," he explains.
"for the past five hundred years
human entertainment has been
passive. Unless you are actually
on the stage o r playing in  the
football t e a m,  a l l  rece ived
entertainment is passive. If you
read a book then you can't affect
the plot — you can start at the
back page and work forwards,
but then you are an idiot I If you
watch a  fi lm,  it 's even worse
because you are given the im-
ages and you can't even think up
the images for yourself. And so
on.
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puter things changed for the first
time since Gutenberg printed
that first bible — the reason I go
back fi ve  hundred yea rs t o
Gutenberg is because that wasmass entertainment. Before that
bible was printed entertainment
was spoken and you had folk
tales and songs and the audi-
ence cou ld  participate. They
could either change the story
when they told it  on, o r join in
the choruses and so on; it  was
active to a certain extent.

"Home micros a llow enter-
tainment t o  b e co me  act ive
again, you can participate and
whatever you do affects the final
outcome, hopefully."

REAP AS YOU SOW 1

In so me  respects, De u s Ex
Machina is recursive in that it
goes back on itself — you have



to go through it several times
before you can actually start to
play it. There are a lot of levels i
Deus and it's easy to ta
program as a  set piece wh
doesn't actually change. "You
get out of it what you put in",
Mel continues., "that was the
primary motivadon for Deus and
has got a lot to do with ID —
what you utoutofitiswhatyou
put in ' s  what's going to
happe i n  entertainment"

Mel a i n s  what ID is in-
tended to be: " I hope there are a .___.
nu r  of levels. At dorsi mplatriddled
I t h e  program should be the
v 1  equivalent of Geoff Min-

Psychadelia -  it will just
e along, generating phr-
which should entertain

at parties for instance.
s if you give it nothing at all,
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optimistic level, i n  m y
terms, if you ever get through
the game and athieve total trust
thee ID will have learned from
you — and don't lie to it, if you lie
to it then you are only tieing to
yourself — then it will, I hope,
re a s p e c ts  of your own per-
son t h a t  you weren't aware
of .  In the best possible
case you'll want to play it all over
again, to do it better next time."
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which yo Gan actually get into.

i
I've got k i t  of experience of
being in e  wrong place at the
right time and vice versa to draw
upon, and a lot of it has to come a
through. It's ' h u m o u r  of des-
pair almost. y o u r  readers
read French? j e  ne rire pas je-
pleurerai' — never a better line
written in French. If I didn't lau -
I'd cry and so be i t Let's
laugh. I don't see anything fun •
at all about shooting thingter
down, killing people a •  all th
I find things extremel
terms of wordplay or
or concept play, th
hilarious, With ID you
such a total tit of you
by lying to it or by i n g
yourself later on, it'll rememberak
and if yo s ta rt changing your —
mind it r t  losing trust. Some
of the wordplays are riot as daft
as theywould appear to be. ifiD --
starts ilitaying 'Mummy is  the
root o f  all evil ' i t's  not a n
accident— he means it, because

've tol d h i m  something
about your own mother, per-
haps. So it's got those links in

'There's a game in there, in
discovering 'Who is ID?' Nine
little games, for the nine indi-
vidual previous incarnations
and one big one. If you want to
play a game, you've got a game
there but there's also something
else... ''

BYE BYE PIMAN

lunny
ndial
can

ke
er

The association with CRL which
led to 10's release goes back to
an early Microfair where M r
Croucher bought a very youthful
Clement Chambers his first pint
of beer! In those days, the pink
suited PiMan, star of PiMania,
made regular appearances at ZX
Microfairs, often accompanied
by Me l  wearing we ird a nd
wonderful costumes, and was
the star of a comic strip which
adorned the back page of Pop-

ular Compu r 1 Weekl., But the
5 t
r

PiMan. m o r e :  justellnote
emet r  Croucher, fie had

itten the PiMen's obituary in
Iâs weekly gossip column in a
t r a
d e  
p
a
p
e
r .  
W
h
y
?

"Because whatever happens
to the  PiMan i n  the  .future,
whether he re-emerges under a
different guise or with a different
owner, m y  personal involve-
ment has ceased. Even after
leaving Automata last Apra and
the Popular Computing Weekly
strip had ended, Christian Pen-

al.-Robin whcvdraws the car-
toons, and I would regularly get
together over a gallon of beer
and poke three fingers up at the
industry between u s  i n  the
weekly comic strip in Computer
Trade Weekly — some of which
were spectacular.

"It's interesting that Clem in
his office upstairs has the fi
strip from Popular Co
Weekly — Whatever ha
to the Piraw, Daddy? — o
wall. AntMe- been to a number
of offices over the past yew__
where that has been on the Wall.

• I l i gor l r i p  delivered some real-
a lottot q

u
i t
e  
m
e
.  
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h
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ly spectacular prods at the in-
dustry. The PiMan was a cynical
child who never grew up ... or a
cynical old man who never grew
up, they're the same thing. The

that the industry ha t evol-
it can only be static. He had

at very g r
u I  t o  
h i m

n y ou very h  — I did
by him and he' d  okay by

is passing
ok
me. So yes, I mourn
and look forward to tomorrow::

SENSELESS VIOLENCE
Speaking both personally and
-throu j 4  J 4 a q
,  M e l  
C r o a t a
cher T T h e I d  srrong
views about shoot 'em ups: In
find violent games very u nplea-

t for a number of r s .
they a r e  p  I l ybecattee the a r m -

ters depicted are still awfully
basic — just pixels — and the
sounds generated are squeaks
and beeps and the end product
has nothing to with Friday 1.7111
or Rambo, absolutely nothing.
They are dressing up hackneyed
ideas. That's my first objection.
Secondly, they are totally deriv-
ative. I think the computers that
we have now offer tremendous
freedom of expression for any
concept. Thirdly I think they are
socially destructive. I 've been
saying it for rears and people
are very bored with me saying it
like that but I  think i t is very
dangerous to encourage young
people to believe that winning is
to do with killing. I think that's
extremely dangerous. We have
a new generation coming who
will have no qualms whatsoever
about pulling the trigger in any
circumstance."

Strongly he ld opinions in-
deed, but more importantly Met
feels that the software industry
has gone stale. There are only
two basic types of game in the
world fr om  which a l l  other
games derive, h e  believes:
games that have their roots in
chess, involving strategy and so
on which require the player to
apply intellect, a nd reaction
games in which you respond to

what you see. Most of the esta-
games and puzzles, like

Chess, Towers o f
and-Sp on were converted

to m e  mi a  long time ago.
The sottwa u s t r y  is grow-
ing stale, he fee

"The hardw g e t s  better.
The software b e t t e r .  Th-
ere's a  lot o f  s o f t w a r e
around at the t ;  it's ne-
ver been so g  f a c t  but
things move on. It's i v a ti v e ,
it's all derivative. g r a m -
ming is  superb now but the
concepts are all stale. It's all very
well to  sign mega d  a n d

l icenla rious  things e t h e rbuyini  cences or sel l i c -
ences —Ibut at the end a d a y
we are idewn to the pr a m m -
er, whca in turn relies aan the
concept. g r e a t  y  'I've
come up ' t h e  g t  thing

ce sli b r e a d ' ,  t  sliced
go a f t e r  a day." "I

state that Ii f r o m  someone, by
the way", a d d s ,  smaing.

Software houses t i l l  to foil-
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game has come t o  the
market, several versions allow.
For each 'new' type of game,
several clones follow., c a de
conversions are becom
- i n c r -easingly importarrt in I s t  of
new releases. It's all d a t i v e
and lacking in origipal c c o r d -
ing to Mr Crouch. .

Last year I was in the com-
pany of a ve e  and well-
known softwa hoe s e  wherein
the man was d  in a grey
three piece sui m g  worried,
and his PR b d  girls were
all very well r n e d  out, plying
people with i s ,  that and the
other, and s t r u c t u r e  was 'a

onderful k  of cards. Who
wrote the  programs? In they
cam -  the seven dwarves.
Th l e  children came in and
we e n  a shandy or some-
th T h e  whole  company
st• r  fell on what these little

uld turn out. When I say
I mean kids — we were

ing to fourteen or fifteen year
programmers. They can only
de riVative -a it is impossibta,

k h e m  to cd1e up wi a n
I idea, a b l  te  s -

sib e — for even if ,  they
haven't got the v  l a r y  to
express it.

PASSING OVER THE
BUCK 4
Mr Crouchers approach t o
writing software for computersdoesn t involve making a  fast
buck. His prime motivation is
not money — he gets involved
because he wants to. because he
loves it. "I just want to entertain
people", he asserts, "the mech-
anism of the computer is just like
a blank sheet of paper or an
empty reel of recording tape or a
set of tap dancing shoes. It's just
a vehicle to entertain and to
make people cry and laugh.
There are no deep philosophical
messages, I just want to enter.
lain. In the sense of the cinema,
you can entertain a nd make
people cry or  laugh, or  instill
some emotion: I want to do that
with computers. In the past I've
been involved wi r a d i g
i
i m p s i c ,
the written wo a n d  soMildifor
the first ti I  comes toyer-

her. It's totally different this time
round."

"I don't like what is happening
— I 'm  very unhappy about
computers and their effect on
us. I'd much rather people sp-
oke, sung or made music— it's a
lot more valid for the people
concerned. Whatever I'm doing
in the future I would hope I can
beat the pornographers and the
men of violence to using the
new technology —  because
they're going to  come in, no
matter what happens, because
their prime motivation is the fast
buck. They're going to make afortune out of the new tech-
nology — with customised por-
nography or whatever."

Despite being voted program
of the  year in the  Computer
Trade Association's a nnua l
awards and despite collecting
almost universal acclaim, Deus
Ex Machina was not a roaraway
commercial success when it first
appeared on the Spectrum_ It is
currently enjoying a chart posi-
tion on the Commodore, now
that i t  has been released by
Electric Dreams, however. I t
wasn't a  commercial success
first time around, but i t was
fundamentally different to any-
thing that had appeared on the
Spectrum when it was released
and hasn't been surpassed yet.
Mel Croucher intends to con-
tinue along the path he set out
on with Deus. Musician, writer,
game designer, software that
involves Mel Croucher is very
different — is it art?

"You'd have to define ant I
hope so, that'd be great. Yes,
what I'm involved in is art, if you
define art as something that the
artist has to do. Yes, i f art is
something tha t nobody ever
gets paid for Ithanks for the
cheque Clem!). The artist can
never make a living out of his
work, it is the businessman who
has to make the living, therefore
you have to compromise."

CHANGES IN MIND 4
V t  or  1143, -

a
r
e

have to char t h e
industry as it rs viewed my Me
Croucher. "Now all the shake-
outs that took place in the ind-
ustry over the last couple of
years are over the industry is in
the doldrums. It doesn't really
matter who owns what now, it's
the concept that's becoming im-

dant. The  kids are getting
red h o w  many machines

are stuck away under the stairsout of all those that were sold—
over half?

"In this country at least, we've
been i n  l d r u m s  for a
couple t h e r e  have
been , m a j o r  c o n c e p t s
and t h i n k  that a b o u t  to
cha P e r h a p s  thi year, cer-
tain i n  two years. It's taken
four or e a r s  for everyone to
get over P o n ( )  and such
games, c o m p u t e r
bubble is p e n  over
again. The d i f f e r e n c e  is
that once an o f  work is out
of my hands it goes on to who-'
ever participates e t the other
end, the end user. And that's
fascinati

And
rant rem
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This is the easiest way of buying your Games and Utilities

Tole Software House Amount

we as quoceci under review headings
Fetal prpces anti include VAT CRASH
:barge For post and packing inside the
Tiers in Continental Europe should
ruprakTrt or 70p per Morn Ore k
•
re d
irope, please write fest so Out we.— - - -  —

Please make cheques or S u b  To t a l : E
postal orders payable toNov rwmo cm. Please L e s s  Discount: E
do not semi any COinage

To t a l  enc losed:  E
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lf MAIL

Name
Subscriber No
(if applicable)

Address

Retailers don't always have everything in stock
you might want, but if its within our power to get

It for you, then we will. ANY of the software
reviewed in this OR ANY issue of CRASH can be

o rd ered  by using the form below.

But to avoid disappolintment, please ring first to
check availability of unusual items!

CRASH Mali Order is backed by the resources of
Nevnfi eld Ltd, publishers of this magazine, ZZAP I

64 and AMTDC, which has been supplying more
than 150,000 computer users with software for

over 2 years, so you can be sure of the very best in
service.

There is no mall order catalogue involved, just use
the  prices quoted in the reviews in CRASH or the
k now retail price. Should you have any queries on
prices, Just ring the number shown on the form

and our staff will advise you.

DISCOUNTS GALORE I

Anyone may take advantage of the discount
coupons on the form — El off orders worth more

than E20, and 50p off orders worth more than Ent.
Additionally , CRASH Subscribers are

automatically entitled to further discounts on
every item ordered. We make no charges for post

and packing [within the UK)

Nothing could be simpler — MI in the form today
and order whatever you like.

Postcode

SPECIAL DISCOUNTS
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50P

OFF ANY ORDER WORTH
MORE THAN £ 2 0

OFF ANY ORDER WORTH
MORE THAN t I O
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Order
What
You Want
from the
Largest Range
of Software
You
Could Ever
Wish For!

CRASH MAIL ORDER FORM
Telephone Ludlow r0584l 5620

Please send me the following items: BLOCK CAPITALS please,

Please not e:  seine software reviewed may not be available until its release
date. If you are in any doubt about availability, pleas*  r ing fi rs t  We
cannot be held responsible for delays resulting from late or non-release of
titles when reviewed or previewed before their offkial release dates were
k nown

CRASH MAIL ORDER, P 0  BOX 10, LUDLOW, SHROPSHIRE SYS 1DB
Please do NOT enclose this for m/ payment wi th any other  correspondence to CRASH Magaz i ne edi tor ial ,  as it will onl ydel ay processing your  order  and may result In loss.
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18 July 1985
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Issue 21 October 1985

Issues 1,2,6,7.8.911.12.13,14,15 are now out of stock. Sorry'

BACK NUMBERS
fill that CRASH Gap. •  • •

•  'Missile Command' games •  Living Guide •  Sinclair Talks •  Code Name Mat
•  The Quill utility I  Graphics utilities •  Microdrive •  'Pengo' games •  Living Guide
•  New Generation S Jet Set Willy Map •  'Panic' games I  Alphacom printer
•  Battlefield Joystick — comparisons •  Deus Ex Machine

•  Sports simulations roundup •  Sinclair Story 2 S Firebird •  Incentive •  Light Magic graphics
utility •  music utilities S Underwurlde Map 10 Bruce lee map* Sabre Wulf Map •  Everyone's A
Wally Map •  Artist: Godfrey Dowson
•  Denton Designs •  Rankle •  Spectrum surgery •  Sinclair Story 35  Knight Lore Map 1 •
Underwurlde Map 2 •  Tape to Microdrive •  Leonardo graphics utility •  Datel sound sampler •
Artist: David Thorpe
'Gremlin Graphics profile•Artist Bob Wakelin•Sinclair TVOTape MagazinestilLeonardo utility
part twoOCRASHBACK looks again at games in Issue BOGyron map of AtriumeModems round-
up • And the cover that had the Jehova's Jumping!
WITHOUT PAGES 123, 124, 125 and 126. WITH: OCRL ProfileePull out Oliposter — Fighting
Spectrum•Mirrorsoft Profile4linsitle the Timex 20681/Round Up of BASIC Compilers/0On the
Cover Artist Rich Shentield0Maps of Dynamite Dan and Shadowfire
• AUEN 8 and DUN DARACH mapseElectronic Pencil Company ProfileePart Two of BASIC
Compilers Round-upfliThe 64K Spectrum•Design Design Autoprofile, Part 1111Rod Cousensinterview
OPreviews of Marsport, Astroclone, Elite and Scooby Doo (MODES OF YESOD map
•Holografix profile — how to make a Hologram OCrashtionnaire analysis ',Platinum
Productions profile

22 November 1985 ' F e a t u r e  on small computer magazines — looking at the opposition•Microdrive tips and hints
in the NICHE and part 2 of the fast storage feature•Susan Rowe is On The Cover•An inside look
at Fantasy Gamebooks•Early looks at Robot Messiah, Tau Ceti and Zoids

23 December 1985 • V i s i t  to  Melbourne HouseliMinson goes Surfing•The Design Design autoprofile endse
Computer graphics feature — On The Cover is Dave Beeson from Central TVOScary cover and
Scary Preview of Friday 13th•More previews, comps and tips

Christmas Special 1985/6 O n  The Cover Special — our very own Oliver Frey occupies five pages•Profile of the Gargoyle
Games crew•lloyd's Lookback, 1985 revisited•Hewson Consultants under Roger Kean's Eagle
Eye•Short story•Plus a host of Festive Fun and Frolics

25 February 1986 ' , D u r e n  — the profile0A chat with the Microsphere team•Double dose of JetmaneGremlin
Graphics bring a Ninja to the SpectrumOTECH NICHE looks at a FORTH add-on and examines
extensions to ZX BASIC

26 March 1986 • S T  BRIDE's Profile0A first look at the Spectrum 1281,Micronet 800•Romantic Robot's
Multiface One under scrutinyeDiary of 21860Preview of Max Headroom the game

Back issues are going fast — better get your orders in quick. I ts
probably worth telephoning if you want to order early issues, as
were getting short And if you missed Issue 19, we can now com-
plete the gap in your collection with &trimmed down version, which
has a tasteful sticker added to the front cover announcing the fact!

BACK NUMBERS SPECIAL OFFERS
•  Any three or four issues ordered at the same t i m e
-  4 0 p  o f f  t o t a l•  Five or more issues ordered at the same time— 20p off each item.

PRICES
•All BACK ISSUES NO E1,20 including
P&P except 1985/6 CHRISTNIAS
SPECIAL which is £1.95 and includes a giant poster.
00verseas orders
. f 2 _ 0 0  
p e r  
m a g a z
i n e

(they cost a fortune to send)
OSpecial Offer discounts still apply, so get in quick!

Name

Address

Post Code

•  I would like to order the following issues:

Please tick the box next to the issue numbers that you want:
L13 I A  1_15 L 110 1 116 ET17 11118 E l9  i1120 F121 [ 122023
1
-
X
m
a
s  
S
p
e
c
i
a
l  
1
9
8
6  
0
2
5  
L
I  
2
6

Number of issues ordered

Less discount if applicable
Total cost f

I enclose a Cheque or Postal Order for the TOTAL

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

BACK NUMBERS
CRASH MAGAZINE, PO BOX 10, LUDLOW

SHROPSHIRE SY8 1DB
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Once again the people down at
Melbourne House have got out
their Box  Brownie camera.
dressed someone up in funny
clothes and taken an interesting
picture for you to caption.

This time it's the turn of Geoff
Heath —  he's a  Really Big
Cheese at Melbipurne House —
and he's posing in their new
offices with his violin case. It's
all in aid of their new release,
MUGSY's REVENGE, you see.
Mugsy has returned, and now
he's peddling booze in gangster

STRETCH YOUR CAPTION-WRMNG BRAIN CELLS
land to earn an honest dollar.

The Spectrum version of the
game isn't quite finished yet, butsoon fifty CRASH readers will be
playing the game for free, as a
result of this competition, Could
you take Mugsy to the top in
MUGSY's REVENGE? Well, start
out by writing a caption for this
photo — Geoff Brown certainly
got to the top a t MelbourneHouse. But he's such a nice guy,
he probably only keeps hissarnies in that violin case.

HIS REVENGE

Entries in, please, by 24th May
and send them to GANGSTER COMP,

CRASH, PO BOX 10, LUDLOW,
SHROPSHIRE, 5 Y 8  1138

of
Melbourne

House's
latest gameon

offer



Cheetah Marketing Ltd.
1, Willowbrook Science Park, Crickhowell Road, St. Melions, Cardiff

Telephone: (0222) 777337 T e l ex :  497455

Marketing
are proud to announce

the arrival of their
125 Joystick

with this
1
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from Cheetah
Compatible with ZX Spectrum,48K128K,Commodore 64,
Vic 20. Amstrad, Atari, MSX, etc.

At only 0E195 the features on the 125 are second to none
Besides its unique internal structure. built to withstand
immense punishment from even the most vigorous games
player. the joystick contains no less than four extremely
sensitive fi re buttons Two are  housed in  the handgnp
which has been moulded for extra comfort and ease
of operation T h e  trigger finger fi re button provides
ease and comfort for your finger and the top fi re
button is contoured to fit your thumb for sure fire
shooting T h e  base fire buttons are positioned for extra
control and two hand firing whether you are right or left
handed
A built i n  auto-fire switch provides continuous
shooting at the touch of a
tire button

The 125  comes complete with a  full 1 2  months
warranty and is available from A f r
tAtiSMiTti •  High Street stores and all good
computer shops
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Accurate
(XX) screen
scrolling map of the
Royal St. Georges
Golf Course. venue for the
Open Championship 1985.

Can you make par on this
course of Champions? With strong
winds and deep bunkers you'll need all
the help your cadi.1 can give you. Full
•mimation and live action bring your game to lit.

%rgtP• Presk Sofh%are Ltd_ 1.111crt
2.22 Regeni S i t
-
v e t .
I Anidon 1% IR 711)13
Teleptutnull1-439 11666

N I C 4 L D OPLAYS

J1T
U
\fl D
LArnsc

Rum on boll
Spectrum 48A

elm/ CBM64
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Our resident Musical Maestro, JON BATES,
takes a quick look at a device which gives a
48K machine the musical abilities of the 128
and gets with the beat on Cheetah's
SpecDrum.

Upgrade
Your Sound
Capabilities
Let's have a  look through the
cupboards a t CRASH and see
what's there said the  Editor.
Lurching towards a tottering pile
of assorted hard and software
and muttering about simian but
invisible!) fellow operatives, he
commenced to hurl review mat-
erial towards yours truly with all
the grace and skill of a seasoned
American Football pro.  S e e
what you make of that — some
of it has been here a bit 's c us e
me, pressing engagement. And
with that he swept out. Well this
little item has been around for a

bit but never let it be said that the
CRASH reviewing team turns
down material.

The OM! is an add-on for the
Spectrum containing a progra-
mmable sound generator which
can produce a wide variety of
effects. An internal audio amp-
lifier with volume control and
loudspeaker gives a very ade-
quate sound level for normal
use. The unit fits on to the edge
connector, picking up its power
from the Spectrum and is com-
patible with printers and Micro-
drives, according to Timebase,

the manufacturers.
Thoughtfully, an audio socket

has been included together with
an I/O port to allow other bolt-
ons to be added on as well. This
is really useful either for amp-
lifying the Beep from the Spec-
trum by taking a lead from the
ear socket on the computer, or
for other sound peripherals such
as sound samplers. The ZXM
comes in the usual anonymous
black plastic box with a speaker
grille, socket, volume control
knob and provision for a joystick
control.

Taking a quick look inside re-
veals the sound chip as the AY-
3
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several other micros including
the 128K Spectrum. In a  nut-
shell, this device can take your
Spectrum's sound capabilities
up to the same level as the 128K
machine, giving three channels
of sound plus a noise generator,
all fully mixable, as well as a
wide varie ty  o f  envelopes
isound shapes). By careful fine
tuning all the usual sound eff-
ects and tones can be achieved.

Programming the  Z X M i n-
volves loading values into the
8912's sound registers. This can
be done by writing your own
programs o r  v ia  the  editing
software provided on cassette
with the  unit. Some sample
sounds— exploding bombs andso on — are included on the
cassette. What is lacking in this
package is a more sophisticated
music program to help you write

ZXM SOUNDBOX
E29.95

Ttmedata Ltd,
16 Memmels High Rd,

Lain don.
Basildon, Essex

SS15 6ED
Tel: 0268 418121

TECHEITECHONICHEL
NICHE

music directly without having to
fiddle about, but the market is
littered with programs that drive
this particular chip and it should
be possible to adapt and rewrite
existing software if you were so
inclined.

The ZXM instruction booklet
is most informative, and gives
you all the  the  internal add-
resses and I/O port details that
are needed before attempting to
hook it up to suitable controlling
devices via the 7  bit I/O port
(don't g e t  involved unless
you're a dab hand with a sold-
ering iron and are also at onewith the  internals o f  musical
keyboards).

This box of squeaks brings the
48K Spectrum musically intoline with the  128. Both this
review and the product are long
overdue.
'Scuse m e  —  pre s s ing
engagement!

CRASH April 1986 9 9
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SPECDRUM
Producers: Cheetah
Marketing
Authors: P Henning and A
Pateman

Hooray! After a  much intrigue
involving distributors, as well as
marketing and PR type people.
CRASH finally gets to look at the
SpecDrum. Nothing unfriendly,
you understand, i t  just took a
while to  get hold o f  a  review
unit. By now quite a few copies
of this musical package will have
been sold, but if you haven't yet
rushed out to  buy SpecDrum,read on

SpecDrum is a bolt-on pack-
age that gives you a kit of drums.
Not your usual naffdrum noises,
but real drums sampled onto a
chip. Very briefly this means that
the sound made by each drum is
stored digitally. When the unit isfired up it mattes sounds which
are just like the real thing w e l l ,
nearly. More to the point, most
records use some form of digital
drum nowadays, and  s o  th e
sounds produced w i t h  Spec
Drum a re  familia r and  rea lly
great to work with. On a techn-
ical note it can record any sort of
time signature and beat known
to western civilization.

The hardware is contained in
the usual matt black box with a
phono lead attached. The latter
can be  plugged into an audio
amplifier, a mixer, a recorder or
even a  megawatt PA system
depending on the proximity ofyour nearest and dearest. Within
this box are  the chips which
produce the drum sounds. The
accompanying program allows
the Spectrum to fire the drums
at your command and fashion
the t iming  in to  any complex
arrangement, depending o n ly

100 CRASH April 1986

on your inventive ability.
SoecDrum comes with a stan-

dard k i t :  Bass Dru m,  Snare
Drum, Mid  and Low TomToms,
Cowbell, Hi Hat open and closed
and Hand Claps, although there
is no side or crash cymbal which
is a little sad. The sound quality
of all these is excellent; having
used them on  my  own  tapes
which have been played to long-
suffering colleagues, the verdict
was pretty unanimous— for less
than f30 it is an absolute give-
away, considering that a drum
machine wil l  set you back ar-
ound £250 and is  not ha lf so
friendly to use. What's more you
can lo a d  u p  d ifferent d ru m
sounds, programmed o n  the
other side o f the cassette, and
have a  different kit, and  new
tapes are planned— a Latin kit is
already ava ilab le . T h e  u n i t
comes complete with a clear and
comprehensive guide book.

TO WORK TO WORK
In outline what you do is write a
drum pattern, let's say o f  two
bars length. You can either do
this by tapping in  each d rum/
key in turn to a fixed metronome
beat frea lt imel o r  b y  writ ing
direct on to  a  graphic display
(steptime). A  litt le b it  o f  fore-
thought is needed here as you
will need to decide how many
drum strokes you need for each
musical beat. (You can divide
each bea t  in to  3 2  strokes i f
you're that barmy!).

The program initially defaults
to a  fi xed tempo, b u t  th is is
easily altered either by numeric
input or more simply by press-
ing I  o r  ENTER wh ile  yo u r
pattern i s  p laying back. A n ychange o f tempo is noted and

stored away. Regardless of how
you have created the pattern,
you can see it  graphically. The
edit option gives you complete
control t o  add o r  take away
whatever drumbeats you  like,
but if that is too difficult, go back
to the realtime page and delete
or add the drum you want as it
plays. A really useful feature of
the realtime writ ing  Option is
that the micro compensates for
your la ck  o f  accuracy, a n d
shoves the tapped-in drumbeat
to the nearest division of a beat.

You can file your short drum
pattern away. Songs rarely con-
sist of the same drumbeat all the
way through : the most bovine of
skin-bashers likes a  variation
every now and again. Answer:
create another pattern. And then
another. When you have a com-
pendium of short patterns duly
filed and numbered it's time to
assemble th e m in to  a  so n gformat.

The Song Edit page allows the
patterns t o  b e  edited in to  a
sequence, with individual patt-
erns repeated and placed into
whatever order you see fit. The
whole fo rma t  (n o w ca lled  a
Song) is given a name and can
be dumped onto cassette and
recalled la ter. A  song  cou ld
consist of 255 entries, each one
of which may be  looped 255
times —  enough f o r  several
hours of endless drumming. The
program can sto re  u p  t o  16
songs at one go which is more
than enough for the most ambi-
tious rhythm merchant.

Although i t  has eight d rum
sounds, SpecDrum ca n  o n ly
cope with three channels, mean-
ing that some drums cannot be
produced simultaneously. Bu t
this limitation has been catered
for, and presents no real prob-

lem. The update cassette has a
chain editor on it. With this you
can reverse the sound o f  any
drum —  Simon Goodwin has
more information in this issue's
TECH TIPS.

I wou ld  have liked to  have
seen a volume and accent opt-
ion so that some beats could be
sounded louder than others, but
for the real whizz kids the units
offers a  syncro  pu lse  inpu t /
output. If you're recording onto
a multi-track machine a  sync
pulse is put onto one track. You
then record each d ru m on  a
separate track, using the record-
ed sync pulse as a master clock
for the program. You are then
free to alter the sound of each
drum individually and boost or
cut the volume at will. In oper-
ation I  found the SpecDrum's
noise level quite acceptable.

To sum up, th is is  a  major
achievement fo r a ridiculously
low price. SpecDrum i s  very
easy to use and the sounds are
certainly good studio quality.
Even if you can't play drums but
are keen to add a bit of solid beat
to your musical instrument at
home, then this is your wisest
choice, and it would be a good
idea t o  se t  u p  a  number o f
patterns fo r quick use. I f  you
have a relative with a keyboard
that has one o f  those horrid
drum boxes you could do a little
cost sharing — Relative gets a
far superior d rum sound, you
get the  fu n  o f  programming
them u p  and the  use o f  the
SpecDrum to help you become a
megastar.

I f  you d o  end u p  rich  and
famous, p l e a s e  re me mb e r
where you first heard about it—
all donations gratefully accept-
ed and quickly spent.
Jon Bates
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AMX MOUSE
Our man with his finger on the button,
FRANCO FREY, prods the buttons on a
mouse for a change. AMX are the people
behind this particular rodent
ART STUDIO has done a lot to
popularise the mouse as a prac-
tical cursor transport device for
the Spectrum by  supporting
both the  Kempston a nd the
AMX mouse. Buying the AMX
MOUSE also brings the custom-
er several support programs,
including AMX ART and AMX
PALETTE which are in direct
competition t o  ART STUDIO
and provide a l l  the  facilities
required for screen creations.
These programs are styled al-
ong the lines of the innovative
MACPAINT program, in much
the same way as THE ARTIST.
Then there is AMX CONTROL
and ICON DESIGNER, which
enable users to create a mouse
environment in their own pro-
grams. A MX  CONTROL i s  a
machine code program, which
extends the BASIC interpreter
to incorporate mouse associat-
ed commands, w hi l e  I CO N
DESIGNER allows the design of

user specific ICONS. A demon-
stration program displays the
many possibilities and should
encourage f u r t h e r
experimentation.

THE HARDWARE
The mouse interface accepts the
mouse cord via a 20 way ribbon
connector and plugs into the
Spectrum system bus. The inter-
face contains a Centronics type
parallel printer port, so that your
screen creations can end up on a
full width dot matrix printer,
Owners of serial printers gain
access t o  screen d u mp s v ia
Interface 1 .  L e ss  pecunious
users w i l l  st ick t o  th e  mo re
mundane Alphacom or ZX print-
er, which connects up between
the Spectrum and the  mouse
interface. To get the mouse up
and running one o f  the  p ro -
grams that are supplied with the

hardware needs to  be  loaded
from cassette.

A MX ART
AMX ART may be transferred to
Microdrive with the inbuilt tran-
sfer facility. After loading the
main screen displays a window
on the righthand side containing

The ig choice
EXPRESS SPECTRUM, BBC

and COMMODORE REPAIRS!
WHY PAY HIGH

'FIXED'
PRICES

8 icons representing the various
drawing tools, In fact there are a
total of 16 tools and these can be
accessed by pointing the mouse
to the UP window and scrolling
the tool window to display the
hidden icons. AMX ART inter-
prets the three buttons on the
mouse as EXECUTE. MOVE and
CANCEL keys and  these a re
used for the selection o f  the

• Spectrums on!
(We do not charge you for our
fancy premises by charging
high 'Axed pric eil)
Reputations take t ime to build.
we have been repairing ZX 81's.
Spectrums, Ws .  Apples and
BBC's professionally, for 21/2
years - who is coming second?

in all U.K. with While-u-Walt repairs'
with INTERNATIoNAL repair serve:el

to charge LOW PRICES fo r the smaller
repairs1 (e.g. E9 for keyboard faults)

FOR LOW PRICES -  M y  computei
blew recently. I took it  to MAIIKOMP,
who fixed it  in 8  minutes' and for less
than E101 They are local_ 'clued up
and blinclrngly eMclentl" 4 HEATONS
DIGEST

FOR PROFESSIONALISM -  -
O f  a l l  t h erepair corn r ve s  Sinclair User spoke
to. P  seemed the
PROFESSIONAL when it came to adore
and a helpful attitude' AUG 85

FOR HONESTY W e  let you watcn
your computer being repaired and if
there is nothing wrong with i t  we will
tell you!!!

FOR REPUTATION a HELPFULNESS -
•1 have corm across a firm that will be
more than willing to advise you as to

how to r e = r
i
p r o b l e m
s  
T h e
y

are called P  and as well as
repairing faulty computers, are also
quite willing to discuss your problems
with you and offer reasonably cheap
and more importantly CORRECT
CURES
- 
P h a
l  
R o
g e
r s  
.
C I
P U
L l
t R

COMPUTING WEEKLY JAN 85

FOR SPEED "On e  firm at *est can
effect any necessary repairs over the
counter in AS minutes Based it
Manchester, MANCOMP can offer
what is arguably the FASTEST
turnaround in  the business to persona/
callers
- 
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M
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J
U
N
E  
1
9
0
5

THIS IS WHY Spectrum 1.15er5 from
London. Cornwall. Scotland,
Earnangnarn. LivetpooL Coventry.
Leicester. G i f - . .  e t c _
AUSTRALIA. W R I A ,  BELGIUM
EGYPT EIRE GERMANY. HOLLAND.
KUWAIT. M,RWAY. PAKISTAN. RIPLIA

NEW GUINEA, SAUDI ARABIA,
SWEDEN SWITZERLAND and
ZIMBABWE -  send theft Spectrums to
MANCOMP for teparrt
24 HR. TURNAROUND NO-QUIBBLE
GUARANTEE N O  HIDDEN COSTS

Because we repair hundreds of
computers every week. we are
able to pass on our 'component
buying discount' to YOU in
lower prices Z B O A  cpu
El  SO,  4  I 1 6  50p, Upg rade
fi tted E18.95
- we bring down the prices for
repairs and components!
(We may refuse to revive
computers suffering from
attempted DIY repairs!)
Every parcel sent by
Royal Mali Recelpted Post and insured
for return Journey!
(For next day delivery include El 5 0
extra)
(Secuncor by prior arrangement).
On-slte maintenance for
I.B.M.S and most makes : f
.
r i Z t e r S
also availabbe
Guaranteed 4hr responsel
WRY DELAY -  OUR ESTIMATES ARE
FREE AND wrn-totrT OBLIGATION. IF

YOU DO NOT LIVE OUR ESTIMATE
WE WILL RETURN THE COMPUTER
AND REFUND THE POSTAGE INCURRED

Printworks Lane. Levenshuirne,
Manchester M19 3.JP
Phone 061-224 11388

OR 061-224 9888
OPEN MON SAT Sam to 7pm

MANCOMPLTD
1Dept, C 4  )

PRINTWORK5
LAIO E

What we do today
others do tomorrow!

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER

CRASH April 1986 1 0 1



TTECHLINICHEEITECHENICHEETECHON1

m o m m
m a m a
• • • • •
= i m a m

• • • •
• • • 1 1 1
1 1 1 1 • •
O N O ,

0 /
,

I .
1 3 , -
,

-
,

required tools.
Once an icon has been select-

ed, it works in the main drawing
area, and pointing the icon out-
side t h i s  a re a  automatically
reverts back to the arrow icon for
select mode. Above the drawing
window, a line with the words
OPTIONS, FILES, TEXT, LINE
and -
1
-
1P
s  
i
s  
d i
s
p l
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these head up a pull down menu
which can be accessed by press-
ing the EXECUTE button once
the cursor is  pointing a t  the
appropriate t it le .  T h e  me n u
drops down and with EXECUTE
held down, the mouse cursor is
moved down the menu, indicat-
ed by a moving black bar, until
the desired selection is reached
and selected b y  releasing the
EXECUTE button. The selection
is stored and the menu autom-
atically rolls up.

The main drawing tools con-
sist of a pencil, a paint brush and
a spray can. The PENCIL allows
you to draw a line on the main
drawing area and freehand sket-
ches are achieved by moving the
pencil icon around while hold-
ing the EXECUTE button down.
For point to point drawing, the
EXECUTE bu t ton  i s  pressed
once t o  position the  starting
point. Moving  the  pencil d is-
plays a  tra iling line  wh ich  is
fixed with  the next EXECUTE
which also provides a new star-
ting point. Pressing the MOVE
button simply shifts the starting
point. Lines can be  drawn in
black, white  o r inverted mode
and can be selected by pulling
down the LINE menu.

The PAINT BRUSH d raws a
wide band in the current shade
while the  EXECUTE button is
depressed. The shading pattern
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"Select the shade you require" is the prompt on the screen
which allows you to choose from the forty shading patterns
available in the AMX MOUSE screen art package

is selected via the PALETTE icon
and the brush width with  the
TIPS pull down menu. PALETTE
reveals forty shading patterns
which are displayed for select-
ion over the main screen area
and they can be  applied with
four sizes of brush tip,

The SPRAY CA N operates
similarly to  the PAINT BRUSH

with four different spray widths,
The ERASER cleans the screen
area within the defined ERASER
icon while the EXECUTE button
is depressed. The PAINT ROLL-
ER is the fi ll tool and fi lls the
enclosed area with the required
shade.

ALPHA provides te xt  en t ry
and any alphabetic o r numeric
character may be placed any-
where on the screen, There are
four basic fonts which are selec-
ted with  the TEXT pu ll down
menu before entering ALPHA
mode. These  a re  SINCLAIR,
BOLD, 2001 (computer style )
and ITALIC, and text may be
single or double height.

Special drawing functions are
provided with the BOX MODE,
SHADED BOX MODE, CIRCLE
MODE a n d  SHADED CIRCLE
MODE. These provide corres-
pondingly variable sized rect-
angles and circles with or with-
out shaded filling, and are added
to the  screen using th e  fi rst
EXECUTE to fix one corner of the
rectangle o r the centre o f  the
circle and the second EXECUTE
to fi x the  diagonally opposite
corner o f  the rectangle o r the
radius dimension of the circle.
MOVE allows a repositioning of
the first corner or the centre of
circle.

For anybody concerned with
the size of the on-screen draw-
ing area there is good news. The
drawing area is  four times the
size of the screen drawing win-
dow. This means a 416 by 304
pixel drawing board is available.
To access the hidden areas, the
drawing screen may be scrolled
by pointing to the four SCROLL
icons and  pressing th e  EXE-
CUTE button repeatedly. The full

'
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drawing screen may be overvi-
ewed in reduced form with the
help of the SHOWPAGE selec-
tion in the OPTIONS pull down
menu. Last bu t  no t least the
MAGNIFYING GLASS icon pre-
sents a zoom window of fixed
size which may be positioned
over the area to be magnified.
Pressing EXECUTE displays the
zoom area magnified by a factor
of four, together with a full-size
view of the zoom window. Pixels
may be set or reset by pointing
at them and pressing EXECUTE.
When the detail work is accom-
plished, t h e  mod ifi ed  zo o m
window may be either accepted
or discarded by pointing to the
ACCEPT o r DISCARD box and
pressing EXECUTE.

8 0  . 9 1  I I  11 I  "*t4

The PALETTE part, where you add
colour to your composition

IN
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The OPTIONS pu l l  d o w n
menu contains various system
options and functions. CLEAR
empties the main screen area
and the  corresponding back-
ground area; CLEAR ALL the
entire background screen. LOCK
0,4 and 8 locks the movement of
the mouse to within specified
grid increments and is useful for
drawing long straight lines,
positioning line ends or tying up
with colour attribute bound.
aries. Printer information is sent
via the parallel or serial port or
using the ZX  print facility by
selecting AMS, RS232 or  ZX
PRINT options. P RINT O U T
dumps the picture to the printer.
ZX PRINT limits the print out size
to 255 by 192 pixels. Using the

Illustrating the use of the pull-down menu system in the
AMX ART package. Here Cameron, ubiquitous CRASH
photographer and screen graffiti  artist is going for an italic
typeface

serial or parallel port there is the
Option of the print size. The area
of the main screen to be printed
is surrounded with the box and
EXECUTE pressed. TAPE or M-
DRIVE selects the file destina-
tion and source. FINISHED al-
lows you to exit the program.

The FILE pull down menu en-
ables you to save and retrieve
pictures to and from cassette or
Microdrive cartridge depending
on the file option setting in the
OPTIONS menu. SAVE PAGE
saves the full drawing screen
and requires about 16K of Micro-
drive space. LOAD PAGE loads
pages saved with SAVE PAGE.
GET SHADE loads a new set of
shade patterns into the palette
menu. Normal screen files may
be loaded using the  IMPORT
option, while the top left hand
corner o f  the  main drawing
screen may be saved as a nor-
mal screen using the EXPORTfunction.

A MX  COLOUR
PALETTE
Once the screen has been edited
and saved with Arox ART using
the EXPORT option, the  COL-
OUR PALETTE program can be
loaded. The  colouring o f  an
existing black and white screen
is performed by selecting the
BRUSH icon, positioning it and
pressing EXECUTE. The charact-
er area converts to the current
ink and paper colour, and the
transparent ink and paper colour
do not seem to be able to be
selected. This would be useful
for operating with ink or paper
independently and thus cutting

0
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down the multiple selection of
colour combinations. The  ink
and paper colours are selected
with the INK and PAPER pull
down menus, while Bright and
Flash can be set in the OPTIONS
menu. The current status of the
colours, Flash and Bright are
given in the  windows a t the
bottom right of the screen.

The only other icons are the
four direction arrows, which
provide access to the hidden
areas of the screen.

The OPTIONS menu enables
tape or Microdrive selection and
also provides an exit to BASIC
by NEVVing the computer. The
FILE menu is accessed for load-
ing and saving screens. Screen-
files produced with AMX ART
must have been saved with the
EXPORT command and not with
the SAVE PAGE command.

A MX CONTROL
AMX CONTROL is designed to
allow the  users o f  the AMX
MOUSE to incorporate mouse
activities in their own programs.
This is done by extending the
Spectrum BASIC interpreter to
include m o u s e  associated
commands.

AMX CONTROL m us t b e
loaded and initialised before the
mouse c a n  b e  activated.
RAMTOP must be lowered to
45000 and initialisation is done

with a  USA statement. AMX
CONTROL adds 28 commands
to normal Sinclair BASIC which
are a l l  preceeded w i th  a n
asterisk.

The functions provide all the
facilities required for monitoring
the mouse positions and swit-
ches, providing menu headers,
pulling down menus (including
storing the corresponding over-
written screen area), displaying,
hiding and moving icons, printer
commands for the support of
the Centronics port, monitoring
the status of menu parameters
and creating windows with sel-
ectable paper colours. Two pro-
portionally spaced fonts are pro-
vided for the user and with 32
inbuilt patterns may be used to
fill in specified rectangle areas.
There is even an error trapping
routine in support o f  SinclairBASIC.

It isn't too difficult to create
programs running under mouse
control and featuring icons, pull
down menus and windows by
simply including the extended
commands within your BASIC
program. BASIC DEMO soft-
ware includes a  four function
calculator and a sliding puzzle to
help you get the hang of catering
for the mouse in your own pro-
gram code. All commands are
carefully documented i n  the
manual a nd  information fo r
access o f  some o f  the  corm
mends from assembly language
is provided for the more ad-
vanced user.

CONCLUSION
The AMX MOUSE is a  lovely
little creature. It is an ideal tool
which provides fast and accur-
ate cursor positioning for draw-
ing and menu selection. The
software support provides all
the help required to incorporate
the mouse operation in normal
BASIC programs. AMX ART is
an excellent drawing util ity
reminiscent of MAC PAINT. It is
a shame that the screen colour
work has to be run separately
from the main program, as it is
not always performed after the
whole screen is designed. This
means a  lot of to and froingbetween AMX  ART and PAL-
ETTE. It would appear that PAL-
ETTE was an afterthought, and
the Omission o f  transparent
colours means a lot of colour
combination selections for  a
colourful screen. The Centronics
port is  a  real bonus when i t
comes to dumping screens, and
generally for llisting and lprint-
mg. The manual is concise and
excellently executed. A  very
worthwhile product with an un-
fortunately high price tag for
Spectrum Owners. Start saving!

Franco Frey
AMX MOUSE
Producer: Advanced Memory Systems Ltd
Green Lane, Appleton, Warrington, WA4 5NGTel: 0925 602690
PRICE: E69.95 48K/128K Spectrum
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VERNSOFT MICRO COMPUTER PRODUCTS LTD
WILL INSURE YOUR HOME COMPUTER
AGAINST BREAKDOWN FROM ONLY E10.95 PER
YEAR.

Spectrum 48K E10.95
Commodore 64 E21.95
Commodore 128 f_27.95
Amstrad 464 E23.95
BBC B 32K E36.95

YES, THAT'S RIGHT! SHOULD YOUR
COMPUTER NEED REPAIRING YOUR
INSURANCE WITH VERNSOFT WILL COVER ALL
POSTAGE, LABOUR AND PARTS.

TOO GOOD TO BE TRUE? JUST FILL IN THE
FORM BELOW AND WE WILL SEND YOU
FURTHER DETAILS FOR YOUR PERUSAL OR FOR
INSTANT COVER JUST PHONE IN YOUR
DETAILS OR SEND THE COMPLETED FORM
FREEPOST (NO STAMP NEEDED) AND WE WILL
SEND YOU YOUR COVERKIT BY RETURN!

MOST MAKES AND MACHINES CAN BE
COVERED INSTANTLY.

PLEASE USE THE FORM BELOW FOR A
QUOTATION ON YOUR COMPUTER

Telephone you computer and credit card details
for INSTANT cover.

BISHOP AUCKLAND (0388) 777103

VERNSOFT MICRO COMPUTER PRODUCTS LTD.
FREEPOST SHILDON DL4 1BS

Please tick 0  Further information
D  quotation 1 2  immediate cover required.
Name

Address

Signature
A c c e s N i s a n o : 0 0 0 0 0 0 0 0 D E D E 1 0 0 0 0

Immediate cover required

Computer
Serial No

WS*
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Expiry date El 0 0  0
NO STAMP REQUIRED

MCODER
Ammidlitamagel

SAVE E3g00 onillommom gum rill
MCODER III

F " The majori ty o f  Spectrum
BASIC compilers require pro-
grams to be written with their
use in mind, MCODER III has a
few quirks but can handle most
of ZX BASIC It no t  the fastest
of the Spectrum BASIC com-
pilers but  presents the  only
practical option i f you wish to
compile e x i s t i ng  B A S I C
pm grams.

Simon Goodwin

Collect a E3.00 voucher redeemable against
your next PSS game bought direct
from them as well!
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the ultimate BASIC

Back in October last year Simon
Goodwin took a look at BASIC
compilers for the Spectrum in
Tech Niche. Mcoder III, a  pro-
gram written by French software
house Ere informatique fared
reasonably well in the compar-
ison tests_

PSS are the fellows who are
selling t h e  comp ile r i n  t h is
country— and it usually goes for
f  12.95. But they're nice chaps at
PSS, and they've agree to  let
Tech Niche readers have their
very own copy of Mcoder III for
E9.95 — and you don't need a
compiler to  work out that's a

mpiler

saving o f  E3.00. B u t  there's
more. PSS are going to throw in
a £3.00 voucher, redeemable
against any PSS game for the
Spectrum providing you buy it
direct f rom PSS mail order at
452 S to n e y S ta n to n  Ro a d ,
Coventry, CV6 50G.

Not a bad deal, eh? If  you'd
like to  take advantage o f  this
money saving offer, wh izz a
cheque or postal order for E9.95
made payable to CRASH MICRO
to Auntie Aggie together with
the coupon a t the foot o f  the
page. She'll do the business for
you ,

•  > ' •  el
: PLEASE SEND ME A MCODER III • •• I
s NAME    I
•  I

I•  ADDRESS
•  I
•    I
• I
•   P O S T  CODE   I
•  Ia E s
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CRASH T-SHIRTS/SWEATSHIRTS/CAPS/

All quoted prices include VAT, post and packing (UK only).
BINDERS OFFER
Continental Europe and Overseas, please add E2 extra per

c01111 capit als  please. S u e  S O  M O L D
Please ttcl4, the appropriate boy S t a t e
item ordered.

C Please send me • • ,  CRASH E 3  e a c

T-shirt(s) e a c hat E4.50 each.

C Please send me . . . . .  CRASH Sweatshirt(s) at 0.95
0  please send me . . . . . .CRASH Cap(s) at • 9 5  h .
0  Please send me . . . . .  CRASH Binderts) at E4.50 each.
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I enclose E . . . . . .  made payable to 'CRASH'
Cheques or postal orders only, please,
'COMPLETE CRASH OFFER', PO BOX 10,
LUDLOW, SHROPSHIRE SVB 106
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Simon

Goodwin

This month Simon Goodwin crawls
out from under a mound of waste
paper and sauted circuits to bring us a
hardware project and the usual TECH
TIPS mixture of news, advice and
aggravated libel.
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MISSING LINK
I was obviously tempting fate with my remarks about
wandering wisdom last month. The postbag column
on page 84 was meant to lead into the section headed
nNIDDLN BITS on the next page, but the pieces about
Lerislok and Microdrive medication got into the gap
between the two. It all makes sense if you read the
grey bits as if they followed one another. This month,
of course, there are no mistakes at all

NEW FOR OLD
If last month 's review o f  the
Spectrum 128 made you long for
an upgrade, TECH TIPS is proud
to bring you a couple of useful
new features a t bargain-base-
ment prices. A s  usua l,  y o u
should resist the temptation to
pull your computer apart unless
it is out of warranty and you are
confident with a soldering iron.
You can add a Reset button this
month, and a composite video
output next month, for nothing
more than the cost of some wire.
a resistor, a socket and a switch.

RESET BUTTON
One of the most common faults
on Spectrums is a broken power
socket. Th is usually fa ils be -
cause the Spectrum has no on/
off switch, so the easiest way to
reset the machine is to pull out
the power lead. Sinclair have
used a proper power plug on the
Spectrum, unlike the earphone
plug used on the ZX-81, so you
don't run much risk of blowing
up your power-supply b y un-
plugging it and re-connecting it,
but the mechanical wea r and
tear on the socket can lead to
unreliable operation and unwel-
come crashes, or even the total
failure of the machine.

The electrical effects of remo-
ving and then re-connecting the
power are felt even if you handle
the socket very carefully. Com-
ponents are at their most vul-
nerable when power is suddenly
applied to them, and many large
computers are left on continu-
ously to reduce the risk of dam-
age f ro m power-surges, Th e
Spectrum is pretty robust, but
even so it is pointless to shock it
unnecessarily.

IN THEORY
You can reset the Spectrum Plus
and the Spectrum 128 without

fiddling with the plug — you just
press th e  rese t button. Th is
doesn't cut off the power — it
sends a  special signal t o  the
processor and the rest o f  the
system, telling the components
to behave as i f  they had just
been turned on. David  Tonics
from Walsall has written in  to
say how a reset button can be
added t o  t h e  standard p la in
vanilla Spectrum. A  small re-
ward will be winging its way to
David soon — the figure shows
his general idea.

A wire  goes from the 'reset'
pin on the Spectrum's edge con-
nector, to the 0 volt or 'ground'
wire, via a switch and a 220 ohm
resistor. Th e  la st  component
was not part of David's original
design, but i t  is  a useful pre-caution to limit the current thr-
ough the switch. You wi l l  be
grateful fo r this if  you connect
the wires in the wrong place or
the capacitor b u i l t  i n t o  t h e
Spectrum's Reset circuit is a bit
feeble. Th e  exact component
value is not critical — anything
between about 100 and 1,000
ohms should do the trick, and
the wattage doesn't matter eit-
her — the current through the
switch will be intermittent and
tiny.

IN PRACTICE
Disconnect EVERYTHING a n d
then dismantle the Spectrum in
the usual way, by removing thefive scre ws underneath t h e
machine,

Unplug the keyboard by gen-
tly pulling the two membrane
connections out of their sockets.
Undo the screw in the middle of
the main circuit board, so that
you can turn the board solder-
side up.

You will need to connect two
wires to the 'back' o f the edge
fingers as far from the edge of
the board as is possible. One
wire goes to the leftmost finger,
with the edge•connector point-
ing away f ro m you, and  the

POWER SOCKET
(other side)

MINIATURE PUSH BUTTON

1
RESISTOR

Count 9

EDGE CONNECTOR

1
1
1
1
1
1
1
1
1
1
1
1

SLOT IN CIRCUIT BOARD

/  1

Solder Side of Circuit Board
(Components other side)

MIC & EAR SOCKETS
(other side)

1



other wire  goes to  the finger
which is ninth from the left as
you view the connector.

Cheek the figure, then solder a
short length of thin wire to each
finger. Put a little 'fresh' solderon the ends of the wires before
you press th e m against t h e
board with the soldering iron —
you should not hold the iron in
place for more than a second.
Make su re  th a t  yo u  haven 't
accidentally 'bridged' two fing-
ers with solder — this could be
disastrous,

Solder the resistor to the other
end o f  one wire  — it  doesn't
matter which — and then con-
nect the remaining wire and thefree end of the resistor to a small
momentary-action switch ,  a s
shown in the figure. The resistor
can go either way round. The
switch should have a single pair
of contacts that a re  norma lly
open. Neatly cover the ends of
the resistor and the back of the
switch with insulating tape.

You can fi t the switch inside
the Spectrum box if you are tidy,
putting it next to the TV socket,
but you may prefer to  run the
wires under the board and Out
through the holes for the Ear or
Mic sockets, You then have to be
careful not to catch the switch on
something when you move your
computer about, but this shou-
ldn't be too much of a risk if you
kept the wire s short  —  100-
150mm should be plenty long
enough.

Connect just the TV and the
power su p p ly t o  t h e  circu it
board, making  su re  tha t  th e
board is clear from anything that
conducts electricity. The Spec-
trum should g ive  the  normal
'start up' display. I f  it  doesn't,
disconnect the power immedi-
ately and check your work.

When you press and release
the button the  screen should
clear as if you had just turned on
the machine, and the Sinclair
Copyright message should re-
appear. If anything else happens
you should disconnect the pow-
er at once and check your wiring
— you have probably made the
connections in the wrong place.
This should not cause any dam-
age, but you should correct the
mistake promptly.

When all appears well, screw
the circuit-board back in place
and push the membranes back
into their sockets. Be gentle and
make sure that you insert the
membranes squarely (a t  righ t
angles to the board). Replace the
top o f  the  computer and re -
connect the TV and power sup-
ply. Check that the reset button
still works, and that a ll o f  the
keys wo rk  correctly. I f  th e y
don't, check th a t  t h e  me m-
branes have been fully inserted.
Again, there is no need to use
force. Replace the screws in the
underside of the computer once
the switch and the keys have
tested out OK.

WIMP INTERFACE
There is an alternative way o f
wiring the  switch  i f  you  a re

reluctant to take your computer
apart. You can put the switch
wires on a separate edge socket
that p lugs in to  the Spectrum.
Make sure that you get the cor-
rect points on  the  socket, b y
lining i t  u p  wi t h  t h e  figure.
Remember that the view shows
the underside of the board.

If you have a ZX Printer you
can use this approach without
needing to buy an edge socket.
Take the printer plug apart and
put the  wires onto th e  short
circuit-board wh ich  fo rms the
'through-connector'. Don 't  d is-
mantle the printer itself unless
you l ike  juggling wi t h  a  3 D
mosaic of precision plastic!

COMPOSITE VIDEO
Next month e x p l a i n  how you
can 9.et a good-quality compos-
ite video output f rom a  Spec-
trum o r  Spectrum Plus. The
modification i s  even simp le r
than that for the reset button,
although you'll need to pull your
computer apart again.

Composite v id e o  g iv e s  a
much be t te r p ictu re  th a n  a
normal TV output, because it by-
passes the circuitry used to add
and remove the radio signal that
a telly expects — that circuitry
distorts the picture and spoils
the resolution. The n e w con-
nection will let you connect your
Spectrum directly to many types
of co lour o r  black and wh ite
monitor, or to a video recorder
or posh modern te lly with  a
direct video input.

THIS VEAR's
MODEL
I wa s  surprised tha t  Sincla ir
didn't build a joystick port into
the Spectrum 128, but I suspect
that it will be possible to add one
using the procedure explained
in the December CRASH. I'm still
waiting my  turn to  fiddle with
the latest machine — they leave
me till last in case I blow it up—
so I wouldn't advise anyone to
try it  until next issue, when I
should have had t ime  to  d ig
around inside this year's model
and repo rt  back. O f  course,
there's not much point bolting
on a  home-made composite
video port or a reset button, as
they come as standard on the
128.

TWO-WAY TIPS
As promised, I'm sifting through
the Tech Tips  mailbox this
month. My apologies to anyone
who has been waiting a while
for advice, but it has taken some
time for our postbag to build up
and this wasn't helped by the
mysterious development o f
some sort o f  time-warp be -
tween Crash Mail Order (where
the post gets shredded) and the
various dark comers where I get
to read it. Anyhow. communic-

ations are now established and
— to prove it — here's our first
big batch of two-way Tech Tips.

SPECDRUM HINTS

Ryk Co leman has writ te n  inwith so me  h in ts o n  u se  o f
Cheetah's Specdrum, which Jon
Bates tunes up elsewhere in this
issue.

Ryk is using the Specdrum in
conjunction w i t h  a  'p ro p e r'
drum kit  in  a pop band called
Cep/as, with what he describes
as 'interesting' results. He rec-
ommends the Latin K it  which
Cheetah launched recently. The
kit costs just £3.99. and consists
of a cassette with  eight 'new'
drum sounds on one side and an
editor with  which you can mix
the new and old drums into a kit
of your own specification. Of
course, the kit is useless unless
you've already got a Specdrum.

The editor also allows you to
'reverse' the sound of any drum
— according to Ryk this is a great
way to  get 'New Order' d rum
soundsl The tambourine actu-
ally sounds mo re  convincing
backwards than  i t  does f o r-
wards, and Ryk reckons that the
Kick drum sound in the Latin kit
is an improvement upon the
original one. What is still miss-
ing is a decent cymbal sound —
there's a  couple o f  h igh  ha t
noises on the original tape, but
it's a  sh a me  yo u  ca n ' t  g o
CRASHI properly. Maybe th is
flaw w i l l  b e  corrected wh e n
Cheetah bring out a Hare Krish-
na drum kit I

Ryk fi n d s programming i n
'real time' easier than editing the
display to set up all the drums at
once, especially when setting up
drum-breaks. You can a lways
delete beats later if you enter too
many. He says that the best way
to get the hang of the machine is
to t ry  t o  recreate th e  d ru m
patterns from a particular song.
It took Ryk an hour and a half to
tap in tilt ravox's Vienna.

I've been playing with a Spec-
drum fo r a  couple o f  months

now, and I 'm hooked. In  Nov-
ember I  even tried to  make a
record using it, but luckily for the
music industry I had to give the
synthesiser b a ck  b e fo re  I ' d
finished.

The Specdrum is a very pro-
fessional gadget for C29.95, and
certainly t h e  b e st  Spectrum
peripheral s in ce  t h e  Cu rrah
Microspeech. Microspeech was
technically much more fiendish
but you had to  90 looking for
applications fo r it  (besides in-
sulting your friends at the press
of a key), whereas Specdrumm-
ing is an end in itself.

I was a bit disappointed by the
sounds on the Latin kit -  most
of them sounded as if they had
been recorded in a kitchen and
indeed I labelled my tape 'spoon
hits bucket', 'shake ja r o f  rice'
and so  on. That said, the  kit
editor (with  i t s  reverse-sound
feature) is easily worth E3.99 on
its own, and I may grow to like
the new noises eventually.

I'm also looking forward to a
'full' cymbal sound, and some
less tuneful toms (blapl) would
come in hand for rock noises. It
is a great p ity that the system
can't easily b e  transferred to
Microdrive; the software takes a
long time to load from cassette
and you have to swap tapes half
way if  you want to use a kit of
your own design. I think you'd
need a 'magic button' type of
disk system in order to use the
device seriously on stage, but
that may be an unfair criticism
for a £29.95 Spectrum add-on —
the performance is so good that
it is tempting to judge the device
by the standards of a profess-
ional drum machine.

The Specdrum is essentially
quite simp le  —  just  a  three
channel port-mapped digital to
analogue co n ve rt e r.  W h a t
makes it  powerful is  the soft-
ware, which is  we ll designed
and very efficient in  its use of
memory. In theory it should be
possible t o  create yo u r o wn
sounds entirely under program
control; Cheetah have told me
that this is virtually impossible,
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but I 'm going to  have a  go
anyway.
Watch this space

KEY QUESTION
Cohn Mason has  written i n
asking why every game seems
to use different control keys,
and asking if it would be poss-
ible to produce a 'short amend-
ment program' so that a joystick
can be used with non-standard
games. He  has a  Datel Turbo
Ace joystick interface, and finds
that many budget games ignorehis stick.

Back in the olden days (1983)
Kempston a n d  AGF used  t o
publish 'conversion tapes', but
each program needed a differ-
ent routine. You got half a dozen
routines on each tape, so only
the most popular games werefeatured.

Nowadays there are fa r too
many games to  make this ap-
proach practical, and in any case
the increasing sophistication of
games makes i t  ha rde r and
harder to tie a joystick in to every
function. Hardware i s  n o w a
better solution than software.

The Datel is  quite a  flexible
interface; it can impersonate the
popular Kempston 'standard'
as well as the cursor keys and
the less-common Sinclair Inter-
face 2 scheme. It is worth play-
ing around with  the switch on
the unit to see if your program
supports one of these options—
the Kempston one is particularly
common, a n d  s o me  g a me s
allow it even though they do not
say so  on  the screen. CRASH
does try to help you by listing
joystick facilities at the end o f
every game review. You're look-
ing f o r  a n y o f  the 'Sinclair',
'Cursor' (a lso  ca lled  Pro tek/
AGF) or 'Kernpston' options.

Obviously, i t  is best to check
whether o r  not programs will
work with  your joystick before
you buy them, but this is difficult
in some shops and it won't help
you w i t h  t h e  p rograms tha t
you've already got. In that case
you are best advised to  get a
programmable interface. These
come in  t wo  varieties —  the
mechanical sort which you pro-
gram by inserting plugs or clips
in the appropriate places on a
panel that mimics the keyboard,
and the solid state variety that
you program by pressing keys
and pushing the stick in a given
direction, simultaneously.

Both types are a bit annoying
to use because you have to set
them up before you play a game,
but this only takes minute or so.
The interfaces let you assign any
direction (or fire) to any key and
this should enable you to  use
any program that reads a small
number o f  keys, whatever the
keys may be.

Downsway a n d  Stonech ipused t o  advertise so lid  state
interfaces, although their mod-
els have no t  been advertised
recently and may be hard to find.
Frei have cornered the market
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for mechanical interfaces: their
Corncon interface costs a whac-
king E19.95, but it  is fairly dur-
able and has a through port so
you can use the sound boosting
features of the Turbo Ace at the
same time. The only snag is that
the Comcon won't work with the
Quickshot 2  rapid fire option.
Frei are at 1 Hockeys Mill, Teme-
side, Ludlow SY8  1PD. The
standard Comcon won't work
with the 128K machine (Frei will
upgrade it for a fee of f4.00). but

a new version which is compa-
tible with both machines is on
the way.

BLAST PAST

Several readers have written in
about the BLAST Compiler from
Oxford Co mp u t in g  S yste ms
(Software) Ltd. The latest news
is that OCS(S) has been forced to
call in  a receiver by debenture
holders —  people wh o  le n t
money to the fi rm on the basis
that they would be the first to get
a refund if the company got into
trouble. Don't confuse OCS with
Oxford Compute r Publishing,
the people behind a  range o f
business applications software
— they're alive and well.

As I  write ,  the  Receiver is
trying to sell the assets of Oxford
Computer S ys t e ms —  t h e
BLAST BASIC compiler and a
Pascal system for the Spectrum,
plus several products f o r the
Acorn and  Commodore com-
puters. We reviewed BLAST last
year and found it a disappoint-
ment, bu t the signs were that
OCS(S) were slowly getting the
bugs fixed

OC(S) wi l l  be liquidated un-
less someone steps in to rescue
the fi rm. Liquidation would be
bad news for readers with cop-
ies of their software, as there's
not much  chance that further
bug-fixes and support would be
forthcoming. Even if  a buyer is
found, the new owners may not
want to look after the customers
of the original firm, and they will
not be obliged to do so. We'll
keep y o u  p o ste d  wha teve r
happens.

FORTH WRITE ADVICE
Anthony Hol l i ngw or t h h a s
written in from Stockport to ask
where he can get a book to teach
him F ig  Forth. He  describes
himself as the proud owner of
the excellent White  Lightning
system f ro m Oasis Software,
and says that he needs a book on
Forth in order to use the package
to its full potential. Our tip is An
Introduction t o  Forth  b y  Leo
Brodie — it's very expensive, at
E16.50, but it is by far the best
Forth book on the market. You
should be able to order a copy
from any good bookshop — the
publisher is Prentice Hall.

NEW TECH
If all goes well I should be able to report on the internal workings of
the Specdrum next month I 'l l  also give out the details of my
composite video interface, and report on the nitty gritty of theSpectrum 128 hardware

I'm surveying the murky world of programming contracts at the
moment, and would be interested to hear from readers with good —
or bad — experience at the hands of the software industry. But all
problems and suggestions about things Spectrum-technical are
welcome as ever. Wr i te t o TECH TVS,  CRASH. PO BOX 10,LUDLOW. SHROPSHIRE. SYS 1DB
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MERELY MANGRAMM1
Life is sometimes very trying
indeed; early last year I get
attacked by Derek Brewster for
stealing his act h e  gets a new
style heading for the Adventure
Trail; then, after ousting me
from my Playing Tips position a
year ago, Candystripes gets a
new logo, after a lengthy period
of whingeing. And to top it off
the very next month he gets a
magazine all of his own. By way
of mollification, the Powers That
Be have decided to move
MERELY MANGRAM towards
the end of CRASH and tuck it up
to the regular preview pages. So
at least I get a section to front as
well as the forum. How long will
it last, I ask myself, before
Candy's manic demands for
increased Lebensraum in the
pages of the magazine result in
yours truly being cast into the
gutters of Ludlow followed by
his Hermes?

Still, as you all know only too
well, LM is not one given to
wallowing in self pity. Soon the
snowdrops and crocuses will be
bursting forth on the lawns of
my cottage and Spring will
finally have sprung. Petty office
politics will fade into oblivion
once I can return to tending my
flowers. Mind, the sudden
splash of bright sunlight has
already caused some flowers to
uncurl; wonder school kid Robin
Candy, rapidly heading for his
final months at the Ludlow
Institution, has recently been
sporting a flashier (Or more
'cool' as he would put it) look.
The sun was a good excuse for a
pair of those mirrored
sunglasses that the ultra-cool
like to hide their eyes behind. No
one told the poor prannet that
it's not a good idea to wear them
ALL the while, and as a
consequence of wearing them at
ni9ht, he walked slap bang into a
building and broke them. Very
Cool. At least he was honest
enough to own up!

Anyway, enough of this
amusing banter, let's take a look
at some of the games which
should be bursting forth into the
Spring software market before
too long

Hewsons are getting ready to
pop a couple of releases onto
the market. Steve Turner is
currently putting the final
touches to an arcade/strategy
game by the name of Quazatron
which features a scrolling 3D
playing area and should be in
the shops on 28th of this month.

An evil robotic-led culture
based on the planet Ouartech is
working on the very sensible
problem of eliminating thehuman race from the face of the
galaxy. In the game, you take
control of a droid, the
Meknotech, and penetrate the
underground robot city of
Quazatron which is controlled
by Logic Robots with the aim of
subverting the city— Part One of
the human fightback against
droid domination.

The city is split into a number
of levels consisting of ramps
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and pyramids connected by lifts
and is patrolled and maintained
by a variety of droids, including
Service and Repair Mobiles and
Battle Droids. Each enemy droid
type is equipped differently,
according to the function it was
designed to fulfill, but as you
might imagine most of the
enemy robots are equipped with
ordnance! Individual droids
have a limited range of
movement within the city,
determined by their security
codes, and their battle status is
governed by the state of their
on-board power units_

As a resistance fighter, theMeknotech has a fair amount of
potential, Fitted with a limited
range of weapons at the start of
the game it stands a reasonable
chance of success— but only if
you can add the vital ingredients
of human wit and ingenuity to
the package will the Meknotech
succeed in its mission and allow
human government to be
restored to the city.

Trundling the Meknotech
around the cityscape, you come
across the enemy droids as they
go about their business. Shoot
em up fans will no doubt take the
obvious approach to Droid
encounter and enter into laser
battle immediately. The more
thoughtful, strategic type of
player may be tempted to
engage the Droids in hand to
hand combat — it's possible to
subvert the enemy units and
dismantle them which pays the
dividend of upgrading the
Meknotech: you get the pick of
the bits from a dismantled droid.

Your droid can recharge its
power units by stealing energy
from the power plates that have
been placed around the city for
the benefit of the locals, and
meddling with the control
consoles of Logic Robots gains
intelligence on the strength and
disposition of the enemy forces.

With experience, which will
no doubt be gained after a fair

number of games, you should
build up a detailed knowledge of
the weapons, shields, ram
thrusters and security status of
each of the droids in the game.
Only then do you stand a chance
of vanquishing the Great
Ungreased Horde of robots that
plan to eliminate humankind.

Still with Hewsons, word
reaches me that 'Sphinx',
previewed by no less than Roger
(He darts between mags) Kean a
few issues ago, has now
acquired its official title and
should be ready for launch in
June under the name Pyra
Curse. Programmers Keith
Prosser and Mark Goodall are
beavering away at Chateau
Hewson and it looks like the final
version of the game, in which
you control a team of four
explorers on the trail of a
missing archaeologist, should
contain over 5003D screens to
wander around in.

Compilation tapes are certainly
catching on. Ian Stewart of
Gremlin Graphics is putting
together a collection of CRASH
Smashes, War on Want and the
Off the Hook charity
compilations are due out any
day now while a new high in co-
operation has been reached
with Hot Shots. Four of the
largest names in the industry,
Melbourne House, Firebird,
Activision and Beyond have
joined forces to form a new
compilation label to be known
as THE FORCE. The first release
on this new label is scheduled
for 24th March: called Hot Shots
the cassette is to sell for E9.99
and for that you get
Mindshadow, Shadowfire,
Gyron, and Fighting Warrior.

The co-operation stretches
further than simply agreeing to
share tape space on a cassette--
Firebird is taking care of the
accounts, Melbourne House is
looking after the distribution

A screenshot from GUAZATRON, Steve Turner's current project for
Hewsons The picture was taken at a very early stage in the game's
development, but Steve has now written an enormous amount of
code and is just pulling the whole game together. The Mek notech is
perched on the left-hand side of the pyramid, in case you were
wondering

SU0OFT soarw
A o fand Activision hold overall

responsibility for making things
happen. Further releases are
scheduled for The Force,
including collections of brand
new games by new authors and
a mega compilation for
Christmas which, it is claimed,
'will be the meanest compilation
yet'.
With the demise of Adventure
International, fans of Scott
Adams adventures may be
forgiven for feeling a little glum.
Fear riot, US Gold have stepped
into the breach and should be
continuing the Questprobe
series with an adventure
starring The Human Torch and
The Thing during March. US
Gold are also behind
Adventuresoft, a brand new
company. Adventuresoft's first
game is set on a Rebel Planet
where you must try to ioin the
resistance movement, piece
together codes and help force
the Arcadian Empire to release
its grip on the galaxy. No firm
news on the release date for that
one, so far.

Michael Baxter of Solutions
Public relations slips an
interesting phrase into a press
release which arrives moments
before press time. He describes
a game as being 'entirely
scrolling'. He's referring to the
long overdue release from
Micro Power. Dr Who and the
Mines of Terror, which was
launched before Christmas (our
man in London, John Minson,
attended the launch but lost his
copy in a drunken haze — the
sort of common occurence you
expect from a big city Lounge
Lizard).

As per usual, the Doctor is
fighting the Master who's Out todominate the universe — this
time by building a time-instant
replay unit. T h e
-
r i m e  
L o r d s  
h a v e

asked the Doctor to nip along to
the planet Rijan, where the
Master has his workshop, and
they've thoughtfully provided
our hero with a programmable
droid cat called Splinx.

March 17th is the appointed
day, and providing there are no
more problems with the Tardis,
Dr Who, the Splinx and you
should be able to explore the
hundred plus screens, which
include mine-works, a reactor, a
lift shaft and a monorail — all
entirely scrolling, of course.
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A 'Spectrum Spectacular', a
'definitive one man army' is how
Alligata describe Who Dares
Wins II in their announcement
that that the game is due in the
shops on 24th March. Selling for
17.95. The game did well in its
Commodore and Amstrad
incarnations, and should keep
shoot em up fans happy on the
Spectrum if Alligata's
expectations for the game arefulfilled.

Alligata's budget label,
Budgie, has just released
Labyrinthian, f2.99's worth of
arcade adventuring in the mould
of Wizard's Lair. A full review of
the game may well appear
elsewhere this issue, deadlines
permitting, but at first glance the
game certainly seems jolly. You
stomp round the labyrinth of
death looking for nine parts of a
sacred scroll and are beset by a
variety of unco-operative
beasties on your journey —
nothing wildly new, but bound
to be fun if you like that sort of
thing.

On a slightly more serious note,
Softek (remember them before
they bifurcated into The Edge?)
are pleased to be able to
announce the launch of their
super word processor, The
Writer, which is due for both the
48 and 128 Spectrum on 12th
March. Artist Ilis on the cards for
an April launch — so no doubt
our Tech Niche teamsters will
have lots of interesting new
software to play with in time for
next issue

Martech, the people behind
Zoids and Geoff Capes
Strongman amongst other
games, have bounced into the
poker simulation stakes with an
upfront licensing deal involving
Sam Fox and her digititised
charms.

Apart from the bolt-on
goodies offered by Sam, the
poker game itself is claimed to
be very smart indeed, featuring
a fair smattering of artificial
intelligence and some cunning

programming techniques.
You're up against three poker
players in the Seven Card Stud
version on one side of the
cassette, and each of them has
his own personality, playing
preferences and bluff factor.
They can even 'remember' your
style of play, which should add a
fair bit of challenge to the game.

The other side of the cassette,
featuring our Sammy, presents
a very different challenge — but
she's no pushover Martech
claim, and a fair old bit of card
playing skill will be needed
before her clothes start littering
the bottom of your Spectrum
screen.

Ardent poker players will no
doubt derive hours of pleasure
from International Seven Card
Stud, while Sun Readers might
be able to catch a glimpse of one
of their heroines as never seen
before, courtesy of Martech's
Sam Fox's Strip Poker. Both
programs appear on one
cassette scheduled for release in
mid-March for E8.95.

On a slightly more cerebral, (or
should that be celestial?) level.
Martech are working on a gamewith Heather Couper, President
of the British Astronomical
Association, Called The Planets,
this new work is an icon driven
game involving over 125K ofcode.

Life on Earth is coming to an
end, according to the scenario;
the year is 2007 and climatic
conditions on the surface of
Planet Earth are fast becoming
intolerable. The second Ice Age
is well underway, following a
series of natural disasters that
have filled the skies with
volcanic dust and led to
earthquakes galore. An alien life
force sends a capsule to Earth
which contains a map of the
solar system, revealing the
position of eight more capsules,
one each for Mercury, Venus,
Mars, Jupiter, Saturn, Neptune,
Uranus and Pluto.

Then a radio signal from
deepest space is received,

recorded and identified as a
computer program. Once the
program has been loaded into a
computer a strange game is
revealed which has no inlay card—without instructions or rules it
is impossible to play, but the
game is obviously very
significant.

At this stage, you become
involved as the pilot of a shuttle
sent into space to retrieve the
eight capsules marked on the
alien map. On the one hand, you
will be playing a game, zooming
round the universe on the trail of
the eight capsules which hold
the key to the survival of
humanity. During play,
however, you will enjoy much
more than the game, Martech
promise, as you are taken on a

guided tour of the Universe.
Heather Couper has been
working with Manech's
programmers to make sure that
the information the game
contains is as up to date and
accurate as possible — even the
data sent back from Uranus by
Voyager 2 has been
incorporated into the model of
that far-flung planet.

Using a mobile hand as the
cursor to select icons around the
main viewscreen, you travel
between planets in the solar
system attempting landings
during the arcade section of the
9ame and can call up a range of
information to help in your
quest for the eight capsules.
Clues and objects gathered on
the way can be examined with
the SEARCH icon, a computer is
on hand to assist with travel to
other planets and helps you use
a landing craft and information
on the constitution of a planet's
atmosphere and surface
material can be called up from
the SAMPLE icon. Long and
short range maps are available
as is information on the planets
you visit, including general
descriptive material about the
kind of life forms that might
survive there, the gravity, radius
and a host of data generally only
available in astronomy
textbooks.

While The Planets is first and
foremost a game, it certainly
sounds like a fun way to learn
without really trying!

The poor old Incredible
Shrinking Fireman may have got
lost in the post on his way from
Mastertmnic -  our review copy
although promised, didn't arrive
in time for this issue. Good news
though, for Action Biker did
make its way through in time,
though. Mastertronic are so
impressed with the success of
Clumsy Colin's debut that they
are releasing Action Biker 2 in
time for Easter. That's all I've
heard, mind, so you'll have to
wait for more details

Although Mike Daniels from
Global did promise to visit the
Editor the other week bearing an
early copy of The Attack of the
Killer Tomatoes he may have
been scared off by the shiny red

Dr Marten's boots Graeme
wears while making Tomato
Wine, so we haven't seen
anything redder or mushier than
the 'Best Guernsey Toms' on the
stalls in Ludlow market. (Which
now happens outside owing the
imminent total collapse of the
huge Victorian edifice known as
Ludlow Town Hall, now
barricaded off behind giant
hoardings lest lumps of falling
masonry bounce off worthy
Ludlovian heads).

But I digress. Wimp Plasbott,
hero of the game, finds himself
alone in a deserted tomato
processing factory which
supplies the nation's Pizza
Parlours with tomato puree— a
commidity in rapidly
diminishing supply. (Odd, no
mention was made of this
during the local drama society's
production of Mr Macaroni and
his Exploding Pizza Pie which I
took in at the Town Hall a month
or so ago! The performance was
probably responsible for the
Town hail's current sad state).

Mr Daniels assures me by way
of written communication that
Wimp should be starring in the
computerised version of the film
voted 'Worst Vegetable Movie
ofAll Time' by the end of March.
The game apparently features
unicaje V e g e
-
t a t i o n
programming techniques and is
guaranteed free of artificial
colourings, preservatives, Kung
Fu masters, magicians and
dragons. Tomatoes have
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figured before in a game—
remember that classic from
Kuma called, if memory serves,
Vegetable Crash?

Early details of Mirrorsoft's
continued program of Spectrum
releases passes across my desk,
including a few brief words
about Reflex which takes you
into a labyrinth of caves and
tunnels and should involve the
player in 'high speed action' and
'infinite levels of difficulty', in
pursuit of an as yet un-named
task: Nervous Wreck which
plonks you firmly in a wet zone,
as a diver trapped in an
underwater hell who must
construct a submarine from
available wreckage in order to
escape to the surface and Strike
Force Harrier, the Spectrum
version of Mirrorsoft's combat-
and-flight simulator. Further
details of these Spectrum
games will be available towards
the end of April, I am assured —
meanwhile feast your eyes on
the taster of Dr Sfirzen and the
Islands of Arcanum which
appears a few short pageshence.

A slightly frantic
communication was passed to
me from Stewart Green of Data
Design Systems, a new software
house based in Halesowen,
West Midlands. Stewart has just
released a compilation of half a
dozen games on a cassette
which comes in a giant box
'specially designed to hold two
cassettes and a Mars bar'. I
looked, and found one cassette
and no Mars bar— which is not
surprising but a bit
disappointing as they help you
work, relax and play

Chocolate sweeties through
the post seems to have been a
recent development — to tickle
the reviewing taste buds, Mikro-
Gen attached Bounty Bars to
their Three Weeks in Paradise
press releases. Mysteriously all
we saw of them was the ripped
bit on the release where they
should have been, and the
discarded wrappers. All became
clear when M i k r o
-
G e n  s e n t  
n o

less than three separate press
releases promoting Battle of the
Planets with a mini Milky Way
attached to them, Office Gannet
Roger Kean tripped round the
desks in CRASH Towers prizing
the choccy comestibles
(LMLWD) from each release and
cramming them into his mouth.
When the rest of the editorial
staff arrived to complain about
their loss, 'I was hungry' was his
only line of defence. No doubt
he was hungry the other day
when Stewart's compilation
tape and Press Bribe arrived in
the office.

Mars bar or no Mars bar, the
offer of six games for &LSO by
mail order certainly sounds
reasonable— but their late
arrival meant all I could do was
pass them onto Cameron, our
photography person for a quick
photocell while I finished this
column off and sent it to the
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typesetters. Next issue, we'll
take a closer look at Data Design
Systems' products, and a few
more too, poorly Spectrums
willin9. I think they must be
planning their summer holidays
at the repairer's the way they
keep breaking down

PLUS SOME BITS AND PIECES FROM MY OFFICE
RECORDS .  .
Ocean are releasing Batman
(and supercool Robin no doubt),
think there's an ad in this issue,

and their telly spin off V is
imminent. A game that did
tremendously well on the 64,
Bounder from Gremlin Graphics
is being converted and should
be due soon. There's still no sign
of The Young Ones fromOrpheus, or indeed of their
shoot em up 'Impossible
Mission' type game Tujad. A
surprise Sunday afternoon visit
from Andrew Onions of
Reattime confirmed that
Starstrike II has been a little
delayed — no review this issue
but should be out by the time
you read this— they've made a
few changes in the game as
described in the preview last
month. (An irrelevant, but
interesting, snippet is that
although Realtime are based in
Leeds, Andrew's father lives in
Ludlow and he has just finished
doing up a rather marvellous flat
in the town which is being
rented by several of the ZZAPI
64 reviewers. They're moving in
as I write this, and taking with
them their recently purchased
Stargate Defender arcade
machine which has been
tempting everyone in the office
to relax and play rather than
work).

Electric Dreams are still busy
with the conversion of their
Amstrad hit Sosndizzy, while
Back to the Future is still well in
the future. Duren's Turbo Esprit,

which was mentioned in our
Durell profile in the February
issue, is now imminent, and US
Gold is keeping us on a knife
edge of anticipation with
Legend of Amazon Women
(great ad huh?), Goonies and
Pentagram. It should be
sometime in March for the
release of the Spectrum Rock
and Wrestle from Melbourne
House -  interestingly, their
front lady, Paula Byrne, has left
to take up a new post at
Rainbird. Virgin reckon Dan
Dare will be out during April,
and Shogun during March.

Rumours tell me to expect a
new game from Vortex due at
the end of March/early April, but
I've no more details whatsoever
other than we should be visitingLuke Andrews between now and
next ish to find Out. The Hive is
coming from Arebird• A swarm
of alien creatures has invaded

S I X
&WERT

CRITTS
fi n  r n n r

Earth, It's your job to enter their
hive— a 3D tunnel/maze in
search of their queen. Richard
Shentield Ion the cover a while
back) is doing the graphics, and
he's well into interesting things
like 3D TV and so on. Should be
interesting. The Force from
Quicksihra has been launched
for the Commodore —John
Minson went and reports in his
one page London
correspondent bit in this issue.
Still no firm news on Max
Headroom's arrival in its
finished form however, but it
should be soon? Ocean/Imagine
intend offering us Superbowl,
Knight Rider (really?), Ping
Pang, Street Hawk (heard &that
one before), Comic Bakery and a
combat game called Green
Beret over the next few months.
And finally Scalextric from
leisure Genius is still coming
Out one day on Spectrum — nO
idea of the date yet though.

And that's it for this month,
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6,1011K IN PROGRESS
A LOOK AT SOME IMMINENT
RELEASES
MAGICAL MYSTERY TOL,
As y ou re a d this  Gargoyle
Games are beavering away in
Dudley, putting the  finishing
touches to an adventure game
with a very different graphical
approach.

Set in a large dungeon con-
taining some two hundred and
fifty locations, Heavy on the
Magick relies on an impression-
istic graphic style to display the
playing area. Your character, not
yet finally named but currently
going under the nom de pro-
gram of AXIL, will be  twelve
characters high (no radical de-
parture from the Gargoyle style
here). However, constant, min-
ute movements such a s  the
ruffling of AXIL's cloak in the
draught should create a subtly
different impression o f  th e
scene which a static photograph
cannot convey.

Greg FON& treated us to an
early peek at the game — he's
not entirely sure that final ver-
sion will contain graphics iden-tical to those we were shown:
they are still being fine-tuned.
He explained that the view of the
playing area on screen allows
the player to look into the cur-
rent location from the  south.
Movement between locations
will be achieved via short corr-
idor o r  stairway sequences
rather than with a  flip screen
technique a nd Greg's overall
aim in designing the gameplay
has been to avoid the frustrat-
ingly unhelpful "You can't do
that"s a nd " I  don't under-
stand"s which crop u p  with
monotonous regularity in most
adventure games.

Whatever you attempt to do in
the game, something will hap-
pen. If, for instance, the exits
from the current location are
north and south and you try to
go west, rather than coming up
with a stock "can't go that way
response, AXIL stumps off to the
west, comes up against a blank
wall, turns to face you on the
screen and shrugs, indicating
that there is no exit that way.
Similarly, the spells you have to
hand at the start of the game
have to be mastered. While you
are learning to use the magic, if
you miscast a  spell somthing
will happen. It won't be the the
RIGHT thing, but the spell still
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works.
The aim of the game is stra-

ightforward enough. The hero
has been transported from the
middle of a quiet session in the
Golden Thurible, a cosy hostelry
in the Northern Icemark to a very
deep, dirty and generally un-
pleasant dungeon underneath a
castle by the name of Collodon'sPile. Axil is a bit of an amateur
magician, you see, and he was
having some fun baiting Ther-
ion, a  Tenth Degree iMaster
magician. Being rather short
tempered. Thenon has given
AXIL a  problem to keep him
occupied — transported to the
dungeon in the land of Grau-
merphy, AXIL has to escape.

There are three possible es-
cape routes from the dungeon
— one exit leads into the castle,
another leads to the Tombs of
Taro while the third leads to an
area of land outside the castle.
Gargoyle plan to produce furt-her modules for each of these
escape routes — so with luck,
you should be able to continue
your escapade once the dung-
eon under Collodon's Pile has
been mastered.

To make life difficult for Axil,
The non has introduced a variety
of demons and monsters into
the dungeon, and the problems
that have to be solved will no
doubt bear the Gargoyle trade-
mark o f  trickery. Combat i s
achieved with magic and the
game uses the Fighting Fantasy
technique of controlling scraps,
involving Stamina, Skill a nd
Luck points generated a t the
start of the game for Axil and
displayed in the right-hand win-
dow at the bottom of the display.
This window is also used to
reveal the status ratings of the
creatures encountered i n  the
dungeon.

The window at the bottom left
of the display can be toggled
between a  description o f  the
current location, a list of exits
available a nd the  inventory,
while the central area is reserv-
ed for text input and output.

Heavy on the  Magick pro-mises to be an adventure with
several differences — not just
from Ga rgoy le 's  pre v i ous
games — and should be in the
shops towards the end of April.
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Axil stands on the west skis of ono of the locations
lowderneathCollodon's Pilo with a chest to the mast An early
look at Gargoyle's HEAVY ON THE MA GICK

DYNAMITE DAti
VINYL A
i
m
ADVENTURE
Or Blitzen and the Islands o f
Arcanum is the continuation of
the saga of Dr Blitzen and his
feud with Agent Dan which be-
gan in Dynamite Dan. After the
many trials a nd tribulations
suffered by agent Dan in his first
adventure, th e  poor  action-
packed sprite is one more pitted
against the evil Dr Blitzen, a not
very nice guy with a  not very
nice plan.

You thought the evil Doctor's
last plot was dastardly? Well his
latest is  even worse. t t  may
come as a bit of a surprise, but
when your parentals and grand-
parentals moan a nd whinge
about pop music being evil,
they're a lot closer to the truth
than they could ever suspect.
You see, over the past few years
the despicable Blitzen has infil-
trated and corrupted the vinyl

manufacturing industry.
Under the Doctor's orders, all

vinyl that is produced for record
manufacture has been specially
treated so that subliminal sound
waves are produced when it is
turned into a record and played.
These subliminal noises drain
the mind of anyone in earshot.
Once the world's record-listen-
ing youth has been reduced to
babbling mindless creatures, Dr
Blitzen reckons that world dom-
ination will be a relatively easy
thing to achieve. Pretty dastard-
ly eh?

Well his plot has been disc-
overed and the authorities de-
cide that after performing so
well against the Doctor in the
past, Agent Dan is the man to be
sent on the search and destroy
mission to close down Blitzen's
vinyl production plant. Naturally
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the evil Doc reckoned that Dan
would be sent after him once his
plot was rumbled, so  he  has
protected the  the  v in yl p lant
with a  se cre t  e ig h t  le t t e r
password.

Dr B has annexed a group of
eight islands as his Headquart-
ers. One each island h e  has
installed a jukebox, and to rel-
ease each letter in the password
the appropriate disc has to be
found on each island and played
on the jukebox. The whole pass-
word is constructed by stringing
together the fi rst letters o f the
eight tunes that each jukebox
plays. Easy? Well no, there are
dastardly in ve n to ry-ste a lin g
aliens and the dreaded Doctor
himself with his despicably dis-
abilitating ray gun to  contend
with on your quest.

That's the scenario; the game
itself takes a somewhat similar
format to it predecessor, Dyna-
mite Dan, wit h  the lit t le  hero
leaping manically from platform
to platform. Dr Blitzen and the
Islands of Arcanum was in a very
early stage when  w e  caught
sight of it — the graphics were
very near finalisation but pract-
ically no gameplay was present
at time of going to press.

As with  Dynamite Dan, D r
Blitzen was written by Mirrorsoft
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in Rod Bovokett's latest n , e  DR EMMEN AND THE
i S LAP S  OF

freelancer, Rod Bowkett. A train-
ed musician, Rod soon discover-
ed the joys of computing after
purchasing a D< Spectrum. The
astoundingly stylish  graphics
with a  very a rt  deco look are
immediately impressive — very
pretty indeed, especially t h e
code-holding jukeboxes, which
have a very authentic Wurlitzer
look t o  them. N o  doubt the
music, too, will be impressive.

This time Mr Bowkett is going
to be able to cram a lot more into
the game a s  compared wit h
Dynamite Dan  o win g  t o  th e
improvement in his programm-
ing skills. The eight islands o f
Arcanum will comprise around
two hundred screens o f varied
and interesting scenery. Anot-
her improvement on the Dyna-
mite Dan is a positive progres-
sion in  the  gameplay depart-
ment. After all is said and done
DO was mere ly a  ve ry good
platform game. D r  Blitzen in -
volves quite a  fe w adventure
elements to make things quite a
bit mo re  interesting and  en -
hance it's long term appeal.

Mirrorsoft's latest game sho-
uld be in the shops towards the
end of April, or early May time at
17.95 a  full review will follow
in due course.

I L  s a y s  that 'arcanum• means a mystery or secret.
There'sa t  heart algrit secrets In the Mirrorsoft genie -  the
alansants of the password. A n d  here's • ninth. Who lived inthat skull?
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TIGER SET TO
EXPLODE INTO
SPECTRUM
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roads which led him to Gremlin Graphics and a peek at Way of the
Tiger trilogy in a very early form, we can now reveal tha
later stages of the game.

Demo tapes arrived in CRASH Towers and were eagerly loaded.
This is what we saw — and the three level scrolling technique
produces a really stunning effect. Gremlin have promised to post a
finished copy of the game to us soon, so providing the Post Office
doesn't have A road problems, a full reveiw should appear next
month. Meanwhile remind yourself of the goodies in store with a
peek back at the February issue . .  .
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which sends you on a quest through the Solar System on
the trail of eight capsules Heather Couper. President of
the British Astronomical Association has been involved in
the project, to make sure it is at up to date and accurate as
possible. Lloyd has more to say about THE PLANETS a
little earlier In the magazine.
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PHEENIX
BY ALTERNATIVE SOFTWARE

O K"

FOR THE a  SPECTRUM

NAY'S HOAR
BY ALTERNATIVE SOFTWARE

ONUP

FOR THE ZX SPECTRUM

-  HENRY'S HOARD
Guide Henry over the tortuous path to the Magic Castle in

order to capture the Golden Hoard. Encounter evil
dwarves, elves and other nastier monsters. Henry must
collect over 200 magical items and visit over 50 different
locations in order to reveal the hoards secret locotion.

GOOD LUCK

PHEENIX
•  100% MC arcade action Full sound effects

I.

•  Kempston joystick or key control •  Demo mode
•  5 screens •  5 skill levels •  Smooth hi-res graphics
•  Eggs •  Hopping birds •  Aogship •  Rapid Firing

•  High score •  On-scre,en scoring
CRASH F o rm er "game of the month"

HOME COMRMNG WEEKLY... * * * * *  Star Game

=  ALTERNATIVE SOFTWARE
mom S i l l  Unit 3 to 4, Bolleugote Industrial Estate,Pontefract, W. Yarlis. Tel: (0977)795544
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ap l a t e  that the first person
I spoke t o  shou ld  b e  Co lin
Stokes, who had once been part
of the old Imagine and I started
by asking him whether the repu-
tation o f  the orig inal Imagine
had caused any difficulties for
Ocean, bu t he didn't think so.
'People didn't say, " le t 's hide.
We don't want your products,
we've already got thousands in
our warehouse", they just took it
as another opportunity to  sell
software and make a profit.

'Viewing Imagine as an expe-
rience, a sort of closed chapter, I
found myself thinking "who else
is going to  be  the the  mega
company." S o  wh e n  I  we n t
knocking on doors saying, "here
I am, I 'm an Imagine represen-
tative again," I  didn't find one
person who said "Well, I've got
10,000 Whacky Walters in  my
warehouse, Can I give you them
back before we talk?" It was all
very friendly.'

But wasn't Ocean worried that
the famous name carried a taint
with it? Why buy it?

'You sa y,  " wh a t ' s  u p  f o r
grabs, is there anything which
will be of use to us?". After all,
with all the advertising, whether
good, bad or indifferent, it was a
market name that was known
and you have to have been on

the i d
ivarp

Mancifester H
Once Imag ne of Liverpool and Ocean of Manchester
Were big rivals. After the spectacular collapse of the
former, Ocean took over the title and material goods
of Imagine to become undoubtedly one of the largest
games software houses in Europe. Since then they
have had their ups and downs, gaining a reputation
for heavy promotion and for not always sticking to
their release dates. In its time, Ocean has put out a
mixed ba g o f  games but  has scored with many
genuine successes and never been frightened off by
difficult concepts like FRANKIE GOES TO HOLLY-
WOOD. To investigate what the new Imagine is like
and how it relates to its new parent, Julian Rignall
went up to Manchester to chat to DAVID WARD and
COLIN STOKES two of the men behind the hype.

Mars no t  t o  have known the
name of Imagine, so it  was al
ready established. The difficulty
was whether you considered it
as a Titanic — was it worth rais-
ing or not?'

Certainly the first game Ocean
released under the new Imagine
label wa s  wo rth  i t ,  a s  Colin
recalls. 'World  Series Baseball
was a  good product and that
was one o f  the 9ames made
available by the liquidators —
there wasn ' t  another l i ke  i t
around —  the  graphics were
very good. Then Hypersports
came along wh ich  g o t  goodreviews.'

The whole thing took off very
suddenly, though. There was no
slow build-up and months o f
advertising a s  w e  have n o w
come to  expect. I  asked Colin
what was going on at Imagine
during that period?

'I think that the hype was the
actual link-up with  the  Ocean
group and Konami. That really
set the scene, because if every-
one knew what Konami was all
about they'd realise that there
was so me  rea lly high-calibre
products amongst it  all. When
you do a deal you look at the
goodies and the baddies. You
always get one o r two  weak
titles in a deal, but we looked at
Hypersports as being the real
blockbuster.'

Imagine produces virtua lly
every game for the three main
machines, Spectrum, Commo-
dore 64 and Amstrad. With so
much product in  the  pipeline
and each one being triplicated,
Imagine must be facing all sorts
of problems. What exactly goes
on when a title is developed?

We try to keep the best titles
in-house so we can have a day-
to-day viewing on how the pro-
grammers are getting on, but if
you appreciate the size o f our

CRASH April '1986 1 1 7



operation with US Gold, Imag-
ine and Ocean you  rea lly do
have to contract out. We have up
to sixty programmers contract-
ed out at one time which is very,
very tou9h to co-ordinate. You
take Miloe, Comic Bakery, Ping
Pony, Yie Ar Kung h i  — on all
three machines, twelve formats
in all with  sometimes two  pe-
ople working on a title, so al-
ready there  a re  twe n ty fo u r
people working on those titles
alone. It's quite a difficult thingto monitor!

Ocean's managing director,
David Ward, is evidently pleased
that they act as a publishing and
marketing house fo r so  many
varied p ro g ra mme rs (Ocean
were heavily responsible f o r

aspect of the industry — anyone
can go around licensing titles.
What you have to have at the
end o f the day is some sort of
intellectual property which we
then publish.'

But licenced arcade conver-
sions bring with them their own
problems, as Colin pointed out.
'The hardest thing is reference
— for example Vie A r Kung Fu
was referenced directly from the
arcade machine.' Th is means
the programmers actually have
access to an arcade machine in
their offices, bu t i f  a develop-
ment team on another machine
happens to live in Scotland, then
as soon as the in-house team

One of the current Kionami conversions currently underwa V
at Chateau Imagine — GREEN BERET. It's a combat game
viewed from the side rather than above

helping Den ton  Designs g e t
going). and he pointed out that
this trend is escalating. 'Increa-
singly we find ourselves looking
for people who like to call them-
selves so ftware  houses, b u t
aren't in terested i n  actua lly
marketing the  game. So  they
can be in Somerset, Scotland or
wherever and we  can publish
the game fo r them. We  must
have programmers in just about
e ve
r
y  
c
o
u
n t
y  
i
n  
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'When we started in  the old
days o f  mail order where you
put an advert in Your Computer
and waited until the next Tues-
day and hoped there would be
some replies, put them in a jiffy
bag and o ff  they'd go, a t that
time programmers wo u ld  b e
working i n  t h e i r  a t t ic  a f t e r
school, but now it has become
far more sophisticated. First we
got about twenty people aboard,
and most of them stuck with us.
My guess is that by Christmas
we'll have about 100-120 pro-
grammers working fo r us, es-
pecially now with  a ll the Ult i-
mate games, Ocean's b igger
title range and Imagine's arcade
label. You see, while we're open
for people to be able to walk in
the door we're always open for
new ideas. The programmers
and coders a re  t h e  creative

118 CRASH April 1986

'With a conversion you desig-
nate three months, give or take a
few weeks, and, unless there's a
major bug found, twelve weeks
usually suffice. The g u y wh o
was doing it spent three months,
then four, then five. Now, what
do yo u  d o  a s  a  commercia l
company? What happens is that
you have to  gear your adver-
tising to  the date that the pro-
grammer tells you. You go up
and book X amount of space in
magazines, and you've got the
programmer sitting there and
you say, "do  you promise that
the game is going to be finished
by then?" and h e  says, " n o
problem." What are you supp-
osed to  do? There are on ly a
limited amount o f carrots that
you can dangle in front of them.'

One programmer, i t  seems,
became s o  f e d  u p  wi t h  h is
assignment that he asked to be
removed from the project after
four months delay. His removal,
however, led to new program-
mers having to entirely rewrite
the code, starting all over and
causing more delays. As Colin
said, 'It doesn't do the company
or o u r image o r  relationship
with the big stores one iota of
good. We're  always very sus-
ceptible to this sort of situation.
Knight Rider and Street Hawk
were the same.

Cohn emphasised the size of
their fo rth co min g  schedu le ;
Ping Pony, Superbowl, Batman,
V, Green Beret, Knight Rider,
They Sold a Million II and Street
Hawk!

'As you can see,' he added
optimistically, ' it 's quite a task
really, but we'll pull through!'

Another  arcade game finding its way onto the Spectrum at
IMAGINE: PING PONG, again from igonemi

have finished with  the arcade
machine, i t  has to  be shipped
off. The delays start

How about Knight Rider and
Street Hawk, I  wondered, and
asked Colin what had happened
to them?

With arcade conversions, i t
seems they are not very free to
interpret the originals, on  th is
point Colin was firm. We're not
allowed to  be distracted f ro m
the original. We do have to fol-

low the  program exactly and
can't say, "this is a little weak in
this section let's change it".'

I asked whether the program-
mers fe lt  t ied  d o wn  b y  th is
rather hefty ruling?

'Yes, they do. The contract
that we have is obviously very
lucrative, Konami are the best
for arcade programs and we're
very glad to  be on board with
them. So if part of the deal is that
you produce the product as per
original we're pleased to do so.
We're just a vehicle for convert-
ing th e  games t o  t h e  homemicro, we  can't show our own
expression, that's the deal. The
programmers come in and say,
"I'd like to do this and that," but
if it distracts from the original I
have to  answer no. We  can't
produce a  g a me  u n t i l  t h e y
(Konami) have looked at it. It can
have you sitting on the edge of
your seat in fact!'

Conversions a re n ' t  e ve ry -
thing, however, i n  f a c t  t h e
CRASH Smashed Movie was a
surprise event, as Colin explain-
ed. 'The programmer originally
came o v e r  t o  B rita in  f r o m
Yugoslavia to see Bug-Byte be-
cause they o we d  h i m so me
royalties, but when he knocked
on their door it was all barred up
with a sign saying closed, It was
suggested to him that he should
come up here to see whether we
could help h im Out in any way
and he came up with two quite
abysmal products. I felt sorry for
him because he didn't even have
his plane fare home so I took
them off him just so he could get
home. Because we'd been kind
to him he felt obliged to us and
we got a parcel through the post.
I looked inside and said, "wow,
this wi l l  do  very nicely thank
yo u r I phoned him up and we
made a deal over the phone!'

Movie is the name of an ori-
ginal game, but to Ocean/Imag-
ine the game is in licensing, and
many future plans lie in fi lm tie-
ins —  Rambo wa s a  classic
example. Ho w difficult is it  to
grab the rights? 'I'm afraid it's a
boring answer, it's a question of
strength. If you go to the agent
and say we want to produce a
game we have to assure them
that we're not going to bring our
friend with  the muscles down
and because of the size o f  the
company and the market pres-
ence you stand more of a chance
pitching in and getting it than a
lesser company.'

So how do Ocean and Imagine
see the  future? David  Ward :
'We're always trying to broaden
our horizons of both the type of
games we sell and the age group
we're aiming at so we can get
the largest possible audience.'
Colin Stokes: 'I t 's a very fickle
industry. There are no guaran-
tees for the software houses and
there are none for the distribu-
tors, so  who  would be  brave
enough to predict what's going
to happen this time next year?
After Green Beret is Out of the
way, we 'll take a deep breath
and look again, we've got en-
ough plans to get us through to
March 1987, it 's just a question
of how we go about it. You're
only ever as good as the quality
of your games and we have to
move with the times.'
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YIE AR KING 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.
COMIC BAKERY
• Panic in the bake-shop
• Fast and furious arcade fun.
•Help Joe the baker defend his loaves from the rascally raccoons
•Another red-hot Konami cookie!

MIKIE
Mikie ploys a knockout frantic farce in the classroom, locker room

d the high school cafeteria. Hip-zap, door atta ,  throw balls and
pie b u t  can yo a k e  him hand his love letter to

SPECTRUM 48K
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—   I m a g i n e  Software ( I 984), 6 Central Street
- ManchesterM25NS.Tel '061-8343939Telex669977_
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PING PONG
(ow can almost feel the tension of the big match breaking through the
,creen_the expectant crowd is almost on top of you! You return the
,ervice with a top spin backhand, then a forward backspin, the ball
bounces high from your opponent's looping, defensive
lob_SMASH!...a great shot opens the score. ..but this is only your first
point! Play head to head or against the computer in this, Konami's
'1 rst and best table-tennis simulation.

HYPER SPORTS
Enter the stadium of Konami's No. 1 arcade smash-hit sports simula-
tion.From the finesse and skill of Archery and Skeet Shooting to the
critical timing and brute force of weight lifting — six events to test you
to your limit. Hyper Sports — continuing the challenge where 'Track
and Field' left off.

PING
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Use of computer 57(%
Graphics 47(

1
/o

Playability 43%
Getting started 57%
Addictive qualities 39%
Value for money 39%
Overall 43%

WINTER
SPORTS

Producer: Electric
Dreams
Retail price: E7.95
Author: Software Images

E lectric Dreams have joined
the Snowy Sports compil-
ation market with Winter

Sports, a  collection o f  eight
games on one cassette, The first
part of the program to  load
presents a  main menu screen
listing the events. Pressing a
number key puts the Spectrum
into LOAD mode and the com-
puter searches the tape until
your chosen event is located and
loaded. The menu screen also
allows you to view the highscore
tables. Record breaking scores
during play are automatically

give a readout of your speed and
indicate how sharply the skier is
turning, while a  scoring area
above the  windows indicates
how many gates have been pas-
sed o r  failed and times the
whole run.

In all three events the object is
to belt down the course as fast
as possible without missing
gates. In the Slalom the skier has
to weave between the  gates,
passing to the right of the first
gate, to the left of the second
and so on, and any gates missed
lead t o  penalty points. TheDownhill is similar to the Sla-
lom, except the skier has to pass
between gates made from two
poles, while the Giant Slalom is
a mixture of the two events.
Once the skier is through the
finishing posts any time faultsare added to the time taken to ski
the course and an overall score
is given.

Ice Hockey can be played as a
two player game or against the
computer. Most of the display is
occupied by a 3D scrolling pan-
oramic view of the pitch, and a
scanner at the top of the screen

The Slalom from Electric Dreams WAITER SPORTS. On the
left is the skier's eye view while the right head window gives
an aerial view of your skier's progress

included on the score tables and
can be viewed before an event is
loaded.

Once an event has loaded a
further sub-menu screen is pre-
sented allowing keys t o  b e
defined; one or two player mode
can be  selected a nd further
event options are input at this
stage.

The first three events on the
cassette, Downhill Skiing, Sla-
lom and Giant Slalom are load-
ed in one go. They're all very
similar, using identical controls
and screen presentation. Two
windows show the action: the
one on the left gives a 3D skier's
eye view of the course while the
right hand window displays an
aerial view. You can increase or
decrease the skier's speed, and
ski to the left and right. Bar
graphs at the foot of the screen

shows the position of all the
players on the full pitch. The
player nearest the puck is auto-
matically under your control and
can be moved in four directions
with the  fire button used to
shoot the puck. To tackle a play-
er with the puck, just run into
him. The match is played over
four quarters lasting five min-
utes apiece with a change of end
after each period.

In the Ski Jump the screen is
split into two displays once ag-
ain, with the left window show-
ing the view from the top of the
slope and the  other giving a
close up of the skier's profile in
the air, The skier begins by sli-
ding backwards and forwards at
the top of the ramp — pressing
Go when the skier is moving
forwards begins the run and the
player then has to guide the
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skier down the middle of the
slope to gain maximum speed. If
the skier deviates too much from
the middle of the ramp then a
sever loss of speed results. At
the end of the slope another
press of the fire button launches
the skier into space. During fli-
ght the skier's balance must be
maintained, using the skier Up
and Down keys to avoid a tum-
ble on landing. Marks are given
for the length of the jump and for
style while in the air.

Next comes a whizz around an
icy track — the Speed Skating.
Another split-screen game with
two views of the skaters: the
window on the left gives the
view from behind the skaters
while the right hand window
gives a side view of the track,
Essentially it's a Decathlon type
event where the onus is on bash-
ing the left/right keys alternately
gain speed, indicated by a bar
display at the foot of the screen.
Up and down keys are used to
keep the skater in the designated
lane since he has a tendency to
stray off course slightly. At the
start of the game the length of
the race can be specified.

After whizzing around a track,
why not zoom down one? The
Bobsled event allows you to do
just that. Yet again the event
features two displays, a 3D view
from the sled and a plan view of
the track with a line plotting your
course as you go down. The Bob
has four controls: speed up;
slow down; left and right. If you
go into comers too fast, a crash
is likely and the sled has to be
banked on bends. Once again,
bar graph readouts display sp-eed and orientation of the sled.

The final event on the cassette
is the Biathlon, a gruelling cross
country test o f  stamina a nd
shooting ability. The main dis-
play shows the skier and the
landscape and a smaller screen
above shows a map of the whole
course and your position on it.
Readouts at the bottom of the
screen indicate your speed and
stamina, and it is important to
pace the event so that your skier
doesn't run out of stamina be-
fore t h e  course h a s  be e n
completed.

Rapid presses of the left/right
keys sends the skier along until
he reaches a  shooting range.
Here the screen switches to a 3D
display of the four targets. A
cross hair moves rapidly over
each target in turn and the play-
er has to press the fire button at
the right moment to score a hit.
The skier only has one shot at
each and a miss constitutes a
time penalty, so careful shoot-
ing is the key to this event. Once

all four shots have been fired ifs
back to the cross country and
more Decathlon stuff.

12:11=Eir
•  " Sports games are not what I
really like, and this game hasn't
changed my mind a t all. As I
played it I realised that this has
some of the most basic graphics
I've seen for a while, and some
of the games move really slowly
from screen to screen. Colour is
used well in places, but there's
very little sound. Overall a game
I wouldn't recommend you buy
unless you've had a good look
first. "

•  " I was really looking forward
to this new title from Electric
Dreams as I imagined that they
would have done a good job, but
I was to be disappointed. Winter
Sports has to be about the worst
sports simulation that I  have
seen over the last six months,
The graphics on all the events
are large but undetailed. The
sound, where there is any, is
mainly unrealistic spot effects.
The main fault of this game is its
speed: with most of the events I
was bored half way through my
first go. Monotony set in quickly.
Generally I  wouldn't recomm-
end this game as it is unplayable
and monotonous,"

• "Afte r  playing Winter Games
last month I thought that per-
haps we  were in for another
wintry bonanza. Unfortunately
it's not the case. Just about
every event is incredibly slow to
play and boredom set in about
half way through each one. The
multiloading is a complete painin the backside and I found that I
spent more time loading in each
event than playing. Really, none
of the events stand out as being
any good and the tacky graph-
ics, unimaginative sound and
dull gameplay all add up to this
being a  complete waste o f
money."

Control keys: definable
Joystick: Kempston, Interface 2,Cursor
Keyboard play: a bit sticky
Use of colour: very poor; dull
Graphics: just about average
Sound: squelchy
Skill levels: one
Screens: et9ht eventsGeneral rating: Very
disappointing
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RAIDERS OF THE
LOST RING

Use of computer 41%
Graphics 43%
Playability 37%
Getting started 34%
Addictive qualities 37%
Value for money 395'0
Overall 39%

"
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Dangl ing from a rope just above a lion in RAIDERS OF THE
LOSTRING • A tricky moment indeed, but at Mast you've still
got eight lives left

Producer: Arcade
Systems
Retail price: E5.95
Author: Mats Emlisson
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place of worship hidden in
the jungle —  a  temple

containing priceless treasures.
Over the years many explorers
have tried to recover the trea-
sure, but all failed in the attempt.
The entrance to the temple is
guarded by  natives who fire
poison arrows at anyone app-
roaching. Nobody has yet pass-
ed the  portals of the  temple
known as Doom.

You've travelled to the jungle
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At  the right of the screen, about to move on in RAIDERS OF
THE LOST RIPIlle Death is probably imminent as the amulet is
only good for a couple mote lives
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and want to grab the treasures
for yourself, but are starting to
get put off by the stories of the
one-way journeys tha t y our
predecessors have taken. If you
want to  live long enough to
collect an explorer's index-link-
ed pension it would be sensible
to avoid the Temple of Doom.

Unfortunately you haven't got
enough money to  cover the
journey home. Finding the trea-
sure is your only hope. Life is
looking pretty bleak until a  na-
tive offers to sell you a magical
amulet that protects its wearer,
allowing him to be 'killed' twen-
ty three times before expiring.
This is just the sort of compre-
hensive insurance policy you
need before embarking on a

treasure hunt in the Temple of
Doom. So off you trot into the
jungle a little poorer and clutch-
ing the magic amulet.

Apart from an Indiana Jones
style hat, you have no useful
equipment, a nd success de -
pends on your running a nd
Jumping abilities. The jungle is
split into screens, a nd each
screen contains a  key that is
needed later on in your quest. To
collect a  key a  fairly complex
'physical' puzzle has to be solv-
ed. The background is made up
from jungty objects such a s
trees a nd swaying creepers.
Most of these can be clambered
over in real Johnny Weismuller
style, using the left, right and
jump keys.

Platforms are created by the
branches o f  the  trees, a nd
swinging vines similar to the
ropes found in Jet Set Willy
abound. Once you're on a rope
or creeper, pressing a direction
key opposite to the direction in
which the  rope i s  swinging
moves you up; using the key
which takes you in the same
direction as the rope's swing
takes you down. The jump key
allows you to let go — just likeJSW.

The playing area is made up
from flip screens and a  new
piece of scenery appears as you
move off the edge of the current
screen. All sorts of nasty thing-
ies try to hinder and disrupt your
progress. Tribal warriors trog
along tree branches firing pois-
onous arrows at you. Apart from
the archers, lions patrol patches
of jungle and some of the trees
contain people who hurl rocks in
an awkwardly random way.

Touching a baddie or being hit
by a weapon loses you a life
Remember — the amulet's only
good for  twenty three lives.
Exploring takes it out of a chap,
and a constantly shrinking bar
reveals the drain on your ener-
gy. Fortunately, a munch on a
piece of jungle fruit boosts yourstamina.

If you survive the jungle haz-
ards you enter the underground
section of the game where diff-
erent meanies and backgrounds
are encountered. Scary things
such as ghosts, spiders, stone
throwing gnomes and all man-
ner of death dealing obstacles
try to thwart you in the Under-
ground section, which is follow-
ed by The Ship, The Haunted
House and The-Pit. Just keep a
tight hold on that amulet!

•  " AArirggghhh! Not another
Jet Set Willy copyl Okay, its not
identical, but it is similar eno-
ugh to be pretty unoriginal. The
graphics aren't brilliant, and the
colour clashes like crazy. Sound
is pretty BASIC and really the-
re's nothing outstanding about
the game a t all. I f  i t were a
budget game, then maybe i t

wouldn't be  so bad, but I 'm
afraid that to me, buying this for
£595 would be money down
the drain.

•  "  Gosh! A JSW rip-oft I
haven't seen one o f  these in
ages. Don't be  fooled by the
obvious similarities l ike  the
swinging rope — this game isn't
half as good. I  would have ex-
pected to have seen the graphics
in an average game early in 1983
— they are jerky and there's a lot
of colour clash. Sound is virt-
ually non-existent: only  one
tune, which is a great shame as it
would have added to the atmos-
phere of the game. Gameplay is
very slow which leads to the old
complaints o f  boredom a nd
monotony. I t's  infuriating, a s
well.
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have to spend ages tackling the
same screen again. I can't reco-
mmend Raiders_

•  What an amalgamation of old
material! There don't seem to be
any orginal features in Raiders
of the Lost Ring. The main for-
mat is very s i m i l a r
.  tosiasper. T h eswinging rope comes from Jet
Set Willy and the game itself is
just a platform game in the now

g standard, and extremely
tedious, Matthew Smith format.
The worse thing about this
game is  the  terrible collision
detection — it gets very annoy-
ing to have objects drift by you
before they kill you. At the price I
suppose it's not too unreason-
able, but only if you like this sort
of thing. I don't. ''

Control keys: Z left, X right, P
jump, (L fire on some screens)
Joystick: Kern pston
keyboard play: a bit sluggish
Use of colour: hardly state of theart
Graphics: a bit dated
Sound: minimal
Skill levels: one
Screens: unknown!
General rating: A passable
game but a bit expensive given
the dated format



Riding a wave in New Concepts • SURFCHAAIP_ Fast
reactions and an understanding of the principkis behind
surfi ng is needed if you want to go for a high scans

Use of computer 73%
Graphics 66D/0
Playability 69%
Gettin9 started 54 %
Addictive qualities 66 %
Value for money 65%
Overall 64%

SURFCHAMP
Producer: New Concepts
Retail price: E n %
Author: Mark Miller,
Rokneddin Shariat,
Anthony Kelly, Kieran
McEnery
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range o f  sports simulat-
ions due from a new soft

ware house based in Ireland —
New Concepts. Apart from the
usual p ro g ra m cassette, t h e
package includes a plastic surf-
board which fi ts over the key-
board of your computer pivoting
on a little fulcrum fitted over the
G key.

The simulation itself requires
some knowledge of surfing and
the terminology o f  the  sport,
and a tutorial program is includ-
ed on the B side of the cassette.
Loading the tutorial allows you
to step through menus which
lead to descriptions of the var-
ious moves that score points in
the game as well as information
on the selection of gear, a glos-
sary of surfing slang, a history of
surfing and twenty tips for safe

S C O R E

fun in the surf.
Before starting p lay proper,

the program gives some infor-
mation o n  the climatic condi-
tions prevailing and then leads
you through a  set o f  options,
requesting information on your
age, sex,  he ight and  we igh t
before allowing you to select the
type of board and clothing you
wish to take to the water. Each
time the  game is  played the
conditions change, and as in real
life the best surfing is only to be
had when the sea is good

The final option in the menu
allows you to  specify whether
you want to practise riding the
waves or enter a competition. In
practice mode you can select
from ten speeds and surf away
merrily, without running out of
energy while you practise man-
oeuvres. In competition mode,
competition rules apply and you
get ten rides in which to build up
a score — performance deterior-
ates as you get tired.

The game begins with  your
surfer on the beach, carrying a
board. Pick a spot to enter the
water, press down on the nose
of the surfboard on your com-
puter to  leave the beach and
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inside the tutorial program — each manoeuvre is illustrated,
described and the points it scores displayed_ Lots of other
tips and hints can be found on side two of the cassette_

paddle out to sea. A large surf-
board in the sky gradually disa-
ppears as energy is used up —
paddling the board gets tiring
very quickly. Once a  suitable
spot in the sea has been reach-
ed, the next step is to turn round
and wait for a wave. Pressing the
2 key puts your surfer onto the
board, a n d  catching a  wave
allows the real fun to begin.

Once a wave has been caught
and the surfboard mounted the
display changes to give a view of
the wave you are rid ing with
your surfer zooming along on
the water. Using the surfboard
overlay it 's then up to  you to

attempt point-scoring moves as
you ride the wave towards the
beach. The board pivots about
its centre and makes contact
with some o f  the Spectrum's
keys. As the little surfboard is
tilted and slanted during play,
the keypresses produced a re
translated in movement on scr-
een. The aim of the game is to go
for the highest score possible by
assembling a  routine o f  slick
stunts. Y o u r performance i s
governed by the type o f  wave
you a re  rid ing, the  choice o f
equipment and physique enter-
ed at the start, the weather, and
the energy remaining — a tired
surfer makes mistakes!

New Concepts have based
this simulation o n  the  condi-
tions and seascape a t  Fistral
Beach i n  Newquay, Cornwall
during the 1984 World Cham-
pionships. I f  you  manage t o
master t h is  particular beach,
becoming a  t ru e  Surfchamp,
modules containing the data for
other famous surfi ng haunts
should b e  available i n  d u e
course to test your skills to the
limit.

•  " Wh ile  New Concepts have
come up with a good idea, and
have created a very interesting
and different sports simulation,
they should have paid more
attention to the front end of the
game. The instructions are very
difficult to  master, as  is  the
game itself. If you are already a
surfer, you'll probably drop str-
al9ht into it, but most people
will have to put a fair bit of effort
into getting to 9rips with the
game. That said, if you take the
trouble, Su rfchamp can be a lot
of fun, and could teach a  lot
about the  sport i t  simulates.
With a  bi t more attention to
presentation, N e w  Concepts
could have had an excellent
product"

•  "  Surichamp is essentially a
good game. According to the
packaging, the  game is com-
patible with the Spectrum Plus,
but I  had problems getting the
two to work together — i f you
own a  Plus, try  the surfboard
first/ Sound could have been
used much better that it is, but

graphics are well above aver-
age, although a little disappoint-
ing on the beach, and colour is
all i t should be, I f  you like
surfing, or have your heart set
on getting this novel game, then
by all means nip down to the
shop. Otherwise, think about it
— the game is worth the asking
price, but a few people may be
put off by the price tag.

•  " Reading instructions, espec-
ially long winded ones, is some-
thing I try to avoid. I had to resist
the temptation to dive into Surf-
champ head first as it is impos-
sible to get started unless you
study the instructions very care-
fully. Even after reading the leaf-
let and looking at the instruction
program on side two of the tape I
found it difficult to get into the
game. Graphically, I  found the
game a  b i t  disappointing —
there's a fa ir amount of colour
clash and your character isn't
exceptionally animated. There is
no sound, which is a pity as the
noise of the odd wave crashing
over t h e  beach wo u ld  have
added to the atmosphere. Gen-
erally, I  wouldn't recommend
Surfchamp unless you are the
sort of person who likes to get
really involved in a game. You
need to stick with this one before
you have fun.

Control keys: CAPS and 1 to
paddle out, 2 to catch wave and
stand, otherwise use surfboard
Joystick: N/A
Keyboard play: interesting
Use of colour: not bad
Graphics: fairly good, thoughnot slick
Sound: none
Skill levels: one
Screens: two surfing screens,
plus introduction program
General rating: An interesting
sports simulation if you're not
put off before you start
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Producer: Virgin
Retail price: £7.95
Author: Kerian UK Ltd

FA CUP
FOOTBALL
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ent that their new football
simulation p ro g ra m i s

true t o  life ,  Sports journalist
Tony Williams came up with the
concept for the game, drawing
upon h is  football knowledge
gained as editor of the League
Club Directory and the FA Non-
League Directory. Tony studied
the fo rm o f  the football clubs
which appear in FA Cup Football
and devised a  set o f perform-
ance figures f o r  them, Once
Tony's data had been incorpor-
ated, the  Football Association
was shown the game. The FA
found i t  so authentic, that the
program ca rries th e  Football
Association's endorsement_

The program follows the cou-
rse of the FA Cup, and allows up
to eight players to manage ten
teams each. No  less that 124
teams are included in the game,
and i f  players don't find the ir
favourite Non-League t e a m
amongst them, they can enter
further clubs.

At the start o f  the game the
number o f  players has to  be
input —  one person can play
against the computer —  then
players enter a two letter code
which is  used to identify them
for the rest of the game. Taking it
in turns, the budding managers
select teams from the paged list
displayed on screen until every-
one has a full complement of ten
sides a n d  t h e  compe t it ion
begins.

All the Cup matches can be
played f ro m scratch, o r  t h e
players can opt to move straightto Round Three —when the First
and Second Division clubs enter
the competition, in which case
the computer calculates which
teams were defeated in the first
two rounds.

Each round begins with  the
draw. Two discs bearing num-
bers corresponding to the clubs
remaining i n  the  contest ro ll
across the screen. When they
come to rest the names of the
two teams they represent areadded to the list of matches to be
played in that round.

Before a ll t h e  matches are
played, managers have to cho-
ose their tactical approach to the
games in which their teams are
playing. Managers can encour-
age teams to play a Defensive,
Balanced or Attacking game by
selecting th e  appropriate key
when t h e  computer p rompts
them. Once all the tactics have
been given to the computer, the
matches kick off. The computer
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keeps track of the state of play,
listing all the teams playing and
updating the scores as goals go
in.

The matches are played in
accelerated time, as shown on a
digital readout at the top of the
screen, and the passage of time
can be speeded up by pressing
the SPACE key. In the first three
rounds p lay continues t o  fu ll
time without interruption, but as
the competition hots up  more
and more managerial decisions
need to be made. In Round Four
managers are given the option
to change tactics at half time. In
Round Five a tricky question is
asked of every team's manager
before play commences to test
managerial ability, and a  sub-
stitute can be played a t three
quarter t ime. Occasionally the
option to look at a newsflash is
given to the away teams's man-
ager — if the news is viewed it

M A N S F I E L D

P E N P I T H

Mansfi eld play Pentith, and it's time to select tactics f o r
t h .match in FA CLIP FOOTBALL

may increase or decrease team
morale,

In t h e  la s t  th re e  Rounds
managers have to deal with  a
barrage o f  t r icky  questions,
update tactics a t quarter, ha lf
and three-quarter time as well as
decide whether to field substi-
tutes. During the Final, updates
on the pitch condition, humour
of the crowd and the style and
mood of the players are given at
regular in te rva ls d u rin g  t h e
match.

•  "  FA Cup Football is a  very
well presented strategy game.
The use of colour makes the
screen display look attractive,
and the  graphics make what
would have been an unexiting
text-only game into a  more

The pnetty loading screen on FA CUP Foonutu.  from Virgin

pleasant one. The game itself is
good fun to play, but is too easy
when played alone. If you can
play in a group, then do 'cos its alot more fun with friends I ts
nowhere near as involved as
Football Manager, but it 's good
fun nevertheless, and football
fans should be  well pleased

with this 'official' game from
Virgin."

•  "  FA Cup Football may be
mistaken fo r Football Manager
as it is based on the same idea.
So what if hasn't got ace graph-
ics and wonderful sound? One
minor niggle: I found the tactics
keys a bit illogically chosen: why
press C for an attacking game
and A fo r a defensive one? It's
still an entertaining game, tho-
ugh. The amount of player inv-
olvement is fa irly min imal — I

have t o  a d mit  tha t  I  wasn 't
hooked fora long period of time
— but it's fun trying to get your
teams to the Cup Final.

•  "
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brilliant, FA Cup Football pro
vides qu ite  a  b i t  o f  fun. I t 's
almost theraputic in  fact, just
sitting there pressing the odd
button occasionally and watch-
ing things happen. The graphics
(what there are of them) are very
nice and the  who le  game is
excellently presented. Fo r me
Football Manager is  st i l l  th e
definitive football game on the
Spectrum, as it is more compli-
cated and has more depth. This
is more of a party game — it'd be
great with  a  bunch o f football
mad friends — or perhaps one
for th e  youngsters. Wo rth  a
whirl if you're nuts on footy. "

Control keys: X to page the
display of teams and matches,
to continue to the next Round
after Full Time, SPACE to in-
crease the rate at which time
passes, A selects defensive play.
B for a balanced game, C for
attacking game
Joystick: N/A
Keyboard play: follow the
promptsUse of colour: excellent
Graphics: not a great deal, but
what's there is well done
Sound: various beeps and a
little tune at the final
Skill levels: one
Screens: one for each function
General rating: Well put
together, but a simple game
which might disappoint some
people

Use of computer 6 5 %
Graphics 6 4 %
Playability 6 2 / 0
Gettin9 started 7 8 %
Addictive qualities 5 5 %
Value for money 5 8 %
Overall 6 4  %



science TV.science fiction
series invades your
home computer
Earth is visited by
seemingly human
aliens...
These reptiles soon
reveal their ultimate aim
however...to take over
Earth and enslave its
population...

SPECTRUM 48K1E 7• 95
SPECTRUM 4 8 K

V
...Your

mission as
resistance leader

Michael Donovan is
to seek and destroy

their Mother Ship
using all the skills
and weapon''
, a tyour command.

All-action, multi-level
Arcade game for your

Spectrum & Commod •e.
C O M M O D O R E  64L 8005

AMSTRAD

1983 Warner Bros. Inc. All Rights Reserved
Ocean Software I.Jrnfted. 6 Central Street, Manchester M2 5N5
Telephone 061 832 6633 Telex. 669927 Oceans G

Ocean Software is available from selected branches of
HSM 11 H , " A M E S ,  WOOUNCIRIPC LASKI'S , Rum be lows,Grueris , Spectrum Shops and all good software dealer



BLADE
RUNNER

Use of computer 63%
Graphics 63%
Playability 60%
Getting started 64%
Addictive qualities 53%
Value for money 49%
Overall 58%

Producer: CM.
Retail price: E8.95
Author: Andy Stoddart,
Ian Foster
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part of a 21st century bountyhunter — a sort o f  futuristic
Clint Eastwood who is on  the
track of replidroids. Replidroids
are highly sophisticated robots
that have been developed fo r
use i n  host ile  o r  dangerous
environments and are used by
humans a s  o f f -wo rld  s la ve
labour.

Despite looking human and,
for the most part, behaving just
like humans, replidroids have
been banned from Earth. They
are manufactured in half a dozen
grades, and the highest grade
replidroid i s  superior t o  a n y
human in terms of strength and
agility, and at least as smart.

When t h e  g a m e  b e g in s,
you're after the  least harmfu l
grade of replidroid, grade one,but as the the droids fall and the
points clock up the set of repli-
cants that you chase after gets
nastier and nastier until the very
unpleasant s ix t h  le ve l  re p l i -
droids are your quarry.

The city to be patrolled is split
into n in e  sectors; y o u  a re
equipped with  a gun and neat
hover vehicle —a skimmer. The
skimmer's viewscreen is divided
into th ree  areas: a  detailed
sector map, which displays an
aerial view of the part of the city
you a r e  cu rren t ly t rave lling
over; a  sma l le r mapscreen
which highlights the sector in
relation to the whole city, and a
message window. Replidroids
and their creators are shown on
both the large scale viewscreen

and the sector map by flashing
graphics. As you move across a
sector boundary the next map
windows onto the main screen
and t h e  ye l lo w h ighlighting
block on the long range scanner
moves position accordingly.

The a im o f  the game is  to
move your skimmer through the
maze o f streets that forms the
city until it is above a replidroid
on the run, and then land by
pressing the  fi re  button. The
droids constantly hack around
the teeming freeways and as
your skimmer descends the dis-
play changes to a side-on view
of the street you have landed in.

Landing is achieved automat-
ically: the computer takes over
and runs through an animation
scene lasting about a  minute
which s h o ws  t h e  s k imme r
gracefully setting itself on terra
firma. Once you've landed it 's
time to persue your quarry on
foot. A  scanner along the bot-
tom part of the screen shows the
positions o f  both you and the
droid, and looks three screens
along the street.

Pedestrians and groundcars
also u se  t h e  roadway, a n d
they're oblivious to  your miss
ion, perfectly happy to  get in
your way. Bumping into a ped-
estrian wastes t ime ,  wh i le  a
collision with a vehicle is fatal. If
the fugitive manages to race out
of the scanner's eye then your
skimmer returns to ground level
to take you back to  the  map
screen. If things get really frus-
trating, you can always shoot
the innocent bystanders though,
as this gets them out of the way
rather efficiently!

The background scrolls from
right to  left, and a pseudo 3D
effect allow you to move in and
out of the gutter and Onto the

SI EC T 2K  S

A t  Street Level in BLADE RUNNER, with your skimmer about
to take off as pedestrians wander post, unconcerned
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The control panel of your Skimmer in BLADE RUNNER. The
main pane/ displays a detailed map of the current city
quadrant, while the smaller panel is a large scale map of the
city

pavement. To  retire the repli-
droid and earn the bounty po-
ints, you  have to  get directly
behind it. One quick shot and the
city is  populated b y one less
malignant robot. The skimmer
returns and the story continues.

•  " A t  first sight Blade Runner
seems to be a good little game,
however, after a  few goes i t
loses most of its appeal as there
is very little gameplay. Once
you've shot a few baddies and
seen all  the  different streets
there seems little point in going
on any further. The graphics are
a mixed bag: the  characters
generally all look the same apart
from a variety of haircuts and
hats —  so even though the
replidroid is going in the oppo-site direction to the rest of the
pedestrians, it is often hard to
spot. The streets contain neat
details like posters and so on,
but the scrolling is rather jerky.
The only thing that really stands
Out about this game is the tune
on the title screen.
"•  'Ye t another 'Game-of-the-
film'! Not a  bad one, either,
despite the  fact that it's  the
game of the soundtrack of the
film. Only one thing stops i t
being excellent, and that is the
fact that doesn't present much
of a challenge. The instructions
should have given more detail
on the gameplay, as they do
little more than set the scene for
the same. The time it takes to
begin to understand the game is
more or less the time it takes to
master i t.  The  graphics a re
good, excellent on the pursuit

screen, where you must 'retire
-

your replidroid I f  you are a
hardened arcade freak, looking
for a n easy but entertaining
game, look at Blade Runner."
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missing from the game, and not
enough to do while I was playing
— it 's like  a  min i version o f
Ghostbusters. The p lo t 's s im-
ple: find a replidroid, jump out
of the  skimmer and k i l l  th e
replidroid. This turned out to be
a very tedious job, as I found the
game very slow to respond to
joystick movements and even
slower on the keyboard. Blade-
runner might have been improv-
ed a  b it  i f  there weren't such
long pauses between landing
and taking off in your skimmer.
CAL could have made a good
game Out of a great movie, but
rm afraid they ye made a total
hash of it."

Control keys: definable
Joystick:
Keyboard play: unresponsive
Use of colour: okay
Graphics: quite neat at times
Sound: excellent tune, little else
Skill levels: one
Screens: 2
General rating: A rather
disappointing game, overall
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I Featuring Video Digiti-,ed Picture',  )

S P E C T R U M  4 8 K  (Twin program cassette)
S P E C T R U M  1 2 8 K  (Enhanced version)
A M S T R A D  4 6 4 / 6 6 4 / 6 1 2 8  (Twin program cassette)
AMSTRAD DISC
Available from all good retail shops or order today by mall.
Pnces include VAT and p & p
Send order to
Software Communications Limited. Martini)! House.
Bay Terrace. Pevensey Bay. Sussex 8N24 6EE
TRADE ENCILIMIES WELCOME PHONE (0323) 768456
TELEX 87465 EXIM Brighton

£8.95

E8.95
£13.95
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tell if Sam is bluffing?
Will you hz a/214 to hip gout coottolua thL 6tedca a2L high-P



FRANK  THE FLEA

Use of computer 47%
Graphics 56%
Playability 56%
Gettin9 started 63%
Addictive qualities 49c/o
Value for money 64%
Overall 57%57

Producer: Megasoft
Retail price: E1.00 plus
P&P
Author: Richard Welsh
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his normal day to day grind
of sucking  b lo o d  f r o m

mammals and transmitting end-
emic typhus, he 's go t  lost  in
Major Mansion. He wants h is
Mummy but the problem is that
Major Mansion is a fairly large
place. The only thing that Frank
really knows is that Murrisie is
somewhere on the second floor
and that he is in the basement —
a rather long way away in fleaterms.

Unluckily. Frank is no eternal
flea either and  bumping in tovarious b its o f  the mansion's
furniture depletes his life force.
If the poor insect is unfortunate
to lose all his energy, then death
is the reward, shortly followed
by a burial by vacuum cleaner
no doubt_ This is definitely a fate
to run away from. To be back
with Mummy supping on a drop
of rhesus negative is something
worth striving for.

Each room is shown from a
sideways view with Franky start-
ing from the far left_ Frank has to
traverse the three screens that
make up each floor to get to the
flea lif t  that zooms h im u p  a
floor. Luckily fo r the program,
each room takes up exactly one
screen, and hopping of the edge
of o n e  ro o m fl icks another
screen in to  view. On the  last
level a  flashing Mu mmy flea
waits for Frank instead of a flea
lift.

The game starts with the poor
little insectoid stuck in the base-
ment sitting on a sofa. Frank's
trusty l i t t le  le g  muscles can
operate in two ways: in walking
and jumping mode. Frank can
jump and walk to left and right_
Walking o ve r furn iture i s  a l l
rather logical. If you guide Frank
off the edge o f  one o f  Major
Mansion's chattels then he falls
to the  fl oor, obeying a l l  th e
correct laws of gravity.

Jumping is something to  be
carefully judged, since a  mis-
placed le a p  a lmo st  certa in ly
means a collision and a loss of
life force— heading full pelt into
a standard la mp  o r  win d o w
ledge is a fairly major thing for a
flea. Throughout the game Fra-
nky's flea status is indicated by
his colour. The hue of the insect
is also mimicked by the border:
Frank starts on white and knock
after knock slowly fades to blue.
One knock after blue sends him
floorwards and the poor lit t le
flealet discorporate&

If Mummy is reunited with her
errant son  then the  program
advises you to try a harder level
where the life source provided is
a lot less.
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This is the fi rst release from
Megasoft, which is mainly Rich-
ard Welsh  aged 14.92 years.
Written entirely in  BASIC, the
program may well resurface in a
faster form, once Richard has
acquired a compiler — and two
further releases are in the Mega-
soft pipeline already. Richard
Welsh can be contacted at Five
Springs, Guilsborough, North-
ampton, NN6

" Ha,Ha,Ha a BASIC game! Gosh
I haven't seen one of these since
The Great Space Race. Well, to
tell you the truth, it's not that
bad — in fact I quite enjoyed my
first go and I  was quite com-
pelled to have another go. The
graphics are exceptionally good
considering they are in BASIC
and the backgrounds are very
nice, big jolly sofas and the like.
The sound consists of a  few
beeps and a tune or two might
have helped with the  atmos-
phere, but I  suspect i t would
slowed the game down some-
what. Generally I am well im-
pressed with both the game and
the programmer's ability. I rec-
ommend it strongly to everyone
— i t  might not be  the  next
mega-game but it will certainly
cheer up a rainy afternoon_ After
all, for  a  quid you can't go
wrong."

" Okay, so it's BASIC. Al! things
considered, th is is not a really
bad game, b u t  it 's no t  a rea l
mega-game either. Th e  back-

• • •  • • • •  M E .  M M .  M M .  •
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K THE FLEA from Megesoft

drops are colourful and quite
attractive, though th e y don ' t
exactly compare  wi t h  some-
thing like  Everyone's a  Wally/
The main  character, Frank, i s
small, unanimated, and  extre-
mely jerky. The game itse lf is
reasonably good fun for a while,
after which it starts to become a
bit tedious and unexiting Fo r
one pound  though, y o u  can
hardly complain, because Meg-
asoft are o n ly making some-
thing like 40p profit, on  mail-
order sales, I presume. All things
considered, Frank the  Flea i s
quite a pleasantly styled game
and may appeal to some, espe-
cially for the price.

"When handed a Woolies cass-
ette with a photocopied insert, I
am a little dubious. When I load
the tape and find out that the
game's writ ten in  BASIC, I 'm
worried. I t  i s  therefore ve ry
pleasing to find on playing the
game that it's actually been very
well written. Frank hops around
the screen in smooth arcs and,
as fleas go, is quite convincing.
The 12 rooms are all different,
with good, clean graphics o f
household objects furn ish ing
each location. The small amount
of animation le n t  t o  Frank's
movement and the lack of music

can be attributed to the author's
need t o  keep the  game fast.
Frank The Flea may not be able
to compete in the mainstream
software market but in the flea
market it's one of the best pieces
of budget software I've seen in a
long time. Go on, send Richard a
blank tape, a pound and a SAE

have some fun and contribute
to t h e  Me g a so f t  Co mp i le rfund!"

Control keys: redefinable
Joystick: N/A
Keyboard play: responsive
Use of colour: simple, but neat
Graphics: simplistic
Sound: beeps
Skill levels: 3
Screens: 1
2General rating: An interesting
ittle game

ft's not easy poesy being a fie& Furniture and fittings u
is the order of the day in MANN TINE A  &urn 1009,..•
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BRIDGE
PLAYER

Producer: CP Software
Retail price: E12.95
Author: Richard Wheen
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quiet click o f  fresh cards
permeates the friendly but

competitive atmosphere. This is
Bridge, a game involving logic,
conventions, a n d  a  complete
understanding b e t we e n  t h e
members of both the two teams.
usually highlighted by a curious
argot that is ineffable to the un-trained listener and understood
only b y other Bridge players.
Bridge is  a  card game dearly
loved b y  ma n y and probably
loathed by the majority, it's also
best p layed wi t h  three o ther
equally matched people, but in
lieu of other human players, a
computer version can a t least
bridge t h e  g a p  i n  a  lone ly
person's life.

CP Software  h a ve  a lready
produced several such versions
and Bridge M  is the latest. I t
comes presented in a dual tape-
sized box containing a  single
cassette and an 8-page instruc-
tion manual briefly covering the
aims of the program and how it
relates to the game. One thing
becomes c le a r  immed ia te ly,
although a claim is made for the
program's usefu lness a s  a
teaching aid, there is no way a
beginner wo u ld  le a rn  abou t
Bridge playing f rom either the
program or the manual, and per-
haps it would be unfair to expect
that_ As an aid in  brushing up
your play, it's obviously useful.

So much for the simple, onto
the argot! The Acol system is the
bidding convention u se d  a l -
though it understands the Stay-
man and  Blackwood conven-
tions as well. Unfortunately the
computer is no Omar Sharif, init-
iating neither o f  them, bu t  i t
does bid in that system if asked
to by the player.

You always play South, but if
you win the contract with your
partner (North) as the declarer,
rather than sit  and watch the
computer take over, yo u  can
play your partner's hand as well
as your own 'dummy' hand.

Bidding may be avoided if you
prefer, although th is removes
most of the fun of the game. At
the outset, after dealing, your
hand is displayed on screen, and
from this you must judge your
bid and start responding to your
partner's counter bids, or he to
yours. Bids are simply entered
and displayed as a figure and
letter, thus two spades is 2S and
four hearts is 4H. P to pass. D to
double and A to redouble. A no-
trump bid uses the letter N. In
play the order is reversed, suit
first followed by the card (A, K,
0, J for the royals, T for ten, and

then numerals 9 to?.
Hands o f  b e twe e n  1 2 -1 4

points are considered as being
weak, strong being between 15-
17 points or having variable no
trumps. If bidding isn't required
and you just want to get down to
the game then a choice must be
made between either seeing all
the cards o r just those o f  the
player's hands. A f te r th is the
screen d i s p la y s  wh ic h e v e r
hands have been selected and
asks you to choose the contract,
so fo r example 2H would be a
contract o f two hearts. If all the
cards are to be displayed then a
final option allows the player to
choose to play all four hands or
just concentrate o n  h is  own.
leaving the computer to play the
other two.

Dealing begins from the North
hand and  rotates around the
cardinal positions in  much the
normal way. Once a contract has
been d e c la re d  t h e  sc re e n
changes to reveal the hands at
their appropriate positions. Dis-
played on screen is the number
of the hand being played, con-
tract and the declarer along with
the dealer, whether or not some-
one is vulnerable and the last
trick played and who won it. The
score o f  the  current game in
tricks is  a lso displayed a t the
bottom left.

The program has a number of
useful features, for instance, if a
card is played and there is no
choice but t o  fo llow suit with
only one card then the computer
automatically plays i t  fo r you
During play various things may
be reviewed by entering B for
bidding, E  fo r earlier tricks o r
you can peep at your opponents'
hands by entering P. After play-
ing a  card however th is infor-
mation is deleted. Claiming the
rest of the tricks in a hand can be
done by entering Z and in blind
faith the computer attributes the
rest o f  the tricks to you — it's
well known that Bridge players
never chea t !  Recommencing
play i s  done  b y  pressing R.
Finally, if you're the declarer and
an opponent plays a trump (or
'ruff' as Omar would call it), then
the computer civilly alerts you to
the fact by beeping.

At the end o f  each hand the
score is  shown including any
penalties, slams,  honours o r
rubber points in the familiar way
and a cumulative total is display-
ed. After a game there is the opt-
ion of replaying that same hand
but w i t h  re n e we d  b idd ing ,
taking a hard copy to printer, or
going stra ight on  t o  the next
hand. If you decide that during a
game you don't wont to play any
more o r Omar walks in  to the
room a n d  yo u  fee l d ist inctly
embarrassed t h e n  y o u  c a n
abandon your current hand by
pressing N or going back to the
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Your hand as South as the N M I '  progresses — what bidding'?
Gosh. Cameron. Lloyd Mang( amcan play a better Bridge hand than
you can photograph'

list of options by using a  A use-
ful built in facility is to be able to
load and  save t o  microdrive.
One bug seems to  have crept
through however, at one point,
after creating four hands to play,
the program crashed and reveal-
ed its protected BASIC program— F  Vachha th e  protection's
author will not be pleased.

There's no doubt that if  you
enjoy playing Bridge, that this
program has its merits, but it
seems doubtful that it  can do
much t o  convince  t h e  re a l
novice, who is likely to find the
whole business quite bewilder-
ing, and at its fairly high price,
possibly offputting_Garth
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When you've caught the comet...
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ments o f  h is  castle shouting
magical spells which turn mar-
auding g re e n  d ra g o n s i n t o
lumps o f  gold, Sodov's YOP
stays i n  the  castle courtyard
stirring a cauldron_

The dragons, true to form, are
fairly aggressive beasties. What
they want is Sodov's YOP — a
tasty morsel in  dragon terms,
The dragons scamper around
the fi e ld  outside t h e  castle,
trying to avoid Sodov's magical
wrath as they run towards the
castle wa lls  t o  bea t  o n  th e
portcullis.

Sodov casts his spells using a
Mission Command style cross-
hair cursor to aim his magic. He
can scamper left and right along
the battlements and along the
castle floor by holding fire down
with t h e  approprite d irection
key, entering the towers at the
left and right o f the screen to
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Use of computer 69%
Graphics 68%
Playability 74%
Getting started 72%
Addictive qualities 77%
Value for money 79%
Overall 74%

SODOV
THE SORCEROR

Producer: Bug Byte
Retail price: 12.95
Author: Tymac/Software
Conversions Ltd
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arrived on the Commod-
ore with the rather tame

title of Gandalf, Bug Byte have
taken i t  ou t  o f  the cupboard,dusted it down, converted it  for
the Spectrum, up- dated the title
and scenario a bit and released
it as a budget game.

Sodov the wizard, in keeping
with modem times, has aband-
oned the  apprenticeship con-
cept i n  favour o f  the  Youth
Opportunities Scheme. While he
scampers a round t h e  batt le-

change levels. Each time a spell
is cast Sodov loses some energy
from the counter on the status
bar at the bottom of the screen.
More magical p o we r can b e
drawn from the magic star in the
firmament if Sodov goes to the
top o f  one o f  the towers —
providing the star's not covered
by a cloud.

All is  not in Sodov's favour,
however. Every so often a mean
red spider potters into the castle
andscurries round. If it touches
Sodov he loses magical energy,
but he can take refuge from the
red meanie by hiding in one of
the towers until i t  goes away.
The lit t le  cloud wh ich  scuds
across the sky is more than a
nuisance covering up the power
star from time to time. It occa-
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dragons into gold from the battlements while the
downtrodden VOP does the boring cauldron stirring downbelow

sionally shoots a power-sapping
bolt o f  ligh tn ing  a t  Sodov,
knocking off some of his energy
points. And to add financial in-
sult to magic injury, an ostrich
turns up now and again in  the
field and pinches some dragon-
goldWhen a  certain number o f
dragons have made i t  t o  the
walls, they manage to  get the
gate open and one of their num-
ber enters the castle and drags
the YOP outside. While  YOPS
are fa irly expendable —  th e
wizard has three available —
Sodov can choose to nip outside
and mount a  rescue attempt.
Temptation lies in Sodov's path,
however. Lumps of gold are to
be found on the ground outside
the castle—Condensed Dragon,
produced by the wizard's defen-
sive magic. Should he collect the
loot or save the YOP? Decisions,

\
Collect the gold or save the YOP who's being dragged off to
the kitchen in Chatmau Dragon. Decision time for SODOV
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decisions
Out in the field, the wizard is

vulnerable to dragon attack —
they have particularly bad hali-
tosis it seems, and a couple of
puffs o f  Dragon Breath f ro m
close up  kills the wizard, who
explodes into the word 'DOOM-
ED'. On  the  fie ld  screen, the
wizard can lay mines in the path
of the dragon that's got his YOP
and is legging it towards the left
of the screen. Sodov can only lay
one mine at a time, and if he gets
it in the wrong place it's a matter
of wait ing un t il a  wandering
dragon stumps over the minebefore another one can be laid in
the path of the abductor.

While waiting for a laid mine
to explode, Sodov can scamper
around gathering up  the gold
nuggets lay walking over them If
the dragon dragging the YOP
hits a mine, Sodov has a few
moments t o  rush over t o  h is
little worker and lead h im to
safety before another dragon,
seeing that lunch is  about to
escape, carries on the shopping
and seizes the lad.

Should Sodov fail to  rescue.
his YOP he gets to keep the gold
anyway, and it 's back t o  the
castle and on with the game, one
YOP down  and  p len ty mo re
where that one came from.

•  "Apa rt from the  obvious
problem with the title, Sodov is
an enjoyable game. Bearing in
mind the  price, i t  represents
good value for money, and the
graphics are quite neat. As to its
lasting appeal, well, it depends
on how  much you like the
game: you'll either hate i t or
love i t.  I  fa ll into the  latter
category, I  think. The  sound
isn't up to much, but the gamedoesn t need it. I can't see the
sales for this running into the
hundreds of thousands, but i t
may appeal to you — it appeals
to me! "

•  "  I am we ll impressed with
Bug Byte's latest release.' i t ' s
very playable and quite compell-
ing. I first saw this one ages ago
on the C64 t h e n  it  was very

good for its time and now it is
Just as good on the Spectrum,
and also very cheap. Graphically
this game is not brilliant but the
characters are fairly we ll done
and the 30 works well on the 3D
screen. Sound is limited to a few
burps and  squawks here and
there — a  tune o r two would
have been appreciated. After a
bit of practice I'd got quite good
at this one, and I can't see myself
getting bored fo r a couple o fhours at/east.
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simple, two screen game but it's
a lot of fun to play, and makes a
pleasant change from a diet of
arcade adventures. The graph-
ics are not stunningly detailed,
but perfectly adequate never-
theless. I like the way the drag-
ons b low up  into lit t le  mush-
room clouds when your spell
zaps them. No music, a minimal
scenario and only two screens to
the game means it's not a super
dooper hit. Plenty going on all
the time you play, a neat chall-
enge, humour, and the price all
add up to a good deal. Get it ."

Control keys: 0  left, P right, Q
up, A down to move sight,
bottom Row to fire; Fire with
direction key to move Sodov
Joystick: Kempston, Interface 2,Cursor
Keyboard play: using the sight is
a bit tricky
Use of colour: pretty
Graphics: quite neat
Sound: passable tune at the
start, little more
Skill levels: one
Screens: two
General rating: Bug Byte have
put new life an old game,
especially at this price!
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ROBOTO

Producer: Bug-Byte
Retail price: £2.95
Author: Eugene Smith
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know when you wake up
on a summer's day and

you see the good o ld  ye llow
smiling face of Mr Sun looming
through the window at you and
you feel a ll happy and warm.
Well, dear reader, come 2086,
when you're about 115 o r so
years old, he won't be there any
more. Oh no, he'll be a tiny speck
in space, all cold and miserable
and you'll have to  huddle ar-
ound your electric fires. We ll
that's how it is, according to the
future predicted b y the  latest
Bug-Byte game.

Poor old mankind is huddled
together in thermal knickers in a
ghetto surrounding t h e  la s t
operational power station. Now,
big problems have occurred —
the station has started to  mal-
function and all the auto com-
ponents are rampaging through
the complex. With a power fail-
ure imminent you are elected to
save the human race from freez-
ing to death.

You see, you're the one and
Only remaining cybertechnician,
the on ly person own ing  th e
ability t o  restore t h e  p o we r
station t o  i t s  proper working
self. You're given a team of fiveworking droids and are asked to
deactivate all 51 sections of the
station.

Robot° i s  a  51 flick-screen
arcade adventure with  arcade
overtones. What the player has
to do is to go round each of the
sections (each section takes up a
screen) and destroy the circular
'power orbs' found there. Each
room has two or more exits and
are all linked to form a map. You
can pass through a room with-
out shooting the orb, but u lti-
mately they all have to be des-
troyed. The droid can move in

four directions and also has a
limited supply o f  bullets for
shooting the orbs and any nas-
ties occupying t h e  locality.
Occasionally, shooting an orb
gives the droid extra bullets, and
they're certainly needed!

The journey through t h e
power station is made hazard-
ous by sliding doors, electrified
walls and sparks— all have to be
avoided since one touch from
any means the instant destruc-
tion of one of your five droids.

•  '  Robot° i s  a  ve ry simp le
9ame, fun to play, it has nothing
in it,  however, to  catch your
attention. It's very much like the
very early cheap° Spectrum
games — simple and short-liv-
ed. A ll the graphics are much
too small to  have any decent
effect on the game's presenta-
tion and the sound is nothing
more that a constant and mon-
otonous buzz. The maze looks
pretty boring a s  y ou move
around i t  i n  a  very wobbly
fashion. Everything about Ro-
bot() is basic and it presents no
really effective challenge t o
keep you a t the keyboard or
joystick for hours. I suppose this
kind of game is alright for the
younger users in the Spectrum
market, but people who have
been Spectrum owners for a
time may quickly ge t fed up
with this game.'

•  ' Roboto is a fast arcade shoot
em up from Bug-Byte and so far
they have produced some good
games (le Sodev the Sorcerer).
Although some o f  the screens
may take some time to pass it's
fun and playable. Some screens
contain we i rd  objects wh ich
most be overcome in order to
progress. The graphics are good
and detailed and there is a wide
use of colour on many screens.
A jo lly tune greets you at the
start and gets you into the game.
If Bug-Byte can keep u p  the
standard o f  games like  these,
then they are on  the  wa y to
some Smashes soon. Next time
you get three quid go Out and
get it.
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Deary me, the future world isn't so nice after all, in fact it's a prettyhostile environment for an intrepid cybertechnician what with all
the sliding doors and small but mean graphics

•  'L o ts o f  co lour and good
graphics make Roboto reason-
ably attractive initially, bu t as
you progress through the game,
it starts to get a little boring. It's
quite easy to start off with, and
soon you  fi nd  yourself flying
through loads o f screens 'with
the greatest o f  ease'. Fo r the
price, it  represents pretty good
value for money, but it  fails to
have a n y rea lly long  lasting
appeal, possibly because it's so
easy. If you're a hardened zap-
paroony arcadian, it 's probably
not worth the effort, but it may
appeal to  some who want a
simple, e a s y  a n d  a ttract ive
arcade game.'

Control keys: 0  up, K down, 0

When you've cornered
the germ bags...
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left, W right P fire
Joystick: Sinclair, Kempston
Keyboard play: not wonderful
Use of colour: varied opinions
settle for 'reasonable'
Graphics: small and uninspiring
Sound: there's a tune but
generally sound is poor
Skill levels: one
Screens: 51
General rating: simple, but
cheap arcade adventure

Use of computer 58%
Graphics 48%
Playability 59"/ti
Gettin9 started 64%
Addictive qualities 61%
Value for money 63%
Overall 58%
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DEVIL'S
CROWN

Producer: Mastertronic
Retail price: E1.99
Author:
B O'Shaughnessy
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pirate galleon containing a
priceless crown. A  demon

murdered the crew and sunk the
ship, claiming the crown for it-
self. You've located the sunken
ship and set out to explore it,
aiming t o  c la im t h e  fa me d
Devils Crown.

Understandably, t h e  d e v i l
hasn't le f t  h is  cro wn  to ta lly
unguarded. His  evil influence
has attracted a  host o f  nasty
creatures t o  t h e  wre ck  a n d
anyone venturing into the gall-
eon is attacked by the evil beings
that n o w  l u rk  i n  i t s  d a n k
chambers.

Escape f ro m th e  wre ck i s
impossible without the power of
the Devil's Crown behind you.
To make  matters worse , th e
seven je we ls tha t  ma d e  th e

You're equipped with a bullet-
fed g u n  a n d  a  scuba duper
underwater vehicle. It's a sort of
underwater equ iva lent o f  a
vespa scooter, a  handy lit t le
runaround powered by a couple
of powerful turbines which can
be used to drive it in four dire-
ctions. Leaving t h e  con tro ls
central lets the aqua vespa drop
downwards under gravity's in-
fluence. Fire activates a  bullet
gun in  your non droppable in-
ventory. The supply of bullets is
finite, and  t o  keep shooting,
extra ammo has to be collected.
Bullet caches are shown by a
little gun — a quick jab on the
collect key collects the ammun-
ition when you are over a gun,
and the bullet o  me t e r is put
back up to fifty.

Only one object can be carriedat a time, so when an item is
picked up the current item in theinventory is dropped in place of
the new acquisition. Vital items,
like bullets and oxygen collected
from tanks don 't clog u p  the
inventory, but boost their res-
pective meters.

A bar along the bottom of the
screen shows the oxygen level
in your craft's tanks and killer
fish do their best to deplete your
supply. Float into a room con-
taining one o f  these creatures
with a full tank of oxygen, and
the aquatic nasty makes a bee
line for your airsupply. If the fish

G r e a t  c a b i n ,  m a i n  d e c k

C a r r y i n g  a  k e y

O x y g e n  L e v e l

centerpiece o f the crown have
been scattered and hidden thr-
oughout the ship. The crown's
casing, b y  itse lf ,  i s  useless.
Reassembling Lord Foul's tiara
is not easy. Each jewel can be
retrieved by replacing the seve-
ral e th e ra l fl ash ing  o b je cts
around the ship with their cor-
porate opposites found else-
where. The trouble is,  you 're
only able to carry one object at
any given t ime  and th is does
cause problems. Find the seven
jewels, however,  reassemble
the crown  and  freedom and
untold wealth are yours.
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Cabin, just above dm oxygen bodies — good lob too, your
hero hes needy run out of air. DEVIL's CROWN from
Mastertronic

G u n  p o w d e r  s t  o r  e s  ,  q u a r t  e r  d e c k

C a r r y i n g  a  h e l m e t  a n d  s b i e L d

O x y g e n  L e v e l  S c o r e  g u t t e t s
• 0 0 0 0 2 0  S O

reaches you, the oxygen counter
hits n e a r ro ck  bo t tom a f te r
which the fish drifts away dis-
interested. Let fly the odd bullet
in it s  direction and, cowardly
beast that it is, the fish immed-
iately retreats. Hit  it  and it  ex-
plodes. Pirate Ghosts are also
worth avoiding, and once again,
a well-a imed bu lle t  removes
them.

The ship contains forty cham-
bers and at least one door leads
out of each room. There are no
security prob lems —  a l l  t h e
doors are unlocked and open
automatically when you move
into them, fl ipp ing t h e  next
screen into view. Some of the
rooms are particularly hazard-
ous since  th e y a re  i n  to ta l
darkness. Luckily the re 's a n
underwater lamp to be found,
and carrying it  into a darkened
room has the required effect.

But then what do you expect
to be up against? Nicking jewel-
I ry from demons isn't like taking
candy from babies, after all.

•  " I 've  seen too many games
like this (especially from Mast-
ertronic) and they  bore me.
Controlling your craft is a little
difficult to get used to as gravity
affects it and you have to pay
constant attention t o  avoid
drifting o f f  course. Shooting
things is a problem too, as you
have to be moving left or right
as you pull  the  trigger. The
graphics are large and fairly well
detailed but they are a  mite
jerky at times; also the  back-
grounds are often garish. Sound
is poor, merely a few beeps here
and there. Generally, even at the
price, I wouldn't recom end this
one much as there are plenty of
better games along the  same
lines."

•  "For Mastertronic The Devil's
Crown is nothing really excep-
tional compared to their usual
product, but then again it 's not
bad and can present quite a
challenge t o  dedicted arcade

adventurers. G a me wise  i t ' s
nothing astounding, just predic-
table and conforming quite rig-
idly to the ideas behind many
games that have gone before it.
The graphics are not of a very
astounding sort, just adequate
really, though there's the odd
nice touch. Overall a not very
exciting release just a continu-
ation of what Mastertronic does
best. Some people may well like
it.

•  " O h  dear!  Wh y  can 't  a l l
Mastertronic games be o f  the
high qua lity o f  Spellbound?
Devil's Crown  has g o t  some
good graphics, is very colourful
and occupies a reasonably sized
playing area, but these features
don't make the  game fun  to
play; in  fact, it 's quite boring
after a  while. Mapping freaks
may enjoy testing their skills on
this one, but the average person
probably wouldn't like  i t  that
much. Good fun for a while, but I
don't think it'll last for very long
in anyone's favorite games list
—certainly not in mine."

Control keys: A left, S right, 0
up, L down, CAPS SHIFTfire,
ENTER to pause. Q to quit
Joystick: Kempston, Interface 2,
Protek
Keyboard play: reasonable
Use of colour: a bit garish at
times
Graphics: nothing remarkable,
really
Sound: okay
Skill levels: one
Screens: 40
General rating: Not a bad game
at the price, but nothing special

Use of computer 5 0 %
Graphics 6 1 %
Playability 5 4 %
Getting started 5 3 %
Addictive qualities 52%
Value for money 6 4 %
Overall 5 4 %
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GERRY
THE GERM

Use of computer 67/0
Graphics 75%
Playability 39%
Getting started 61%
Addictive qualities 45%
Value for money 32%
Overall 45%

Producer: Firebird
Retail price: E9.95
Author: MD Software

ave you ever been ill and
wondered w ha t exactly
was going wrong wi th

your poor little body? Sitting
there sweating, head throbbing,
stomach making horrible gurgly
noises and all that sort of thing.
Playing Gerry the Germ might
help throw some light on the
subject o f  diseases and how
they affect you. On the other
hand i t  might not!

Gerry, the hero of this piece,
has been thrown out of the III-
stitute of Infectology for failing
to get his stinkploma h e ' s  out
on the  street, n o  money, a
bacteria and a colony of viruses
to support. Most ordinary germs
would be defeated by this crush-
ing blow, but not Gerry. He's a
fighter, a rebel, a rapscallion and
he's going to show the world
that he's the best by infecting an
entire human body on his own.

You play the part of that her-
oic, teensy-weensy little germ,
and have to successfully infect
six regions o f  your reluctant
host's body. The playing area
spans six separate screens, one
for each part of the body Gerry
has to attack — and should he
fail at any stage it's back to the
beginning. Counters on the sta-
tus screen and a thermometer
monitor your progress as you
spread your pestilential influ-
ence through your host.

Gerry starts his quest in the
lungs (coughs and sneezes sp-
read diseases). Four red blood
corpuscles perform a  square-
dance in the middle of the lung
screen a nd every time  they
cross, a  bottle  o f  oxygen is
produced which Gerry has to
collect. Starve the  lungs o f
oxygen for  long enough and
they become diseased and it's
time to whizz down a handy vein
to the kidneys.

To wreak havoc in the kidneys,
Gerry has to eat as many kidney
beans as he can and then 90 to
the toilet to cause kidney failure.
Antibodies floating about the
screen in the form of a plunger
and to i l e t a ttendant m a k e
Gerry's life difficult, and he must
avoid red and white cells if he's
to succeed. The kidney beans
aren't too keen on being scoffed
either, and have a habit of run-
ning off the screen.

The bladder is the next port of
call, and it's  a  sea o f  liquid,
authentically enough. Gerry has
acquired a little rowing boat in
which he rows around. A bull
and a cockerel swim around and
can overturn Gerry's boat, tipp-
ing him in the drink and turning
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him into a  piece o f  bladder
wreck, Fortunately Gerry isn't
defenceless: he  can pick up a
toilet roll and hurl it at a nasty,
stunning it and sending it to the
bottom of the bladder sea for a
while. The aim of the bladder
game is to land on the island —
the loo roll can be used to block a
dripping tap and thus control the
liquid level. After the bladder it's
on to the stomach or back to the
lungs, dependin9 on whetheryou succeed or fail.

Lots of nasties trundle their
way around the stomach — a
tapeworm, a gas pocket and lots
of healthy food. Some stun,
others shunt y ou about the
screen s o care is  needed to
complete the infecting. Gerry
has t o  dissolve M r  Aspirin,
guardian of the exit who stops
the stomach from going wrong.Mr Aspirin can be dissolved with
the acid bottle that wanders
around the  screen, a nd once
he's safely out of the way the
stomach gets  a l l  acidic a nd
packs up.

The next stop is the pancreas,
which looks rather like the inside
of a train. The screen is split into
two, one half representing the
inside of a railway carriage and
the other the driver's compart-
ment, where a fireman and dr-
iver beaver away. The aim is to
infect the medical supplies in the
carriage. Gerry's touch is  en-
ough to infect the medicines, but
he has to watch out for mean
white cells, ticket inspectors and
deodorants while he  bounces

Rowing the boat on the slimy sea in the bladder. That
liquorice affsort behind the boat is in fact a toilet roll,Gerry's main defensive device
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Gerry tries to get the bubbly bottles of oxygen away from
the red corpuscles in the lungs. GERRY THE GERM takes
infection to new heights

around. Once the medical sup-
plies have been ruined Gerry
has to stop the train, by climbing
unseen into the driver's corn-
partment and lobbing coal at the
driver to start a fight betweenthe driver and his fireman!

In order to complete the game
and prove to his fellow germs
that he's a jolly infectious fellow,
Gerry needs to get to the heart
and inflict a massive coronary
by dodging the defensive anti-
bodies and turning their fireOnto the heart itself.

Careful how  you play  the
game — Gerry could grow on
you

•  " Great, I thought, loading up
Gerry the Germ, having read the
fab cartoon instructions. I t
loaded, and played an amusing
tune. I  started on the game:
some neat graphics here! I n
fact, I  was all set to give i t a
really nice review. After te n
minutes play I began to realise
something was wrong. Soon I
was really bored. Eventually,
having played the game to my
wit's end, I can say that I think
Firebird have ruined what could
have been a really cool product
by making it far, far too difficult.
Someone's bound to say 'per-
severe, and you'll succeed', but
quite honestly I don't have in-
finite patience. I'm not going to
be coming back to this game for
a long time because Gerry the
Germ i s  really beginning t omake me ill."

•  "  Lots of lovely, witty ideas
are contained in this game and
its scenario. The presentation,
from the packaging to the on
screen graphics is very good.
Sadly the game is let down by its
sheer unplayability and rapidly
became so frustrating d i d n ' t
want to continue. A  nice try,
which falls short of the mark by
being so unplayable.

•  'The most notable thing about
this game is its humour — al-
though lavatorial in tone, the
funny scenario has some very
neat touches. The  gameplay.
however, is sadly lacking and
the whole thing boils (!) down to
being a  rather dull six-screen
arcady type game. The way it
works is silly — once you've
completed a screen you move
Onto the next one, and if you fail
you have to complete the first
screen again! This quickly be-
comes frustrating, especially
when you don't know what to do
on a  ne w screen and conse
quently return to the first screen
very swiftly. A  lives system
would have been much, much
better, This  game costs too
much: there are some better
releases i n  Firebird's Silver
range."

Control keys: definable
Joystick: Kernoston
Keyboard play: reasonable
Use of colour: very cheerful, if
that's the right word
Graphics: jolly
Sound: a nice little ditty on the
title screen and a few spoteffects
Skill levels: one
Screens: six
General rating: A lovely idea
spoilt be being too difficult to
play
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Use of computer 68%
Graphics 65°/e)
Playability 60%
Gettin9 started 70%
Addictive qualities 59%
Value for money 74%
Overall 65%

HENRY'S
HOARD

Producer: Alternative
Software
Retail price: f1.99
Author: M Brown & A
Biggs
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enjoys a  reasonable life,
but Henry is not a content

gnome a n d  f e e ls  h e  mu s t
achieve something. Motivated
by greed, he's decided to go off
to the Magic Castle to steal the

enough t o  g u id e  t h e  p o o r
gnome in to  one o f  them, and
bump h im off. You are allowed
five lives — the Henries remain-
ing jump up and down in a win-
dow at the bottom of the screen.

As an added bonus, entering
some o f  t h e  t rickie r screens
returns a  fresh complement o f
six bouncing Henries t o  t h e
status bar along the lower bit of
the screen. So keep the Henries
bouncing a n d  t h e  p ieces o f
Hoard fl o win g  i n  a n d  so o n
Henry will be a happy gnome.

Just one gathering of specific nasties that you'll encounter
if you try to pilot Henry towards that ever-elusive hoard.

Golden Hoard, a pile of treasure
that is, logically enough, golden.

When Henry sets h imse lf  a
task, it 's usually an ambitious
one, and th is is  no  exception
since the Magic Castle is guard-
ed by lots of nasties with magic-al powers. Each section o f the
castle is  represented with in  a
screen and are fifty screens for
Henry to make his way through.

To complete h is quest, the
gnome from home needs to visit
every room and collect over two
hundred magical items on h is
journey. The nasties that hinder
Henry i n c l u d e  d a s t a r d l y
dwarves and not very nice elves;
other baddies too foul to name
also trot in and out the various
caverns and  spro ing u p  and
down from the ceiling.

The format of the game close-
ly resembles the one originally
used in Jet Set Willy: Henry can
walk left and right and can jump.
The main difference is Henry's
gait his way of getting about is
rather strange. Instead o f  the
usual platform game type reg-
ular stroll, Henry staggers along
as if he's been hitting too much
of the Gnome Juice. The screens
are all platform orientated with a
number o f  baddies patrolling
mindlessly along their predefi-
ned routes. They pay no atten-
tion t o  yo u r presence o n  a
screen, but they object to Henry
very strongly if  you are clumsy

• "  Not another Wet Set Jelly
clone! BUT, it's not all bad. A
nice platform game does you
good, especially when i t only
costs E1.99. Henry's Hoard is
good fun to play, and colour and
graphics have been used quite
well in the design of the game
screens. There's quite a pleas-
ant continuous tune (thought-fully provided wi th an on/off
switch in  case it  gets on your
nerves) and when you've finish-
ed, it plays a neat rendition of
'When the Saints Go Marching
In Okay, all you anti-platform-
game people, you might not like
It, but I do, because it's cheap,
challenging (a  bit!),  fun, and
generally quite good all round.So there.

lb"  Why is i t  that budget soft-
ware houses equate reasonable
product w i t h  J e t  S e t  Wi l l y
clones? The last month or so has
seen a deluge o f  cheap games
trying to re—evoke the success
of t h e i r  f a mo u s fo rbear,  I
wouldn't mind so much if  they
tended to be better, but they're
not: they're all inferior. Henry's
Hoard is such a game, and is so
typical o f  what some software
manufacturers s t i l l  th ink ' th e
kids' want. It's graphically pleas-

ant enough, and not a really bad
game. I 'm sick of being fed thesame type o f  game, t ime  after
time. I  wou ldn 't  b u y Henry's
Hoard but others may well like it.
It's competent enough at what it
does, I 'm fed up with this sort of
game,

0 "  Why t h i s  n e w  company
should choose t o  ca ll them-
selves 'A lte rna t ive  Software '
beats me, unless they intend to
offer a lte rnat ive  versions o f
classic g a m e s  y e a rs  a f t e r
they've come and gone. Henry's
Hoard is an alternative to Jet Set
Willy, o r  maybe Man ic Min e r
and will no  doubt satisfy JSW
fans who are desperate for a fix
of t h e i r  fa vo u rite  p la t f o rm
action. For a couple of pounds
this game is a reasonable deal —
and it's clear that a fair amount
of effort has gone into creating
it. I 'm just sorry the program-
mers didn't find something a bit
more original to write, but there
you go.'

Setting out from home, Henry's got a whole lot of treasure to
collect in HENRY'S HOARD from Alternative Software

The question is,
can you survive
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Control keys: alternate on
second row left/right, bottom
row to jump, G toggles tune onand off
Joystick: N/A
Keyboard play: every bit as
good as JSW
Use of colour: nothing
outstanding
Graphics: tidy, but tiny
Sound: neat tune, usual effects
Skill levels: one
Screens: 50
General rating: Good value for
money if you like this type of
game
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Producer: Firebird
Retail price: £9.95
Author: Paul Hibbard

Use of computer 77%
Graphics 87%
Playability 81%
Gettin9 started 72%
Addictive qualities 78%
Value for money 79%
Overall 79%
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Rasputin, is back. Not con-
tent with  terrorising Rus

sians and Catherine the Great,
not entirely happy with  being
the subject of a Bony M song,
Rasputin n o w  appears i n  a
computer game. Drawing powerfrom th e  Jewel o f  the Seven
Planets and protected by eight
spells which have been cast in
his name, Rasputin is threaten-
ing to cross the barriers of time
and do  all sorts o f unpleasant
and nameless nasty things. les
up to you to intervene,

The playing area is a  mult i-
roomed ca st le  h o ve rin g  i n
space/time, a  nether world  in-
habited by evil creatures which
sap your life force on contact.
Some, like  the  guards wh ich
patrol doorways, seem relative-
ly unconcerned by your arrival
in th e ir l it t le  section o f  the
universe, wh i le  o ther nasties
home in on the figure o f  your
crusading knight and do  their
best to wipe him out.

The quest begins in a hallway
from which the other locations
which make up the Seven Plan-
ets may be accessed. Your Cru-
sader is equipped with a magic
shield and a magic sword, both
efficacious when i t  comes to
dealing wit h  th e  denizens o f
doom — but their power is limit-
ed. Each time you use the magic
weapons their power diminish-
es a little and the candle on the
status screen used to  indicate
the power remaining in  yo u r
weapons grows a little shorter,Contact with the nasties reduces
your limited life  force, as dis-
played by a horizontal bar on the
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RASPU TIN
status screen. When you run out
of energy the game ends, and
it's back to the courtyard of your
dark side (where the game be-
gins a c c o rd i n g  t o  t h e
instructions).

The action is shown in  a 3D
viewscreen which takes up three
quarters of the display area, and
the graphic style resembles that
used in Ahen 8 and Fairlight. The
Crusader's movements are also
similarly controlled: he can spin
round o n  the  spot, wa lk and
jump. First you select one of the
eight directions available, turn
your hero  and then wa lk for-
wards. The  M  key raises the
shield to stave off attack, while
M and  P  together brings the
sword into play. A little care is
needed, as the P key on its own

- - P m t e c t "toorn b y  Evil Eyes, your capod Crusader
...attempts to recover the runic '1
2
' o n  t h e  
r i g h t  o f  
t h e  
s c r e e n .

Meanwhile RASPUTIN pops his ugly mug up from baba:W
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causes your hero to leap in the
direction he 's facing —  make
sure yo u  don ' t  ju mp  a t  th e
enemy instead of poking it witha sword!

Since the courtyard o f  your
darkside i s  a  p re t ty strange
place, it's not surprising that the
scenery is strange. Most of the
screens are made up from stone
blocks suspended i n  infi n ity.
Falling o f f  a  walkway due to
carelessness sends you tumbl-
ing down to  land on a  cloud.
Your hero is returned to the start
of the room he fell f rom, bu t
loses some energy in  making
the trip.

Travelling between screens is
achieved by jumping onto one
of the  te leport b locks wh ich
causes another room to flick into
view. The  overall a im o f  the
game is to collect the eight spellrunes which have been inscrib-
ed on blocks of stone scattered
in the playing area. Spells play a
very important part in the game

on entering a room the spell it
contains can  b e  released b y
leaping on all the special blocks.

our  Crusader faces forwards, tookIng out from the
the screen which contains rho jewels of power. Once

end to RASPUTMre evil
collected the eight runic spoils you can rescue the
on the left end put an

Once th is  has been done  a
monster materialises — kill the
monster and you gain the spell.

Most of the spells are regene-
rative, topping up your energy
or weapon status, but Eyes of
Heaven spells are very import-
ant indeed. Each o f  the eight
runic spells you have to collect is
protected by a evil eye control-
led by Rasputin's spirit. When
you collect an Eye o f  Heaven
spell o n e  o f  th e  f o u r Spe ll
Harmony Indicators in the status
panel indicates the colour of the
room in which your Eye of Hea-
ven Spell is active. On entering a
room of the appropriate colour,
the eye it contains is deactivated
and you can collect the rune it
defends,
• Once a l l  e igh t  runes have

been collected you r Crusader
will be able to collect the Jewel
of the Seven Planets and put an
end to Rasputin's evil plans for
ever, Rah Rah Rasputin
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•  "  Rasputin is  an arcade ad-
venture type game based a bit
on Knight Lore and Alien 8  in
that each screen is presented in
a single colour. The graphics are
brilliantly drawn in 3D and are
easy to recognise, atthough the
single colour approach can get a
bit dull. Sound is well used I
liked the idea of raising you on a
cloud when you take a tumble.
At first i t was hard to  move
around the screens, but when I
got used to the game I found it
quite addictive. Another good
game which is fun to play fromFirebird. "

• " A t  first sight Rasputin looks
as if  it could be excellent: it has
fantastic graphics and a  very
good tune. The only gripe I have
about it  is that it's not as play-
able or addictive as it could be.
Graphically, I ' d  say tha t  th is
rivals U l t ima t e ' s  fi l ma t i o n
games — there is always a lo t
happening on the screen, plenty
of nasties bouncing around,
moving stars, fire from the odd
dragon and the like. The sound
is also very good l o t s  of beep
effects during the game and an
excellent t u n e  o n  t h e  t i t le
screen, l f  found it very hard to
get into the spirit of this game,

so after a few goes I was begin-
ning to loathe it. Also I found it
very hard  to accomplish any-
thing, so  it 's not a compelling
game to play. I f  you like pretty
graphics and nice tunes, then
this perhaps is a game for you. If
you want a  game to get your
teeth in t o  immediately, then
perhaps n o t "

•  "  Rasputin didn't exactly melt
my joystick when I was playing
it, but I  d id  feel it  held some
promise. The high price put me
off quite a bit— after all, it's only
another variation on the Knight
Lore theme, The graphics are
nicely animated, but the tunes
are apalling and tend to buzz on
for far too long. One of its good
points is that the screen does not
slow down, which results in a
very playable game with some-
thing to  do in  every screen: a
quality lacking f ro m a  lo t  o f
games around at the moment. I
found Rasputin very good fun to
play, but even after 30 minutes, I
never felt that I had got into the
main game. This could be a bit
late t o  make it s  mark in  the
monochromatic games market
— Chimera might be a  better
buy."

Control keys: ()turn left, W turn
right, 0 walk, P jump, M use
shield, M and P use sword,
SPACE to pause, ENTER to
continue
Joystick: Kempston, Interface 2,
Cursor
Keyboard play: fine
Use of colour: monochromatic
rooms hence no clashes
Graphics: neat animation and
good 3D effect
Sound: excellent theme tune at
start, otherwise blips
Skill levels: 1
Screens: 48
General rating: A complex 3D
game which should appeal to
fans of the genre
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take to the skies as you /way the part of our intrepid hero
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"SOMBJACK". the man w u t  fear, as he indulges his incurable

13101VIRJACK'' is the onty genie that will take you around the world
froin Greece to Egypt. sunsoaked beaches to the skies of New Pork
City, but don't expect a holiday in this garne banger threatens front

k i l l e r - s
p a r r o v
v s . '
every side in the form of c/eactly robots. rogue

 eat the pow s a t e l l i t e s  and even

Your on/y chance is to e r  pill which drains your enernies of
power and leaves thern easy prey to "BOMEUACK". atit look out the

collecting Bombs.
pills effects w o
n ' t  l

e urge foast forever. unlike 130MBACK'S" s t r a n g r
to expect from Elite.

Addictive, High Flying. Soinb-eustin' Fun and the Quality you've corne
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THERE' M O R E  TO EASTER H A N  CHOCOLATE EGGS.
UNINRAPS AN ARCADE MASTERPIECE FROM 0

i l

PAPERBOY
Get ready tor the "official" home computer version of the Arcade
blockbuster, Paperboy. Pick up your old push-bike, put on your peaked
cap and imagine yourself braving the street of an American suburb.
Only superb riding skills and a steady throwing arm can get you
through your seven day week of hilarious action.
On your travels, avoid cars, fighting neighbours and fiendish Hells
Angels, all out to obstruct you in your pursuit of excellence you score
points by delivering to all your usual cus-tomers, but you can get
sneaky bonus points by breaking the windows of non-subscribers. ft's a
difficult task, but your employer believes that "practice makes perlect"
and generously provides a Paperboy practice BMX track where you can
score valuable extra points. Whether you choose "Easy street" or go
the "Hard Way", get ready for the ride of your life.

MAIL ORDER

Just send a  cheque or ot
postal order payable to Elite, or quote
your Visa or Access no_ to get a eopy
BOMBJACK or PAPERBO
Y.

Elite Systems Ltd., Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, England. Tel: (0922) 59165

Commodore
Screen Shot


