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A few tasty morseis of information to peruse

11 FEAR AND LOATHING

Hunter 8 Minson finds himself in a bit of a daze,
owing to a heavy schedule and a round of free
lunches, some good, some not so good

36 LLOYD MANGRAM’'S FORUM

Another riffie through the bulging CRASH Mailbag
sets up pages and pages of your views
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Rosetta gets going on some more exam related
software and continues learning
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office, together with a simulation of a day in the life
nfﬂmnoyuln Blue

:nmdhnuf MBGHEEHE-::! hang
cartoon ngs

in the gallery

61 HANNAH SMITH’S PLAYING TIPS
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Evnn?mm prizes are given away. Is your name
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75 DEREK BREWSTER'’S ADVENTURE
TRAIL
A SMASH this month for . . . no, that'd be telling.

80 SIGNSTUMPS
Some assistance for the beleagured adventurer
followed by Derek's letters pages

88 PEM MAILBOX

In which Brendan Kavanagh takes a look ata
couple of PBM games that are well suited to the
novice

80 TECH NICHE

Franco Frey examines a suite of business
software from GEM/Centresoft and Jon Bates
gets tuneful. Dominic Handy juggles with TAS-

84 SIMON GOODWIN'S TECH TIPS
An exclusive look at the 128's display and an in-

depth isal of LASER GENIUS are among

Simon’s tidbits this month
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Not that Mere this month — Lloyd fronts a five

page section of the magazine
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Our reporter JOHN MINSON a
the TIGR lair and peers into mdemh
703 HOMEGROWN SOFTWARE

An early appraisal of the submissions we've
raceivedsofar. ..

105 GENESIS — BIRTH OF A GAME

A Peek inside a few of the envelopes that have
arrived for the Design a Game And Become Rich
andFr:tauaCump.Th&m‘:sﬂllﬁmmgﬂynw

DIy

72 MAKE A MINION’S MAP
And collect a limited edition hologram from MEL-
BOURNE HOUSE. Fifty Hobbits on offer, too!

98 ADORN YOUR WALLS
Ten full colour screen dumps in frames form the
top prize in this SPLIT PERSONALITY competition

101 CHOCKS AWAY!

No, not scrummy comestibles (LMLWD), the kind
that air aces use. Lots of Biggles goodies up for
grabs from MIRRORSOFT

102 SLIP YOUR DISCO

Map MANTRONIX and collect an Opus Disk drive
for your pains. PROBE SOFTWARE T Shirts and
posters on offeran’all. ..

August will be a very dull month unless
ﬂn‘lly ;;lick up your copy of CRASH on 31st
u
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FIGHT for your LIFE
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Hardwa around £150, without any bundled | Amstrad has secured for itself in | and keep us all in suspense a mite
re goodies, Wil Amstrad add a joys- | the UK home computer market by | longer. Either way. there's no
t 7 What is going to happen takllnE over Sinclair? Could wesee | danger of the supply of Spectrum
hemes to the official Amstrad software | a disk drive for the new Spectrum, | software drying up, and the launch
scheme under which producers of | and if so will it use 3 inch discs? of the revitalised 128K machine
It seems that only Alan Sugar and | software will have to apply to All these questions, and more, | may actually prompt software
Amstrad are bouyant in the home | Amstrad for authentication of their | may be answered before or at the | houses to start serious work on
computer hardware market. Com- | games’' compatibility with the | Personal Computer World Show | games designed to take advan-
modore have been forced to lay off | Spectrum? Is the Office of Fair | this  Autumn.  Alternatively, | tage of the extra capabilities of the
staff, announcing losses for | Trading going to make afussabout | Amstrad may wish to continue | new machine. The sooner the bet-
the third quarter of this year yet | the dominant position that | playingits cardsclosetothechest | ter
launching the Amiga in this coun-
: atﬂnugHW'Hnaﬁanuathne.Sh
ve has apparently abandoned
the flat screon “’““’!,.‘E' he plan- ADVERTISERS’ Gremiin 57,99 THE MONTHLY
to use with his Pandora a- DEX ewsons
1 wa the poct w || T Imagine 4,5 SOFTWARE STAR
shrouded in mists of uncertainty Addictive 73 Incentive 15 FOR YOUR
and speculation, like tha LOKI (ho Ariolasoft 43 Infogrames 22
ho). Acorn have gone rather quiet, AT&Y 37 Lnrml 3 U Gws? US GOLD
too. Beyond 65 Lave ac ar
News about Amstrad's plans for Cascade 81  Mancomp 43 CALENDAR
the Spectrum ‘Plus Two' has just CRASH Subscriptions Mirrorsoft 27
to leak out, The Timex pl 52,563 Mosaic 38
in dee, one of Sir Clive's man- CRASH Mail Order 84 MNewsfield 32,789
ufacturing centres, has been given CRASH Backnumbers 85 Ocean 6,89, 115
the contract to maka the revamped CRASH T Shirts/Binders Oliposters 108, 109
128K machine — which is to have 107 %ﬂ 85
the datacorder 'glued on' as prom- Creative Sparks 67 44
ised by Alan Sugar at the time of CRL ag Quicksilva 3
the Amstrad takeover of Sinclair. Datel 69 Saga Systems 45
With luck, visitors to the Per- E&J 69 US Gold 21
sonal Computer World show in Elite 2 Video Vault 40, 41
September should be able to Gargoyle 74 Virgin 10,35
catch a glimpse of the ‘new’ Spec-
trum, which may well sell for
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CASSETIE !
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Please send me the CRASH PLAYING TIPS SUPPLEMENT SPECIAL CASSETTE. &
| enclose cheque/postal order (payable to CRASH) for £1.99.
A S g S e e T e P U e Ty A

p&p included
; PORTCORID . o i 4l o ks U m S b 8 A o BN el o b R T S e s
Sorry, but this special offer is NOT subject to any subscriber or mail order discounts!

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

Save hours of laborious typing in listings! This cassetta, only
available from CRASH MAIL ORDER, contains all the major
programs from this supplement, plus loads of the smallar ones.

--.-----‘
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VIrgin 0ames

Invite you to take advantage
of Exclusive Virgin Value:
SORCERY £2.99

STRANGELOOP £2.99
FALCON PATROL £2.99

THE GREAT FIRE OF LONDON
£2.99

Still available:
B THE BIZ
at £5.99

Buy any Virgin Game at any Virgin Games Centre and enter
our competition to win one of 10 goodie bags containing

a Virgin LP, Tape, T-shirt, Book and Game

or 1 of 10 games of SHOGUN for 10 runners-up

Fresh games for tired minds at

theno.1choice
forgames

ABERDEEN 172 Linion Street M BIRNMINGHAM 36 Corporation Streg!
BRIGHTON 157161 Western Road M BRISTOL 18 Merchant Streed
BROMLEY 140144 High Street (in Burton Menswear)

GLASGOW 26/32 Union Street 1 LEEDS 94/96 Briggate
PLYMODUTH 105 Armada Way 8 LONDON 100 Oxford Street

TOP MAN Oxtord Circus
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Domark smashed, and hit

Shortly after the review of **Split-
ting Images” which appears on

gighteen of this issue had
mmmmmntm. Domark
ancountered problems on the
legal front. The company behind
Spitting | the hit show,
apparently feels that Domark's
original title for the jigsaw/block

puzzie game, Spiffting Images

2000AD fans
take note

MacMillan Software has
acquired the rights to Rogue
Trooper, the genetic infantryman
who features in the comic 2000AD.
Details on the likely release date of
the game are not yet available, but
any improvement upon Strontium
Dog, which had all the halimarks
of a severe Thrillsucker attack, is
likely to be welcomed by comic
fans. ..

together with the artwork for the
inlay and posters, breaches their
rights. Representations to the
directors of Domark were made by
a firm of solicitors acting on behalf
of Spitting Image Productions
wmﬂn?rmﬂbgimmmtthagam 'ria
current repackaged. |t
should nﬁ1 the shops under
the title Personalities.

More

pocketmoney
software

Elite have announced their intan-
tion to start a budget label, featur-
ing 'old favourites’ for the Spec-
trum and other machines i
tions have been in o
some months, and the co ny
has acquired the rights to a
respectable guantity of back-
catalogue titles from firms as
divier: PSS and Psion.
thefinal name
to be decided
85 will sell for
2w
1358,
roftle are
L Jf1|:|E'r:3TTJDI.'J to be in the running for
Irngiu:;mn in the launch of the new
abel,

Sick as parrots?

Controversy rages around US
Gold's release of World Cup Soc-
cer, tied into the currentWorld Cup
fever. Retailers and distributors
have complained to the company
that the game is little more than a
repackaged wersion of Artic's
World Cup Soccer, released nearly
two years ago. Answering criti-
cisms in the trade paper, L US
Gold's Tim Chaney commented:
" World Cup Carnivalis a modified,
improved, enhanced, localised
version of another piece of
software. It has two A2 colour
posters, a cloth patch, the World

Cup competition — all in addition
to a better version of the game™,

The issue has been further com-
plicated by a company that
specialises in selling remaindered
software at cut prices — the origi-
nal World Cup Socceris now avail-
able to retailers for around a fifth of
the price of the enhanced World
Cup product. Re-order levels have
been good, acconding to US
Gold's Geoff Brown — only time
and final sales figures will reveal
how you, the customers, react to
the US Gold launch.




FIVE DAYS THAT
' SHOOK THE WORLD |

It all happened in five days, more or less, and left me so warped I'm still not fully

recovered. Five days that spanned a chip buttie in Ludlow, a Champagne
Breakfast and the sheer hell of a Microfair.

Chip cordon bleu au Ludlow first
though. it was all that the local hos-
telry could provide at five minutes
to closing time. And quite what |
was doing there anyway is beyond
me. Seven hours in a succession
of British Rail's draughtiest car-
riages is not my idea of fun, how-
ever good the sarnie at the end of

it rg?'y be.

icially, | was in Ludlow to
research a profile on the nefarious
ne'er do wells of Newsfield. ' Come
on up for the day,' said Graeme,
'It'll make a nice change from The
Smoke." | spent ten smoke free
minutes catching pneumonia in
the pouring rain, walking up and
down King Street, searching for a
likaly looking doorway. | should
have known, CRASH Towers is
conveniently located above an off
licence!

Well, | got the story . . . butif you
want to read it, keep an eye on THE
GuaRDIAN because that's where it
will appear — providing | ever get
round to writing it. No. What | am
trying to get over here is that |
began this momentous week in a
state of total exhaustion — and it
got worsa.

Wednesday was a launch.
ocean inviting us all to The Basil
Hotel. Fawlty Towers images were
banished by the plush interior —
though the food was fairly school
dinners. Give me a good honest
chip buttie any day rather than a
sluslhy chicken in sauce concoc-
tionl

So why were the Manchester
merocrats inviting us round for

lunch? Not Sireet Hawk? Not
Knight Rider? Not likely! Instead,
Laser Genius, their Assembler with
knobs on. A strangely unglamor-
ous product to fete like this, espe-
cially when Ocean are hardly
known for wining and dining us
hungry hacks. But am | the person
to let such a show of hospitality
stave off tactless questions? Of
coursa not!

Avoiding the earnest young man
who wanted to explain how won-
derful the product was — some-
thing which I'd have to take on trust
as Machine Code is as arcane to
me as shark hunting is to most
programmers — | comered an
oAsis representative. 'So what
about the last Ocean I1Q product
— the so called 'Compiler’ (ho,
hol) that CRASH blew the whistle
on while the other mags were rav-
ing ... ? And | mean raving mad
for bﬂinq taken in by a compiler
that didn't compile!

‘Yes,' said the spokesperson
(who shall remain nameless), ‘' We
should really have called the Spec-
trum wversion a compactor but
because there were Amstrad and
Commodore versions as well we
couldn't treat it separately, could
we?' | leave you to make up your
own young and innocent minds
about this ‘justification’.

Better lunch — much better —
on Thursday at acTvsion. But by
now the nerves were inning to
go. The bash was the christening
of the carpets — with copious
amounts of spilled beer — of
Activiz's new offices up in the airy

heights of arty Hampstead. Obwvi-
ously MELBOURNE HOUSE'S adven-
ture game wasn't wasted on
everyone . . . .

The most interesting product on
view will never appear on the
Spectrum, owing to its need for
disks. Alter Ego is, | am reliably
informed, the only game available
that lets you practise self abuse.

ently Commodore owners
like this sort of thing!

After five minutes at a machine
my alter ego had hairs growing in
the palms of his hands and
couldn't see further than the end
of his ... nosa? Neither could I,
but that was purely due to my
intake of excessive amounts of
alcohol. Andy Wright, looking
debonaire as ever, took mein hand
and steared me to the balcony
where | amused myself by shout-
ing at the bourgeois peckerheads
below and trying to vomit on their
Volvos.

Just about recovered enough in
time for Friday and the Commo-
dore show. The Commodore
show? Well yes, because to tempt
every last cranked up freak out of
the woodwork and to the launch of
the Amiga (the £1,500 version of
the Loki) they were promising a
champagne breakfast. Now it
must be said that the new Com-
modore croissant ain't bad but it
takes more than one glass of
Bucks Fizz at 9.30am to get the
hacks to dig into their pockets and
shell out for an Amiga, amigo —
even at the 50% off journo's price!
A great machine though, notice-

Spot the Dandy.
Somewhare In this
picture of the
ACTH ON

and ELECTRIC
DR S crew is
the industry's
sharpest dresser,
but we won't let
on who you are,

Andy.

ably free of attribute problems.

It was at this point | ran into the
Eligible Baxter but I'm not going to
mention him further this month. It
seams the kindest thing to do, now
that he's suffering stardom after
his previous appearancas in this
argan.

at only left the Microfair on
Saturday, more crowded than
ever. By this stage | was a gibber-
ing wreck. Why was it all happen-
ing in just one week? | sought sol-
ace inthe bar only to meet a certain
software magnate who was busy
lamenting that he's not yet a mil-
lionaire. It hardly seemed an
opportune moment to blag a drink
so | crept away.

And was there anything interest-
ing at the fair? Somebody selling
Memaotechs, at least two CBds for
sale and a repackaged QL going
by the name of Thor;, amuch more
fitting Norse god than Loki who
was an inveterate liar. There were
also lots of Sinclair owners —-
though not the Sinclair owner,
Alan Sugar — but as you all failed
to. recognise me and apply
alcoholic sustenance, | crept even
further away.

So — yes — and here we are
once again, deadline looming, the
promised HEwson do postponed
and no corroborating evidence
that (Look, I've told you we can't

his name — Graeme) is a
werewolfl So this month's crum-
pled fiver concerns last month's
bondage bird, Mandy Barry.
Apparently the photos that were
released were all from early in the
session. We'd love to see some of
the later onesl

To end with a profound thought.
Laurie Anderson says that
technology is a parasite, destroy-
ing its host. She also quoted Bill
Burroughs. Language is a virus.
Enough!

Alioha,

Hunter S Minson

¥
liver than eat it raw. As
| am not a spy. | belong

mercen
st bigger,
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BIGGLES

Producer: Mirrorsoft
Retail Price: £9.95
Author: Dalali

iggles and his time twin, Jim

are in.a spot of bother. Big-

gles! Time Twin! What's this
it's 1917 — the kind of Hma&?..r
would expect to find Boys Own
paper air ace Biggles, but Jim is
from today (as in "Now’). Well it's
the film of course, the game being
based on its commercial .;I:ramlaa
that modern people don't watch
WWI air ace films any more without
a spot of weirdness. Back in 1917
the Germans have developed a
new of super- with
which intend to win the war.
Up in the eighties, New Yorker Jim
discovers his time link to Biggles
when he gets warped back to the
Flanders battlefield. If you've seen
the film then you will know that Big-
gles and Jim must destroy the
awesome sound weapan so that
the natural course of history won't

tops of London. The twinned time
travelling twosome must get the
secret code which gains them
access to the location of the secrat
Sound Weapon in the second half
of the game. Snipers and patrol
guards are positioned all over the
place as Biggles and Jim run the
gauntlet across the roof tops to
saftey. Contact with the policemen
results in death, although they
often ignore you if you keep still or
crouch down until they've gone
away. In leaping from roof to roof in
the quest for the secret code, care
must be taken any false moves
send our heroes plummeting 1o
their deaths on the don streets
below.

The third section in Ti
sends Biggles somersaulting
to 1917 once more. This time,
equipped with a revolver to kill any
German guards in his way, he has
to fight his way through battle
fields to discover the posiiton of
the dreaded testing ground. At the
beginning of this section Bi?gm
is given a limited number of gre-
nades but they can be replenished
along the way.

At the bottom of the screen three
symbols, a plane, an ammunitions

be altered.
The game comes in two sec-

tions. There's thaTi onside
one of the cassette which should
be completed before continuing
on to side two which features a
helicopter simulation.

Timewarp is played in threae con-
currently running sections which
must be completed in the comrect
order before this side of the tape
can be finished.

Airborme, Biggles finds himself
fiying over occupied France in 1917
searching for the secret weapon
testing site so that he can photo-
graph its position. However, the
enemy are on to him and Biggles
must avoid the flack and German
planes that attempt to blast him
out of the skies. Our hero's plane is
equipped with a sturdy machine
gun, adequate for dasim
enemy, so long as they
him first.

Suddenely, Biggles and Jim,
find themselves hurled 69 years
into the future and onto the roof

12 CRASH July 1986

the .
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Irritating Erich von Strohalm over the Flanders fisids.

dump and a helicopter, indicate
damage sustained during the
three sections of Timewarp by
g&dumly deteriorating.

de two of the cassette contains
Sound Weapon. It is possible to
g:ay this without having finished

mewarp, but it is difficult to
complete the entire mission with-
out the secret password given to
Biggles on completion of the first
section of the game. Biggles is
now piloting a helicopter equipped
with the very latest in 20th century
technology, except that he's actu-
ally flying it over enemy lines in
1917. Using maps and all his skill as
a pilot, Biggles must rescue his
famad friends, Algy, Bertie and

inger, locate the testing ground
ang destroy the Sound \'cgﬂDOﬂ to
complete the mission. Points are
scored for the right objects col-
lected and how many people Big-
gles has managed to rescue.

This section is sitting in
the cockpit of the erwitha
view of the ground below seen

Can Biggles leap into Fortress Wapping over the heads of the
NGA [Naughiy Oerman Aggressors) to find the codewords?

through the windscreen. Screen
centre is gunﬁiigrl;t, with compass
points around outside, show-
ing fiying direction. All the controls
and instumeants Euu need to suc-
cessfully fiy the chopper are availa-
ble, but it's easy enough to crash
the machine. Elﬂgmﬁ must fly to
the Allied camp first of all so that
he can find out the location of the
test site. This is only given in
exchange for the comrect
assword obtained on completing
imewarp.
Biggles must battle onwards to
destroy the location of this Sound
n. Thera isn't a moment to
lose, so it's chocks away and good
luck on your mission. The future
depends on you.

@ ** lused to be quite a fan of the
WE Johns books, and looked for-

some graphically
ous bits, but side two is a lot

worse; looking at it as a flight
simulator, it is neither realistic or

E:whh. and as a game, it's a
of a waste of time. If | bought

@ " Wizard Prang! It's finally here
and what a disappointment it is. |
can't really say that | was looking
foreward to this one as the whole
concept of Biggles has always
seemed a little naff to me, but |

would have expected a little more
depth and playability. The graphics
are about , the characters
are poorly detailed and animated

teresting. The sound consisis
mainly of spot effects although
there is a tune when #:;cgam
ends. | was bored very quickly as
there was rﬂtmfommm#eep
me interested for any length of
time, Not compelling at all.

@'’ It seems that Mirmorsoft, tryin
to make ‘the game of the film’,
have divided up the various com-
ponents of Biggles in the hope of
m—mﬂaﬂn? a movie story. All this
succeeds in doing is losing all con-
tinuity that the could have
had. This is most apparant whilst
playing Timewarp. Being thrown
between three screens at unpre-
cedented moments doesn't add
gimmick to the game but seems to
distract the player's attention from
the fact that all three screens have
minimal playability. The flight simu-
lation is one of the most unim-
aginative seen, with few in-cockpit
facilities and badly defined single-
colour ground objects. It seems
unfortunate that Mirorsoft could
not have produced a better quality
piece of software from potentially
interesting subject matter.

Control keys: Z left, X right, P up,
L down, SPACE, B, M, N fire
Joystick: Kempton, Cursor, Inter-
face 2

Keyboard play: responsive
enough

Use of colour: nothing special
Graphics: uninspired

Sound: title tune and spot effects
Skill levels: one

Screens: three games
General rating:

Use of computer 62%
ity 65%
started 61%
ive qualities 64%
Value for monay 63%
QOverall 63%




CLIFF HANGER

Producer: New Generation
Retail Price: £7.95
Author: James Day

his game Introduces a new
concept in disposing of your
enemies. No more em

ups; forget a quick round of
fisticuffs or dose of martial artistry.
Cliff H ,the hero in this game,
is a tough talking, gum chewing
cowboy who's on in life is to
gdrts the WildWest of gun-toting ban-
Cliff takes a slightly unconven-
tional approach to his job and

;

screens. The computer chooses a
different screen at random until
you have successfully completed
all the screens on the current level.
After a while, the baddies have a
chance to get their own back.
Boulders roll back on you unless
ou dont watch out, and
merangs render you senseless
unless they hit the bandit.
Clift hztlis five HMMMSQLMBE one
me you misju a move
and fall off a cliff top or are crushed
‘IIJ'K: runaway boulder.
screen graphics are all in yel-
low and black and depict a
of scenes from the wild west por-

el

tends to resort to rather unusual
methods of killing his victims.
Boomerangs, cannon, elaborate
time bombs and the faithful boul-
der all make up Mr Hanger's arse-
nal. These are shot, dropped and
thrown at the foe, usually resulting
in a nasty splat as the baddie is
imprinted into the ground. Cliffis a
d hearted assassin and dances
a little celebratory jig as each
0 ent is sent to Boot Hill.
object of the game is to stop
the bandit from getting to the end
of the canyon in each screen, The
baddie-splatting technigues get
more complicated as the
resses. Points are scored for

time the enemy is d-mmgyed.
depending on the chuky the
manoauvTe

There are fifteen levels inthe game,
each consisting of three to five

CRMERDM

THREE CHARNCES

“Three Chances". When Cameron rolls that boulder off the
cliff Is whixzes round and round, down one ciliff face, along the
ground, up the other side of the canyon, through the air and
dowri the clliY. . .

LEVEL

trayed in a cartoon style. At the
start of each new screen a gun-
shooting bandit either appears,
trotting over the horizon, or lurks
on the screen, hidden away some-
where. A series of objects are pre-
sented in each screen and you
must decide how to use them in
order to kill the bandit. Sometimes
the method of killing the Man in
Black may be obvious — such as
rolling a rock off a cliff top at pre-
cisely the right time so that it
crushes the baddie below. Other
more complicated screens involve
mini puzzies which include such
items as levers and railway trucks,
and require a series of actions to
be camied out before the bad guy
is killed.

Each baiddmust be killed ineach
screen for ame to progress.
Once you've w%ﬂtad out how to

i
SCORE

)
pu §

use the equipment on a screen,
timing is essential if Cliff is to rid
the wild and woolly west of the gun
toting banditos.

® “ New Generation have been
quite quiet for the last few
months and it's nice to see them
finally bring out Cliff Hanger,
which | can remember seeing
advertised

down is the appalling sound and
the mediocre graphics — a few
small and some very sim-

ckgrounds are ni
dﬂtﬂﬁeﬁ The L;SE?fSﬂUﬂde%qg
appointing: only a few spot effects
hera and tharé The Zﬁm itsalf
plays like a Road Runner cartoon,
so If you enjoy squashing pagg&a
you will probably enjoy this. This
isn't too bad a game, but | think it is
over priced. "'

@ "' This is a nice game at heart.
The graphics are pretty, thoughthe
monochrome display makes the
game less attractive than it could
have been. The game itself has
some really cruel bits in it, but that
makes it all the more fun! | had
expected it to be a cheapie, but at
elght quid, it does seem to be a

ood | too ex ive. Though

Is addictive, and | confess to hay-
ing spent a long while playing it,
the fun ghﬁ.ﬁ:ﬂr;Ir . from it doass n't
seem to justify the se. Sure,
there are lots of dm SCreens,
and they get more nasty as you
progress but | still think it's too
expensive. New Generation had a
lot of potential in this game and it
would have been great as a budget
title — as it is, it's definitely too
expensive. "'

Control keys: redefinable
Joystick: Kempston, cursor, Inter-
face 2

Keyboard play: responsive

Use of colour: monochromatic
Graphics: cartoon style, simple
animations

Sound: minin:al spot effects, no
tuna

Skill levels: ona

Screans: 50 .

General rating: Basically a good

game, but overpriced
Use of computer 66%
Graphics 67%
Playability 72%
Value for money 56%
Overall 63%
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WORLD CUP
CARNIVAL

Producer: US Gold
Retail Price: £9.95
Author: AS Designs

he release of Word Cup
Camnival coincides very
nicely with this 's Maxi-
can extravaganza. Unlike the real
thing, this game is played by two
players o compete against
each ﬂtﬂh:’ or by nr_ﬁa player
inst computer. prog-
ﬁaﬂu allows up to nine
to select teams from a list of 24
g b m&m  with th
game ing w B
players running out onta the field.
About one third of the pitch is on
screen at any one time, scrolling
sideways as the players run down
towards the goal. You only have
control over the player nearest the
ball, and he changes colour

sli when in possession of the
ball. Kick offs and goal saves are
all automatically executed

The score is displayed at the top
of the screan along with a time
limit. The game is over 80
minutes, but this isn't real time —
each game actually takes about
three minutes to complete with an
allowance for extra time at the end.
Apart from the main match there is
also a practice mode where you
can practice ball control, penalty
shooting and saving. There is also

14 CRASHJuly 1986

a practice match option so can
have a dummy rugﬂfﬂmg%m

ng.

plete package includes all
sorts of World Cup memorabilia
such as a wall chart with stickers

Algaris play Scotiand on the scresan of WORLD CUP CARNIVAL.
Scotiand are doing rather better on screen than they are for

@ “‘This is the worst football simu-
lation | have aver seen. the

is alittle too easy you
% fo have a colour TV or
' _bdgmrﬁd strain

are
Dccmﬂmaﬂurafaw mcantml-
ing your man is not difficult,
sometimes the compu-

ter's of the ‘man nearast the

are very poor, the players only have
two of animation and there
are many bad attribute problems.

Graphics: far from 'state of the art’

Sound: pardon?
Skill levels: ona
Screens: scrolling window for
match, plus screens
Geanaral n%ﬂlym freabias,
shame about the recycled two-
year old game!
Use of computer 32%
Graphics 25%
19%
Value for money 25%
Overall 26%




Please rush me, for my Spectrum
Computer THE GRAPHIC ADVENTURE

CREATOR
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| endlose Cheque/PO for £
or please debit my Credit Card
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Producer: Gremlin Graphics
Retail Price: £7.95

Author: Greg Holmes

(with John Holmes)
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ritMipctory
som botty &
@ it

with the Naud

ack seems to be the all time

greatest World Chm';ﬂ@
in naughtiness: a nau
boy you could not wish to meet in
fact or fiction. You think that say-

hty?

ue — ha bll;'w; up pulu:ad:ta-
tions on particu naughty
This is a level of rascallity that mmtﬁ‘
ﬂsiﬂd girls will never be able to
ieve, even in their wildest
dreams. Realising this, Gremlin
decided to base a game around
the naughtiest nipper in town.
As Jack's controller the idea is
to get the little to cause as
much grief and h as possible

wit the little into
trouble rr'ﬂs mladsax‘.ﬂ Job
number one is to aqmp the
romper-suited yobbo
weapon. Haanatlf;iparﬁnjaﬂgm
cMg so a spitball firing
what's needed. ﬁf.f

ft just happens to ba

piamd on a shelf in Jack's bed-

room.  Unluckily e it has
been put on a high shelf well above

rrlllﬂﬂ
myomu-lﬂ' he's

h —
% the moment thoud

CRITICISM

“" How could this i'gnmar
possibly fail to be hit? It's
just so appealling in both
sentation and playabil-
ﬂ;.vamu graphics are mas-
terful, involving a previ-
ously ig monoc-
hrome cartoon that
makes Jack look as h
he's just leapt out of
Beano. Gremlin have
definitely come up with a
winner in Jack the Nippen
gameplaywise things are
fairly similar to
arcade adventures thoug
the tasks to be performed
really are quite funny. While
the puzzies are not

The graphic style perks up
the game no end. Overall an
excellent game that well
worth the price — run out
and have a look at it
tm?. "

thnbl?diﬁpu;lianirﬂmuhbr;ach;
probably hidden away by an oft-
arental

p :
Jack’s sproing and cavort fac-
tor, the product of a couple of
yamﬁufpmmmmymﬂ arley.'a
rusks and creamy
makes him h !',pmbably
all that E102.) y, with a mere
wiggle of the joystick or prod of
the appropriate keys, it's bie
to propel this pint
akywardwithth&grmtest ufma

CRITICISM

" “Come on, play the game!
You're nota wimp are you?'
asks the evil Sweeny Tod-
dler character, an evil gin
spread across his cheeky
Irl:Hu ﬂz:o% How can you
resist such a challenge?
The aim of the game —
being as naughty as possi-
::Iu-in a n:\r::\d amus-
one an W

huvang to go about it ;’.I’WFW
owing up Police

mﬁma, ruining factories,
shooting bobb with a
pea-shooter is all part and
parcel of an average day in
the romper suit of the
world's wickedest baby.
The graphics are excellent
and really give a cartoony
feel to the game — go out
and get it now! You're nota
wimp are you? "

A few wall-timed jumps put Jack
where he wants to be and he has
uw,ﬂockels in his suit for carrying
m&nacing items.
ngamundontha furrﬂ'h.ma
ﬁmq ﬂw.lach i
ng tu n n
thmﬁmmm&?yw
Jack's task is to complete
mundhvmtydasiﬂy stunts to
boost his naughtyometer up to the
hundred per cent mark. 'I'J"l&l"aare
" o~ J E;nd ofthe
yoqmnaymngas ack one
main problems with day to day life

CRITICISM

* Jack the Nipper is a bril-
liantly presented game
with a good titie tune, a fun
attract mode and litte
comments that pop up now
and again and make it fun
topl;: Aﬂnmnhmtm
are drawn expert pre-
cision and are T::Imﬂ:d
very smoothly. game,
nﬂhuugh basically monoc-
hromatic, is still appealing
to the eye and has smart
shaded backgrounds that
are very detailed. Monsters
look out of windows and
posters stuck on the walls
advertise products, to
mention a few of the high-
hts. The little touches,

like the nappy rash bar and
the naughtyometer, make
the game a bit different
from the usual arcade/
adventure stuff and you
don't have to be good at the
gnm- to enjoy playing it.
remiin Graphics have

out a me that
wil‘l ine outin depres-
sion of Summer. "

is d'aadad
Bﬁ nappy. Collisions

botty rash caused by a

witl'lwnf other characters in
H’H thB:r aggravates m;uodmh
on, as mete out a id-
ing to the miscreant. Jack's Rash
Rating climbs on a bar in the status
area, and one of the five live availa-
ble is lost each time the Rash Fac-
tor goes critical.
Parents and s give
chase whenever a naughty deedis
dmainthair presenca, and

also give Jack trouble. Luckily,
Jack's pea-shooter can be used
to exorcise — more often
than not a ghost will
with a in its ear. Peablasting
an glse, including Bonzo,
the Ipparsp-ewog cauaautfmm
to chug after you and increase

little Jack's Rash at an alarm-

ng rate

reminiscent of Willy the Kid and
other comicbook heros, Jack can
move left, ight and in and out of
the screen in the same way old
Grumpy Gumphrey moved round
in Supersieuth. The objects Jack

nipper alive is not an easy
Bimatvandalswﬂlhwamaﬂun
with Jack the Nipper.

Control keys: Z left, X right,
O up, K down, O fire, E R
go thmu%l: doaor, Up and Fire
to jump, Direction and Fire to
shoot, H toggles pause
mode, Q quit
Joystick: Kempston, cursor,
Int&rfane 2
rd play: responsive,
odd layout

our: monoc-
hrnmahn cartoon; tidy
Graphics: very ap‘t =
cartoon characters
Sound: jolly tune in attract
mode plus spot effects
Skill levels: one
Screens: 50 locations
General rating: A great
game for all you naughty
types. ..

t:puts

lovely

Use of computer 91%
Graphics 93%
Playability 93%
Getting started 92%

Addictive qualities 93%
Value formoney 92%
Overall 93%
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Producer: Domark
Retail Price: £7.95
Author: Ernisoft
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liding block puzzles and jig-

saws are as old as the Ark,

but Domark and the Dutch
software house Ernisoft have
come up with a new, com-
puterised variant, Although the
name might suggest a tie-in with a
certain TV program — don't be
fooled, there's no wicked satire to
be found in this game, and rubber
puppets don’t appear. All you
have to do is work against a time
limit and assemble caricatures of
the famous from little blocks.

All you have to do? Well not
gurte. Starting with Ronald Regan,
ten cartoons of famous faces have
to be pieced together if the game
is to be played through to the end
At the start of each level the main
playing area is empty — a zone
enclosed with blue buffers. A pul-
sating square Cursor is under your
control and sits under a flashing
arrow at the top left of the screen.
The image that has been split
appears in a small window in the
status area on the right, the bar
display that monitors the time you
have remaining is refreshed, and
play commences.

2

F'r:
|
il,
o
:l
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II [fra atf J

The cursor is used to shift the
blocks around in the playing area.
It can be moved in four directions,
and once the cursor has been
placed over a piece to be moved,
pressing fire grabs the block.
Holding fire and then moving the
cursor whizzes the selected block
off in the chosen direction. A mov-
ing block continues to travel in a
straight line until another block or
the blue buffer is hit, when it
comes to rest. Pieces are brought
on to the playing area by zipping
the cursor under the flashing
arrow, prassing fire to seize the
hidden piece and moving right ta
fetch it into view. While the cursor
Is over a piece In the main play
area, one of the squares on the lit-
tle status panel picture tums
white, revealing the correct loca-
tion for that segment of the puzzle.

Twenty pieces have to be shuf-
fled into the right order to make up
each picture, and there are only
tour spare block positions at the
top of the playzone — s0 some
careful juggling is called for. Just
to add a little variety to the game,
cracks appear in some of the buf-
fers. Blocks that are moved onto a
cracked section of buffer bounce
off, returning to their start point
Some of the cracks remain in the
same part of the buffer throughout
a level, while others hop around
tha place during play. Little sliding
doors in the top, left and bottom
buffers open and close. While a
door 15 closed it acts as a normal
section of buffer, but if a piece is
shoved towards an open door it
disappears from the playing area
and joins the gueue of pieces
behind the flashing arrow.

Every so0 often, objects

I CRITICISM 8

“ While this game has
almost nothing in common
with the TV series It isn't
based on, | thought it was
great. The caricatures of
the characters are excel-
lent, and the game moves
at a very rapid pace, which
adds to the fun. Things like
the bombs and other bonus
elements contribute
towards this too, making it
an extremely playable
game. The graphics and
sound effects are nicely |
axecuted, and the game is |
highly addictive, with that §
‘one more little go' element |
about it. | like it. It's nice to |
ssa Domark getting their
act together after the awful
Friday the 13th. "

*A*G-E"S | rf&';'

associated with the character
whose likeness is being assem-
bled are dragged into play. These
objects can lead to bonus scores if
you do the right thing with them —
shoving the American Flag against
the Russian flag for instance,
earmns a bonus of 1,500 points on
the Ronnie Regan screen. If one
object is thrown against another
object, they both dematerialise
and if the right pairing has been

CRITICISM |

" This is definitely the bast
Domark game ever! | know
that's not saying much, but
Splitting Images IS a really
good game, and the most
surprising bit about it is
that the game is so simple
in construction. The pre-
santation is well above the
normal Domark stuff and
suits the game perfectly —
simple but stunning. |
found Splitting Images was
totally co ling from the
first time | picked up the
joystick. The graphics are
excellent with very smooth
scrolling and some nice
sound effects. Domark
seam to have got the right
balance of difficulty, with
the ‘Reagan’ screen being
easy to get past and ‘Mag-
gie' being a bit harder, and
each subsequent level pre-
senting that bit more of a
challenge. The game fea-
tures lots of nice bonuses,
which can improve your
score tremendously and
keap you addicted to the
game for ages. | would
recommend you buy this,
as it's definitely something
different from the normal
game, "

achieved the bonus value flashes
up at the point of collision before
being added to the score.

Bombs are bad news — they
explode five seconds after they
are brought into play and have to
be shoved against a tap (bonus of
5,000 points) or whisked out of an
open doorway before they deto-
nate. Failure to dispose of a bomb
results in an explosion and the
loss of a life. Other objects appear
at random and can be combined:
throwing a pistol against a bullet
doubles your bonus score on that
level, while matches and fuel
should be kept well apart!

The number of points awarded
tor completing a level depends on

b

CRITICISM |

“ Well done Domark,
you've finally broken your
spell of releasing poor
games. | am well impre-
ssed. This is a very original,
playable and compelling
game. The graphics are
colourful, detailed and
generally well ‘*finished';
the characters are all rec-
ognisable; the sound is
nice too —thereis atune at
the beginning and some
very reasonable effects
during the game itself.
Playing the game can be a
bit tricky until you get the
hang of the control, but
once you do, the action
gets fast and furious. Dis-
posing of the bombs is also
tricky, and going for bonus
sScores means some extra
thinking is called for. |
enjoyed playing this one as
itis fun and fast moving. "

the amount of time remaining
when the final piece is slotted into
place. Running out of time results
in the loss of a life — but providing
all three lives haven't been lost,
the blocks stay in place when you
die. An extra life is awarded for
reaching 100,000 points and extra
time can be won on later screens
by sliding a diamond into another
gem.

COMMENTS

Control keys: O left, P right,
Q up, A down, CAP SHIFT to
SPACE fire, R and T abort, H
pausa, J continue

Joystick: Kempston, Cur-
sor, Interface 2

Keyboard play: responsive,
but a bit tricky

Use of colour: nealt — no
clashes

Graphics: fast moving; good
caricatures

Sound: start and end tunes
and spot effects

Skill levels: one

Screens: ten

General rating: A different,
compelling and original
game.

Use of computer B85%

88%
89%
90%

Graphics
Playability

Getting started
Addictive qualities
Value for money

7%
Overall it

90%
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SNODGITS

Producer: Sparklers
Retail Price: £1.99
Author: Martin Harris

nodgits, or Did The Butler Do
it? as it could be called, is a

classic Whodunnit from
Sparklers. Menace is afoot at Mys-
tery Mansions as objects go mis-
sing causin? chaos in the Snodger
household. It's not that the objects
are particularly valuble but the
whole business is making life a
i for Banson the trusty old
Butler. What is he to do when Lord
Snodger asks for his slippers and
they are no wheare to be found? Life
would be all the more simpler if
these odd occurances could be
blamed on the mischievous Snod-
rg|_|rts pets of the Snodger family as
ey are always making mischief.
However, Benson, who has a nose
for these things, is doubtful. Such
is the problem that an impressive
array of prestigious Detectives and
Detective-essas have assambled
at Mystery mansions to try and dis-
cover who the culprit is. But are
they all as blameless as they would
like to suggest? While everyone
glse is running around in ever
decreasing circles trying to get to
the bottom of the matter, Benson
plods steadfastly onwards in his
own inimmitable fashion trying to
clear his own name as much as

anything else.
g’mn must trudge around
Mystery Mansions trying to locate

stray objects that are required by
the Snodgit family. Clues to what
these objects might be are given
to Benson by the loveable Snod-
gits. For example, one might
approach Benson and say,
Daphne wants the candlestick and
Benson must try and find out
where it has been mislaid. Mystery
Mansions is not small by State
Home standards with over 2
rooms. Benson's task isaided by a
map at the bottom of the screen
with the butler represented by a
green square and the sought
object by a purple square. Maybe
the object is camried by someone
else? Or it might be on another
floor — whataver, poor old Benson
must battle it up and down the
stairs in search of it

Once the corract object has been
given to the comect person, Ben-
son gains access to the CluaTable.
Now he can begin the task of
finding out who is responsible for
the disappearing objects. The Clua
Table is two blocks of rows and col-
umns showing a list of objects and
suspects. Each row of suspects
relates directly to the objects
shown, A question is asked such
as, Who snodged the Teapot? and
Benson, using his Butler's intuition
must decide who the guilty party
might be. f he makes a wrong
guess then he must deliver
another object or find a Snodgit to
snodge with. However, if he makes
the correct link between object
and suspect then the guilty person
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Daphne Snodger would like the tea-pot, go on, there's only 200
rooms i could be hidden in.

| f

is automatically put into the guilty
box at the bottom of the screen
and Benson can scurry off tofinda
detective. Three people in the
game are guilty and they must all
be identified before you can move
on to a higher level.

If you get fed up with the present
lay-out of Mystery Mansions you
can choose a new location by re-
starting the tape after the main
part of the game has loaded. Each
of the 5 Mansions have over 200
rooms and each level has a higher
number of floors which must be
examined.

The game carries on until Benson
runs out of lives. At the bottom of
the screen is a Snodgometer and a
Bodgometer. A life 1s lost on the

Snodgometer e time Benson
bumps intoa S it and a lifa is
lost on the Bodgeometer

everytime Benson is clumsy and
bumps into bits of furniture or
walls.

Have you brains enough to assist
Benson discover who is the thief
of Mystery Mansions, or will it
remain forever a secrat?

@ "' Snodgit seems to me to be
one of the most original games
around at the moment, and ina
budget range as well. The whole
look of the game is very pleasing

with lots of large and excellently
animated characters in a small,
but well coloured maze. It's a
pity that all the mazes couldn't
be loaded in memory at once,
but it does remember the last
High-score after loading. Once
the instructions had been fully
read | found the game a pleasure
to play and very addictive. The
sound is not the best in the world
but the playabi more than
makes up for it. This is definitley
one of the better budget games
around at the moment.

@ ‘' This one fesls a lot like Popeye
as you control the same sort of
large character, the main differ-
ence being that you are playing in
a 3D area, The graphics are not as
clear as they could have bean and
as a lot of colour is used there are
many atiribute problems. The
characters are well animated and
detailed, but the sound is poorly
used there are only a few sopt
effects every now and then, this is
a shame as it would have added o
the atmosphere of the game. Gan-
erally Snodgits /s a very good deal
for two quid as it is compelling and
playable.

@® " What an instantly pretty
game, much prattier than the aver-
age budget release and | suppose
that is just what is supposed to
attract the end user into purchas-
ing it. Graphgically Snodgits is

really very good, espicially the
Snodgits themsleves, what a cute,
but oft annoying, race they arel Ani-
mation is very well employed on
top of the big bright backgronds.
The game itself is slightly cludoes-
que but a bit more original than
that, providing a good laugh for
any Spectrum gamester. Have a
quick look at this one as you may
well be surprised after the lower
quality of Creative Sparks other
releases.

Control keys: 1 left/anti-
clockwise, 2 right/clockwise, Sup/
walk, 8 down/walk

Joystick: Kempston, cursor, Inter-

face 2

Keyboard play: good —two

modes, ﬁl!’ECtIDI‘EEJ and rotational

control

Use of colour: plain and simple

Graphics: large and attractive

Sound: tweets and burbles

Skill leveis: one

Screens: five houses
Use of computer ;‘g g
Playability 76%

started 72%

Addictive qualities 7%
Value for money 78%
Overall 7%
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WHAT THE
PAPERS SAY...

"Once you start playing the game it
becomes increasingly clear that Ultimate
have produced yet another excellent
game, The playing area is huge and there
are some excellent graphical effects like
the stars which are beautifully parallaxed.”
‘Playability wise Cyberun is an excellent
game.’

“The inlay card doesn't give much away,
50 it is a challenge just to find out what all
the various goodies are for.’

“This is a classic shoot 'em up which I'm

sure all fans of Lunar Jetman will enjoy’
CRASH May 1986 £9 95 including
= VAT

PENTAGRAM and CYBERUN are
available for the Spectrum 48k and
Agnstrad from selected branches
of W H. Smith, Boots, John Menzies,
Woolworths and all good software
stores. They are also availabie from
Utimate Play the Game, The Green,
Ashby-de-la- Zouch, Leicestershire
LEG 5JU. (Postage and packing
included.)




THE MAKING OF A& LEC

France’s award winning, role playing epic now available in English

Available for:

Amstrad (Disk and Cassette)
CBWI 64 (Disk and Cassette)
Apple Il (pisk)
MSX and Spectrum
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NINJA MASTER

Producer: Firebird
Retail Price: £1.99
Author: Tron Software

fyou've ever wondered how Nin-
‘th jas become Ninjas then p!ayir!:g
is game might g the
answer you've been M‘:ﬁu
Apparently it's all sorted uut m a
kind of Ninja Olympic Games. After
many months of preparation,
learning various skills from your
Hanshi, it is time to compete in the
great contest that decides
whether you deserve to hold the
title Minja Master after all.

The game contains four levels,
and you are called upon to
demonstrate a different oriental
skill in each one. The first section is
set in front of snow capped moun-
tains. Deadly pointed armows are
shot at you from random direc-
tions and they have to be deflected
away from your body. Four move-
ments are involved: kicks and
punches to both the left and right.
Intercepting arrows wins points
and a score of over 1500 is needed
to progress on to the next level.
When an armow lands on the Ninja's
body he utters a blood-curdiing
yell, but a successful deflection is
greeted with a war cry,

The second part of the contest
takes place in indoor arena where
a sturdy piece of wood has to be
karate chopped in two. You have
twenty seconds to build up your
strength by pounding away at the
keyboard, trying to mowve the
status armow as far along the
strength chart as possible. After

seconds the Ninja automat-
ically lets fly with his fist and tries
to cut the block in two. Three
attempts are allowed on this stage,
and at least one bit of wood has to
be broken to qualify for the third
round. A successful performance
is rewarded by enthusiastic
applause from the Japanese audi-
ence.

The third level of the tournament
has a slightly cosmopolitan feel to
it — the action takes place on the
banks of the Nile, in the shadow of
the Great Pyramids. Equipped
with a pointy stick, the Ninja has to
fend off Shunken Stars. The stars
are fired randomly and at great
speed, and your Ninja must stop
them from embedding themselves
in his body by blocking them with
his stick. Again, thres attempts are
offered and a qualifying score of
1200 pints is needed before you
can continue.

Minjadom is just around the
corner if you get to the last section.
Canisters thrown from the right of
the screen have to be shot down
with a blowpipe. The backdrop is
back to a more trad]tmnnl
Japanese style with a h
moon hanging in the night
snow lying on the ground.
the mqun'ed score has been
achieved you graduate to a yellow

and

belt. From here onwards the game
cycles mound again, except the

qualifying scores are much higher.

@® " Gosh, an original idea for a
sports simulation. It's been a
while since a joystick waggling
ame ventured onto the humbie
gpochun; | must say that it is
quite as well. The graphics
auhrlyq-nodaﬂlmughmtnut—
E:L‘lrohuruchrhnil-
tie ]nrlw, he doesn't move
into any unrealistic positions.
mnnundlm‘tmmnﬂu
screams are good! As for playa-
bility, well it’s quite good fun for
yumﬂmhwgmhmnuppul
diminishes a little after you've
completed your first set of four
screens. "

@ "' Not exactly a new idea, but at
the budget price it's a new venture,
and I'm smthm'ﬂbeafmrmk—
ers. The graphics are very similar
to that of Sai Combat and the
whole game is more of a bash and
smash Hyper Sports. The sound is
very realistic anditincludes a

useuf ‘@egh!’ and ‘aghhl” speech

effects. | wouldn't say there is any-
thing terribly original in it, but |
found the game very compelling
to play. Firebird have released it at
the right price, and it would give

good value for money. But if

you
you've got a fight game then forget
'

A contemporary arena for Minja Block Breaking — spot the
SINCLAIR adwvert on the hoarding!

@® "' Not another label relaunch
Firebird! Oh well, though it hasn't
got amazing graphics, Ninja Mas-
ter itself is quite fun. The sound, if
the frenzied cries of a pained Ninja
can be defined as sound, is quite
realistic as far as the limitations of
the Spectrum will allow. | didn't
play it for all that long, but for £1.99,
it should provide a few hours enter-
tainment, | suppose. | wouldn't buy
it, but then there are those who like
this sort of thing, and it might well
appeal to them. "

Control keys: redefinable, multi-
ple moves

play: a bit tricky
Use of colour: fine
Graphics: quite well animated,
pretty backdrops
Sound: nice title tune and
screaches
Skill levels: one
Screens: 4
General rating: A different kind of
sports simulation that's should
prove quite appealing
Use of uompuhr 85%
B63%
60%
T
63%
mfnr munur 72%
64%
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ROCK’N WRESTLE

Retail Price: £8.95
Frank Oldham

ollowing on from previous
beat em up successes, Mel-

bourne House I:-rlng the
aexciternent of the wrestling ring
to the Spectrum screen in a game
which can be played against
computerised opponents or
head-to-head with a friend.

In the one player game, you
control Gorgeous Greg who is
going for the World Champion-
ship. Four opponents stand bet-
ween Greg and the champion's
belt, and he must defeat them all
twice on the route to the top. The
fighters Greg faces in the ring
each have a unique personality
and temperament and their
ﬁghtir_;_g styles vary accordingly.
Lord Toff, for instance, takes the
scientific approach to wrestling
and knows all of the twenty three
moves available in the game. Vic-
ious Vivian is a mohicanned yob
who learnt to fight on the streets,
while the Missouri Breaker fights
mean and dirty. Redneck McCoy
is apparently an affable yokel, but
when he's in the ring he becomes
one mean opponent, yessires.

Each bout on the way to the
championship lasts three
minutes and to win, Greg has to
pin his opponent to the canvas
for a count of three seconds. In
the two player mode the winner is
the first to get two pinfalls. The
two wraestlers each have a status
bar displayed at the edge of the
screen, and as they take falls or
weakeners — forearm smashes,
knea jerks and kicks — their
stamina levels fall. Before going
for the pinfall, it's wise to soften
your opponent up,

The final bout, which can leave
Greg Champion of the World, has
no time limit — it's a fight to the
death almost. The only thing

ol o

Producer: Melbourne House

Author: Steven Taylor, Damian Watharow,

that's missing from the game is
the overexcited granny who
rushes up the the ringside and
prods the bad guy with her
umbrelial

®°Rock and Wrestle Iis
definitely not a worthy follow
up to the other Melbourna
House hits. The graphics are
very poor and the sound could
have been pinched from the
great Fist. Even if you're a bit of
a grappling fan, you are unlikely
to be impressed by the way
your opponent can bash you to
the floor and then jump on you
after a pause — NOT all part of
the same move. Where's the
ref, eh? I'm glad Melbourne
House have finally put in a
decent background in the
Spectrum game, but the crowd
do seam very bored with the
whole affair. The graphics are
very podgy and a bit like Axil
from Heavy On The Magic which
poses a few problems in a com-
bat game. Seeing your man
whean he's in a crucial clinch
can get difficult. | warn you, the
graphics may look nice but the
game's very low on playability.
There's no "Rock’, either. "'

@' OK Melbourns, where's the
Rock, eh? Come to that, where's
the game? Fist is definitely one of
the all time fighting classics, so
why couldn't Melbourne come up
with a wrestling game that is just
as good? The sound is taken from
Fist, but where’s the ‘complete
rock sound track’ mentioned in
the adverts? Colour is lavishly

Whee! Gorgeous Greg flies through the air at the hands of
Redneck. Cameron reckons that wreslling is a mug's game,
but then he prefers wrestling with mugs. Tea Mugs.
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used, but the graphics are
chunky, badly defined, and gener-
ally messily done. The controls
are quite slow to respond, which
makes the game even more
difficult, to the point of making it
frustratingly unaddictive. No,
though | don't like to slag off a
company which has produced
such classics in the past, | think
Rock ‘N Wrestle is a complete
foul up. "'

@'’ | cansay without fear of being
beaten up by my fellow reviewers
that this game is appalling: there
isn't a single thing about it that
stands out or is interesting. The

raphics are poor, so poor in fact
that at times it is very difficult to
follow the action on screen: the
characters are undetailed and
move around the screen very
badly. The sound is about the
best thinp going for this one —
there isn't a tune but there are
some nice meaty spot effects
when you mince your opponent,
It looks like there were some
problems with this game that
weren't discovered until it was
toolate. .. "

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

Keyboard play: a bit tricky, slow
response

Use of colour: 'transparent’
wrestlars, pretty ring

Graphics: rather confusing at
times

Suluru:l: no Rock! Spot effects
on

Skill levels: one

Screens: four wrestlers to beat
General rating: A disappointing
development from the Mastars of
the Beat Em Up

Use of computer B60%
Graphics 549%
Playability 43%
started 55%
el
ue for money
Overall 48%

THE MASTER

Producer: ANTARTIC
Retail Price: £1.99
Author: David McGee

he moral of this tale is a sim-
ple one. Never fall asleap in
the cinema after a hard day's
graft, especially if the film you are
watching happens to be about
fearsome fanged monsters and
long legged beasties. if you do you
may newver wake up . . .
nothing Jaspe i Gaiecigoer
nothing Jasper the i
enjoys more than a scary film. One
evening while, watching The
Dream of a Thousand ampires, he
drifts off into an uncomfortable
sleep and has a curious dream.
Somehow he has been trans-
ported into the film he was watch-
ing and has taken over the starring
role. Now it is up to him to defeat
the Vampire Master.
Vampires are pretty indestructable
creatures. Their one weakness s a
dislike of anything religious and
the sight of a Cross is enough to
gat them shaking in their coffins.
asper must collect as many cros-
ses as he can if he is to stand any
chance of defeating the Master of
evil. The Master is not the only
danger in the game. Each screen
is filled with an array of monsters,
from scuttling spiders to slithering
snakes. Jasper loses a life every
time he touches a monster — at
Iaa_lgl_tb;;a ha?inlna Iimw dream|
pcations are
— ten ton weights drop ﬁﬁ:
ceiling to squash Jasper, and false
fioors send him crashing to his
death on the ground below. Each
screen must be cleared of crosses
before J can move on the
next one. Careful timing is essen-
tial as some of the crosses turn

into blazing effigies of evil and if
Jasper tries to collect a firey cross
he looses a life,

Before the final confrontation,
Jasper has to work his way
through a range of strange loca-
tions — from his Club to Sink-
ing of the S8 Titantic. The Master
must be confronted five times
before he is destroyed, and takes
on a different character each time
round the game.

A status area at the top of the
screen indicates Jasper' pragress,
and as the sun gradually sets and
the new moon rises you know that
time is running out for the little
Gravedigger. This'll be the last time
he watches any late horror movies
for a long while. . . .

® " This game is absolutely
appal ﬂnmhic-lu
bad and slowly lnlml‘tld.m
game is on impossible to
play. The instructions at the
beginning use a re-defined
character sat which is very hard
to read even on the most well
TV. and the music is very
The Master looks like a
poor copy of Chiller which
pretty terrible anyway |
couldn’'t see any good
to the game — stick to
V. series. "

158
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""Nothing about this game appe-
to me. It is so infuriating that
after only one go I'd had enough.
Lack of speed and poor control are
the two things which rﬂaﬂj-'bn:gft
down. The graphics are not what

&




I'd call good, but they are
adequate; the characters flicker
slightly and none of them are really
detailed; the backgrounds are a Iit-
tle over-coloured but there is very
litthe colour clash. The sound /s
poor — if you listen carefully you
may hear a spot effect during the
game and there is a tunette on the
title screen. Generally | wouldn't
recommend this one as it offers
almost no playablity or addictive
qualities. "'

@ * What can | say? Nothing even
vaguely complimentary, that's for
sure. Master is one of those
awful games that really annoy me,
because it's been so badly written.
The graphics are grotty, the colli-
sion detection inaccurate, and the
music on the title screen: arggghhl
The Master very definitely looks as
ifit has been rushed, as a few more
alterations could have got Artic a
nice game. Asitisthough. . . Ughl

KIDNAP

Producer: Sparklers
Retail Price: £1.99
Author: Trik

h lawdy, lawdy! The evil and

villainous Krudd, a malig-

nant and nasty race of an
evil sort, have decided that the
latest thing in badness is to swipe
away large amounts of the Earth's
baby population! Once the infants
are swiped, the naughty aliens
transport them back to the planet
Krudd where the unsuspecting
cherubs are quick frozen into sus-
pended animation.

The Krudds plan to sell off the
babes as popsicles to the baby-
eating Viurgs From Behind The
Moon, Well, a hero is needed and

u are that very hero, a wobbling
at blob with a predeliction to walk-
ing sideways.

ransported into the alien's baby
holding warehouse, you must
waddle round, collecting babies
and saving them from the gory fate
lurking just around the corner.
Babies are returned home by plac-
ing them into the Magic Pram, a
mystical object from the planet
Muvirkare that teleports any chil-
dren placed within it back home,
For every four babies collected
and teleported, a burst of pleasure
surges through you, resulting in an

Jasper — the skeletal figure at the top of the screen —
negotiates another set of fiendish treps and tries to avoid the
nasties on the way to vanguish THE MASTER

Control keys: X left, C right, top
row to fire, 2nd row to jump,
EMNTER to start

Joystick: Kempston, AGF
Keyboard play: adequate

Use of colour: bright

Graphics: crude; poorly animated

Sound: dreary title tune and tiny

spot effects

Skill levels: cne

Screens: 9

General rating: The low price

doesn’t make up for the poor game
Use of computer 34%
Gra 39%
Playability i’g%
Addictive qualities 23%
Value for money 27%
Overall 30%

extra life — quite handy, consider-
ing the amount of lives that you'll
lose facing the Krudd babyguards,

The format of Kidnap Is
extremaly similar to a lot of other
games — in short it's an arcade
adventure in classic Jet Set Willy
style. You can go left, right and
jump and babiles are collected by
travelling over them. Around the
gaff are a number of deadly nasties
all of which must be avoided: their
touch is deadly. As with most
games of this type, guiding the

fatty under your hypnotic control
off the screen causes another
screen to splash into view. To com-
plete the game, all of earth’s thirty
two frozen bables have to be
magic back to theirsnug
little cots back home.

@ " Aargh! Not another Manic
Miner copy from a budget label
h—ndmditllmughtcmﬁw

pulled their act together
with Snodgits — it seems not.
The game is an obvious copy of
hundreds of other platform
games — it even has Manic Miner
type music. The graphics are
small and boring, and the colour
is typical of the old arcade
adventuras with lots of attribute

around a fairly novel idea, but alas
it feals just like another Jet Set Wil-
lyrip off. The %.aphrcs are prefly
much run-of-the-mill for this type
of game; fairly smooth animation,
a few nicely drawn characters and
lots of garish colours. The sound is
fair but nothing special; just a tune
and the odd spot effect here and
there. Despite this game's many
primitive aspects, | quite enjoyed it
for a while. "'

@ '"What a pleasant little game,
saving frozen babies. As a Jet Set
Wiily clone goes, Kidnap isn't that

really: it performs all its tasks
competently and smoothly and is
hard to flaw. Gameplaywise
though, the market really has seen
too man‘;’ of this type of game. | am
sick an fﬁr?‘ga of finding that so
many o budget games
race?:red by CRASH are heavily
inspired by JSW That program
really has haunted budding prog-

You are the large blob with arms and legs on the left of the
screen, while a poorlittle baby hangs, frozen stiff on the right.
Can you make it over there?

® '""A platform game: gosh |
haven't seen one of these in ages,
aren't they rare! The game is based

Poorold cold baby. The Blob has just been killed and there's lit-

tie hope of rescue now. . .

BUADRANT 3
KIDNAP

GURDRANT Y4

SCORE CRERTIVE
=30 dalz

rammers the country over, sup-
ly all of them wishing to be
ew Smith The Second. | wish
they'd go away and do sornething
original and stop turning out stu
like this "'

Control keys: A-G pause, Q-T

continue, P/O music on/off, Z-V

left, B-SYM SHIFT right, CAP

SHIFT/SPACE jump

Joystick: Kempston, cursor, Inter-

face 2

Keyboard play: responsive

Use of colour: bright, little clash

Graphics: unoriginal approach,

fairly tidy

Sound: Manic Miner type ditty

Skill lavels: one

Screens: 32

General rating: A dated format

'g.r‘ui‘lh anew scenario; fairly well
ne

Use of computer 50%

ics 52%
Playability 48%
Getting started 60%
Addictive qualities  45%
Value for money 47%
Overall 49%
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SARLMOOR

Producer: Atlantis
Retail Price: £1.99
Author: Colin Jones

he eternal struggle of good
I against evil, the goodies vs
the baddies — this is
Sarimoor, another binary game of
binary morality. As ever, you play
the goodie, battling against the
nasty and evil Vard, a race that for
aeons has inbreed natural nasti-
ness. The Vard have managed to
master a horrid form of biological
power that allows them to keep all
the creatures on a planet on the
brink of death. The Vard are using
their Biological Field Generator to
sap the energy of the beings on
planet Zorr, a peaceful and benign
race. You are Sarlmoor; after wit-
nessing such despicable
behaviour you decide to sort the
Vard out and teach them a lesson
won't forget.
irst of all you come into orbit,
and from a high vantage point
must clear a safe place to teleport
to. The first is completed by
Zapping a number of nasties from
a great height. Controlling your

saucer, left and right, you have to
zap baddies as travel along
the ground below you. Zaps

appear in the form of cosmic
shreddies that zoom down to the
planet but should they hit any of
shreddie absorbing clouds they
don't reach the nd. Your
death-dealing sh ies mustn't
hit the pleasant little lizard crea-
tures either, as ‘re the fellers
you must defend. Blotting these
guys out with electrified breakfast
will result in one life less for
0O,

After this s has been com-
pleted, the action moves to an
underground cavern full of nasties
to be avoided. When {g:r pothol-
ing activities have n com-
pleted, the Vards' Biological Field
Generator is within your range and
has to be destroyed. After that, all

that remains Is for the Vards' cap-
tives to be freed and the game is
complate,

@ “ I've seen better games than
Sarimoor. The graphics are pretty
BASIC stuff, but some of the
sffects on the title screens are
quite nice. it's a bit playable, and
addictive for a few minutes, but
not really | anough to justify
spending £1.89. All the stages
are reasonable arcade games,
but there's nothing particularly
astounding about any of it. Sim-
ple, sasy, and a bit boring seems
tosumitup. "

@ “ I'm not impressed: gameplay
is slow, unresponsive and unin-
26 CRASHJuly1986

r’;ﬂasﬁng. The !nstrucl‘ionsham ELE}:
tle unhelpful, alth t
suffice. ‘i-hurmmarsﬁiggm'rmy
responsive to the controls and
some p&imgm is needed bafore
you get the hang of it. The graphics
wau% have been about average
the year before last — the charac-
ters are short on detall, but move
rather neatly. The sound effects are
poor: a beep every now and
then. After a few goes the game
became monotonous and tire-
some to play, so even with its
chaapoprfce:aplwm#dn'? really
recommend it. '

@ "’ | can't say I've got much time
for games like this. Just because
Atlantis are publishing cheapo
games, do they think they can get
away with bad games? It's not on.
Sarimooris a very boring shoot em
down which looks as if it was

48K SPECTRUM |

based on some of the very first
Atari console games, yet it's a lot
worse. It contains a second part
which could have been taken out
of Halls of the Things, but again,
it's a lot worse. Accuracy of
character collision is appalling and
| found | could be a long way awar
from the enemy and it would still

The cave sequence — SARLMOOR is the winged creature to
the right of the screen

kill me. | wouldn't recommeand this
game to someone | hated — |
mean, I'm not that cruel. Please
avoid this kind of software and
don't encourageit... "

Control keys: A S left, D, F. G
right, ¥-P up, H- L down, bottom
row fire, 1 pause/restart
Joystick: Kempston, Cursor, Inter-

face 2
Keyboard play: no problems
Use of colour: nothing special
Graphics: nice animation let down
by the designs
Sound: minimal
Skill levels: one
Screens: 4
General rating: Outdated —
might have been passable a
couple of years ago
Use of computer 48%
Graphics 45%
35%
started 44%

The shreddies sequence — you're in the saucer #nd have to
shoot anything that isn't lizard on the planets surface




Packed with all the action and atmosphere of the
movie, Biggles isa multipart game thatll keep youon
he edgeof your seat right to the end of your mission.

Spectrum - Commodore 64 -
BAmstrad CPC £9.95 tape
Commodore disk £12.95 - Amstrad disk £14.95
Bigalest-shirts, plot's scarves, buton badgesand

et ! okers availablalillo - ask your 1< tailer or call us

DYNAMITE DANII

Dynamite Dan's back - and how! There's 200 screens

ofchallenging gameplay, simply crawling with

- telligent aliens out to trap you, to keep youon your
& {oes (which will be tapping like mad to the amazing

music, too!)

ACTIONREFLEX

- The brand-new, allaction, Medusa label
launches out with a real smasher' [t s a franfic,
multilevel. Beat the clock ball came-and

PO 9 ¢ 0 0 v e e wheretlid yousee that red-and-white
[ Y
o chequered ball bejo:
@) - o e e

STRIKE FORCE HARRIER

Fly by the seat of your pantsatthe controlsof the
Harrier, one of the world's most exciting combat
arcraft, But beware of enemy ground and air attack as
you battle your way to your ultimate target

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

Purnell Book Centre, Paulton, Bristol BS18 5LQ Tel: (0761) 413301
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Producer: Elite Systems
Hetall Price; £8.95
Author: Keith Burkhill

’4 brave knight is just about to
to his dusky-

b g e g
sky swoops a huge salivating
demon. Before the knight can so
much as re-buckle his armour, the
homible monster seizes the
knight's beloved and sweeps her
off ta its foul lair,

Thankfully the scene of this Cap-
com arcade conversion is set
d of old when knights were

d, s0the love-lorn hero sets out
on a quest, a quest to rescue his
damsel. Scampering across a
scrolling landscape, he must make
his way to the demon king's murk:
lair. Our haro really has his wo
cut out for him — the path to the
demon king's abode is filled with
nasties who are all determined to
end the knight's mission of mercy
prematurely. To make things even
more tricky, each section of the
game has to be completed within
a time limit,

The knight starts out, resplen-
dent in shiny armour as he scuttles

| Lesplng snd cavor
advantage of the it

:::9 from piatform io pilaiform,
- CUr medisoval he
through the blus landscapes of m:a:cc ﬁ:lf::- i

| CRITICISM |

“* Elite have come up with
another arcage Wwinner.
genuine first rate copy of
the arcade game. The thing
that amazres me most
about this game Is the
beautifully smooth scrol-
ling — its strongest point
and one that makKkes it amaz
inaly playabla. The

| l_.}i"'iﬂhl{_?ﬂ ara vary similar to
Bare

those of Green Beret, and
the problem of losing your
man when he's against a bit
of background in t
colour is hare too
L3001

atill

con

the addictiver 162
gam ind  the
cs are an almost per

copy — bar colour of
f:'h‘.i:".;-':j.. The only bad bt
about it was the presanta-
tion which is limited to a
Vary Dasic sco oard and
no sound to about
Th du amory
na so6 | was told

havea
another

taking
best to get

towards the demon king's lair and
a romantic reunion. Contact with
the monsters in the game results
in the knight losing somathin
vital, After his first encounter wit
a nasty, he is so shocked that his
tin suit falls off and he is left scam-
ng around in his undies. Fol-

wing the second clash he loses a
life and his skeleton crumples to
the ground. The knight is provided
with nine lives, and each time a life
is lost he is returned to the start of
tha current segment of the game.

In the first zone, the gallant
knight battles through a graveyard
filled with zombies crawling out of
the tombs, arms out-stretched to
meat him. Unfortunately they're
not going to give our hero a sloppy
kiss on the cheek. Killing him is
more what they have in mind. Apart
from the zombies patrollin
around the graveyard a number
other nasty creatures hinder his
progress. Kamikazi owls swoop
down from t haights, and car-
nivorous plants shoot gobs of
acidic digestive juice at the chivalr-
ous crusader.

The knight is not totally defence-
less. At the start of the game he is
provided with a weapon. This can
gither ba a lance, a sword or a
magic fireball — all activated by a
press of the fire button. Some
weapons are more effective than
others: the fire bombs are lobbed




looks well ‘ard.

| - Yippee!.. What a game!
| it's so compelling | have to
| fight through the Zzap

| reviewears to get a game in!

Although the conversion
only contains three lavels
| ({the original was massive)
| there's more than anough
to keep yr:u busy. hr:}phl-
{Hlu"l _:-:-.f 3 IS
certainky w-n.- good if nnt
excellent: your man leaps
| around, runs and crouchas
| =— all nicely animated and
| vary smoothly at that. The
| sound leaves a lot to be
desired. | was terribly dis-
appointed that thera wasn't
a larger vocabulary of
sound. This game Is very
good. It s compelling
beyond belief and well
worth the money. My only
gripe is that it is let down a
littla by the boring front end
and unoriginal Speactrum
character set. Minor
moans, though ...’

That Derm ‘:" c;:pﬁd‘fjﬂ- in and prog-

blows o

shumpy-
Cam :ﬂﬂ!l'ﬂ" that joyst

mpy ¥
i‘l:l:':::: hero land .nﬂnugh

into the air and careful timing is
neaded to dispose of nasties,
whlr.a ':ha fire button sends out a
Tt
if the hero is

theﬁgleknﬁe Pmnt:[a’rje collected
for each nasty killed. Some of the
King's minions carmy
waapons, a.ng when they are killed
the knight's weapon changes
automatically — care is needed |
you are to avoid bamq lumbered

with a weapon don't want.
Once mﬂm hmagﬁd
to get t the ils in the
graveyard, there's a rather large
overweight demon to destray. The
larger characters in the game take
several hits before they are killed.
Once the demon is dead, the
knight has to cross a lathal lake by
using a raft. With or without his

armour, the knight sinks without a
trace lnntﬂu the t'ﬁﬂn'llurky dsap'fm
if he misjudges gap. Swim-
ming is ntly not a skill
courses .

T?I h wood, El'mlding
more di owls and witch crea-
tures, and it's time for a show down

wrlh an ogre, affectionately called
anwbyhlsfrlanda When

th ng“ manages to blast him
&

into litte puffs of oxygen and
ozonae he gains the key to the lce
Palace a new suit of armour if

he happens to be in his undies at

l oss to the next

___| CRITICISM ﬁ :

‘“ | saw the arcade game all
of a year ago and was pre-
dictably impressad. When |
read that Elite weare to con-

vart the game it caused
much amusement, as we
dismissed the deal as

triumph of marketing over
the possible. Well, Keith
Burkhill has proved my
intuition well and truly and
completely wrong and has
gona and produced an
axcellent interpretation of
the arcade original equip-
pad with perfectly smooth
scrolling and all thf gamey
hlr.; |'r-_ at m |r1'|.- I'i

g = ard Gt
51105 1 i s -

ariginal
somuch
fun *-'s <h11-;,1- ten pee bits
into. Though a little bit hard
at first it shoul d-l'l '‘ttake long
to get yourself into the lce
Castie, battling off the fatal
advances of flying killer
teddy bears. All in all a
really outstanding releass

from Elite despite the rub-
bish advert (you know the
on@ drawn in crayon by a
juvenile)] and represants

unusual value for money.

jgwelT Come on

the time. This section of the game
is played on a backdrop which
scrolls in four directions, and the
knight must leap from platform to
platform kili evil goblins that
ook rathar g winged teddy

a.re far from cuddly,
ﬂwmpmg?uwnfmm t heights
with murder on their minds.
Fireball-spitting veggies also
inhabit the lce Palace, and bonus
guirlts can be collected by nab-

i celess treasures carried by
some u!‘mawﬂ creatures. Mistim-
ing a leap can be fatal — the Ice
Palar:a is build above water, and
knights can't swim . .

After the Ica F'HL&C:B comes a
ghost town, lated with all
manner of WBI and wondarful
monsters that swoop out of shut-
tered windows and chase the
guesting knight. After the town the
hero has to negotiate a platforms
and ladders section — the
Monsters’ Den populated by by
large and hardy demons that only
die after a handful of hits.

A double dose of guardian
demon has to be overcome at the
and of the Den before access is
gained to the final section of the
game — the Cavern System. The
mission is nearly over. Mr Knight's

e 1 B Sl by &
nately, is bain a
rmm:'r large Chlnﬂgﬂ dragon who
doesn't look very friendly at all. The
knight is rather tired after his long
perilous journey. i he makes

one last supreme effort, then his
bride to be will be his for evermore
and he can carry her over the
threshold in true romantic style as
befits a knight of the realm. Even if
he is only wearing underpants.

—— COMMENTS '__]

Control ke',' 3: redefinable
ilu,' ;t: k: Kempston, Cursor
It

H"""Tﬂ.!‘ﬂf‘d pl::', FSive
U 'n“ -"f ':'.Hﬂl]" VOuUr charad

SHrIIIH'.rPI O
Screens: scrolling playing

Use of computer B89%

| Graphics
| Playability 95%

| Getting started

| Value for money
I Overall
|
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THE PLANETS

Producer: Martech
Retail price: £9.95
Author: John Wilson, lan
McArdie, Jason Austin.

Graphics by Malcolm
Smith

atural disasters have dev-

astated the planet Earth

and the human race is in
danger — but a missive from an
alien race may point the way to
salvation. A metal canister hurt-
les through the void of space
with a secret computer code
inside it. When the program tape
it contains is loaded into an
Earth computer, a complex
game is revealed — but there are
no instructions.

It becomes clear that other
capsules have been deposited
S oiae Bvataris e i rmion

ar , and your mission
is to pilot a solo craft, find these
capsules and unlock their sec-
rets. First your lander must be
sent to Earth to collect the can-
ister there and a long-range map
of the solar system so that your
mission can begin.

The main game is controlled
from the it of a Type 224
Explorer craft. s from
Control scroll across the top of
the main viewscreen, round
which icons are grouped. These
allow you to manipulate the
lander, explore the planets you
visit, travel through the depths
u_.'.:a:f:aoa. and access computer-
i mapping and database
systems. At the bottom of the
screen is a chart showing the
time and the star-date. Under-
neath this is a panel showing
what your next destination is
and how long it will take to get

A tractor beam controls the
lander automatically during
descent and ascent above a
hmuf 10 kilometers from the
sU . The lander is affected
br the gravitational pull of the

anet which it is attempting to
and on or leave, and manual
manipulation of the boosters is
vital to ensure a safe journey. A
limited quantity of fuel is avail-
able, and if too much energy is
expended during the landing
you'll be stuck planetside for the
rest of your days.

During travel between plan-
ets, vanous hazards including
space debris in the form of
meteorites is encountered and
to avoid damage to the ship, an
arcade sequence involving
some nifty application of the on
board Lam as to be played

through.

Once the lander has arrived on
a planet’s surface safely it's time
to find the alien capsule and
attempt to open it. A robot
explorer is available for short
range sorties, and once the cap-
sule has been located a lock
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system has to be cracked before
it reveals another part of the
alien puzzle.

Each of the codes yielded by
the capsule help to solve the
ultimate puzzie set by the aliens
— and playing the strange alien
game is likely to assist in crack-
ing the problem. Martech hint
that the Solar System itself is a
clue — and promise a prize to
the first person to contact them
af'_trg:"mplating the game. Get
withit...

® “ Zoids is easily one of the
best on the Spectrum,
and s latest release,
The Planets, is quite an admir-
able attempt, ;uq;al don't
think it's as good as Zoids. The
raphics are quite nice, though
gnymf-hﬂmhmm
than in others, and the sound
du play is a bit boring,
A
. game
mm#m.muwum
worth effort. The instruct-
ions could have been far better,
as go little further than
explain the function of the
icons gameplay. Gett-
mmmﬂﬂw both
dn'd as not
only have to afn-
ough df"m reserve for the
Elq’nmhﬁw.hnmhmh
a very careful eye on your
speed, and it can quite
Mﬂmmlw
played better games,
TR Marteck hove pofiched
this one to its limits and come
up with a very respectable
game.,
® “The Planets /s one of those
games which you can't just

Jjump into aimlessly. It requires a
thorough read of the instruc-
tions, and patience in introduc-

ing if it sud
result of a mis twitch of
the finger. Landin thamdaﬂfsa
very B re and requ-
ires excellent handteye co-ordi-
nation. Once you've landed you

can really get going! The graph-
ics are very on the

and use of colour has been
matﬁd hout the whole of
the game. The Planets is a very
involv me which deserves
a k at from arcade
players who like to dabble in the
strategy side of things now and
again.

® “This is a very large game
indeed. Not only do ;‘?H.I gat a
separate little alien game, Weird),
but the Solar System has to be
loaded in in three chunks — all

The delightful vista that greets you on the viewscreen when

the La

the data won't fit into 48K. (128
owners get the whole lot in one
long load.) There's plenty of
accurate information about the
Solar m contained in the
game, thanks to the advice and
assistance Heather Couper the
astronomer gave Martech, and
you're bound to come away with
something of an education
when you play The Planets.
Owverall, it is a nice blend of

arcade and a’tra‘ts%f uzzle seqg-
uences and shou ’i]; muost
Wr& weall and truly busy
for quite a while. Worth check-
ing out. "

Control keys: Landerand
weapon controls: N left, M right,
A forwards, Z backwards,
SPACE vertical; lock controls: N
select position, A turn

rhas arrived back home on planat Earth

combination, SPACE to try
openi ule
Jovttﬂ: pston, Interface 2

Keyboard play: without
blems
of colour: some very
attractive anue
Graphics: ve
Sound: gmntw' tune plu
effects

Skiil levels: one

s spot

SFI'HII: main console with

vViewscreen

General rating: A large and
lax game that takes some

|

;
:




Famed for their fighting prowess the Punkoids are sent
on the most important mission of their inhuman lives —
to assassinate the last deviant human being on this side
of the anti-matter curtain.

Tantalus is a full colour, hyper-graphic, super arcade style
adventure. You have the chance to affect the final out-
come — life or death for the Last Deviant in the Universe!

Spectrum 48/128 £8.95

- QUIEKSH A

Liberty House, 222 Regent Street
London W1R 7DB
Telephone 01-439 0666



ZX SPECTRUM

INFORMATION
WSERVICE
DIRECTORY

Where can Crash readers get their games hardware and peripherals?
As a retailer, you can tell then in a totally free entry in a retailers directory for software and
hardware shops throughout the country, with name, address and telephone number.

----------------------------------------------------------------------------

Do you sell? — Hardware, etc[ ] Software/Games[ ] Both[ 7]

TO GUARANTEE YOUR ENTRY IN THE DIRECTORY,
THIS COUPON MUST BE RETURNED BY AUGUST 4th

Statizs (PrOpAStOn MBNRGRR OIEY .l i o e B

Return to: NICK WILD, NEWSFIELD PUBLICATIONS, 1-2 KING STREET, LUDLOW,
SHROPSHIRE, SY8 1DB
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Each entry will be listed

: alphabetically under area headings,
: split between software and hardware.

The Directory will be published

: in the September Issue (on sale
¢ August 28th).

Do you provide for: —  Spectrum[] Commodore[ ] Amstrad[] Oer .......ooocoooerovvorore. .

Simply fill in the coupon and send

: itin for your free entry.




MOLECULE MAN

Producer: Mastertronic
Retail Price: £1.99
Author: Robin Thompson

K a strange twist of fate you
ave suddenly become
Molecule Man —around ball
on legs, trapped within a night-
marish maze contaminated by
radiation. All around you, abstract
shapes block your every move. A
time clock is counting down and
the radiation is gradually shorten-
ing your life. The only way to
ascape is via the teleporter. How-
ever, there’s a problem. You can
only use the teleporter when six-
teen circuits have been found and
installed in it. These circuits are
scattered around the huge 3D
maze in Molecule Man and are the
key to escape — and survival,
Luck is not on your side. A maze
contaminated by radiation is not
the healthiest place to be stuck in.
The only way to stay alive under
these conditions is by taking anti-
radiation pills. At the start of the
game Molecule Man has a supply
of twenty of these tablets, but in
order to survive he must eat one
every few seconds, so his stock of
pills deplenishes rather gquickly.
Dotted around the maze are anti-
radiation tablet vending machines
where new supplies of pills can be
obtained. Life isn't cheap though,
and tablets cost money. Molecule
Man came unprepared — his poc-
kets are completely devoid of
small change when he enters the
maze. Thankfully the inhabitants of
the maze are rather untidy fellows,

Stomping through 8 mushroomy rone, hunting for coins to
keep the bank nice and full

as £1 coins can be found on the
floor, and the dispensary is happy
to exehange them for pills.
Apart from the money and the cir-
clalg::abadmr?a alshu have to be col-
u the game. When
Molecule {Igm has found his
money he must decide whether to
speand the money on extra life-giv-
ing pills or bombs. The bombs
come in handy for destroying sec-
tions of the maze walls, allowing
access to new, unexplored parts
of the maze. The status area keeps
tabs on the number of bombs, tab-
lets, coins and pieces of transpor-
ter circuit MM is carrying.
The screen is made up of a variety
of strange shapes that mark out
the boundaries of the maze. These
vary from traffic cones to magic
toadstools — each screen is diffe-
rent. Once you come to the edge
of one screen, Molecule Man
automatically trundles to the next
one in his search for the way out.
The basic maze in the game
would put the designers of
Hampton Court maze to shame. If
you become bored with the layout,
an editor is provided so that you
can redesign the playing area,
altering objects that make up the
maze to fit your requirements. The
game can be made as easy or as
hard as you like, and customised
versions can be saved to tape for
IE::IEI' sessions at the game of Survi-
val.

Torm between a plil dispenser and & bomb dispenser, the
chubby Molecule Man can’t make up his mind what to spend
his money on. Pilis would be a good idea — life is running short

@ " Gosh, what nice graphics!
There are lots of good bits that
make it both visually attractive
and fun to play. | found Molecule
Man pretty addictive. The maze
designer knocks spots off, say,
the Caves of Doom editor, being
colourful, easy to uss, quick and
efficient; creating new mazes is
almost as good as the game
itself, though not quite! The
price is one of the game’s best
features: for £1.99, it's a steal!
Just goes to show that when
Mastertronic aren't churning
out rubbish like 1985, they can
produce quite a good low price
game. "

® "“I'm always a little dubious
about the quality of Mastertronic
games — they tend to be either
good, or downright awful. After
loading it up and having a go, | was
pfaasaér;ffsurpﬂsad. graphics
are excellent: your character wob-
bles nicely about the place, and
the backgrounds are superb. The
sound is not quite up to the same

standard as the graphics but it is
adequate. The game itselfis made
a lot more playable by the easy-to-
use Editor: if you decide that the
maze supphed with the game is
too hard you can design your own
layout without the usual grief
associated with screen Editors.
This game would be quite a good
deal for seven quid, so it is well
worth the Mastertronics two
pound price tag. What more can |
say other than ‘buy it'? **

@ "' Mastertronic have yet again
come up with a beautifully pre-
sented game with all the options
you could want, and more. The
actual game is a lot of fun to play
and a lot of thinking is needed to
plan out your strategy and decide
whether to buy extra life or a
bomb. The graphics are well up to
the usual 3D-ish type maze games
and everything is big and well dis-
tinguished. As you change
screens the next location is flicked
up immediately which means
there's no slacking in your guest
for the circults, or the pills. A very
nice addition is the screen
designer; this is very easy to use
and can give the whole game a
completely new look. It's a pity you
couldn't change the look of the
actual characters and can only
affect their positioning. Molecule
Man shows that a cheap price
doesn't necessarily mean a cheap
looking game.

Control keys: redefinable
Joystick: Kempston, cursor, Inter-
face 2

Keyboard play: a little strange,
but

Use of colour: monochromatic
Graphics: large and detailed

Sound: adequate

Skill levels: one

Screens: 256

General rating: An excellent piece

of budget software
Use of 85%| |
Graphics 87% t
Playability 83%
Goﬂm‘;tﬂ'hd 81%
Add qualities 85%
Value for money 91%
Overall 85%
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EQUINOX

Producer: Mikro-Gen
Retail Price: £9.95
Author: Raphael Cecco
with Chris Hinsley,
Dave

and Nick Jones

far flung mining asteroid,

Sury Ani 7, becomes con-

taminated with radioactive
wasta. The miners abandon it in
great haste for fear of radiation
poisoning, but the asteroid con-
tains valuable mineral resources
and the authorities are reluctant to
abandon the mining operations
with so much matenal yet to be
extracted. No living being can sur-
viva the high radiation levels in the
mines, the Powers That Be are
faced with a serious problem.
Eventually, a Dedicated Disposal
Droid is sent into the depths of the
asteroid to deal with the deadly
radioactive canisters that are the
root of the problem.
This would be a relatively simple
mission for a Disposal Droid but
for one thing: in their haste to flee
the contaminated asteroid, the
mining staff forgot to turn off the
security system. The abandoned
mining colony is now an almost
inpenetrable fortress guarded by
multi-coloured Security Droids
programmed to materialise next to
any intruder the system detects,
The Security Droids don't destroy
your droid instantly, but clashes
with Security Droids resuit in small
explosions as bits of Disposal
Droid are scattered around the
mining system. Three lives are pro-
vided at the start of the game, and
once these have been lost the mis-
sion is terminated unsuccessfully.
The Security Droids are not invingi-
ble. DDD is equipped with a power-
ful laser which is more than
adequate for blasting the Security
Droids into the hereafter. Unfortu-
nately, Security Droids seem to
have trouble staying dead, and re-
materialise shortly after they've
been zapped.
Once the radicactive canisters
have been located they must be
disposed of. The only way to make
sure the glowing Isotopes inside
the canisters don't re-contaminate
the asteroid is to sling them down
a disposal chute into a lead lined
safe room below. There are eight
levels on Sury Ani 7, and each one
must be cleared of the trouble-
some canisters before work can
begin on the next level. Atime limit
is involved — one canister on each
level is particularty unstable and
has to be dumped in the disposal
chute before it explodes taking

u and the asteroid with it.
Disposal Droid has a variety of

methods for moving around the
mine system. Apart the con-
ventional upwards, downwards
and side to side manoeuvres, it
has a retro-thrust — a sort of Tur-
bocharger that is very useful for
making a quick getaway from Sec-
urity Droids. The retro-thrust unit
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demands | amounts of fuel,
and if the Droid suffers fuel starva-
tion for too long, it explodes. Bat-
teries can be collected to replenish

y.

Movement between certain
locations is possible via telepor-
ters — there is a small charge for
using these. One droid life is
axcha for a cyan teleport cre-
dit which can be obtained from the
credit dispensers. The trans-level
transporter ensures safe passage
between mining levels, but num-
bered level passes have to be col-
lected before inter-level transpor-
tation is permitted. Access is only
granted if the droid has a pass with
a number less than or equal to the
number of the level you want to
traval to.
A status area at the top of the
screen monitors progress. A win-
dow to the left acts as the inven-
tory; the next window shows how
many lives ramain while a third win-
dow shows the score, based on
the number of canisters and Sec-
urity Droids eliminated. A row of
coloured squares shows how
much time is left before the unsta-
ble canisters explode, while fuel
and laser energy supplies are indi-
cated on a bar display.

What sort of Droid Driver are
you?

| crmcisu |

@ '* After the mediocre Battle Of
The Planets, Mikro-Gen have
gone back to their old ‘lots of
colour' policy and it seems to
have worked wall. The graphics
are superb and it's obvious that

-
A T e Ll
e W 3 ¥
'-".'-:+“J&\."'fﬂﬁ1'-; iy T

SuperDroid has just killed 8 Security Guard, and it explodes in
a shimmer of metallic bits. Cameron's a real action photo-

grapher, you know

a lot of time has into

all the alisns nn?du“:marrﬁmg
character squares, thus avoid-
ing atiribute problems. The
sound effects are sparse, but
what is there is very effective
and suits the play well. This is a
very playable game because all
the problems can be solved with
common sense, and the shoot
am up element is great as well. "

@ " Gosh! | like this game. If |
hadn't been cheating, I'm sure it
would have been very difficult, but
as it was, | thought it was great fun.
The graphics are colourful and well
animated, and the sound Iis
reasonable, but the title tune is
even better. The instructions within
the game ara excellently done, and
overall, Mikro-Gen have come up
with another product that is simply
excellent, very playable, and
addictive. "

@ ' At first sight Equinox looks
and *feels’ similar to Starquake —
you are playing in the same sort of
area. The game itself isn't as play-
able as it could be because shoot-
ing up the nasties to clear a path
for yourself can be very testing as
your laser isn't very effective. The
graphics are nicely animated and
detailed; the backgrounds are col-

The Disposal Droid has pass problems in the transporter zone
— the right pass card iz vital if travel between levels is to be

ourful, yet | couldn't spot any col-
our clash. The sound is very good,
with some spot effects during the

game and an excellent tunette on
the title screen. Equinox takes a
little getting used to, but once you
do it is great fun, although I'm not
sure that I'd be all that pleased
about forking out ten quid for it. ™

Control : Ause, M fire, Q
thrust, O left, P right, 3 pause
Joystick: Kempston, Interface 2
Keyboard play: responsive

Use of colour: carefully and clev-
erly done

:;iraphlcs: very pretty, neat anima-
ion

Sound: good, but a little sparse
Skill levels: one

Screens: 128

General rating: A very well pro-
duced shoot em up adventura

Use of computer 88%
Graphics B7%
Playability 89%
Getting started 85%
Add qualities B8%
Value for money B84%




£795

Commodore
and
Spectrum

WIN THE WEST...THE WILD WAY

Join the now famous CLIFFHANGER in pursuit of that sharp-shootin’ varmint. This multi-screened
arcade game is available for the Commodore 64 and NOW for the Spectrum 48/128

o U | ey Y T TR L L, P el O T el W ST .
A.ddress L L e e a s s L Rl FAEFIES3 L3RRSI INNEIBINENEEIEINESNENRARIARINEANIRE

Spectrum 48/128 Cassette[] Commodore 64 Cassette[]

Both versions of Cliff Hanger cost £7.95. Please make cheques and postal orders to
Virgin Games Limited and post to the address below. Please do not post money.

Virgin Games Ltd, 2/4 Vernon Yard, 119 Portobello Road, London W11 2DX




Getting through this FORUM has been a bit of a dash because of a
naw project I'm involved with for the Newsfield Powers That Be. For
the moment it will have to remain a secret, but | promise to share it
as soon as I'm allowed! What with that, the runner beans, oiling my

bicycle chain and reading your letters, it's been a full month. For the
best letter of the month, and the valued and much prized £20 worth
of software, | chose this one because it's informative and a different
view of life, the universe and whatnot. . .

|
FR games may not be enough to
: VIEW FROM THE prevent a return to the days
HIGH STREET when we had to search the back
i streets of the nearest large city
§ Dear Lioyd, § for our software.
# Much has been written about One more point on a totally dif-
1 home copying (or tape pdmcyf ferent subject. Please tell John
1 theft), particularly from the view-  Minson 14 Issue 28) that
1 points of the copier and of the Ocean did put out Superbowl in
§ programmer. |haveneverseena  bugged form. | it
§ retailer put his point of view for-  excitedly after of waiting
g Ward, and since | work for one of gnlyh:u'ﬂ%"rd it totally cormupted.
g the larger national retail chains Today | received the ‘proper’
g (though | am in no way con- version back from Ocean and
' nected with software retailing) | although it loads and runs there
i feel it is only fair that this side of  are still several parts of the
the case is mentioned. which don't work as they should
_Inalarge high street shopthe  according to the instructions.
:dmmn: | h{;ifmamhﬂngga msmtamiamhnbn
are generally in fierce competi- with Ocean (Imagine). Pong
¥ tion with each other for available  aiso contains a bash?: ﬁ;g_
I space on the sales floor. The when deuce is reached, service
§ products whicharesoldareusu-  does not alternate but remains
B ally those which: with Player 1. Does actu-
1 a) Conform with the ally try their gmmm
§ conceptof the particularretailer,  are sent out to our hard
a 8g newspapers in WH Smith, saved pennies
1 E?GGMM in Emm’;tgi Colin uhnmmmh-.
enerate a good omer Wollaton, Nottingham
:ﬂaw.iaattrammutﬂmustumﬂm 1JB

wha may well buy other products

¥ during their visit to the shop.

¥ ¢)Showagood netprofittothe  On your last point, | wonder
retailer. There seems to be a lot

! Room in the High Street is these days, and at a

1 bacoming increasingly scarce - time when we're told that the

1 and therafore increasingly state of ing has never

1 costly. Normally, the greaterthe  been higher. | wander whether

1 demand for a product — ie the the pressure of getting

1 more that are sold —then the delayed games out is getting to

§ better the profitability, and the ma'fpmym-rmn

§ more likely that the product will ‘our views on how hard itis to

§ continue to be seen on the shelf. get product onto the shop

g Any activity which reduces the shelves should prove

' Wﬂﬁwm w to loads of We consum-

renders it ars so often think appear

§ liable to be replaced on the shelf mu#bymamnm

: by other merchandise. Home it takes tenacity, and
mpﬁng: such an activity, as often a lot of money for the pro-

! alsois the theft of inlay cardsto  ducer to succeed on each pro-

¥ use with copied tapes. duct. Thanks for the letter, and

I Soplease Lioyd, don't con- £20 of software is on its way to

# done people like Mark Fer- you as soon as Aunty Aggie gets

# nihough in last month’s Forum. the details.

§ 33 originals out of atotal of 200 LM
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» Dear Lloyd,
Thought you might be interested

in this Ad from le Even-
ing Chronicle: Lady £6 Reslaw
Hat to match, £5. Cost £30. Tel.
2685508. ZX MICROWAVE,
brand new, unused, £20. Tel.
4825227 after 5 pm.
SANDSTONE, 2in, thick, suita-
ble fireplace, etc., approx. one
s5q metre, surpius to require-
ment, £3.50 Jarrow.

What next?: McCain oven
ready silicon chips?
T Walker, Newcastle-Upon-
Tyna

Fishy but true, huh?
LM

CHOF O]

HELP!

Dear Lioyd,

I'm writing to you for help, for |
need the address of a software
company called Generation 4,
can you or anyone find this for
me. Y ou are my only hope for you
have the best FORUM around,
but | wish people would stop
complaining and start appreciat-
ing more often. I've heard of
great computer games keeping
you up after midnight but this
magazine certainly does.

E Bennett, Costa Del Silencio,
Arona, Sur De Tenerife, Canary
Islands.

Thanks for the compliments, but
I'mafraid | can’t come up with an
answer, no one here has ever
heard of them. Perhaps this is a
European software house,
maybe Spanish? If so, then it's
possible we wouldn 't have heard
of them, especially if they don't
sell in Britain.

LM

|GETTING FLASHY
| WITH THE
ICOLOURS

Dear Lioyd,

While | was rﬂading m way

I through the May 86 edition of
yourfab mag, | saw a letter which

| criticised speccy programmers
for not producing a Hi-res colour
routine on the spaccy. | feel |
should point out to the writer of
that letter, Peter Dann, that in
order to produce Hi-res colour
similar to that on the Beeh
(Sorryl), you would have to
Eh?n?le t{rﬁn m;tﬂﬂm atfri-

ute file ace in memory

where the colour is stored) about
1,000,000 (Yes ONE MILLION)
times per second, which without
a second processor or some
other hardware of similar b
expense, would be 2

Okay, before you Is)
start getting letters about this
one, | know David (God mark 2)
Webb has already produced a
Hi-res colour routini, but that
only works on a quarter of the
screen width. That routine s to
be found in his brilliant book *Ad-
vanced m Machine Lan-
ﬂluaga‘ which is published by

elbourne House. This is a very
Highly recommended book and
one which I'would hate to be
without.

However, | think that some
sort of Hi-res colour routine can
be produced, and | am willing to
gettogether with any other prog-
rammers who'Would lika to try
and produce a rautine of this
sort. Please contact me at my
address, which is at the top of
this letter. Also, ot wishing to
use Forum as an advert section,
| would like to join a software
company to work on projects as
a freelance programmer. Again,
please contact me. | will consider
ara'hn:“rsl‘fm. Finally, to all at
C H, keep up the good work,
and congrats for being the best-

i salling computer m
Matthew Wenham,

I Greenhill Road, Coalvill, Leics
LE63IRH

|
I
|
|
|

in Britain. Il

Matthew, thank you for being so |

technical, and dash ed for
I :'wrsmppihg his plug in time/ |
m




what I'm talking about). I think
IMHMM:IM;MM&

Iine'senseioss vidoncern

shoot em ups were fun but
're going too far now)
how about CRASH doing
something about it and writi
mﬂwiemm. Inglﬂ’
or programm s
not just the software houses
that have a great
inﬂuegnamﬂutanﬂwm
peop .
Thmgzxﬂwhnamaw -
ing this matter to light (and for
S, they did work!) and I'll
read my next CRASH before it

mintu the old "
n Brown,

He's probably an taste,
but | mmﬁ!yﬂ

Donaldson fan, although you
have to admit that there's a lot of
violence depicted in the books.
Perhaps you can argue that it's
not ‘senseless violance’, but in
any fictional work violence Is
arguably 'senselass’. Where do
you draw the line? There hasn't
been all that much debate on the
subject of violence in computer

Rave nad thei say over thoyears
What do L'-‘FMSJ readers think?

Let's have a few more views!
LM

CAM THE CAMERA

Dear Lioyd,

| decided to put pen to r
when | read last month's
CRASH. | am writing about the
camera work of Cameron
Pound. | think his camera work is
very good except | wish that for
each review they would do at
least ona full screen shot, even
though | like the close,ups,
Cameran Harman (13), War-
rington

-

It wouldn't be that
names sound the sarme wt
Still, Cameron like% a bitg
now and than. Someti
backroom boys feel lef
the stars (wi ff). Can
afmurmﬁufsn:‘ e one
decides W iﬂp.!ﬂﬂ.!."
presentad in the magesd
mﬂmnuphmt

>
>

A LOA

Dear Lioyd,

P This is my first ever letterto a

magazine of mwlsnrtm:’nq tg}s is
own analysis
EIEASH mcuﬂputer world
as | see it at the moment.
1 SOFTWARE DELAYS
During the past 12 months it has
become the in thing to have
software delays, eg Frankie
Goes To Hollywood, Elite, Inter-
national Karate, Street Hawk,
Knight Rider, Daley's Super
Test, etc, and the prime cu

in o |
think only about 3 or 4 of those
issues have come on the same
day of the month. A few months
ago it was stated that your sub-
scription deliveries were being
switched to a company in Lon-

P don, well all | can say is that they

> bafore publication, M

aran't all that hot on consistent
monthly del dates, eg Friday
ay,
Tuesday, Wednesday and even
Thursday in the week of publica-
tion. What is with them?
When origmally got my Spe
en | origina -
trumin1 di, mu?rzlttn:uyo es
I rushed out to buy were -
wurlde and Knight Lore. I'd seen
reviews which couldn't praise
them enough. The Alien 8 con-
troversy came and went, but

Being a great fan of Ultimate's

softwara up till then, | bought
Nightshade without even seeing
it reviewed, what an idiot | was! it
was pure, unadulterated crap.
Next Gunfright came, more of
the same, so | didn't buy it. |
%ﬂaﬂ" DI.IrP review %fﬂ
yet, opular Com-
puting Weekly have and said
idn't know what was hap-
pening to Ultimate because it

was a game in the style of Lunar
Jetman from 1983. onally,
P+ as a former great fan of their pro-

ducts, | feel somy at what has

P happened to them in the last 9
> maoanths, but they’ve brought it all

on themselves,
4 FAST LOADERS/LENSLOK
What's all this trash slamming
fast loaders? I've never had a
ingle loading problem with one
| don't know what all the fuss

!'in the past was about.

The most recent method of
protection tg come about is
Lensiok, ah’ this isn't going to
stép softwate pirates, all they
is hack into the main

and away go the
scorders on another

D OF POINTS >

> about the high price of today’s
software and this | agree with,
p but haven't these pe 68
any of the weekly adves
P fordiscount shops?
ive aminimum discd
and more occasiong

the first place.
S Valente, South Shields, Tyne
- and Wear

L

Elays? Well we'll see how that

| ions are
saved around £200 By e wthe printers in *
software from various d from tests Lean telf

shops. So get looking in PC\
minnies and you'll find .
cut your software billsx.

L™
le the revieWs ir.

re great, but why dowe
to put up with reviews of the

enough to éven consider buying
them. | know the authors of this
software might consider this
unfair, but they should be
ashamed at writing such trash in
SPEC-MATE

r =t
£3595
Automatic one touch transfer (o

I MICRODRIVE®WAFADRIVE®BETA-DISCA TAPE I

“TAPE DOUBLE SPEED*OPUS [see below
“THE TRANSFER PROCEDURE IS SIMPLICITY :r.!‘&r" - r:mj SHMAGAZINE

1. MAKES INDEPENDENT BACK-UPS/TRANSFERS OF ANY
PROGRAM

I 2. EXPANSION PORT INCLUDED (you can kerp SPEC—MATE
attached if you want, but don’t have to)

3. NO ADDITIONAL SOFTWARE REQUIRED. FAST, DIRECT
AUTO-TRANSFER

' 4, ”FHEEZ}E” PROGRAM AT ANY POINT (can be used to save I
ame opt.
g. FINISHED IN SPECTRUM-STYLE ELACK CASE.
6. ADD POKES WITH EASE

I 7. CONVERT ANY PROGRAM INTO A TWO MINUTE RELIABLE I

L Cleverno
that Bes 8 disservic fo
That's my view. What

everyone.
do others think?
LM

] (=% [ . =]
THE BEST BACK-UP INTERFACE

100% success!
£35.95

FAST LOADER,
8. ANY PROGRAM CAN BE MADE CHALLENGE SPRINT
COMPATIBLE.

NB. TRANSFER TO OPUS IS IN TWO SIMPLE STAGES (extra
I su{f‘ru\ritlre required charged at £2. Please contact us for details)
order to
AT &Y. COMPUTING LTD, 35 VILLA ROAD,
Information: Tel; 01-733 6175 or send s'.:;. & s 4o ool
Fully inc. price £35.95 (Opus £37.95
I Owverseas: Eur. plus £2 Others plus £4

NEW SPECTRUM TAPE and DRIVE TRANSFER UTILITIES

TU8 — ESSENTIAL for ALL Spectrum owners = our tape utility for backup and drive

CONversion.

# Simple operation for fast loaders — accurate even if over 48k, (tone and baud rate
rgasLUner)

" !nte?ratﬁd header reader, manages headerlass blocks.

* Dwals with clicky loaders — converts COMPLETELY to nosmal for tape load (plus
eagy drive transler with TP2)

PLUS MY OTHER FEATURES - A UNIQUE PRODLICT)

COST only £6.99 on tape OR £7.99 on m/drive cart.

TRANSFER PACK 2 - FOR TAPE TO DRIVE TRANSFER

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

* Details given on transfer of 40 programs.

* Manages virtuslly all clicky leaders. Bytes chopper/splitter, header reader, stc

State name of drive system (eg m/drive, Opus disc, eto)

OMNLY £11.99 on tape OR £12.95 on m/drive cart. INFORMATION SHEETS £1 each jup

to No. 11 available) includes many top 20 hits — SAE for list,

MICROTRANS — M/drive utility

Two programs — & must for all m/drive owners. Fast and EASY DRIVE to DRIVE
back-ur. APE TO DRIVE (inc headerless) — does NOT CONVERT PROGRAMS
Multiple erase program (inc true cat, printer output) eic, ic

OMLY £4.99 on tape, £5.99 on cartridge

OVERSEAS: add £1 Europe, £2 others for each. UPDATE SERVICE - SAE for detai ls.
PROGRAMS CARRY OUR MONEY BACK GUARANTEE [not )
LERM, DEPT CR, 10 BRUNSWICK GDNS, CORBY, NORTHANTS NN18 9ER
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| AGNOTHER GNU

| Dear Lioyd,

I After seeing the photograph of
| the Lunar Jetman trailer, | knew
| this task would be a bit difficult,
I but with a lot of determination |
| (and my trusty assembler, The |
| Art Studio) anything is possible. |
| Five hours later, there it was, the |

[
|
|
|
|
|

KT Z
LI THE

L]

OF

ARTL]I WE ARE

[] DERIVATN

B Dear Uoyd,
8 The main iter that attracted my ,

| trailer, which everyone says | B retina in the April issue of your :
| doesn't exist. As proof | have | s & M .A . s . H [ ] glmuuspublbaﬂonwas =} \ .
| enclosed a print giler, | B 'Mel’ Croucher intefview. Init,ha
= so Lloyd..it doe i g states that he finds 'viclent’ ‘g
- 1 Dear CRASH, decessor. Why wasn't Mateh g games’ and ‘in- .
| I'm writing this letter in the mid- ~ Day SMASHed? it was definitely g adequate’ how isargu- . \,
| dieof aboring maths lesson, the most exciting sports simula- 3 ments to this effect arerather B,
| hence the lined A4 paper but tion of its time. | would like to g Strange. His first point is irrel .
that's another matter. Anyway know what you at CRASH think g ant:all games are just pixels \
I this is about your ine's makes up a CRASH SMASH? g D8eps— even his own beloved
. mﬂfg‘wnﬂc H Anyway to the Maths. Deus Ex Machina— and not
0 aaster {e T 5 | Aaﬂﬂbﬁimmml- Carrin Hﬁhl.}'.l-ﬂl‘l- .mgmhbﬂsﬂdm"—fﬂﬂf
I ter magazine on the mar- don B 13th or Rambo or anything in @
| ket yes, better than ZZAP1) | feel B particular,
I that the award of a CRASH I don't know why you think the B His second point is that
[ SMASH should be givenonlyto  SMASH should only go to games B are ‘derivative’! Derivative of
| fordshire [ that break new in  that break new . To do Iwhm,mnylmmaka
| I m games/ ics/ that you wouwld have to defing B view that all *viol
| Yours is obviously the existen- | sounds Thus, givingaSMASHto  ‘new " which would be B games are the same then by
| tialist version of Lunar Jetman, | like Lords of Midnight, for loads of is, B same reasoning, all records
Anton. You know the old wives i night Lore, Fourth Protocol and any area of endeavour be it - g Quitars inthem must be the same
| tale about every time you sa you | Avalon was valid. But giving films, books, plays or games, g andall people called Arthur must
Idun‘rbﬂ'iavﬂnfam'asanﬂ er | SMASHes to Technician Ted, 4  there are only so many ways of g Alsobethe same. However, they b
one dies, well this is the reverse | of the Wally Week games and approaching the basic idea — g &re not! | fail to see how anyone
b time someone says they Alien 8 wasn't. it's the way the designer/author o could claim that, say, Eiiteis
| believe the trailer exists, another ! One was an ordinary platiorm i and uses those derivative of Eliza and other such
|mmaH?aum. This way Uttimate | game, the second lot were basi-  ideas that makes the difference . rams.
| needn't write a game, just pro- | the same game with diffe-  between ordinariness and bril- 1 His third objection is that they
| vide players with a scenario and | scenarios and the third liance, and it's those factorswe W are ‘socially destructive'. He
| let them get on with it! 1 which is undeniably of a high loak for in reviewing any game. B claims that it is ‘dangerous to
I LM [ standard is too similar to its pre- # encourage young people to
RELEVANCE IS THE TOUCHSTONE
OF ADYERTISING

STARTLING, OFFBEAT
[MAGE BASED ON

CHALLENGE TO -2
CONSUMER'S /
CRAVING FOR

—

INVITATION TO ?
SELF-ACTUALISATION B
THROUGHPRODUCT e

LIS i i —
e

G,

An unusually intriguing illustrated text adventure ..
Program by St Bride's

Ailable for Spectrum and Commodore @ Release date: May 1986 @ Price-£9.%5 [cassette pack)

Mﬁ-dhﬂﬂwmﬂhhxh.h&-.mmmfﬂ!ﬂﬂﬂﬂ—; oo v apc' i s o o L i ) g vt
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VE, MEL!

believe that winning is to do with
killing". All gomputer games are
necessarily rather abstract and |
cannot sée how anyone could
associate the disappearance of
& sprite‘with the death of an
actual, living being. The point is

. thatmost of Mr Croucher’s argu-
ments aré basad on the premisea
thatyoung people are stupid and

fdless and nead protecting
- iy

s men of violenca' by
“styled ‘Moral Guardians'
fich as Mr Croucher. The proof
@ithis is in a later paragraph
Where he describes 14-15 year
olels as 'little children’ who “can

inly be darivative — it is impos-
“Eible for them to come up with an

original idea for even if they do
they haven't the vocabulary to
ax s it . ¥ |

t a lot to add to that,
since | f com-

with
pi&i;ﬂf}fm up the good think-
LM

l JETEEmMLY U EETM STERH ¥
ME NaGEM , ST TT WYY TRE

k!

OVERCHARGING A
MISTAKE

Dear Lloyd,

| thought as a regular CRASH
reader | would bring this point to
your attention.

Aweek or so before Christmas
1985 my mum and | were out
doing some Christmas shop-
ping. We went into a well known
shop called WH SMITH and
purchased some computer
games and other goodies.
Among the games we purchased
was Rambofor £9.95. Atthe time
| thought the price was a bit high
for Ocean games but | didn't
make any comment and gave the
man the money. After Christmas
|was reading CRASH and | came

Wt WERg (.Nl-lu?

WOkl ol CRL LPELTS &'G
" TeE SOk T lolin Too) |

| SEEEE . Mm-uM., SEAW Caw

e WEUP WiTH Gowg prlu--. \}

WL e MyvLiou, wE
ERLL LETTUME AR BAWEF,
BohTy - BT biARe 3 Y000

across an Ocean advert with
Rambo advertised for £7.95. |
thought to myself that there was
something fishy going on so |
told my mum and we went back
to that branch of WH SMITH. We
want to the computer desk and
told them about the extra money
they had charged. The man on
the desk said he couldn't give us
our money back seeing as WH
SMITH nomally raises the price
of things at Chrnistmas. When |
got back home | looked in the
December issue of CRASH and
found that Ocean were advertis-
ing Rambofor £7.95, so my mum
phoned WH SMITH and told
them about this. In the end | got
my two pounds back. They said
it had bean some kind of error.
Anyway two weeks ago | was
looking in a different WH SMITH

s Dear Lioyd, :
In the April issue, Jason Harding

¥ wrote aletter ning that

§ Ocean didn't enough ¢
CRASH SMASHES, and that

¥ CRASH had something against '

§ them. | totally d .Sofar,
Ocean have uced 8 CRASH
SMASHES: Alert, Frankie

huwyl:m id say they only

50 cou

had 1 CRASH S Hin 1985, |
don't know.

PS it Dom Handy has seen all the
pictures in Sam Fox Strip Poker,
why doesn't he send in some
photos of them to prove it.

Haha— ‘re not going to
mmﬁnwﬂnmw
?ou'ﬁﬁmthamwhm
Hﬁﬂﬂﬂlﬂﬂl’nﬂw ilsl & ']
' mwmmsmm%— '
! readers do “gm n‘nsnilrIi
: P get funny in ;
LM 1

f
B R e

shop not far from the other one
and | saw Vfor £9.95, another
Ocean game. What is happen-
ing?

Somebody please tell before |
go totally mad with these high
prices WH SMITH are charging.
Sean Powrie, Wisbech, Cambs

It does sound like a mistake,
probably genuine, even though
sifly. What doesn’t sound like a
mistake is WH Smith charging
more for games at Christmas —
that sounds like a confused sales
assistant covenng up stupidly. If
you encounter that kind of thing
you MUST insist on seeing the
manager in charge of comput-
ers, or failing that, the shop's
over manager.

M-I BMLE
FAERE PLEMSE

W&

TS LATRLY LS

Lot
KT ME BT THETEE
vV ME REM GT

CemmeRoE
= PaPayTRAD
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COMPUTER REPAIRS

/

X

A TEN % REPAIR SERVICE

* While you wait service including
computer spare parts over the counter.

* All computers fully overhauled and fully
tested before return.

+ Fully insured for the return journey.

+ Fixed low price of £19.95 including post,
packing and VAT, (Not a between price
of really up to £30.00 which some of our
competitors are quoting).

* Discounts for schools and colieges.

VIDEOVAULT HEALTH WARNINGI!!
=Sending your computer to any other Repair Centre can seriously Damage its Health =,

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

Need your computer repaired fast? Then send it now to the Number
One Repair Company in the U.K., or call in and see us at our new fully

;’I

* Five top games worth £33.00 for you to
enjoy and play with every Spectrum repair.

+ WerepairCommodore 64°s, Vic 20's,
Commodore 16's and Plus 4's,

* The mostup todate test equipment
developed by us to fully test and find all
faults within your computer.

* Keyboard repairs, Spectrum rubber key

boards only EB.95.

* I month written guarantee on all renairs.

m NOW 5 FREE EXCITING

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

We will repair your computer while you wait and help you with any of your
technical problems. Commodaore computers repaired for only £35.00.
Please note we give you a 100% low fixed price of £19.95 which includes
return post and packing, VAT, not a between price like some other
Repair Companies offer. We don’t shock you with repair bills £30.00
upwards. We don't just repair the fault and send your computer back,

(FREE

we give your computer a:-

OVERHAUL WITH EVERY REPAIR WE DO:-

We correct Colour, Sound, Keyboard, Check the loading and saving
chip, Put new feet on the base if required, Check for full memory, Check
all sockets including ear/mike and replace where needed.

All for an inclusive price of £19.95 including VAT, all parts, insurance
and post and packing. No hidden extras whatsoever. We don'thaveto
boast too much about our service as we have thousands of customers
from all over the world highly delighted with our service. A first class
reputation for speed and accuracy. Don't forget, we are only twenty
minutes from Manchester City Centre so why not call in, have a coffee
with us and see your computer being repaired.

BEST PRICEST |

REPAIR CENTRE

... WITHALL THE
LATEST TEST EQUIPMEN:

When you send your computer to us
we don't only repair it, we check th
colour, sound, memory, keyboard,
feet, in fact fully overhaul your
computer for as little as £19.95. The
price includes all costs including
return post, packing and insurance,
plus VAT, three months no quibbie
guarantee with each repair.

TOP GAMES WORTH OVER

£33.00 (M.R.P.

WAIT WEEKS FOR
YOUR QUOTE TO ARRIVE.

We repair all computers within 24 houj
the guickest in the business, or a
"while you wait” service. 20 minutes
from Manchester.

COMMODORES

* NOW REPAIRED *
Commodore 64, C16's, Vic 20,
Same Day Service.

"INTERNATIONAL

J

&

w\

|

Call us for details or purchas
the l.C'sfrom our D.L.Y. sectiti
HOW TO SEND OFF
YOUR COMPUTER

Just parcel your computer in suitable
packaging enclosing just £19.95 for your
Spectrum repair, or £35.00 for your
Commodore B4 repair. Enclose your namé
address and telephone number and a brig
description of the fault.

Remember you can also charge the repain|
1o your Access card.

WHAT OUR CUSTOMERS THIN

* Highly delighted. the best service around
{Mr. Adamson, Manche
* |sentmycomputer toa competitor of yoursin
Manchester, what a mess they made of it. 1am
there are Companies like yours around, honest
highly skilled. | would recommend you to all my
friends. Anexcelient job

(Mr. Warran, Lond
* |visited your premisesat Christmas. Inaspaceof
one hour | visited your workshop, saw my
computer being repalred and tested and discu
my problems with your Techniclans. | don't Know
how you do itat the price.
[Mr Gregory, Birmin
* Amazingservice. |received my computer back
within 48 hours of sending It tovou. | couldn't
beleve it,
[Mrrs J. Walters, Scotl
w |'would like to thank all your staff in the help they
gave me in recommending to me the spare part
needed to repair my keyboard
IMr. Peterson, Can

GLOSSOP GOT 15t PRIZE FOR SPEEDY REPAIRS
(Commodore User Magazi




LOMPUTER SPARES

ﬁ s LG )} WHY NOT PURCHASE THE SPARES FOR YOUR COMPUTERS

FROM US. THE ONLY MAIL ORDER COMPANY SELLING SPARES. \
I Same day delivery service on receipt of orders. You canorder by
L'I SDURPI',US TOCK! E Access card or call at our Reception to collect.

EXpOrt Order, we

— y B
W [t —= "
St =\ ._4|| KEYBOARD
COMpPONEnts at a \ et
Eeone e \-}-5=)| MEMBRANES
grect bo the puiblic a7 [

Due to unlimited space we are notC abla J
o 'lrlmll']l“' Qur spanes available, =0 please sDECtrum -l — =,
JT call us an wi will hapoily give you the HE‘i’fDﬂard - - - - - - - - -
SpeCITUm/EOMMONGre (ange. We aie membranes Sty
u r dore range
5 | nave some spares availaoie for tne 7Xa1 i £5.50 I S N 3 B 0 .
e » : I B .. = :
A il pluse1.50p&p
- i
R

£5.50

PIUSE1S0p&p

KEYBOARD

"\ spectrum Plus keyboard membranes
TEMPLATES

£12.90 pluse150p&p
) 81 membranes

£5.00 pluse1.50p &p

[-\

EXTENSION
RIBBON

\

/SPECIAL OFFER!

Gun shot || Rapid Fire Joystick and
interface complete outfit. Normal
recommended retall price £19.95. if 1§
purchased together. Special offer

) of oniyE16.50inciudingp & p

Joystick avaliable as separate itemE10.95 ¢
plus Interface available as separate item _

RUBBER MAT =
EG.50 plusE1.50p & P

ribbon cable to
extend your ports for
your peripherals

£9.00plus 150 p & p,

Irs,
508 CPU kom - £10.95
5 £3.00 £16.50 \_~° T PSR 50 P& D
[ P E1.30D & P o — Spectrum replacement power

- pluSE1.S0p & O

uLA
£16.50
piusE150p & p
J11erams

£1.00

PIUSE1S0p &P

| tran sformer suitable for all make
of computer E995plus E1.50p &p

Why not upgrade your ordinary Spectrum into
the fantastic DK'Tronics typewriter keyboard

for only £31.50 including fitting, VAT and
return post and packing.

ormal recommended retall price
=B £49.95. replacement printed
DK'Tronics key
sets £7.50
Including post &
packing.

Commodore
replacement power
i transformer E29.00
I PlUSETS0p&p

PECTRUM SPARES

COMMODORE SPARES
ZBOBCPU 300 e
4116 Ramns 1.00 | 6526-Cl.A 23.00
ITHB50 060 | 6510-Processor 15.00
f}- K213 060 | 6581-Sidchip 2300
3 Power Supply Transformers  9.95 | 906114 - House Keeper 23.00
ULABCO01 16, 801225 - Graphic Room Why not upgrade your 16K Spectrum to a 48K

foras litthe a5 £17.95 Including VAT, post and packing
If you would like us £o fit the kit for

re Eg\rn;nard ieitie 16.50 | 901226 - Basic Rom
901227 - Kernal Rom
J CO R N E R Spectrum 550 | gsga-viC

—ad: Kevbaoar you, just send us £19.95 which is
| | | We regret we cannot i By e 12.90 | 4164 Rams-Memory a fully inclusive price to cover
K show all the components | Metal Templates 55p | POWersupply il costs including ret
available. Justaiveusa | keyboard Mats G50 Iransformers .00 i g sy
e call and we can guote you | ZX81 membrane 5.00 | Aourprices inchude VAT, but please add postage,
. over the phone, delivery Spectrum Service Manuals only £30.00 :';;i:ﬂ f:;r:‘l':lfﬂdﬁf o E\mrer post, Full fitting Instructions
iag | | BY 1stciass post. Including Spectrum + mods! 1 ot supplied with every kit
nd VIDEOVAULT HEALTH WARMNING!!

15
ISENGING your Computer ta any other Repair Centre can seriously Damage its Health = sue 2and 3 only,

(©) Copyright Videovault Ltd. N0.140586



We are in trouble! | mean BIG
trouble! Now | know your think-
ing, 'What's he onabout?’

Well I'll tell you! It's that
plant disaster at | The
I cloud of WWW
hare and has affected some
peopla's brains! A perfect exam-
ple of this is a certain Anthony
Jacobson, who launched an
attack on CRASH and ZZAP!,
o Sevisetts el NoW. Dot
two {:] ow
sister mag %l you must
)
Was in ra
Weekly, week of April 21). On
np&nmg %ZZAH | saw in the
The Corrupt

ZZAF!ThaGmnmﬂnn?t?
Immadiately | started 1o read,
and soon my face started to

e
; issue | have to hand of
ZZAP! 64 has 37 pages of
reviews and 14 pages of com-
petitions . .
Jacobson be?lan So what?
That's GREAT! Keep it up.
Furthnr on he added,
nes of the style of ZZAP!

and CRASH have brought the
general regard for the home
computing to H'be dwatoci level
of the hula

Hula hoop? e cheek of the
man! CRASH and ZZAP! are
devoted mainly to software,
which is just how me and
thousands of others like it. If he
doesn't he can keep it to him-
zalfl!

Further on he said: * . . . There
is always an audience inr simple

mhdad_ﬁagmwm 's gettin
nastyl He's referring to

and CRASH readers!! Splutter-
ing on, | read, ‘The nasty triviali-
sation that the CRASH — style
ollipop, Is, | regr ink, no
doubt good for the bank
balances of its publishers, but for
the UK computerindustry itis
an?rtugtm dd ? Why
an angnrm
then are CRASH and ZZAP! tha
two best selling mags in Britain?!
{Hooray!) And, ' . . . Poor Com-
modore User is an example of
what can happen to anyone
when the rot setsin. .. 7
Inother words, ZZAP! is better
than Commodore User. Anyway,
who is he calling rot? In my view
everything, well almost every-
thing about CRASH is great as it
is, so don't take any notice of
Anthony Jacobson (yuk!), The
corrupt onel'
ﬂ'ihn"u Eluw, m: D"h!'

Couldn't with you more,
David. if you're also a ZZAP!
reader as you seem to be, you'll
no doubt appreciate the coverof
issue 15, which is outas | write—
a fiuffy loifipop speciall

ILM
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B ling Herbert's trunks UP. No?
nWellltry. ..
ILM

» PERVERTED AHD
i HORRIFIC!

' DaarL.h'J
Durin Hmpastfﬂw
, the Forum
|ta1nudlerl‘tarsfm 1
§ conceming -._- aw

there is one fa urs:a‘? On page
76 of the Christmas Special,
there is an advert featuring the
Wally family in Three Weeks in
Paradisefrom Mikro-Gen. At first
glance it seems rather fun.

On further inspection you will
notica that one of the natives has
his indax ﬁng%:_ ended, and is
pulling down ng Herbert's
trunks, toreveal his. . . Butwhat
is the native going to do with that
finger? | will leave you to draw
your own conclusions on this.

It just shows that Oliver Frey
isn't as pap‘rverseh ind horrific as
aornn e thin

rk Bonner aw
l.lddinqﬂnn.
Oh dear, has ally
saidour and hor-
rific?! Tha for draw-
ing our af 1o the interest-
ing fact t it offences are
committed pecple’s
minds! you should look
at it the other way, maybe Mikro-
Gen's naughty native is actually
an ethnic Mary Whitehouse who

is actually in the process of pul-

| THE PRICE OF
| ARCADES

| Dear Lioyd,

| People are always complaining

| about the price of software but

| this weekend | visited Blackpool
| and went into the arcades and it

f | cost me a fortune and with the

| money | spent | could have
| bought a couple of games.
When you buy games it takes

| youa few attempts to get used
toit, in an arcade if you have

' never played the game it will cost

| you a lot to get used to it. So if

| you count how many times you
r;:l.ag.r your game and add up how

I much it would have cost you to

| play the same game in the

| arcade the same number of

| times, you would realise the

| software is well worth the asking

| prica.

| David Gorton, Blackburn,

| Lancs

I Certainly no one has everargued
that Spectrum software isn't
cheaper than playing the
arcades seriously. The problem

lis, Isuppose, that lots of readers

| would say they never do go into

| arcades, and therefore the argu-

| ment is a bit beside the point!

LM

|

e S S S S . ————————

GUN FRIGHT

Dear Lioyd,
Here | am in bed (Th ist
May) Reading CRASH No 27
April — come on CRASH get
your water pistols out and go fire
them — | am on about Gun
ngm | bought the game before
your reviews on it—wow what a
| Now that you reviewed
| stuck my hand out to
gmum:'ﬂanlhavamher
.95 foragame?' She stuck her
hand out and said in a quist
voice, "What do | get for washing

> CUT PRICE ISN’T
» CHEAP

P Dear CRASH,
| am writing to you to warmn other
Spectrum owners against buy-

P ing cut-price software from little
known software firms.

P Inthe March issue of CRASH,
Jon Rose from Bognor Regis

> wrote advising Speccy owners

> to send through mail order for
cheap computer games. So, tak-

p ing this advice, | sent to one of
these so- -called cut- price com-

P puter firms for a copy of Rain-
bird's Art Studio. Then | waited

P and waited and waited and
waited. Finally after receiving

> nathing in six weeks, my mum
wrote a demanding letter to

LUNITSOFT in Glasgow asking for

p either Art Studio or my £11.20p
in refund.

P After only TWO DAYSI |
arrived home from school, and

there, stuck in the letter box was

> a package. After closely examin-
ing the envelope | found to my
p dismay that it was the demand-

mmmw

dﬂ I’I'IEBEQEIMM?
haralamwuumnmmldsav-
ing up for Cyberun.

Gareth Jones, Allinthwaite,
Cumbria

Ibers.‘m'ﬂbumﬂmwum
gone, passed away

eﬁmﬁf&%ﬂuﬂ&dﬁﬂ
a want of a : ]
m—mmbwng‘ mmm then.

ing letter that my mum had sent
which had been returned. As |
ripped up the letter | noticed a
small post office sticker which
read: UNITSOFT, FREEPOST,
GLASGOW G1 4BRC UNDELI-
VERED, GONE AWAY. My mis-
ary was complete.

| hope this letter serves as a
warning to all prospective
buyers, that however believable
the advert may at first seem,
never send for cut-price
software.
Alan Panter, Wokingham,
Berkshire

The history of games software
fand it's not such a long one) is
littered with the golden promises
of cut price mail order firms rnost
of whom lasted a short time and
rarely defivered. The evil practice
still continues. Alan’s sad tale
should act as a stern waming.
NEVER send money to mail

order firms unless you know
absolutely who you're dealing

with, Cheapness isn't every-

thing.

LM
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able and should be b
Thamhfaﬂtismmany
ara over-rated, that are in

Dear Lloyd, on young people. | find that the Dear Lioyd uﬁwm #mu: o n;f“rwatq:m
Having read all the letters of picture on the Sign Post pages is I'm to give my supportto  interest. Still th:tmi:ﬂl'lﬂﬂ'lﬂ' mat-
complaint on Oliver more horrific (or exciting, the idea 3 printing reviewers ter and | doubt whether such
Frey's paintings | thoughtlwould ~ whichever way you see it) than names after their criticisms. I've change would happen %
add my comments on the sub- any of the covers. never understood why this has It seems the Questionnaire is
ject. Firstly lots of people wrote It usually portrays anice Crea- not been done before and to decide the issue but |
about the ‘horrific’ effect on ture/person on the first page and neither do | understand the need 't see the point in that. After
impressionable youngsters. when you turn over on the other for reviewers to remain anonym-  all, who can object to knowing
MNow this may be true in some side is a large picture of lots of ous in the first place wl-im CRASH reviewers share
cases but in most it's just rub- these nice Creatures. Peoplekil- Suchamove is m-iw common thair tastes in games? Most of
bish. My brother iselevenandso  ling or torturing men. sense and will improve what | all, who can imple
are many of his friends, they all is is very effective in a think can be a misleading amendment wﬂI::Ihu-m
read CRASH regularly, suffering  frightening sense and Qli's draw- Misleading the reviewin which

no ill effects | may add. In fact ing skills carry it out perfectly. bacnuaagi m&m forms the of the m ne?
most kids just look at the writing Allin all CRASH is a brilliant games like Everyone’sa  Martin Dean, Lon-
and the photos — the drawings mag and its art beats all other qumm now, butitcost don

are a nice decoration which
brighten up the text.
What worries me is that the

magazines into the ground
(who's covers seem juvenile and
badly drawn compared to

me £10 to find out. People have
different tastes, so when CRASH
highly recommends a game it's

Using the reviewers ' names is

constant barrage of abuse CRASH.) Keep up the good work i ing some people under consideration

against Oli may be damaging his and ignore aIIF;he f:,lz'ss.;.;rr hqg;m| it. But this pqm“- ﬁw they will be usardm}faip
work. Just look at the last few Richard Townsend, Erdington, ity is not made clear in the can't blame a system based on
months covers, none of them, Birmingham reviews. reviewing for being flawed

have been up to his usual stan- So instead of babbling on because of personal opinion. It
dard. For example the Max about how many bonus screans is up to the reader to ]
Headroom cover was just a It's nice to hear some sound there are etc, shorten the game decide on game style, content
photo with only a tiny Oli sketch  sense on this long-toothed sub- description and put in more and y from what is writ-
beneath_lt_. Whatever happened ject. Quite often, the more atten- ® detailed analysis of who may like fen. | do, however, agree that

to the brilliant covers of the first tion is drawn to a contentious the game and so on. Remember Kk ) ' a ruv.‘awér’s tasteis a
year of CRASH. Is Oliver Frey subject, the more harm is per- ® criticisms are im and u%mmm
taking on too much what with ceived and therefore done to the # more often they fail to serve their fo agree with what they say or
ZZAP!and AMTIX!(who'scovers  very people the ‘protectors’ .1, myseif believe the not.

aremuch betterthan CRASH's)?  would save. & awi Ewatm is very unreli- LM

Back to the effects of Frey art

LM
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==
=EXPRESS SPECTRUM,BBC
and COMMODORE REPAIRS!

WHY PAY HIGH

FREE
P GAMES WORTHE24 ‘FIXED'
WITH EVERY REPAIR* PRICES
NEW GUINEA, SALTH ARABIA, YOU DO NOT LIKE OUR ESTIMATE
ZIMBADWE ~ send theit Spectrums to AND REFUND THE PO TAE TNCURAED
{We do not charge you for our @;ﬂ Mbe}:; Epa??r'.lmw:tnfﬂnrf MANCONE for repeirt
fany provues by comrging here B nathing wrong Wit . we Wil 2 e O HIDDEN Caa ﬂﬁ"mgﬁ il

Because we repair hundreds of printworks Lane, Levenshulme,
computers every week, we are  Manchester M19 3JP

Reputations take time to build, @ FOR REPUTATION & HELFFULNESS -
able to pass on our ‘component- Phone061-224 1888

we have been repairing ZX 81°s, 1 have corfue acnoss a firm that will be
’ more than willing to advise you as to
Spectrums, (L's, Apples and :

+ - how to " &
BBC's professionally, for 214 Il d a5 well buying discount’ to YOU in 9888
years — who Is coming second? :;:izl‘g faulty cami:rs.asream?:us lower prices . ., ZBOA cpu OR 061-224 :
i gl 3 _ 3
‘@' Ao UL s W Wl rgair qun;e;:u:lgln%m disouss your pr::m}mu £1 50;1151 SSSOp Upgrade OPEN MON - SAT 9am to Tpm
e With INTERNATIONAL repair servicel and more importantly CORRECT .
CURES™ Phil rs POPULAR

s COMPUTING WEEKLY AN BS.
Y ot t0 charge LOW PRICES for the smatler
eyl (eP2iisl {e.g. €8 for keyboard faults) %8 FOR SPEED - “One firm at least can
) ML affect any necessary repairs over the
U counter in 45 minutes, Based in
’ Marchester, MANCOMP can offer
what is arguably the FASTEST
turnaround in the business to personal  TOT FEtUM journeyl
callers™ CRASH Magazine JUNE 1985 :E:r ?EH day delivery include £1.50
Ta):
THIS IS bgH'F Spectrum users from {Securicor by prior arrangement).
Londen, Cornwall, Scothand, Ori-site maints:
Birmingham, Liverpool, Coventry, gl
Livcester, Gh , LOUM., atc,
AUSTRALIA, AUSTRIA, BELGIIM,
ECYPT, EIRE, GERMANY, HOLLANGD:,
KLUWAIT, NORWAY. PAKISTAN, PAPLA

A FOR LOW PRICES — "My computer
k-t Dbne recently, | took it to MANCOMP,
K wiho fixed it in B minutes! and for less
than & 101 They are local, ‘clued ug’,
and biindingly efficient!” 4 HEATONS

DIGEST,

™R, FOR PROFESSIONALISM — ~Of all the
N1# W repair companies ‘Sinclair u-.aeégm-
W to, seermed the M
PROFESSIOMAL when it came to advice
and a helpful attitude” AUG 85,

1LB.M s and most makes of printers

- we bring down the prices for & )
repairs and components! "’a‘.
{We may refuse ‘o revive § A
computers suffering from g 3 S
attempted D.1Y. repairsl)
Every parcei sent by (3 Hﬁﬂ"ﬂmmﬂﬂ'&%
Royal Mail Receipted Post and insured | )y @
MUHCOMP
A/ |
2
‘%I PRINTWORKS
ai50 availabie. LANE
Guaranteed 4hr responsel

WHY DELAY — oUR Esimares are WWhat we do today . ..
FREE ANDWITHOUT 0BLIGATION.IF others do tomorrow!
NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER
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RIPH

“phg @uthor . « has s
m:rpeshclaurmar#arandmaw
=

Ors
markats . .- you fucky Spectnim =

PRICE: E1 3.95 inclusive

Oinly £198.8% the Saga GLP S 8 diod rratix
near fether qualty mode, 8 compiete Epson gharactar sid,
jpad, @nd &8 CEN ronics and AS232 interface

Microdrive giclenson C
wma with your Saga 3.
£4.96 (Inc VAT)
cound Boost 10 put MUsic in It is very campac
gur Bars fand edewision] The GLP has & ot 10 racommand it
£9.858 (Inc. VAT) prily £199.95 finc. VAT)
Fiaxicable enabes you 1o aive
fwo intedaces THE G'TI:E" 12‘0“
£11.88 (Inc VAT) A precision dod rmadrix printer with @ 2 year watranty, the
Dust cover- To kadp you Citipan 1200 operates & 120 c.p-5 i st draft, or 25 &.p.8 in
COMmpuier and 5808 keyboard M.LQ It has Epson compatdia graphics. srgepor and ircian
clean £4.98 (Inc VAT) lend &5 staregiand, an aptional cut sheal feeds’ and is vary
Cantmnics iientace To drive you' printer £34.85 (InC VAT) eompact Further fearures include r--upurra:-rm: spacing Wil
] marny o8 ghyles and a1 ancepd ) 4K printer B fier
SA GA . The 1200 s 8an axrahent prmie’ _ Gircdair Liser
SySTEMS' SOFTWARE w300 1 A7
jn surpassng e ity af alf word
Lt
posand Tl THE NEW SAGA pX85
Big and mbust N8 [xa5 is @ hadvy dluty ol mair b
i the UK. T prints & 120 c.p.5 I has 8 br
s miartace

in the MS-

John G
v autstanding facilEs
dard -,m-“.'::e.-;-a' g0 characiars an
Bt i it directcnal fogic gaaking v
! i o i "\m"rw"‘ﬁ, :.Inf:::,f:, (A5 232 available) it s & draft quaity oA R
~ Fl range of pne L ‘r.. el anly l'“-“ |:|-|".‘: VAT
A A H - pheip faclily, fuill feadure paprEsson
= -:uu.l-_':ln:-f."c.a:-,u_:'ﬁ!n'.-' oyer 24K fext
F \ space In eIy, conpatitee wilh 1ape
ancl iCrocinvE, W fia @nd: KDOS.
e et Opus dsc SstaS THE LTR1 PRINTER
The Last Ward can also comvert The LTRT 88 12 c.p. 5. letter guiality prirter with RS232
filas from ather word processors and centranics parts builf i, The LTRT printsin ink
such as Tasword. onto standard papar gnd requires a0 intevince to work.
of VAT [ata base and Spraad Sheal The LTRT B anly £1 29,88 (inc VAT
wall be aailabile SO0
Send off NOW for full ¢
atalogue

caps and symbal ghift keys

.hmr.aqmlhumﬂ rmnMMqLﬂemmﬂa
Pmmraadungammm' i

WY e
Fﬂ'&lﬂnﬂ finc. VAT)

3 Eiite | would have

¢ alrpady 586 phe Sag8
jic. As 1S Il smply

of | had o

awarded the 2.4 @ Sinchair LUser Class

say "Bl done il e ¢ Lise
4y £54.85 (inc. VAT)

And tha price & on

THE SAGA 3 ELITE
pavastating’y sman the opposibion jook like: BOyS -
the bast.” = slgr Computing Weakly
‘|t iransiorme i€ humble Spectium = Ginciadr LISEr
will release the lufl potential ol your Speccy TH! S‘Gl LO PHﬂFII..E
gupardeogar _ Ygur Sinclalr Wit large enter Key. Al sizac spacebar and einted Koy e
At its naw low prce of £69.95 (s WAT) the Saga 3. with gat fo be good al £39.98 (inc VAT
it owm nuMber pad, Is aisn deal for the
s’ PRINTE RS

A SYSTEM

THE

printar wilh @

abie. Fof
tractor and fricton
1o 700 @5
w _Binclair User

iibart. gincladr LIsar.
which is made

i DAIoTS, fud

SAGA 1 EMPER Quantity _ Price
OR Y P&P
SAGA 2+ £30.85 SE
= L '3 MD
ﬁﬁﬂ 3 Elite || £54.95 ::II :gg ——— 2Eve p‘:gl; Hv?aEFEH TO: Dept. €6 Order Desk
GA 2001 - £69.95 £1.85 _— i ng, Surrey GU21 4JT T SH'JEI Systems Ltd
SAGA LO PROFILE £110.95 Free _ Mr/Mrs/Miss : elephone: 04862-22977
=L e e— VAN
up-grade kit e BES
LTA1 PRINTER | | e4.09
CITIZEN 120D ] £138.95 :m
THE SAGA DX85 1 £23500 Free ’ TH
FS"TE;DGLP — 219‘9-9‘5 Free i
_| E198, —
LEXICABLE £0.05 Free A s . AN,
B nt 7 \
DUST COVER (Please = SR Free et | [ 1 e A - J VR
spoiy i keyboard N [TTTIITIT] L ADUE ER\
ICS INTER £4.95 Frea A ] [ l A | ARG LT AN
VAT is incl o 513'95 Free f tha'.m' tick method of payment: P D EPTED T - [4 i 2|
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§ which slis these garnas and

g wo . DWIfﬂ'HELEE

2 Ne a8t Kilbride, Glas-

g 9e

:! ]
of Boots is qU . The

B 128K versions are more expen- B
B sive and if you have a grouse it

B should be with Eléctric Dreams 1
B or Activision for not stating the i
B fact on the sds you have seen (if B
B indeed they haven't, not having Wl
i an advertisement to hand to see i
1 at this second). B

ILH [ |

| 128K AGAIN
iﬂﬂwu

s of whether you exist
lornut{nndhatsfmrtw O Cares
-aalnngasFDFlquuepsmn-

o ool o One
Sp-ac‘lmm One
nu}or Mwmnutdis—
umthwalmwmtm
for this machine

programming
wages and higher priced
!Thm Ilr1|ﬂ]!iulr:umv..lm Iaﬂm

GO BACK

TO THE

OLD WAYS

Dear Lloyd,

| am writing to complain,
although your magazine is the
best, over the last few months
certain pages have been annoy-
ing me. The pages | mantion are
where the CRASH Smashes are
reviewed.

ZZAP! has the reviewers com-
ments in balloons dotted in bet-
ween the review. Now CRASH
has copied this system for the
comment boxes in the Smash
reviews. Why? These boxes in
between the actual review are
moast annoying, for me anyway. |
begin to read the review until |
encounter a brightly coloured

» comment box, so | read the com-

ment in the box, then | returmn to
reading the review. ‘So what', |
hear you murmur. By the time |
have finished jumping (my eyes
do the jumping) in and out of the
comments and chunks of review
| have forgotten what was written
about the game and its scenario.
Please end my suffering, go back
to the old system. Why not have
muiticoloured pages like in issue
15's Dragontorc review? Please
stop confusing me, | hate having
to read the review twice to get
the 'know' of the game.

Finally, how do ZZAP! readers
survive their monthly encounter
with the ugly ‘Zzap Zoo' team? |
mean, you get pictures of them
in every review, photos of them
and they even appeared on the
mag's cover! Disgusting.
Douglas Robertson, Carmad-
ric, Glasgow

I know, it is disgusting. But then,
superstars always are rather dis-
gusting. | must say, | think the
new look Smashes are more
interesting, and the convantion
of having separated boxes within
an article has been common in
magazines for donkey s years.
Sorry it confuses you though.
LM

write, I m h I none of this started before
| e fmean, v haveo e e cchor (8
Green, London | am looking forward B oE
PS Answer that one if you dare! reply and the reaction SIS
| readers will take. -
I | dare! What | wrote was quite Howard Hanson
Wi Liversage aimed. Ocoan  Forastartof you e of
released a version of Street this od when ean
}-iuwkmnymmmsaarh' Bur  wastheedifor. Grasme Kidd has
| Mmrurmmmugue Sl 7ow. Clearly he fs mudh iess
ﬂamw:!.‘efﬂ version, but one puritanical than Mr Kean! The
mhﬂ.d to fulfill a con- pictures you refer to were meant
. | do read what | asamake-weight for a cover that
I hwh‘ﬂ ma!br, anyway), but never got done of Samantha Fox
themﬂpmblmis.'n (Oli has some scruples your
the on the paper ‘ know). As for ‘'sensationalism’'—
made by the worn out old record gosh, we don't need that kind of
| ribbon on my Hermes. Perhaps 0*”’”9"9”9’959”5”"‘5”?"“ ¢
l this will encourage Them in know. We're sending Ol out for
Power to buy me a new one — & amonth’s spell on the Ludlow L '

SCOOOOOOO

________________ S
(A """ $ MORE FREY o
| CONTRADICTION | ¢ SHOCKS &
| Dear Lioyd, ¢ Dear Lioyd .
Here is one letter not complain- ¢ ¥
ing about anything to do with the
excellent magazine that your ¢

I brilliant articles are ‘featured’ in

under your name contradicting ,
this. would you print ma
The evidence that | will give will progressively worse,
I pmv? you don't read what you

Look at your page 49 of the that he spends all his tim -
l 27th edition, (April, forthme not ing through Penthause ;

good with numbers!). | am, of
course, referring to the 'Street
Hawk' letter where you said: .

or Rustier to fing

| am proud to beirte ad
computers, and | feel that I

the hasn't been finished .
is coming. justified in ﬁuﬂmg my 'O’ level®
results on the line because of the

Iiidwlmhatpagaa?omesama

issue in your ‘Hall of Slime’. Note interest. | am 16, and am cer-

Mr Adam Liversage's claim of tainly no puritan but | -
| 030 pomt: E'iai;-rg turbed at this serious Mn
n‘%hat is not yet finished!ll your magazine's feature.

Will ou please read what you Bear with me when | say | that l

teo years worth of typing has ‘PﬂnshGazerferngerthefeeHm PS

So, enough for another month. All the team now take their leave,
qulotly wandering off to dark cormners for a well sarmed rest and time
to lick thair FORUM wounds inflicted by a cruel-hearted public! See
you next month —letters to LLOYD MANGRAM, CRASH FORUM, PO
BOX 10, LUDLOW, SHROPSHIRE SY8 1DB
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HAVING FUN WITH

by Rosetta MclLeod

EDUCATIONAL SOFTWARE

A recent survey undertaken for the Independent Broadcasting
Authority shows that a third of all households in Britain with chil-
dren, now own a home computer. On the surface this seems
encouraging, but the question has to be asked, To what use are
these computers being put? The vast majority of home computer
users may do little more than play arcade and adventure games,
and it is a pity that the enjoyable educational software on offer does
not reach a bigger audience. The programs from AVFP Com-
putingreviewed this month are good examples of software which
can be of use both in the home and in schools, because of their
relevance to the learning process.

AV P have long been known to teachers as publishers of excel-
lent audio-visual materials, and now they have turned their atten-
tion towards educational software. Over a hundred of their own

programs are described in their Primary and Secondary
catalogues, together with a wide selection of titles from other edu-
cational publishers of quality. Teachers will welcome the fact that, if
official requisition forms are used for ordering, titles may be
obtained on a fortnight's approval.

Certainly the catalogues are well worth obtaining, and the prog-
rams |'ve looked at provide a useful cross-section of the wares
AVF have to offer. The programs for Secondary schools cover
Science, Mathematics, languages, social subjects, Economics,
Computer Studies, Music, Art, careers guidance and administra-
tion, while those available for younger children represent all ages of
the Primary curriculum. For more information, get in touch with
AVP Computing, Hocker Hill House,
Chepstow, NP6 5ER.

WINNER TAKES A HOLIDAY

money has to be lost to stay within
the range! The guestions cover a
range of facts about the country,
from its national airline to its

Would that there were more educa-
tional programs which provide as
much fun as this ona! Aimed at the
Geography classroom, this game
teaches the user the capital cities
of various countries, together with
various facts about the countries
Section One, with two levels of
difficulty, uses multiple choice
testing for matching countries and
capitals. The player has the option
of learning the work on the compu-
ter befora starting the game (a very
useful feature) and a one player or
two playerteam game may be
played.

Each player has a safe in the
attic. To reach it, a ladder has tobe
climbed by answering the ques-
tions comrectly. The answers are
entered by pressingakey— 1106
— corresponding to the choice
from six alternatives displayed. If,
for example, the player is asked for
the capital city of Angola, Luanda,
Doha, Conakry, Salisbury, Roseau
or Caracas might be offered.
Choosing Option 1, Luanda,
answers the gquestion correctly
and one rung on the ladder is
climbed. When an incorrect ans-
wer is selected in the two player
game, the other player moves up
the appropriate number of rungs
on his or her ladder; in a single-
player game and incormect answer
rmoves the player down the ladder.

Once the top of a ladder has
been reached, the player can open
the attic safe and release the
money that has been saved (from
£0 to £90) first to pay off the
mortgage, then to save for the holi-
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day. When the thermometer on the
screen is full, a problem is given in
the form of the name of a country
or capital with the letters denoted
by dashes. Solving this problem
results in the player being given a
holiday destination together with a
secret code which is needed for
entering the second section of the
program.

| found myself going to Greace,

with ticket No 59 on Flight 18, and
with the secret code 143. In this
part of the game, the player is
given £100 to gambie. Ten ques-
tions based on the holiday destina-
tion are asked, one at a time, with
five answers to choose from

offered on screen against a variety
of odds. Money has to be gambles
s0 that the amount held remains
within a given range. Sometimes

Answer the questions right to climb the ladder to the attic safe
and you can pay off the mortgage. Then answer some more
guestions to climb the ladder and grab some holiday money.
Cameron's not part of his rat race — he lives in a caravan and

thinks he's on holiday all the time!

approximate area. Failing to reach
the target amount reveals the
answers to some of the questions,
and another attempt is allowed.
Success in this section of the
game allows the player to embark
on a flight to the allocated holiday
spot, but towards the end of the
journey there is an emergency and
the the plane has to be landed!

| found this game to be quite
addictive. It is soenjoyable that the
player is bound to pick up a lot of
information without being aware
that an education is being given! If
used in the classroom, the game
could also be useful in encourag-
ing children to use reference
books to find the answers without
having to rely on guesswork, I'm
afraid | haven't yet succeeded in
landing the plane, but I'm definitely
going to keep on trying! Winner
Takes A Holiday costs £10 for the
cassette or £12 for the Microdrive
version.

COMMENTS

Control Keys: mainly number
keys, but clear instructions appear
on the screen

Keyboard play: very responsiv
Use of colour: excellent .
Graphics: very good, but at times
the flashing screen can be distract-
ing

General rating: brilliant! This
game could be played by the fam-
ily at home, or tha children at
school, Educational and tremend-
ous fun!




HEART

AND CIRCULATION

This Human Biclogy program,
designed for use both in the clas-
sroom and at home, offers a
choice of four topics: the heart; the
circulation system; arlenes, veins
and capillanies; and blood flow. In
the first section, the user has to
label eleven parts of the heart,
such as pulmonary arteries and
veins, valves and the aorta. The
correct labelling can be viewed
before the test sequence, and the
computer marks the answers
given in the test on the screen.

Section Two — the circulation
system — involves the same sort
of labelling activity, again with the
option of seeing the correct ver-
gsion first. The demonstration
showing the functions of arteries,
veins and capillaries Is very clear
and informative, and then the user
is asked some guestions on the
topic to show understanding of the
different functions performed.

In the final section, the compu-
ter demonstrates the route taken
by blood as it flows through the

circulatory system, and the user
can select the starting point fram
the following list: liver, intestine,
kidney and lower body. The path
taken is plotted graphically on a
diagram of the circulatory system.,
This is a very useful program, and |
particularly liked the way the com-
puter marks the answers on the
screen. Students of GCE O level
and CSE will find it a helpful seif-
test resource. it is available on cas-
sette at £10 or on Microdrive at
£12,

COMMENTS

Control keys: single key com-
mands

Keyboard play: fast

Use of colour: limited to red, white
and black

Graphiecs: very good diagrams
General rating: used in conjunc-
tion with notes and textbooks, this
program is a helpful revision aid.

A spot of Human Biology in which the stringy bits known as
Arteries are explained. That's HEART AND CIRCULATION for
you. ..

BUYING

AND SELLING

This program 15 a shop simulatian
which may be used to provide
dynamic illustrations of a wide
range of processes including price
setting, profit and loss, stock
| organisation, customer reaction
and sa an. At the beginning, there
is a choice between playing the
game and the study option. The
program displays all aspects of
trading in both tabulated and
graphic formals, and the aim, of
course, is to work towards a profit-
making business over the number

of weeks — a period of up 10
twenty weeks may be selected.

At the start of trading, the stock
in hand consists of 25 Mars bars,
25 Kit-Kats, 18 bottles of Pepsiand
15 of lemonade, together with £3
of cash. The player then has to set
prices far this initial stock to pro-
duce an income which will enable
replacement stock to be purch-
ased, cover overheads and losseas,
and also generate some profit.

The accompanying booklet
gives helpful information and

The Mammalian Heart in all its glory — or should that be ‘gory’.
Name the bits and get a high score in HEART AND CIRCULA-

advice essential for succeeding in
the task, while the screen displays
show the trade details for each
week of business, which can be
sub-divided into weelkly charts for
gach of the food items. Up to two
assistants may be hired, a move
which has the advantage of impro-
ving service and thus generating
more potential customers, but of
course staff cost money, and may
prove to be dishonest!

The number of factors to be
borme in mind while running the
business makes this game
interesting and absorbing. Prices
have to be set each week, staff
fired or hired, goods re-ordered,
overheads paid, and all the while
the graphic and tabulated informa-
tion must be read and understood.
The study option simulates a typi-
cal trading pattern with realistic

fluctuations within an acceptable
range, but the game eliminates
random factors and produces
exact relationships. The cassette
costs £10, and on Microdrive it
sells for £12.

COMMENTS

Control keys: kept simple and
clearly described on the screen
Keyboard play: very fast

Use of colour: black and white
anly

Graphics: very good

General rating: a useful and
enjoyable simulation program, The
absence of colour is unimportant
and makes the screen displays
much easier toread. Forencourag-
ing thinking and the weighing up of
information, this game is invalu-
able.

Our Cameron tries his hand at a bitof BUYING AND SELLING —
it looks like he's flogging off lots of lemonade to make ends
meet. li's be the CRASH Camera next!
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TABLESPEED

This wery enjoyable program aims
to improve a child's familiarity and
skill with multiplication tables. At
the beginning, the user can select
the time limit and set the highest
number table on which questions
will be asked during the session. A
scornng system is in operation, 5o
that high marks are awarded for
choosing a short time limit and a
difficult table. By holding down key
5, the child can get help from the
computer, but will lose five points.
The questions are clearly dis-
played on the screen together with
a choice of four possible answers,
This makes the program accessi-
ble even to less able children, and
the time elernent means that older
children and adults can also have
fun with it.

During play, the computer gives
helpful remarks, offers sugges-
tions and words of encourage-
mant based on the user's perfor-
mance, and at the end it is possible
to obtain a certificate via a printer,
or to request the computer to draw
a pattern on the screan. My only
criticism of this excellent little
pragram is that it is not possible to
turn off the sound which began to
drive me mad! The Tablespeedcas-
sette costs £9, or £12 for the Mic-
rodrive version,

COMMENTS

Control keys: choose the option
by pressing keys 1-4

Keyboard play: very responsive
Graphics: limited but attractive
Use of colour: very good
General rating: a very effective
and enjoyable program for use
with anyone fromthe age of 7

PHYSICS

At last, the program that Physics
teachers in Scotland have been
waiting for! A revision cassette
which covers the syllabus of the
Scottish Certificate of Education
‘0" Grade course. The program
begins by offering a choice of four
tests, with or without sound
effects, Test 1 covers the 1982 'O°
Grade paper, and as the guestions
are not on the program, the candi-
date needs to have a copy of the
question paper. All the questions
may be attempted, or a selected
section may be concentrated
upon from VWaves, Dynamics, Heat
and Gasses, Electricity and Mag-
netism, or Electronics and
Radioactivity.

The test begins by displaying a
multiple choice grid on which the
user enters an answer. The option
to amend the answer is given, and
when the answer is confirmed the
computer immediately checks it If
it is correct, the next question
comes up; if wrang, a hint is given
and the user is given a second try.
If this is also incorrect, another hint
is given, but after the third incor-
rect attempt, the right answer is
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Notbadatmu

Itiplication tables, is Cameron. He's so good, he's
playing TABLESPEED at fuil speed: two seconds a go

displayed.

When all the questions have
been completed, the program
shows the guestions which were
correctly answered at the first try,
those which were correct with
help, and those not correct even
after three attempts, A score is
then given based on the following
system:

Correct first ime 2 marks

Correct after one hint 1 mark
Correct afier two hints half mark
The cassette also contains a test-
making program which enables
the user to set up test data. It is

Cameron gets it right. Mechanical energy does involve move-
ment. That must mean that Cam (despite his nickname) has no

mechanical energy on Mondays

possible to enter up to ninety-nine
questions, spiit into a number of
titled sections with two hints
allowed for each question. Again,
the guestions must be of the multi-
ple-choice type, with four or five
possible answers. The instructions
for entering the test questions and
answers are very clear and easy to
follow. All in all, this a very useful
and flexible program, and I'm sorry
| didn't review it in time for the SCE
axaminations! The package costs
£8, and versions covering the 'O’
level syllabus for the JMB and Lon-
don boards are also avallable.

COMMENTS

Control keys: for the tests, yvou
choose the option from Ato E
Keyboard play: fast

Graphics: none

Use of colour: almost entirely
black and white

General rating: an excellent and
serious revision aid for the 'O’

Grade student. The "test-making’

option makes this a flexible pac-
kage which is superb value for
MOoney.
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An Action-Strategy game
for the fearless
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Can YOU free me
from the curse?

I am the Toadrunner
and must not fail
in my quest, if |

am to regain my
\ human form.

Available from all good software retailers — If it's not there, pleas
order it —or in case of difficulty send your crossed cheque/
P.0. made out to Ariolasoft U.K. Ltd., including your own name ar
address, to Ariolasoft, P.0. Box 461, London NW1 2ND.

Toadrunner Amstrad Disk £14.95
Amctrad or Enactriim Caccatds OO G



2(—) BOMBJACK Elite

M.O.V.L.E. Imagine

6(—) GREEN BERET Imagine

14 ( 8 HYPERSPORTS Imagine
16 (—) CYBERUN Ultimate
18 (14) SWEEVQ'S WORLD Gargoyle Games

20 ( 9)GYROSCOPE Melbourne House

24 (12) SPY Vs SPY Beyond
26 (—) TAU CETI CRL
28 (23) TOMAHAWK Digital Integration

30 (—) QUAZATRON Hewsons

Lots of freebie fun is in store for Phil Martin of Devon who should be spending a lot of time in front of his
computer as he plays with all the new games he’ll be choosing as this month's £40 winner of the Hotline draw.
Four more ever-so-trendy readers will have sparkly new CRASH hats and T Shirts on the way to them: Matthew
Payne of Gloucestershire; Robert Graham from London; Michael Cooney who lives in Eire and Christopher
Prettejohn who's from Cornish Pastie land.
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2( 4) FAIRLIGHT The Edge

4(16) LORDS OF MIDNIGHT Beyond
6( 9) DUN DARACH Gargoyle Games
8(10) RED MOON Level 9

10 (15 DOOMDARK’S REVENGE Beyond

12 ( 7) ROBIN O’ THE WOOD Odin

14 (26) TIR NA NOG Gargoyle Games
16 (22) GREMLINS Adventure International
18 (11) FRANKIE Ocean

20 (28) SPIDERMAN Adventure International

22 (12) ADRIAN MOLE Level 9/Mozaic
24 (—) OUT OF THE SHADOWS Mizar
26 (—) MINDSHADOW Activision

28 (—) URBAN UPSTART Richard Shepherd

— *\ i 30 (25) AVALON Hewsons

Alan Reid from Bonny Scotland — Glasgow to be precise — will be receiving the attentions of Aunt Aggie along
with forty pounds worth of games software for being the first out of the hat in this month's draw. CRASH hats
and T Shirts should be soon be basking in the sun, adoming the forms of: David Gorton of Blackburn; lan
Bowater of Warley; Adrian Youell, who's a regular hotline contributor hailing from Essex and lastly, but by no
means leastly, Duncan Hardy — a Norwich lad.
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GATHER UP THE P03
OWNING A MYSTICAL &

wememems Walch as your
" Tl s
collection of Posters
grows every month

This month Guru Denise and Auntie Aggie have been working
overtime. They've been coming in early in the moming, perform-
ing strange dances and singing weird incantations to the dawn to
raise the power of the MYSTICAL SUBSCRIBER NUMBER so
that it may work its magic for those of you who are members of
the elite group whose names and addresses appear on Guru D’s
computer.

And their efforts have paid off handsomely. Along with the

OURNAL OF MYSTICAL AFFAIRS this month, owners of a

YSTICAL SUBSCRIBER NUMBER will be able to complete
a special HOLY TEAR OFF COUPON which allows them to save £2.00
on Mirrorsoft’s latest game, . A Biggles poster will
also be included with their copy of this i of CRASH and if the
power of the MYSTICAL SUBSC NUMBER wins
through, they may well also get a poster from Mikro-Gen — a

jece of Oli Artwork in the form of an A3 [[EN]HEIIEY. An A3
poster from Hewson's is on the cards, too.

And of course there’s a special competition in the JOURNAL
OF MYSTICAL AFFAIRS: the winner is to be treated to a day
out at CRASH TOWERS. T Shirts and jog suits are on offer as
prizes an’ all. Isn’t it about time you made sure you had the power
of a MYSTERY SUBSCRIBER NUMBER fighting for you?
There's some attractive goodies on offer to tempt you. . . .

A

5 MIGHT  GUNNER,
MHMIM-E
kbl e
e cant b o daal. Nood we sy

MORE
WERFUL
PoT AN
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\ITIVE BENEFITS OF
SUBSCRIBER NUMBER!

Guaranieed Biologically inactive! ._._._._._._._._

ir com- " MYSTICAL
is month Mm.mumnnuusauindn;fg;:":nﬁ:iﬁﬁin her ! SUBSCRIBER NUMBER
m'ﬂam}mm specuumnﬁf:d wonderful things, Spitting | APPLICATION FORM

R did we MYSTICAL .
bscription computer io the owner © | Gosharootie Guru D! I must
" ame. That name belongs (O ELA“KE of i get on the m&ww — this

] — a certain
SUBSCRIBER NUMBER 1},“:33 MYSTICAL SUBSCRIBER « MYSTICAL SUBSCRIBER
I NUMBER wheeze could

T . If you nf!

Enfield in Middlesex b next munfl
NUMBER, maybe you could get hucky i change my life. Therefore I
> . enclose my £15 seeing as I live

NOT YET A MEMBER OF THE AL L
ELITE GROUP OF MYSTICAL
SUBSCRIBER NUMBER OWNERS?

Put things right with a ue to Guru Denise and the
benefits of MYSTICAL gﬁ%ﬂﬂkﬂﬂ NU:'!I;:ER nrwr::rpship.

This month, by special arrangement with
m, people applying for a MYSTICAL stm

* European person), and I've
| ticked the boxes below to indi-
| cate the pressie I'd like to
* receive.

! Have a chat with that com-
| puter thingy you use to keep
» track of the personalised MYS-
| TICAL SUBSCRIBER NUM-
iBElILS and convince it to give

. me one, starting with Issue

(enclosing the appropriate bribe in the form of a e
cheque made payable to NEWSFIELD LTD) can choose to Ilaml:ummunlr knownas .....
receive a FREE BINDER or a FREE COPY of the CRASH CRUMPY "
SMASH compilation tape or TWO FREE GAMES chosen from
the selection on this page!

Not a bad deal, eh folks? Fill in the application form if you are mh“"mm

. — - i .- = - / ) =
: . T3 s
; |
- . =, '-': b, ; - I .' |

tempted, whizz off your cheque or postal order and sit backand My hyeans oo s opry | A0 TUSUALY five 2
wait for the power of the MYSTICAL SUBSCRIBER NUMBER :ﬁm qu.:',..ﬂ‘ l:t- i
to start working for you! Hﬂ:gﬁm*ﬁmu :
”“h“bu? hl .
® o7y SNS! 9% st iy |

0 llr esome j POST CODE ...

Soudmaore
dashes o catch the Channel Fermy which
vill take him 1o 2 e of lelsare far from

Yive boney arm of the lw, 1 he makes H on

uﬁuhﬂlh-ﬂ-"' m“

Freadom K0t ... Full detalls of the game ""‘Hmhhm.-.

appoar on Page 12 of lssus 20 In case mh'hﬂnuﬂ

ﬂhlnﬂmlﬂﬁiﬂ- _‘ﬂnh”hm“b
"'",“ Siaton produced i

azn_-“'.lnh

g T

| so please send my copies of
*CRASH, JOURNAL OF
| MYSTICAL AFFAIRS and
| freebies to me there.

=
i
-
£
=

U SIMBEL/PROFANATION
TABOLIS
ONTY ON THE RUN
TTY PIGEON
0CCO
AM STOAT SAFEBREAKER
RUMPY GUMPHREY

:

H SMASHES
H BINDER

GURU DENISE, HOME OF
THE MYSTICAL SUB-
SCRIBER NUMBER, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB
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share of this month’s FRONTLINE is given over to the
Coventry Crew, but the last game, arous press sorTware’s
The Force is perhaps the most interesting.

Producer: PSS
Retail Price: £9.95
Author: Alan Steel

Theatre Europe. The very mention
of the term conjures images of
CND banners, argumentative
politicians and a barren, night-
marish wasteland where life as we
know it has ceased to be. This is
what this game Is about: the grim
reality of a nuclear holocaust.
Before those of you with strong
feelings start to argue the points of
mixing the hormific consequences
of war and computer games, the
object of Theatre Europe is to
avoid any sort of nuclear confron-
tation —or at least to demonstrate
how such a conflict could never be
won.

The game offers options for a
single player to take on the com-
puter, a two payer head-to-head
or a demo version whera the com-
puter plays itself. The latter option
is very Interesting and quite
frightening. If you buy this game |
strongly recommend you sit down
and watch what happens!
Although this is essentially a war
game it uses a series of screens to
depict the action in a very atmos-
pheric way. Thereis also an arcade
action sequence which may be
incorporated by shoot em up fans
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STRANGER
ROADS
THAN THIS

The Frontline Forum has been dropped for thisissue —
there's no shortage of letters, but there just isn’t the
space to do them justice. Keep writing in

though...

I've been promised a Forum spot for the August issue.
Meanwhile, there are three interesting games for you
to have a look at: Theatre Europe has been long in
arriving but the final version has made it worth the
wait; Iwo Jima, another title from rss, means the lion’s

THEATRE EUROPE

or ignored by serious wargamers.
If the arcade option is chosen,
you are asked to select a battle
once combat is under way. Move
the cursor over the desired unit,
and a picture of a plain with a city
in the background is presented
with aeroplanes, helicopters and
tanks moving about. A target cur-
sor is placed under your control in

similar style to Missile Command |

and this is used to d the
enemy. At the bottom the
screen icons depict different kinds
of weaponry. It's a good feature to
have, as the process of co-
ordinating your defences
becomes more complex and logi-
cal.

Your performance in the arcade
sequence plays a major part in the
game, as it is taken into considera-
tion in arriving at a strength factor
that decides the fate of forces
elsewhere: doing badly in this
phase results in severe losses all
round.

Once you've decided whether or
not to take the action screens, the
forces you would like to command
need to be chosen, either the War-
saw Pact or NATO. Special units
are made available to the Warsaw
Pact: the 1st Airborne Army which
can be flown directly behind
enemy lines, and the 1st Amphibi-
ous Army which can move over the

Reading the review should give you a
tion of my opinion of The Force, but however well this
game has been designed, it's a good sign generally
that new ideas are being explored in strategy games.
I'm not advocating the end of historical simu

ear indica-

ons (or

conventional ones for that matter) but a little more var-

iety wouldn’t hurt.

In coventional games, companies have explored
many kinds of simulation. It would be interesting if a
software company licensed some of these titles and
converted them to the Spectrum. For instance, Dark |
Nebula, aow's space explorationand combatgameisa

little long in the tooth now, but it would make a great
computer game. Somebody wrote in this month and
suggested the old Steve Jackson Games Ogre and
%as candidates for conversion. | agree entirely.
There is a massive list of possible game subjects for
the interested Managing Director. Now all we need is

G

an interested MD.. . .

And finally — after last month’s suggestion in the
Forum, I've included a new rating — OPPONENT. This
is a percentage rating of how good the computer
opponentis on the basis of a few (hard fought) games.
| On with the reviews. ..

. REBUILD FPHASE
CEP‘S

-

The conspicuous looking blobs

stretching down
blood crazed Warasw Pact armies. Al the weatern forces have

their Arrn level dispisyed and are

the map are

peacefully pre-occupied .
performing parachute displays and such. The tension mounts. |

sea to a tactical attack point.

Next, one of the three levels of play
must be chosen. Level One plays
a totally conventional war game
gnd, unless provoked, does not
use the nuclear or chemical
option, whilst Levels Two and
Three see the computer using nuc-
lear and chemical options to pre-
vent you winning the game. Level
three plays a highly intelligent and
unpredictable game, and nuclear
escalation on this level is usually
enonmous.

With ﬂ;ﬂElerval saa:a_ﬁt%d a dat;irad |

of Eu astem Rus-
;I;!p ﬁncludrﬁ%e Moscow) is pre-
sented showing mountain ranges, |
capital cities, country borders and
all the armed forces of both sides. |
It is time to move your units. Place
the cursor over desired unit,
press fire and move the cursor to
the place where you want the unit
to end up. You can only move one
character space at a time and the
unit moves as so0n as you press
the fire button again.




Once all unit moves have been
decided, the attack phase follows.
This time, position the cursor over
the enemy unit you wish to attack.
Any amount of your units can
attack a single , but
once a unit is sent into battle it can-
not be halted until the phase is
over,
When the attacking moves have
been set up, the R key starts
the fighting. If the action screen
option has been chosen the com-
puter asks the player to select a
battle, whereupon the on screen
action happens. If the action
screens aren't operational, the
battle is decided on merits of air
superiority, supplies and arma-
meant.
After the battle, units can be rebuilt
with somewhat scant supplies.
First, a guantity of armament
supplies can be issued to the more
desperate forces using the cursor
to select units and the fire button
to indicate the quantity of supplies
to be allocated. Similarly, air sup-
Ilgﬁ;t supplies may be allocated.
rebuilding schedule needs to
be planned carefully — once a
supply is sent it cahnot be
reclaimed.
After rebuilding you move ontothe
air phase. This is to determine how
to use your air command during
the next turn. Reserve air units can
be accessed, but they are very
limited and have to be used sensi-
bly. Several options for allocating
air reserves are available, some
essantial and some tactical.
Essential options are air power
{the most important), counter air
strikes and reconnaissance. Other
options include interdiction,
assault breakers, deep strike and
iron snake.
Counter air strikes are attacks on
enemy airfields and bases; inter-
diction is where planes are sent
behind enemy lines to attack
enemy supply and movement net-
works. Care has to be taken when
using this option since it carries
the risk of setting off a retaliatory
nuclear strike. The other threa are,
respectively, an attack on a single
unit, a strike into enemy territory,
and an attack on railways to dis-
able enemy reinforcements.
The most controversial part of the
program involves the use of cham-
ical and nuclear weapons. There is
an ion — Special Mission —
which allows the player to set offa
ic chemical or nuclear
launch. A chemical launch is
automatically targeted on an
enemy Supp?'; city. A special read-
out gives you the details and
expected results, and reports on
the outcome of the attack. This
mission carries the risk of an
enemy nuclear response.
A strategic nuclear attack involves
some pretty tense moments the
first few times it's used. When you
first switch to nuclear mode you
are given 30 seconds fo ring a
phone number and obtain a spe-
cial authorisation code. This is a
re;i number, contactable 24 hours
aday.
The code number are gives direct
control over all targeting and
warheads. There are three sepa-
rate settings: Standby, to which
the game reverts if you decide
against a launch; Strategic
Launch, where a single nuclear
strike can be ad ; and finally
Fire-Plan, a full-scale strike.

Targeting a single nuclear or
d"lﬂf‘l‘lit:r;? launch is alarmingly sim-
ple. You are given control of a cur-
sor to position over the desired

target. Press fire and the rest is
done automatically.
When under nuclear

attack, the launch is detected and
a target cursor follows the -
ress of the enemy missile. if your
Reflex system is o ive, your
forces automatically launch a
strike of similar size. There is
nothing you can do but watch the
targets bﬂin%dash'oyod in a sequ-
ance of graphic screens.

As the game s played, it becomes
[ ngly obvious that the war
cannot ge won  with nuclear

weapons.
This is a brilliant game which offers
more than the usual run-of-the-
mill war game via its tense action
screens and gripping atmosphere.
The arcade sequences mean that
arcade players could well become
interested, and the simplistic
playability means that novice war
gamers can get into this with ease.
Wargame purists might become
rather bored by the rather superfi-

cial gameplay and the action
screens, but it's well worth buying
if you do have an interest in war-
gaming — and the future.

PRESENTATION 86%
Attractive and intelligent options,
neat screan layout

RULES 87% _
Good for players of any experi-
ence

PLAYABILITY 81% .
Easy to get into and highly addic-
tive

GRAPHICS 83%
Atmospheric and neat

AUTHENTICITY 89%
Lacks details but the general flow
is realistic

OPPONENT 88%

The computer takes advantage of
every weakness

VALUE FOR MONEY 85%
Well worth it

OVERALL 84%

A ht provoking picture of a
possible future

IWO JIMA

Producer: PSS
Retail Price: £7.95
Author: John Bethell

This reconstruction of one of the
glé{mmdm%t balﬁlgm of World H:Bar ill_;s

acific campaign the
latest in the thd?:B\la mes
series Pss began with Falklands
82. It uses a system similar to that

SERS CALM

TFE pta',rulr (as there is no mh:u
a option) must alwa (]
E'my:rtdﬂp;f the A.rmmany;sﬂrms
with the objective of eliminating all
the enemy units between turns 32
and 36 (depending on the difficulty
level set). The EI'IBIE may funifﬁ
positions, make suicide attacks

a unit is about to be wi out and
launch air attacks against the car-
rier force bringing reinforcements
and artillery rt to your units.
As Iorg;s th hore flest is well
defended, weather permitting, you

may launch air strikes against the
enemy.

Though smaill; In IWO JIMA is & definite Improvement
Hhmhm mlhut:nn- are the option and

Information windows

of its with full map
display at all times, five levels of
difficulty, phased order sequ-
ences and a game design that fol-
lows the pas philosophy of ‘play-
able' games — games do not
take more than a couple of ses-
sions to complete.

As he did with Falkiands, the
author has willinﬂry sacrificed
some authentici the sake of
playability. There is logic to this
move. A detailed simulation of the
conflict would definitely have

strained the limits of a Microdrive-
based , lat alone one on cas-
setta. game still tries to cover

the battle in reasonable depth,
however.

The package is simple, consisting
of a small cassette case and a
booklet of instructions. Loading
takes no more than a couple of
minutes and once the program is
in memory, the first of the aesthetic
improvements to Bethell's game
system becomes obvious. Every-
thing is menu driven: the player
only ever neads to use three keys.
In a wargame, there's no reason
why this cannot always be the
case, as the increase in the speed
of interaction between player and
computer allows strai rward
implementation of a strateqy.

All the game functions, from set-
ting the difficulty level to choosing
a unit to order and the orders
themselves (Move, Attack, Land,
Pass) are simply selected from
information windows and con-
firmed. All relevant information on
the unit currently selected is also
displayed in an information win-
dow using an abstract points sys-
tem. Units have an aggression fac-
tor, defence factor, movement
factor and a range factor, all of
which affect combat ability.

Initially, the player must establish
a beach head with the first of his
units  (reinforcements  arrive
throughout the game) and there
are six beaches which may act as
landing sites. Many of them are
penned in by minefields and so a
careful choice must be made as to
which units land where. There is
no restriction on the number of
beaches that may be used, solong
as units are not stacked in the
same area,

That really sums up the game. Get-
ting into lwo Jima is an extremely
simple process, no doubt because
it was designed with beginners in
mind. And this brings up the ques-
tion of why pss include arcade
sequences an their more 'serious’
games and yet exclude them from
these introductory efforts. Not that
| am advocating their use at all —
but it does seem rather strange.
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There is some animation in the
game, however. Air strikes by
either sida are rather crude
depicted by a simple aircra
silhouette that passes over the
target area.
There are faults with the
Alr strikes can only be cal ithar
after an attack by ground forces or
by a unit that del aly tries to
attack whilst out of range. This
rna.il could have been made nea-
& limited Intelligence used in

ame seems to be affected

I:,z proxi and not by ter-
rmn designer has
decided to make the whole island
visible during play, the display size
of the units is very small indeed
and when several units are in close
proximity, this can lead to confu-
sion.

| can see this game appealing to

those who feel dauntud by some
other companies' more complex
offerings and would still like to
venture into the area of wargam-
ing. | must stress that its appeal for
the more expearienced player is
likely to be very limited.
of the way the author has changed
historical details in the name of
playability, an looking for an
accurate means of simulating the
battle is Iikozln be very disap-

alr that, the ﬁnal result is play-
able and pss are not demanding
that you break the bank to obtain a
copy. Someone just looking for a
way to a couple of hours at
the k without wanting to
risk a migraine may get something
from Iwo Jima. For anyone else,
steer clear. It probably won't be
worth it.

PRESENTATION 72%
Well laid out instructions but the
map looks slightly crowded

RULES 67%

Great for the beginner but apart
from the historical notes (which
could have been longer but are still
welcome), there is little for the
maore demanding player

PLAYABILITY 68%

Easy to get into and good; fast
i i g sk B
die to play.

GRAPHICS 57%

cris of IwoJimais let down
2 F.ﬁ% markers and tar?aﬁn

AUTHENTICITY 48%

Too much has been left out for
playability's sake for this to be
considered authentic, but perhaps
beginners can overiook this

OPPONENT 41%
Doesn’t put up much of a fight

1'ni’,I.Ll.IE FOR MONE‘\' 59%

would mas‘ter the game befu«ra
long.

OVERALL 60%

When | first saw this on the

Commeodore, | didn't like it at all.

However, its good points have
ownonme. percentage has

ggan given with the beginner in

mind.
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THE FORCE

Producer: Argus Press Software

Retail Price: £9.95

Author: Designed by Ron Harris and Paul Clansey,
programmed by Concept Software

The Force represents an unusual
approach to stra gaming.
Instead of belng a military com-
mander in charge of winning a bat-
t}u againstan aaslify identifiable foe
e process of eliminating the
nppus-lﬂﬂnﬂ forces, the player's
task i _|r:_ih Eg run a towrg unnutagful-
ary. presents more of a
challenge to the p , as the
police E?ym a peaceful force in a
genera peaceful society and the
enemy’ is not easily observable.
The sup ly typical town of
Middletown has been created as
the backdrop for the strategy. it
has of the features ofa’
ical' small city, complete with
urban, suburban and residential
housing; centres of entertainment:
i al estates and the unfortu-
nate but realistic run-down, under-
developed areas. Middletown also
has its own airport.
Across the town are four police
sta'ﬂuns Each has its own particu-
equi and policing style.
Ymr is to effecti control
and co-ordinate these four sta-
tions with the aim of keeping down
crime whilst simultaneously creat-
ing a good community atmos-
phere.

the icon for of unit
want (foot, mmoz:a':l and auyuc:\i;
and positioning it over the area
that needs covering. The diary for
the week ahead needs to be
checked while deploying forces.
Units selacted to police the events
in the diary have to ba taken from
the correct station, day and shift.
The computer will not allow for
error here, A message window at
the bottom of the screen tells you
how the events go, and tells you of
any other crimes that happen dur-
ing the weelk.
The statistics for the week may be
examined to help a strategy for the
coming week to be devised so you
can fry to meet the changing
requirements of each area of the
city. At the end of the week a mini-
arcade section puts the player in
control of the traffic computer. As
cars and trucks move along a
perimeter road and venture
tarvmyﬂ'l? ﬂﬁm be bl
ng to be kept running
m n‘lﬂnd priority on a set of
0gg moving a cur-
sor over them ﬂnzypmasing fire —
the lights remain green for traffic
flowing in the selected direction

until 're changed by the

icons abound in this unfrisndly looking distribution
Actually It's quite simple once you get the hang of it

The individual tasks include visits
by VIPs who arrive at the airport,
nmtin?s of all kinds, marches,
ootball matches (the town has an
aspiring team that is climbing up
the League, though there has been
no trouble to date) and traffic con-
trol. Such tasks are incorporated
into the daily routine of making
sure there is enough manpower
available for the day's three shifts
and, of course, throughout the
weak,
Gameplay is fairly straightforward,
as the whole simulation is icon dri-
ven. An overall view of the town
may be split into any of four more
localised views, with a police sta-
tion at the centre of each. These
are shown in pictorial form during
the dep t of units. They may
later be viewed as collections of
colour coded icons which show
the crime level in the locality. The
lighter the colour, the higher the
crime rate in an area.
Units are deployed by selecting

player. This part of the game only
lasts for a minute, so speed and
accuracy are essential for main-
taining a good traffic flow. After the
arcade sequence has been played
through, a message rates your
ance as Superintendent.
ilst araus PRESS have taken an
original approach to a strategy
game, there are problems. Three
manuals are supplied with the
game — one is a local information
guide, annthnr is a training manual
strategies  and
Ellnaa h:lr the many problems
at might arise, and the third man-
ual explains how to interact with
the computer. None of them are
particularty . They constantly
stress the d Pl'y—::f the situation
but offer little in the way of a cohe-
rent guide to play. Strategies are
expounded upon in reasonable
detail, but the actual instructions
for play are sloppy, unclear and
incomplete. No proper explana-
tion for the meaning of some of the

lcons ,forinstance. A first-
time p will not get into the
ame very q.nbnhly

—it's
bright, Infmmﬂvnmcﬂnﬁl
constructad. The traffic mntrul
t adndnariaty - bulaany:dm
o Vi to gamep out
ubng: mmthﬂidemﬂnn“fgr the internal
& game. It is supposed to
reprasent to the prog-
ramming of the traffic computer,
but even if a Superintendent had

to be a qualified programmer it is
unlikely that he would need to

E-Plamam ch in real time.
other approach may have been
better in this case.

These are however, small niggles.
The real problem with The Forceis
that there isn't enough game
ﬂ'm Whilst it's subtle to have an
‘unseen enemy’, what results is
vwahmmctplaycnnsisthg of not
much more than shoving a few
icons around a screen. | some-
times felt that it was rather like
shooting in the dark. Granted, this
is where the challenge is sup-
posed to lie but it's all too much of
IS8 10 G, s Se 1o
ogistics to consider, no to
the course of the game and never
any obvious signs of progress.
There is no precedent by which to
judge the authenticity of the game
and | would give araus the benefit
of the doubt and say that it
appears to be realistic — senior
Pmi?r.;adwg pl'ﬂﬁtjlm I_?ultad dun;
ing n . However,
must be remembered that the
simulation is a microcosm of a
‘conflict’ that is still going on
around us. There are no historical
notes or papers on Policing in the
Eighties ... | remember the
authors who published books
about the Falklands War before
the conflict had even been resol-
ved. The real situation in this casa
has not come to its conclusion as
yet, and consequently, it is rather
difficult to judge any kind of con-
clusion in the game in terms of
comparative success or failure.
You are only left with extremas. |,
for one, am unsatisfied.

PRESENTATION 80%
Good screen layout and attractive
packaging

RULES 62%

Plenty of them, but confusing by
their omissions in places

PLAYABILITY 64%
Hard to get into at first. Simple but
monotonous later

GRAPHICS 66%
Workable and clear but nothing
outstanding

AUTHENTICITY 79%
Hard to judge but certainly flawed
by the traffic control section

OPPONENT 78%
It certainly is challenging

VALUE FOR MONEY 67%
About as much as you could ask
for the game

OVERALL 68%
Interesting subject, but the game
fails to live up to expectations




B-8:8-80VND To BE A HIT:

‘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.

COMMODORE 64 MSX
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since Mark Jones made his bid for fame last issue (and was cal-
led lan at the same time), the SCREENS have been flooding in
to the Gallery at CRASH TOWERS, Keep them coming, and
don’t forget that RAINBIRD are sponsoring this page, and all the
screens that we print are sent to be converted info A3 size full
colour sereen dumps.

This month, we }ualuru the work of Richard Lees, Graham
Galbraith, Peter Curran and Kevin Jones and the emphasis is
on cartoon style graphics.

Judge Anderson
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Following last month's unfair criticism from Graeme Doc Marten Kidd
concerning the alleged mess in the CRASH office | have made a
(- effort to keep things in their rightful .Infactlam
now the proud owner of a brand new filing cabinet to stop the
mnmh‘?. migration of cassettes from my desk. And anyway, the
um wasn't broken thanyouverymuch, Graeme.
Apart from lots of lovely tips to sort through, another exc
development during my first month as Girlle Tipster here at CRAS
Towers was my very first threatening letter. Coo, gosh! And it was
from another girlle too. Melissa Ravenflame, tipster from cavs wrote
to me, saying in no uncertain terms that unless | back off as rival
female tipster and sent her copious amounts of champagne there
would be a shoot out in Ludiow main street. Hal

For a start off, Melizssa deary, Ludlow doesn't have a main street,
it's too small; and secondly | was rather hoping that the champagne
would be coming from you to mol and not vice-versa, Anyway | can
see that you have a point. This ng business isn't big h for
the both of us, so | am publicly rwﬂafdnwnﬂw kid-
leather glove and hereby dare you to a Girlie Challenge, (name your
field of combat: eyeliners at dawn or a bout of mud wrestling if you
lika}. Drn?myum brazen form to Ludiow and we'll settle the issue
once and for all.

As you can see, 've already sorted the bubby out — it's on loan
from the Victoria Wines shop which lives at the foot of CRASH
Towers — the loser gets to pay for the bubbly and Best Girlie takes

it away.

Anﬁmynmunhufﬁ'lh andonto. . . The Tips. Top Tipster this month
is Richard Hawison for his tips on Heavy on the Magick. Stand by for
your worth of Software, Richard Unfortunately, there's no
tographer of the month award this issue, but that doesn’t mean you
don’'t have to send me any more maps.

Alien Hi
150 RANDOMI

“ L1

195

1003 DATA 62, 221, 50, 43, 95
1004 DATA 33, 152, 201

1005 DATA 95, 33, 140,
1006 DATA 170, 255, 1, 59,

THE PLANETS ALIEN HIGHWAY

Phil Churchyard has been busy
again. Apart from the Allen High-
way and Pentagram POKEs he's
also given us these tips for The
Planets.

Hera ara the codes for some of
the time capsules:

Mercury 1066 AD
Venus NEWTON
Earth LIFE
Mars EINSTEIN
Jupiter

To gain access to the onboard

computer use the word Mar-
tech. ACCESS 5012753 stops the
meteors shooting at you. I'll be
passing on the rest of the tips for
The Planets provided by Mr Chur-
chyard nesxt month.

Phil Churchyard has bean POKE-
ing away again this month and has
sent us these routines to get you
through Alien Highway with no
casuaities. There are a number of
varsions of the out there
apparently, so this set of POKEs
may not work an your copy.

10 REM Highway loader

20 REM Copyright 1986 Phil
Chu ard

J0C B5449

40 RESTORE

50 LET weight=1

60 LET tot=0

70 FOR i=50000 TO 50119
80 READ a: LET tot=tot+a"

weight

90 LET weight=weight+1

100 POKE |,a

110 NEXT i

120 IF tot<>906716 THEN
PRINT “ERROR IN
DATA™:BEEP 1,0:STOP

130 BORDER 0: INK 0: PAPERO:

CLS
140 PRINT #1;AT 1,4;" Start

1008 DATA.0, 91, 17, 17,0
1009 DATA 175, 55, 205, 86, 5
1010 DATA 221, 33, 0, 91, 33
1011 DATA 203, 82, 195, 115, 8
1012 DATA 62, 237, 50, 21
1013 DATA 33, 75, 160,
1014 DATA 252, 33, 171, 252,17
L0

1016 DATA 237, 17 28
1017 DATA 34, 224, 252, 33, 207
1018 DATA 255, 34, 38, 95
1019 DATA 217,252, 33, 221, 255
1020 DATA 17, 113, 255, 1,

1021 DATA 0, 237, 176, 195, 60
1022 DATA 255, 62, 201, 50, 244
1023 DATA 153, 195, 171, 135, 0
9999 STOP

PENTAGRAM

Mr Churchyard's name cmg:e up
yat in. Here's a useful bit of
code for Pentagram players to key
in and run before loading their

10 REM Pentagram Loader
20 REM Copyright 1986 Phil
rchyard

70 FOR i=85000 TO 85054
80 READ a: LET tot=tot+a"

hit

:I?II.'ETmIght-wﬂmtﬂ
100 POKE i,a
110 NEXT |
120 IF tot<>185354 THEN
PRINT “"ERROR IN
DATA":BEEP 1,0: STOP
EﬁBUHDEHﬂ:IHKﬂ:FAPEHm
140 PRINT #;AT 1,6;" Start Pen-

ram Tapa"
150 RANDOMIZE USR 65000
1000 DATA 49, 255, 83, 205, 252
;’?gf DATA 253, 205, 252, 253,
1002 DATA 252, 253, 62, 201, 50
1003 DATA 253, 194, 195, 0, 94
1004 DATA 221, 33, 31, 254, 17
]

1005 DATA 17, 0, 175, 55, 205
1006 DATA 86, 5, 237, 81, 42
1007 DATA 254, 221, 42, 44, 254
1008 DATA 122, 254, 27, 32, 3
1009 DATA 221, 38, 64, 62, 255
1010 DATA 55, 205, 86, 5, 201
9999 STOP

Notts.
1|Tnﬁa;‘nbauﬂmrﬂm.
gotothe T News office and |
read the sign. Ask for 'film'.
2) Get Kevin to wait in the park and
when the mugger appears 'ﬁl
Phota' and then ‘say KWAH'. Hit
the mugger twice and arrest him.
3) Tolisten to the police radio go 1o
the library as Redhawk and wait.
4iTngotnumnau'm KWAH'. |
5) If you want to search anyone,
Eau_rmmt do it as Redhawk, not
avin.

7) After arresting the take
the photo to the "‘ﬁ;m
give it 1o the editor. |

Further tips and hints on Redhawk
would be greatly appreciated. |
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AN

QUAZATRON TIPS 18 a0 N of 1im. s | it A & Sucoeechl duts e
going to pass them on, 'cos I'm | Mecknotech you control gets the
month. For anyone who is having | Real in the the starts on the or
nﬁ‘anﬂaﬂhm mlgmlm = § white Wmu
and the tin robots that scuttle | of the weapons, shields, ram | liftand upwards, as the easy
around the Citadel, Fret no longer: | thrusters, power status and sec- | levels of the game are situated at
help is at hand. Steve Turner, who ‘codes of each that | the top of the Citadel. However, if
wrote Quazatron has very kindly P2 meets. If you already | there is an Epsilon Class robot
'““"“"wb“”‘”w*'
as soon as suc-
QUAZATRON REFERENCE CHART cessful mmmd Mmm
Along with his tips on Quazatron, has made a start for you, but fillin extra lite for KLP2. '
Steve Turner has also sent me  in the chart as you goalong a.hnulg There are %ﬁt
this reference chart for the droids  help to make playing Quazatron a climbing the social of
in the game, As you can see, Steve  little bit easier. success. Here is a list of Steve's
personal favourite droids with
DROID GLASS = = DRIVE UNIT POWER UNIT WEAPON CHASSIS DEVIGES
Al ALPHA Uttragrav Cybonic MK2 Coralloy MK2
AB The Elite Class
Ci

BETA

I

s2 The officers and
83 executives

54

Ca

B2

L2

56

B3 GAMMA

B4 The Professionals

L3

L4

00 Power Boost
L5

L6 DELTA

B5 The middie class

B6

&7 Rax Thruster
RS Disruptor Shield
RE

R7

m

RE EPSILON Linaar MK3

u7 Theworkingclass | Linear MK2

ug Linaar MK2 x MK1

L9 Lingar MK Chemifax MK1 | None

XB Gravitronic MIK2 Chemifax MK1 None Trialium WK1

X9 Lingar MK1 Chemifax MK1 | None Duralite :

KLP2 He knows his placel | Linear MK1 Chemifax MK1 Pulse Laser Duralite MNone
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which he likes to grapple
“mlﬂ L] l}
XB MENIAL DRONE Easy to start

off with. If defeated you should
take the fast drive.
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ful weapon that can kill
disruptor shields. But watch the

DISRUPTOR A really useful
:upmﬂmnmppingupanullar
CORALLOY MARK 2 CHASSIS
The Elite chassis.

ULTRAGRAY DRIVE The sup-
reme drive unit.
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THE DEADLY SPORT OF THE FUTURE
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FURIOUS FIGHTING FANTASY

ASE OF DIFFICULTY PL FASE

| _.'.-:.-,-. HE. . - :
SO ni:’%g;:gﬁnggl MARTINS LA DE S l? .;,_ NS



KNIGHT TYME

Last Issue | ?ublbahad some tips
for I_)[ma on the 128K
Spectrum so it's only fair that this
month there should be some for
the 48K version, as thera are differ-
ences between the two games.

Quite a few complete solutions
have been sent in already, but here

are some tips to get Magic Knight it

to the planet Retreat as provi

by Darren Lee from Birmingham,
who like all the others claims to be
the first person to complete the
entire game! With luck, the full sol-
gun will be printed in the August

e,

First, drop the Gadget X and pick
up the Mirror. Go to the and
take the Instant Film from
and the McTablet food from
Sarab. Cast Fortify Yourself spell.
Now go to the recreation room and
pick up the Camera. Give the
Camera and the Instant Film to
SE3E. Unwear your Cloak of Invisi-
bility and give it to Gordon for safe
keeping. SE3JE to help
and ha will take ﬂ picture. Take
the Photograph him and read
it to make sure that the picture is
actually of Magic Knight. Now go
to ¥ IV and command him to
help. Derby IVwill give you a Blank
ID Card. To get this authorized, go
to SE3E take the pot of glue
from him and have an accident

i [
URAGON E GG
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HESTIA, RSN
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TEANEPORTER « cyummice o 1. 5. 2
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—

MAP A ABYRN, SEAOMEBE MERSEYSIDE

with the glue by pressing Fire
twice. Now wear the ID .Take
the Advert from Sharon and go to
the airlock. Drop the Advert under-
neath a pentagonal locker, climb
onto the Advert and jump up onto

the locker. Pick up the Starm
and the Pewier Tankard, Give

of these to Gordon. Now move the
ship to Polaris and re-fuel it. Then
move the ship to Starbase One at
the slowest speed in order to con-

=y
[ MONOPOLE N TERpiA ]

REVENUE L——“[ PERN ]

— - FEE]

'_,_.f .- / I \.\:‘"\\

S |

PSP = Bt
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serve fuel. Get the Advert again
and go to the Cargo Hold. Get the
5W Hesistor. Give this to Gordon
and cmm,'.. hirn t?j nalp.“!;f heis
asleap, fortify him and he will wake
up. Gordon will now fix the trans-
porter. Get the Advert and teleport
down to Starbase One. The co-
ordinates are X1 Y2 23, Get every-
thing on this planet (this might
involve wearing certain objects if
your hands are full), Be careful not
to drop the Qwark Bomb. Give the
Pot of Glue to Hectorr and beam
back to the ship. The co-ordinates
are X0 Y0 Z0. Now give the Qwark
Bomb to SE3E. Move the ship to
Monopole (this is Hoopers
asteroid). Before beaming down
wear the Gasmask and the Cloak
of Invisibility. The planet's co-ordi-
nates are X1 Y8 Z4, In the room
called This Way To Hooper, you
will see a little triangle on the floor.
Pick this up as it is part of the Gol-
den Sundial. Now go to the room
with Hooper sitting on his throne,
Take the Magic Talisman. If he
wants to keep it fortify him. Also
pick up the second part of the Gol-
den Sundial. Beam back up to the
ship and drop the bits of the Gol-
Sundial and the Magic Talis-
man. Unwear the Gasmask and
the Cloak of Invisibility. Take the
Chocolate Heart from Derby IV
and give it to Sharon. To get the
last part of the Golden ial
move the Starship to Retreat.
Don't forget to keep fortifying
yourself throughout the game or
pise ;.,lg.i "l die. If you still can't work
out co-ordinates for Retreat
then I'll give them to you along with
the rest of the game next month.

GANVE TVEFR




Last issue several of us spent
many hours battling
Bounder trying to make a map of

Hihe et .5 qin’ the game. Our Efask hu::juld have
3 3 L e bean a lot easier if we posses-
T UG O the | | o g e o Jason B

ight (while staying ol a
mmmﬂﬂmm from York. , here they are
down. As soon as the 3 | | in all their glory. Type in the first
coloured car Mthw block and when the screen
up behind it. at full speed | | |ooks as though the computer has

resat, in the other POKEs.

smother it in a hail of bullets. This | | You will then find that your little
should give you about 500 extra | | yellow tenrs ball has suddenly
POL the start of the game try to Y i
‘the armoure WW map | | 10 CLEAR 24831
a3 W n. = ﬂ]mnhﬂiﬂﬂ"m
‘a safe sneed urtil the firstdh 30 POKE 61106,183
car rendezvolis appears. Blas 40 POKE 61107,17
Gt rid of Jue drug | | 70 POKE 61088,0
e ooy Ator il teag | | 80 POKE 61082224
s hoa i ﬂﬁmm' 90 POKE 61093,255
driving into tt ﬁ s message, 110 RANDOMIZE USR 61074
“Armoured SUBMIS™, | |11 |oads the main block. The
ars. You then com: | | -;mouter will pretend to reset —
ardis ¢ 'T PANIC. Just type in this

line:

POKE 36610, 0 RANDOMIZE
USR 34600

INCREDIBLE SHRINKING FIREMAN
POKES

Last issue we printed part of the
solution for The Incredibie Shrink-
ing Fireman. However, only four
lives are provided in the game, sa
if you're having trouble avoiding
the nasties lurking in the rubber
factory, then here are some
POKEs from Bernard Blundell
who lives in Wigan. These will give
Shrunken Sid infinite lives and also
{if you're really finding the going
taugh) get rid of all the monsters.

20 LOAD "' CODE : POKE
23336,195 : RANDOMIZE USR
23296

30 POKE 60217,167 : REM
INFINITE LIVES

40 POKE 58876,0 : REM NO
MONSTERS

50 RANDOMIZE USR 48605

You may prafer o play the game
with the infinite lives POKE work-
ing — if you get rid of the monsters
the tactory seems very emply and
the game is a bit boring 1o watch

10 BORDERO: PAPERO:INKT:
CLEAR 24999

—————

OGS
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For anyone who enjoys
OCEAN'S Bafman, but is a bit

at killed all the time, here'sa
POKE infinite lives and ever-

B0 IF SUM <> 13441 THEN
PRINT “ERROR IN
DATA":STOP

90 PRINT '“START BATMAN
ORIGINAL"

100 RANDOMIZE USR 64768
110DATA 17, 26,6, 221, 33,48,

117,175

120 DATA 61, 55, 205, 86, 5, 243,
48, 240

130 DATA 17, 131, 250, 213, 1,
%122*1!1'

L DATA1,52,2,33,98, 119,62,

Dagls J
Knight (s)

150 DATA 50, 109, 118, 62, 250,
50,112, 119

160 DATA 62, 200, 237, 79, 201,
ﬁ.m‘rm

:‘TE'“ ﬂﬂmﬂ-“ﬂ.ﬂ
m:h:m.m.ﬂ. 177, 249,
190 DATA 0, 237, 176, 50, 202,
249, 50, 206

mnhtgm.um y 249, 62,
ﬂum ‘A 249, 208, 177, 249, 33,
;ﬁ'rlhufnm.m.m.m,
230 DA A 136, 146, 175, 50, 190,

143,195,1
H%MTA 101

AU, and star
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Well, that's about it for another
month. Hopefully we should
have more maps and the com-
plete solution to Knight Tyme

| and Heavy On The Magick. I'd |}

be particularly interested in tips,
hints POKEs and maps for
Ghosts and Goblins, Equinox

! and Jack The Nipper. So keep

those POKEs and hints rolling in.
Send them to the usual address:
HANNAH SMITH (THE ONLY
GIRLIE TIPSTER) CRASH PLAY-
ING TIPS, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB.




«« SPECIAL OFFERS
" SPECTRUM/PLUS/128K
2 e o | VL

INCU-..I. EIIN-G INTERFACE
PLUGS STRAIGHT INTO SPECTRUMIPLUS <=

ONLY f’4&gg POST FREE

«TOP + TRIGGER FIRE BUTTON
= AUTO FIRE MODE

* KEMPSTON COMPATIBLE

* STABILIZING SUCTION CUPS
= SPECTRUMOR PLUS « UNBEATABLE OFFER
SEND FORINSTANTDESPATCH

PRICE BREAKTHROUGH {

SWITCHABLE JOYSTICK
INTERFACE
oney £9.99 rost raee

« ALL THREE SYSTEMS AT THE FLICK OF A SWITCH
«'KEMPSTON'—'CURSOR’'—'INTERFACEII
» ACCEPTS ANY 9PIN JOYSTICK—INCLUDING

RAPID FIRE MODELS = SPECIAL OFFER!!
SEND
Buy with QUICKSHOT Il complete for only f 1 5, gg Ngw

» Samply press @ button 10 "h;NE' The program Mrfjg- gg

# Save [0 mucen dove oF 16ge

» Spocial program compactiog Iechngués Gy WITH BLBLT IN
= Mk pﬂb!:ll:l makn QEEaE s GOE z{#ﬁ“}'& JOYSTICK |NTEAFALE
= Baciups will restart ai the pini Sy mg”{ﬁg..j IKEMPETON SYSTEMS |

are “hosen

ROBOTICS & MODEL CONTROL ~ £29.99

» & pdepentiently cominhabie sutputs lor mbotics, motors, sghts, eic

# || mdependen nputs for seimeng 2l

 This is the enil that the “Lega” pubication “Make and Program your
Fiobott” was basnd on ® Complete with all cables = Erxg 1o use

Now you can create Superb Graphics easily with
=

= = : the New Lightwriter
(PN 1499

POST FREE
Lightpen comes
complete with

Interface & Software

# Just plug v this Datel Lighrwriter and draw Circles, Squares. rectangles, make
superh hand drawings, pant, W, 8rass, choaseinks, papey, coloury. Save your
AT (e ey TREE | g Lsem annmd hon or save oo FA0E 1D GRE T PO
W GaTed, ® Al funciions sefected irom scrmen meni wilh the figh o

= inbeatabie value. = Norhungmore [o buy

SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY

Complete unit and Software

£49.99 ..

= [aprsl Souwsd Samgdng fus niady greveuily S8 svadalie fe (g
o wond COART BT Man] M) fimuni et @t ® v mourid Semaes
aktma pou 10 Aecovd gy ity BOUTHT i ey dnT aiaraniry
apay il A7 g 10K, erawils, Duchwands, Asrmackng iCHE. CEmDreEsed

anpangie. wath scha, edlsialy boned, aic. ® Supphed COMpeTe ward
Eofrweses packege fo facstale pa SDowe opmatmni, s oo-somee ‘Wose

I = Praavs’ » Fewquency Peetvg = Whih on-seneii bepboarg = sl i 3
. webnain gyt spmnhony couil b @roAeoed fram o gl Sampde Sowod @ Tha o a
arateamapeal it Peasaeang § Wi D AGE panvmmes a9 usrd® o O’ SqugeTaennd i aweniarg
it s veovie & JTAGLEY M@ Tl o nat 8 dop, Evng sl senmedeg AERATS for e Ll O,
e Fidiicd DM SONATAY @ gueesil ATRTACE i alfpw you to ol Sound Lamphng o pdaT gwen gemes efc S0 hi Sound

S amyuier Wi B of suEnesl i Evanyene

MIULTI FEATURE INTERFACE
SPEECH SYNTHESIZER & JOVSTICK INTERFACE
» Spesch Synihasuer with uslimited vocabolary

» Joystick Interisce (empston System| ® Boasts the

mund Irom games hroagh TV speakers’! ALL TN DNE

UNIT MRILABLE NOTW1!

I?M'Pff}ﬂ POST FREE

ONLY £70.99 or complata with
s ff}rw DOusckShot i

24 HR CREDIT

CARD LINE
’ FENTON INDUSTRIAL ESTATE, E
ELECTRONILS [0EWSBURY ROAD, fenton,

e s i e L]

USUALLY SAME DAY
DESPATCHON ALL ORDERS
SEND CHEQUES!P.O's TO
UNITS89

fromE & J SOFTWARE

3 quality football games for sarious snthusissts. Esch
memory of your Spactrum or Spsctrum+ snd la packed with penuine features.

PREMIER LEAGUE

OUR COMPREHENSIVE AND EXCITING LEAGUE GAME — FEATURES INCLUDE:

Market, Injuries, imuing Seasons, Printer Dption, PLUS MANY MORE!

& Away Legs, Goals Count Double, 2 Substitutes Allowed, Exira Time, Penalt

Lavals, Pre-Match Raports, Team 2
Dption, PLUS MANY MORE!

% % % SPECIAL FEATURE % %

Transfar your PREMIER LEAGUE winring &ida irtc
EUROPEAN TROPHY

Both these games can be played separately or as COMPANION GAMES
7 ¥ % Gamaes £5.25 sach ¥ % ¥
SPECIAL TWIN PRESENTATION PACK OF BOTH GAMES AVAILABLE AT ONLY £9.95

WORLD CHAMPIONS

and now!

ESE FEATURES! Salact Team from Squad of 25, Pre-Match Team MNews, Disciplinary
Table, Full Results List, Match S
Tables, 7 Skill Levels, Save Game, Printer Option, PLUS MANY MORE!

II."I T Dot Mﬁmmswgnmﬁ Ti E Ti Panalty 0
njuries, Bookings, s, I A irma, Extra Time, Shodl-0ut,
ni.l-u. THIS ATTHE JHBEA'J:SLE VALUE OF D8.95 %

All games now in stock for immediste despatch — ordaer your
coples now!

FANTASTIC VALUE - ORDER ALL THREE
GAMES FOR ONLY £15.98

All prices include postage and packing fadd £1.00 outside LIk} Avall=
abie by mail order only.

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

FOOTBALL MANAGEMENT STRATEGY GAMES

game usas the full avallable

Training, Team Selection, Substitutes, Hal-Time Scores, Full Squad Details, Named
Goal Team Styles, Save Gama, Financial Problems, 5 Skill Levels, Tranater

A SUPERE EURCPEAN COMPETITION STYLE GAME WITH THESE FEATURES: Home

iy
Shoot-0Outs (with suddan daath), Match Injuries, igw Time, Match Penalties, 5 Skill
Selection Goal Scorers, Save Game, Printer

An exciting World Gup Football Management simulation taking you from the first warm-
mfﬂmﬂlhﬂ through the qualitying stages, Tour Matches and onta the finals, LOOK AT

siong, Change Player or Team Name, League

WORLD CHAMPIONS features a superb comprahansive text match simulation includ-
, Goal Times, Comears, Frea Klcks,

I---_-----_q

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 him
this form.

Please place me a regular monthly order for
CRASH Magazine.

To the Newsagent:

CRASH Magazine is published in the middle of every
month by How:ﬂnch Ltd, 1-2 King Street, Ludiow,
Shropshire SY8 1AQ. Tel: 0584 5851, and distributed to the
newstrade by COMAG (08954 44055). Please check with
the [:;ublishers if you have any difficulties in obtaining
supply.

h---_------
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winners Eprizes

As this issue goes to press, the
deadline for the first two competi-
tions sponsored by NEWSFI

— yes, that's us — expired. So
here are the names of all the lucky

who collected prizes in the
mﬂ:nd May 128K competitions:

Martin P Elson of Ash Close, CT6
TNJ collects the 128K

on offer in the April issue, while ten
maore antrants collect a splendifer-
ous CRASH T Shirt. They are:

Stewven John Reilly, Colonial Road,
B9 5NR; lan Morta, Lianvair Close,
SL5 8HX; David G Pestridge, San-
dringham Way, DYS 3JX; Elwin De
Vries, V Pabstlaan 14, Holland;
Sarah Corbishley, School Lane,
CVB 2GU; John Griffen, Buckin-
m Road, SN2 1JA; Andrew
ox, Lake House, YO17 9QF; G.

pureLL offered a radio controlled
Porsche as the top prize in their
Turbo Esprit comp — and they
#_indly HTnl'tra it to us at CRASH
owers. temptation to o

up the cardboard bnxwhichc%:j
tained the prize, slot in a couple of
batteries and have just a LITTLE

go was almost | le to
resist. Fortunately, Franco Frey
stepped in, the carton and

squirrelled it away somewhers
safe. S0 § A Westland of The
Avanue, BR4 DEF will soon be sent
an untouched, brand new radio
controlled model Porsche.

A certain M Beck from Genefax
House, 510 3FJ came first in the
competition sponsored by wmic-
ROPOWER [N honour of their game
Dr Who and the Mines of Terror
which Is still not quite finished for
the Spectrum. A visit to the TV
Studio where the BBC makes Dr
Who is on the cards for M Beck,
who should be contacted very
soon by the Man from microPOWER
to sort out the details of the visit.
T runners up also get a Dr
Who Pack, speciaily put together
for the competition.

DR WHO PACK WINNERS
Ahmed Bachelani, Valley Drive,
NW8 ONS; Graeme Hansford,
Witchurch Avenue, BH18 BLP:
Gavin Burr, Stratford Road, CV32
6BQ: Ash Williams,
Ground, OX17 3QG; Mr S

Your ever-faithful Minion got in a
bit of a tizz when it came to writing
up the MELBOURNE HOUSE competi-
tion for Mugsy's Revenge in the
May issue. Silly me! | confused
Geoff Brown [I!i Cheese at us
mmaﬂmg&nﬂHEﬂmmﬂ
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128K COMPETITIONS

Campbell, Waldo Street, NE29
6MJ; Paris Nainggolan, Thatchers
Close, RHE 9LE; Mrs C Moore,
Hollybank Close, $12 2BN

The Magl 128K com
waon mon Hu of Cop-

ice Walk, B80 ﬁHBerén collacts

is own 12 pectrum,
whilu??a more winners are due to
collect a CRASH Hat and CRASH
T Shirt by way of consolation. Here
are their names — is yours
amongst them?

Roger Chapman, Springfield
Farm, DL6 3JU; Chris Ga?gua
Ascension Road, AM5 3RT: R.
Pledge, Stratford Road, CO39
BAT; D. R. Coleman, Goresbrook
Road, AM9 6XX; Lee Duffy, Cedar
Road, 530 5AS

ition was

TURBO ESPRIT COMPETITION

The runners up all collect copies
of Combat Lynx, Turbo Esprit,
Saboteur and g!:rm! Mass:

Leo McKibbins, The Readings,
CM18 7BU; Fraser L
Woodbank, LE2 8QF;

H » Woodlands Close, DE2
50Z; Andrew Winter, Barnhill
Square, NN3 5BB; B Doherty,
Stephenson Walk, CW7 2TD:
Michael Brammer, Windmill Driva,
HX3 7DF; David Cole, Wyndhurst,
TR 6HW; Peter Cousins, Shirley
Avenue, CT11 7AU; Nigel Palmer,
Glenaimond, NR4 ; Matthew
Peskett, St Crispin, PO20 BDQ

TEE VEE TREAT WITH DR WHO

Smith, Rimswell Road, TS19 7LJ;
S J Zsibrita, Bowood Road, EN3
7LH; Daniel Watkins, Meadow
Rise, DY12 1JS; Alistair Granda,
Kingslgy Road, NN2 7BL: lan
Hunt, Old Lodge Lane, CR2 4AN;
Graham Kenny, Elmwood Drive,
PR1OXT: C d, Wimbome
Close, SE12 BPH; Luke Nation,
Westward Road, BS13 BDA:
Glenn McDowall, Ashfield House,
SP2 7EG; Dr P C B Page, Beryl
ot e S 8

oad, i Mag-
nus , Claremont Gardens,
G62 6PG; Mark James,
Crosswood Crescent, EH14 7LX;
N. J. Palmer, Glenaimond, NR4
BAG, , Constantine Hondros, Sint
Antoniusstraat 27, Tha Nsather-
lands; Paul Barratt, Queen Stresat,
S65 2SR

SORRY GEOFF, SORRY GEOFF!

real Big Cheese at MELBOURNE
Housg). So far no threatening let-
ters have arrived from either ;
s0 it looks as if | might have been
forgiven. Sorry gents! Anyway, fifty
cunning caption writers collect
their very own copy of Mugsy’s

Revenge for writing witty words in
the bubble that po out of
Geoff HEATH's mouth on the
comp page. Here are their names:;

Mark am, Barmnaby Hud?e.
CM1 4YG; Rory McVeigh, Colin-
mill, BT17 0AR; Guy Walters,
Green, HP9 1XL; Jim Reid,
Old Falmouth Rd, TR1 2HN; Mark
S Rayner, Rosebank Ave, HAD
2TL; McCall, Woodlands,
FK10 3PJ; Peter Ellison, Station
Rd, CW4 7ALU; Kwokwa Lee, Rit-
son St, SA11 2RN; AG Packard,
Fulmar Rd, RM12 EvLL; A:qﬂznull
Playford, Cyde Rd West,
BWJ; BS Ehdmmin%a, Abbey Drive,
TN38 8BD; Bryan Hopwood, Wis-
den Rd, Hertfordshire; Chris
Greenway, Field Close, GU4 7DS;
Rodn regale, Howard Avenus,
Si2 1LB; James Campbell, Tuneil
Gardens, N11 2AP; Simon Hayes,
Millbank Ave, BTS5 7DQ: Michael
Bowditch, Golderoft, BA21 4DA;
Graham Kenny, Eimswood Drive,
PR1 OXT; Justin Parker, Buckin-
ham Gardens, KT8 9TW: Garth
razer, Church Ave, BT37 OPJ;
Jeff Prior, Sutlej Road, SE7 7DB;
James Guise, Charles Ava, LN11
0BG, Paul Barret, Queen St, S65
25R; James Earl, Hamilton Cres-

cent, HAZ 8JF; Des O'Connor,
Aude Gardens, Middlesex; B
Kitts, L%n Park, BSB 6RX; Almas
Siddig, Garforth St, OL9 BNY:
Matthew Odonoghue, Valley Rd,
Kent; lan Knewstubb, 5
Meadow, HP4 1RW; lan Jackson,
Yarborough Rd, DN34 4DW,;
James Stimson, Merthyr St, CFé
6LD; Thurstan Hall-Williams, Sud-
bury Hill, HA1 3NH:; Pete Paointon,
Sandwell 5t, W51 3EH; Karl Fews-
ter, Hallgarth Avenue, DN16 1VG;
David Sullivan, Jesson Rd, WS1

3AX; Adrian Shakeshady, Watson
Garth, YOS5 7EE; Gary Wedge,
MNewhall St, WS11 1AD; Andrew

Waldram, Water Lane, DN22 652
Nﬂerel-:H Alan Tate, Midmm
31 7PQ; Simon Page,
Rd, NR29 4LA: J Wilkinson,
Thomton Rd, CA3 4HZ; Sue Han-
more, Queens Rd, PO36 8DT;
Matthew H Smith, Sandrin
Rd, PRB 2WY; Sean Stephenson,
gfigh Rd, NEB&6 ijJl;ul M
ockbridge, Jefferson Rd, ME12
2PX; Greg Stekemen, Alexandra
Park Road, N22 4B.): H'%al‘f’uung,
Central Rd, PO16 9AG; Christ-
opher King, Highgate Rd, SKi2
5JL; Justin Brown, Park Rd, NP6
:E;: Damian Duffy, Pool Hey, L28

WAY OF THE STALKING DUSTER!

THE BASIC DUSTER
as used in the noble art of Jeet-Duster-Do

HEAD: principal offensive section;
striking, punching, Spring cleaning

TIP: gouging, jabbing, stabbing

Thus was the martial art invented
by J Singh of Manor Rd TF1 4PN
titled in his entry for mIRRORSOFT'Ss
Way of the Painty Stick competi-
tion — Jeet-Duster-Do, to give the
art its full oriental title,

According to Mr Singh, Jeet-
Duster-Do was developed around
1950 by oppressed peasants as a
defence against armed aggres-
sors such as milkmen, cua?men
and rent collectors. Based on the
rnwanipulathun of D{thﬂ !;?iathar Dus-

, @ variety of fighting moves
evolved during the ghatchnﬂ
period as economic hardship
drove its practitioners under-
ground. ..

Mr Singh wins a course of mar-
tial arts lessons funded by mirROR-
SOFT as a result of his winning
entry, Ten runners up get a twelve
month subscription to the martial

arts magazine FIGHTERS, while
mnna who entered should

va a Sai Combat poster in due
course (we can't list all YOUR
names herel)

POINTY STICK RUNNERS UP
Stephen and Andrew Barmett,
Teazel Avenue, B30 1LZ: WK Rus-
sell, South Beach Rd, Ardrossan,
KA22 BAX; Jasper Smith,

View C , Moray, IV32 TNS;
Kevin Curtin, Elm e, Naim,
V12 45N; Wayne Travis, Willis
Walk, Tewkesbury, GL20 BRW;
Steven A Graham, Green Lane,
CA22 7QB; Jay Sachania,
Smithergill Court, MK13 7LT: Ka
Hung Man, Farm Way, WS2 3ST:
John Hargest, Whitehall PO, GL5
1EA; Tim Clarke, Highfield Ave,
CB4 2aL




| CRASH HOTLINE WRITE IN COUPON

l Please use block capitals and write clearly!

T o i L e ey U

ing round the Formula One circuits
of the world, who knows . . . Well
done lads.

John 8.C. Hirst AlanM
Renacres

L3g 850

Nice one Alan. You should soon be driving a first
rate kart before long— hope it measurss up to
the Kart in your imagination!

RAINBIRD
KART COMP

At last— after all the waiting, Mews-
rELp and RAINBIRD are pleased
gbeﬂhla'lmmnmnméha namﬁ
the two lucky people who w
soon be able to go shopping down
at ZIP KART with Uncle Tony
Rainbird. With a £1,000 voucher
each to spend. Not bad eh? In a
few years time we might even see
John Hirst or Alan Zoom-

John Hirst certalnly put together 8 mean machine
for the RAINBIRD Kart Komp. Bet he couldn’t bulld H

himsalf, though!

Lane Carter Close
SL4 30X

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

Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10,

LUDLOW, SHROPSHIRE SY8 1DB

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

UTBMIRESEEE .. coiiochiving.

| Send your coupon to: CRASH HOTLINE, PO BOX 10,

ADVENTURE CHART WRITE-IN COUPON

Please use block capitals and write clearly!

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

| LUDLOW, SHROPSHIRE SY8 1DB

My top five programs are: |
I
TITLE VOTE OUT OF TEN f
|
g |
2 I
I
3 |
4 I
|
5 |
My top five favourite programs in descending order :
are:
l
JUREECT s PRODUCER,
I
;
|
2 i
a 1
4 I
|
5 |

CRASHJuly1986 71




' E T
* en I B I cal
wart a size L~ Enm._sf"‘d“ur“ﬂ
R i'ﬂft\rr; '_h{'i Dd_ n. {Gungﬂft El{ .
{14 i 11.& Jag A
« peit
to be -

m
] Lot 4 every "
F e little pa© thinks ¥ |
S

i bt fany -
e dnking 4 veg
13_1'[& in "I'I".':::n nq..rE_‘T lf:-:rn 'ﬂ-P’ %‘E
W ds
— not g.:ﬂdtg an o
L. Ky £ il
oy & me 10 age the '-':hrmsﬂcj“ "::Ianﬂ- Aoy
08 _ice-comf .. All h.ng DALk
& h'lr__n-lﬂg {.:l.gl i 5 A :

It just gq happens .. Mai-

Ume Houge are having 5 Tol-

i th this month — they've
e8d The Hobbit in a nj

double Cassalta Case, left oyt the

ok a 8. Lorg

nd droppead the pric
e Rings reéMmaing Unchangegq,
though — no bag thing as it stjjf
tops the Adventyre Hotline chart.

nice  Gagp HEATH,
at Mﬁrbnume

House, ig
i 0 copies of the .
9ed Hobbit ag Prizes, Only
as funner-up Prizes, yoy Undeyr-
t — tha 10p prize in
o
ram
0 ow by HDLDGHA.FIJ(,
together With a 19g7 Tolkein
Caianda:. (Cast yoyr BYes back to
Issue 21 for Mare details on holog-
® f rams.)
C Oples O Get th

|
workrnga q.pe
THE HOBBIT A
to be won

OWERS
SHROPSHIRE Sy

108, making

sure your map arrivag by 31st ..J‘er:.-'.[:'i
ly 1986
72 CRASHJu




i , IREL the 3D arcade challenge for the thinking
AM EGAGAME! Your Sinclair—June 1986 player. Seventy mind stretching screens, o

[T H i each one more complex than the previous, but
A smﬂlﬂlr User’ 5 Star c!assw providing its own individual challenge.
June 1986 £g 95 for the SPECTRUM

Visually excellent and highly orenns ¥ FOOTBALL MANAGER
inventive...Kirel is a must. QR O e churs sher b veara B s
Popular Computing Weekly 14th May 1986 Now aieble on Armetrad ot 396 - Atari ' Ag;;

Excellent! computer & video Games June 1986

Addictive products can be bought from all good software
stockists but in case of difficulty may be cbtained direct from
us by mail order at the prices shown (UK P&Pincluded but SOU DIty AOCICTVE games you must want ane of these {the Srirtt]
overseas customers must add £1.50), Smali/Medum/Large or XL - £4.50each 0 r’ 4
- Access orders can be telephoned throwgh on (0202) 206404, b v £

at £8.95 - C16/Plus 4 2l £695-
8 Elactron ot £8.95 - Spectrum at
£8.95 -WIC 20 plus 16K at £7.95- ZXB1 al £7.95

“

Past to: Addictive Games - 10 Albert Road - Bournemaouth - Dorset BH1 1BZ
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THE DOUBT OF
RABAK

CONVERSATIONS
WITH APEX

BEFORE THE GATES

OLD TROLL!
OF WOLFDORP

¥ 1
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SCREEN SHOTS FROM

THE SPECTRUM VERSION

BEWARE OF THE MAGOT

WEREWOLF! THE PRINCE
W+ " | SPECTRUM 48/128K
@ From GA RGOV LE AMSTRAD
CBM 64/128 .
"""'the G AMEM ASTERS ! {AVAILABLE SOON) £9 95
¥ T 'I i |

‘ GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB
Telenhone: (Sales) 0384 238777 (Cenerall D384 237222
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LIVE SINCLAIR BOWS OUT of computing for the
H# moment and CRASH magazine announces startlingly
4 high circulation figures, higher than any other comput-
ing title. Could there possibly be any connection bet-
ween these two facts? | will endeavour to find out in my
| own inimitable way, cuncantratin%l on the notion of

CRASH being an independent, in a home games world

: dominated by Spectrum computers whose very exis-
Osewaseit] tence can only be attributed to the dedicated band of
independents who whole-heartedly backed the machine.

As I've said before, | have owned at one time or another most of the
home computers released in the UK, the ZX80 being the only one to

my curiosity and to achieve mass circulation. Of all these com-
puters, the Spectrum holds a special place in my affections. It was this
computer, in the early days as much as now, which encouraged and
fostered a wide band of dedicated programmers who were out to
squeaze every byte of code until it paid dividends.

All the credit cannot be given to Sinclair himself for the Spectrum
phenomenon. It often seemed to programmers slaving over a hot heat
sink that the boffin was determined to wreck the software market by a
whole catalogue of hotchpotches and own-goals. These were: Interface
2, the Microdrives, and early (thankfully fruitless) attempts to comer the
software market for himself, when profits from hardware were being cut
to the bane under increasing competition from the UK and America.

Interface 2 was a debacle of the highest ineptitude. For a price, it
enabled the games player to connect a joystick (something which could
be done without add-ons to competitor machines) and gave accessto a
glossy catalogue of ROM cartridge releases which only remained impre-
ssive 50 long as the reader was unaware of a major restriction: they were
16K programs only. This at a time when the 16K machines were sampling
their last bytes as they were overtaken by the much more popular 48K
computers. The irony is that 16K programs take little time to load in any
case—it is the 4BK programs which require the bonus of instant Ioading.

As it was, the cartridges were a flop. Had they been aimed at 48K
machines, the Interface 2 would have been an undoubted success;
people were certainly prepared to pay an extra £2 for each faster, more
reliably-loading program. But this was not the only faux pas to this inter-
face, as its purchasers soon discovered to their undying chagrin. In the
world of games joysticks Sinclair took on the Kempston system with his
Interface 2 when the Kempston protocol had already become the stan-
dard. By breaking with this standard Sinclair created havoc with prog-
rammers and public alike. Many of the top games deemed the Kempston
system as the only real must as an option for joystick control.

Microdrives are now infamously known as unreliable and infuriatingly
fickle. The Microdrive tapes wear quickly and are regularly munched up
by the drive mechanism. More fundamentally, the drives do not offer
what is implied is their reason for being: they are slow and require several
revolutions of the tape loop before the drive warms up sufficiently to load
the program. For those who haven't heard enough, the conseqguences of
running out of memory are not good. When a program is too long the
computer crashes and the Microdrive spins on —wipln;i:gvaryming from
its tape. It's not hard to see that the Microdrive cannot be put to serious
use and is a commercial non-starter, explaining the conspicuous lack of
Microdrive software.

If all the technical shortcomings of the micro passed largely unnoticed
bﬁ the Spectrum latecomers, the lack of a proper keyboard was plain to
all and sundry. In my opinion, the first rubber keyboard was better than
the later intended improvement.

Clive Sinclair single-handedly created the mass home computer mar-
ket, and all the above criticism isn't much more than nit-picking in the
light of his major achievement. The ZX81 first popularised the nation of
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affordable home computing in the UK. Owing to Clive Sinclair's brain-
child, the UK has more computers per capita than any other country in
the entire world. But of all the good and bad of Sinclair's reign, the one
thini he did not attempt was publishing his own ‘official' magazine, and
for this he can only be congratulated. Unlike Acorn, Amstrad and Com-
modore who did try, he was alone in letting the independents do what
they do best — reporting the facts enthusiastically, without fear or trepi-
dation, and with a desire to do what's best for the entire Sinclair
phernomenon, and not just the central nominal company.

What | hope Alan Sugar realises about the company he has taken over
is the role that independents played in making the Spectrum. The quality
of their add-ons for the computer was very high and exceptionally good
value for money. For example, Sinclair could only offer a 30 day waiting
list and an inflated price for the 16 to 48K upgrade, while small workshops
performed the service more rapidly and at less cost.

| think that the Spectrum phenomenon, and the important role of inde-
pendents in the computer's success is not only a lesson for microcom-

puting, but for the whole British economy.

THE PRICE
OF MAGIK

Producer: Level 9
Price: £9.95
Authors: M, N & P Austin

Mainstream adventuring has vari-
ously been described as going
from strength to strength, with
many new converts joining the
flock every month;, or going
through a rough patch marked by
declining releases at a time when
arcade and arcade-adventure
titles are selling in much greater
numbers. I'll have to lay my cards
on the table and line up with those
who think the adventure scene has
been quiet for some time which
makes a Level 9 release all the
more interesting.

Each successive Level 9 game
receives tremendous accolades,
and it would be only reasonable
for journalists to look for a new
angle and come to each new
release with a more critical eye so
as not to just rubber stamp the
game and let it pass through as yet
another sure-fire winner. But the
truth is, Level 8§ would seem
destined to always produce top
quality products, and now that
much of each month's releases

are composed of cheap, highly
unoriginal games, a Level 9 game
stands out a mile as offering a real
challenge, a deaper, more intricate
and interesting storyline, and a
programming competence which
makes the purchaser feal that he
or she is actually getting some-
thing for the money asked.

It's not just the game itsalf which
is in a different league, the backup
to the consumer in the way of the
excellent hint sheets puts many a
competitor to shame. Anyone who
takes adventuring  seriously
should check out the company
who takes adventuring seriously.
Level 9 concentrate solely on the
activity of adventuring, and if you
haven't played a Level 9 game
before then The Price of Magik is
every bit as good as their previous
releases and will show what
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adventuring as an entertainment
medium has to offer.

But the most important aspect
of Level 9 is their centinuing
improvements on their own
superb adventuring system,
improvements which give adven-
turing some pride in the race to get
the very most out of the Spectrum.

Price of Magik is the follow up to
Red Moon and so parts of the
background storyline will have a
familiar ring to them. Long ago the
moon was red and shone lmk:
onto the Earth, but the sun steadily
bleached it of all power. While
some magic still remained, the
surviving icians created the
red moon crystal of Baskalos as a
new source of magical power and
appointed the best of their number
to watch over it. Under the care of
a succession of wise guardians,
the red moon crystal gained
greatly in power, so that magic
worked for miles around. Then

lar struck.
ar was a noble sorcerer

when he was appointed guardian
of the crystal, and he cared for it
by, Myigr heoan 10 ponces onus

. Myglar to ponder on his
own mortality, Driven by a crazed
desperation Myglar channelled
the magic of the crystal into keep-
ing himself alive. And so it is that
the red moon fades and with it the
last magic in the world. This is why
you have been summoned to
defeat Myglar and take his place
as guardian, before all is lost.

As you might guess from the
title, this game has you thrown
deep into the misty world of magic,
an area of interest coverad very
well in the microgames world, pos-
sibly bacause most people who've
had a go at programming consider
what software houses achieve
with a Spectrum is magic! At the
start of the game you Know
nothing of magic, how to wield it,
or even what use it might be to you,
but as the game progresses you
become aware of increasing com-
petence with your new found craft
as new items and situations are
encountered. There is a surpris-
ingly high number of spells to
become familiar with, eighteen we
are told, and to win the game
you've got to know them all,
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HUMAN TORCH I want you to BURN TENT

gamas layers familiar with
Level 8 might expect, this adven-
ture really goes to town on helpful
advice, prompts and playability.
The vocabulary is nearly so expan-
sive in its attempts to be as helpful
as possible that it becomes bewil-
dering — sometimes the
responses to your attempts are
almost too clever as the program
does its level best to keep you
informed. Things start off simply
enough with the comm ace
TAKE SHIELD, and
ARMOUR, but you are soon wnn

atthei nurt'_l,r of the
ramm% wﬁﬁa Iil-ms -::f
ALL ELIT THE CROSS,

MANDFIAKE AND CANDLE AND
GO EAST, and, WEREWOLF, GO
EAST, ATTACK ALL, TAKE ALL.
GO WEST AND DROP ALL — an
insight into how the game
develops character interaction
more than hitherto seen in Leval 8
games.

Other useful commands
include G and BEXAMIME
EVERYTHING and the ever useful
AGAIN which repeats the previous
command. If | understand the
instructions cormrectly it is only on
the 128 Spectrum where the
OOPS command can be used to
step back a long way through the
game you've p , perhaps to
aitqf for the better some of your
actions. .

On all Spectrums there is a
gﬂ hic version of the game with

i c;:;s;ua text and on the -nthur
side o t an expan
taxt amuumamhﬂ adventure. Fﬂr
example, the herb den, a
couple of locations to the west of
the start location, has the following
description on the text-on var-
sion, "You are in a herb
an insect-infested mound whmh
rises h the marsh mist. A
fenw stu plants survive. An exit
leads east to awoodshed. You can
see an elder cross, a mandrake
and some ight flowers.’, but
coalesces down to objects and
exits only on the picture version.
Because of this, many people are
likely to want to play the text-only
version by choice, ially as
the pictures are simple and not
particularly awe-inspiring.

The Price of Magik is a nigh on

9 releases tend to, represents a
further improvement on their own
adventure system, featuring the
superb type-ahead that allows the
player to input c and at
all times. In bnth Eltm¥t
and has many
similarities wﬂh Hed Moon where
the player can wander for a long
time without having much clue as
to where the solution of the game
might be. The number of locations
which the player can explore with-
out having to solve intractable
problems further distances this
game from the old adventures
whare linear solution paths made
for dull, string-of-problems style
adventuring. The game really

ins in eamast when bagin
to how to use the magic
when some aspects of D&D may

_ﬁr familiar.
unexciting loading screen
mada of text instructions
deviates overall excellence (|
think it might be time to offer the
player a colourful intro screen, as
Level 9 are now the only major
company not to offer one), as does
a scrolling list of text which, if not
exactly untidy, is difficult to read.
Slmplyr aaparatmg your input from
's screan output with
] blank line would have helped
enormously, The unaltered Spec-
trum character set is a little disap-

intin? too, although | must
ataly qualify implied
criticism by pointing that yal-
low on black looks so good that it
would be sufficiently removed
from the Spectrum black on white
to satisfy most people.

Tha pmnts to the game
are not even for the most
casual of advemum to find.
Apart from its astonishing Ianﬁl;
and iii.alligent plot, the incredi
friendliness of the program's
responses is a particular liking of
mine, as easy communication with
an adventure quickly involves the
player and draws the adventurer
into the plot. once
more becomes a pleasure and not
a chore.

Difficulty: involved
Graphics: average
Presantation:
Input facil
Responsa:
Special features: type-ahead
Genaral rating: excellent adven-
turing
Atmosphere
Vocabulary
Logic

Addictive quality
Overall

: good
: Complex sentences

B288R

HUMAN TORCH AND
THE THING

Producer All American Adventures

Price £9.95
Author Scott Adams

Questprobe 3: Fantastic Four,
Chapter One is the full title of this

me which follows those other
gnamrobo superheroes,

Spiderman and The Hulk. These
games represent a link up bet-
ween the inventive genius of the
Marvel Comics Group, with its
curious assortment of weird and
wonderful characters, and the

cunning and puzzle-minded devi-
i::étanaaa of the Scott Adams intel-

Whatever might be said of the
adventure, one thing is certain: the
theme of the game is totally
absorbing. Within every young-at-

heart parson is a desire to know
and learn all about superheroes.
To be a superhero you must pos-




sess some extraordinary powers.
With Spiderman it was the ability
to cast webs and climb along walls
and ceilings. With Human Torch it
is the ability to throw flame and ﬂr.
The detail with which we are told
of the superheroes' powers is part
of the style of Questprobe, with
comments like ‘possesses the
mental ability to control ambient
heat energy' leading into a
detailed synopsis food-to-

energy conversion via Adenosine
Tn"ﬁ:m:s te (or ATP for short).
e Thing is aptly described

because not only does he have an
orange, rocky-textured hide, but
also he has no apparent neck or
outer ears. As all other superhero
creatures, The Thing derives its
strange powers from a blast of
radiation whose mutagenic affects
bestowed superhuman strength
—to the point where Thing can lift
B5 tons. The Thing's body is able
to withstand extremes of tempera-
ture from -75 to B0O0 degrees F for
up to an hour, and can withstand
the explosive effects of armour-

iercing bazooka shells against

5 skin without sustaining injury.

It is with some relief that the player
finds The Thing's intelligence has
remained unaffected by the radia-
tion — it would be worrying in the
extreme to have such awesome
powers in the hands of a moron!

The adventure begins in the
Chief Examiner’s office, a charac-
ter who ' rs to be a foreg-
round, real-time, high priority task
running on an unattended Master
Computer located somewhere in
an ancient, forbidden museum of
science on Durgan's planet’. So
now you know! If you get stuck on
this location | would strongly
recommend a good think on how
well prepared you are for this
adventure because it doesn’t get
any easier. It is the sort of adven-
ture which would be difficult even
with the solution sheet!

To get over the first hurdle you
simply have to do the polite thing
which the Examiner talking
thus: ‘In this test you must free
Alicia Masters from Dr Doom.
You'll have to master the powers
of two Marvel Superheroes. You'll
be able to switch your point of view
at any time'. The two characters

he refers to are, of course, Human
Torch and The Thing. Switching
betwean characters involves
ﬂnlshing the line ‘THING | want you
to ... " with the word CHANGE
which then gives you the line
HUMAN TORCH | want youto. ..
' at the bottom of the screen. In
this way you can switch between
one and the other at will.

I'm afraid it doesn’t take long
?Q""g this game before you

ise how clumsily it has been
ut together. The glaring white
ackground of the Questprobe
series is still there, along with poor
vocabulary and a linear set of puz-
zles to be solved. But what makes
this game a little worse than its
predecessors is its confusing
responses and untidy display. The
response of ‘OK' to everything you
input is simply nonsense. Early on
in the game, in the tar pit, | decided
to swim. The am responds to
this with 'OK', so naturally |
assume | am swimming out of the
pit. But no, I'm being sucked down
and the truth is the program has
not acknowledged my ‘swim’
instruction. When changing from
one character to the other say,
Thing to Torch in the first frame,
the program does not clear the
screen and so ‘I'm being sucked
down® remains when it is clear
Human Torch is outside the tar pit
and is not being sucked down.
Clearing the screen would have
saved confusion here.

This is a very unfriendly and
unresponsive adventure. Meeting
the Blob provides as good an
example as any of how game
fails to perform. EXAM BLOB gives
‘OK, | see nothing special’ while
SMASH BLOB gives "OK, it's clob-
bering time. | smashed my way
through the machinery’. This curi-
ous stock answer refers to the
machi of one of the first prob-
lems in tar pit. This reply is

either a joke orabug and | tend to
think it's the latter. Questprobe

has never had the reputation of
friendliness, featuring chaﬂlanﬁlng
uzzles and stunning graphics
nstead. Here the pictures are only
modest and the puzzles are more
involved and bewildering than
clever. | can't help thinking %pﬁ:feh
man was less difficult and had
more going for it. This third release
shows little care for what the
British adventure market wants
and | think it unlikely that people
are that interested in mind-boggl-
ingly difficult games constructed
in such an uncaring fashion.

Difficulty: extremely difficult
Graphics: quite good but nothing
to shout about

Presentation: very average
:hnpul facility: verb/noun

sponse:
General rating: disappointing

Atmosphere
Vocabulary
Logic

Addictive quality
Overall

A

SPACE DETECTIVE

Producer Celerysoft
Price £2.00
Author J Sharp

With a name like Celerysoft these
uys must have a sense of humour
they even enclosed a menu for
celery au gratin which begins with
the celery being boiled in a little
salted water for 20-30 minutes).

The F18 scout ship hangs limply
in orbit over the planat Krepton on
its mission to detect life on the bar-
ren surface (see what | mean, gave
me a fit of the giggles, | can tell
you). Yesterday all communica-
tions with the ship ceased and you
are ‘injectad’ into the back of the
ship to find out what's up. You
must return to the Inter-Galactic
Control Basa with the case solved.
And why must you do these
things? Luse you are none
other than the great SPACE
DETECTIVE, that's why.

The crew onboard consists of
Tobor Xod, captain of the F18,
Astrid Tarn, scientist, Ojo Ojomah,
engineer, and Klepton Kyle, medi-
cal officer,

The game makes use of the
Quill, Wustrator and Patch and it is
The Patch's sound effect (the one
of tha train) that is encounterad in
the engine room NE and NW of the
start location.

to have a more imaginative reply
to the one given. In genaral, there
are very few occasions where
comments are received unless
they're along the lines of the solu-
tion to the game. When authors do
not predict and think through how
a game might ba played, atmos-
phere is and the player settles
down to a linear game charac-
terised by a feeling of passive dis-
interest. in the Navigational Room,
where there is a display screen,
EXAM SCREE brings out one of
the drawbacks to Quilk: the
program assumes you are refer-
ring to something else when it
comments 'The screwdriver is
very small but will undo any
screw'. A grill, a little distance
away, is secured by screws and,
what do you know, around the
corner is a screwdriver to deal with
them. Mot so quick though, the grill
is eight feet up and out of reach.
But remember, the solution does
not Ii? in getting the table or the

seats!

ce Detective is a very run-
m—ﬁ-mm adventure. Owing to its
linear plot and solution pathway it
lacks atmosphere. When a game
Is unresponsive it fails to keep the
player enthralled. There is little
story here, just a set of preset
problems and solutions, whichisa
little disappointing when you con-
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You begin at the rear end of the
ship where a small light shines on
the rear airlock. The picture above
the text rather neatly depicts the
scene and thera’s even some
flashing indicator lights to liven
things up a bit. To the north, along
a gleaming white connecting cor-
ridor, is the dining room which has
a large table, four chairs, and a
food dispenser which is battered
and out of action. It is here you get
your first taste of the unimagina-
tive plot behind this one: both GET
SEAT and GET TABLE elicit “You
cannot do that' with no further
elaboration. Mow, | think it quite
reasonable to assume the author
must have expected the player 1o
attempt to get these items and it
wouldn't be expecting too much

e T

am
=
w7

sider storytelling is what adventur-
ing is all about.

Difficulty: not difficult

Graphics: average
Presentation: Spectrum charac-
tar set

Input facility: verb/noun
Response: Quill

)
5]
B5RE8

Addictive quality
Overall
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Producer Stephen Preston
Price £5.50
Author Stephen Preston

:

THE PRISONER
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A curious game this one, but | felt |
must review it as it fares well when
compared to the heaving mounds
of poor quality cassettes | receive
each month. Adventuring, more
than any other area of games-
playing, seems to attract the prog-
ram yet to be signad up, or worse,
sold only by mall order with no
hope of being taken on by one of
the big boys. Could | take the
opportunity here to dissuade any-
one thinking of writing an adven-
ture who has not got any original
ideas to contribute - even with
humour, the old torch-plank-hole
adventure with no interactive
characters just isn't going to get
anyone interested enough to buy
it in sufficient numbers to justify
the time and energy devoted to
writing it.

The Prisoner is curious because
it is put out by a person with no
company name (no big crime this
as many adventure houses centra
around a sinple ogrammer).
Further, LOAD" "CODE s used to
load it and, well, that really takes
ma back to the early days. What is
unclear is whether the author has
had express permission to use the
copyright for the TV series. Uptoa
year ago, large entertainment
companies were determined to
stop unauthorised versions of their
programs/books being used by
small computer companies, but

| Qethags naw they have tacama

been poisoned®™

PL b

your Local
south.

4O rth Souvth  Uest
ouUu Ccan See nothing

eLse

Slowly.
Words Sudden Ly

on the base oOI
read, " You havi
Oh dear!?

This game acknowledges the
copyright without saying whether
or not it has been granted by ITC
Entertainments, the owners of The
Prisoner TV series. The reason
why | labour this point is because
of one or two similar games
appearing over the last year or so
which have clearly not obtained
copyright and vet survived
whereas any transgression by very
small games in the early days
tended to be met by a letter wing-
ing its way from some hu#-a Hol-
lywood film company. lar
companies have decided toturm a
blind eye to small games which
digress from standard behaviour
then this is only sensible as such
ﬁamas represent little threat, and

they do, they can always be offi-
cially endorsed|

The story of The Prisoner goes
like this. You resign from your job
in the secret service, but someone
somewhere doesn't like it, and so
they put you away (once a spy,
always a spy?) You are abducted
and wake up in a strange village
filled with other people taken out
of circulation. None have names,
just numbers. You are Number Six.

e village has a chairman and he
is Number Two. His efforts to
break you are not very successful,
but then, neither are your attempts
to escape. But one day the chair-

N 5 T e T e e e

man hatches a plan to make you
|\ reneAl yaiE sRrrels while v

e Sl

in the village. You go to the nursery
to see the children. There you find
a storybook with pictures - a game
of cricket, a boxing match, a vil-
lage, a plane and a lighthouse. You
start reading, forming a story from
the pictures, but beware, Numbear
Twois watchinﬂ.

The aim of this game (The Girl
Who Was Death) is to track down a
mad professor called Schnipps
whose intent, in best mad scientist
tradition, is to destroy London with
a super rocket. The only way you
can find and stop him is to follow
his daughter {the girl of the title) to
his hideout. She tries to kill you at
every opportunity and can easily
be recognised as she is tall and
blonde, and always wears white.
When you reach the hideout you
have to find the rocket which is dis-
guised as something rather pecul-
iar and your task here Is to deacti-
vate it. re is a time limit of half
an hour to complete parts One and
Two of the game. When the time
runs out, Schnipps launches his
rocket and your mission fails.

You begin with a game of cric-
ket. An agent who had followed
this trail before you was on the trail
of Schnlpp's daughter but, whilst
playing a game of cricket for the
local teamn, he was suddenly killed
by an exploding cricket ball, pre-
sumably swapped when the last
Six was scored. This is your only
lead. You start play with a game of
cricket to try and find out exactly
what happened,

It's a pleasantly warm day on the
cricket pitch. Birds twitter above
and the opposition has clocked u
99 runs (shown on the picture).
And. . . you'ra holding a ball which
is a bomb. Hmmm, I'll leave you to

Producer Firebird
Price £1.99
Authors C Liddle
& P Torrance

low up to. You are Ed Lines the
famous reporter who has sent the
‘SUBSUNK® m e from the
stranded submarine Sea Lion, only
to have it intercepted by enemy
agents. The agents use a mysteri-
ous magnetic force to draw the
sub into Seabase Delta. You must
unravel the secrets held in the
base then locate a mini-sub and
make good your ascape.

You n in a large tubular
walkway (with a picture which
looks like a large pencil) and

through its transparent walls you
can see the murky depths of the
ocean. As is so often the case in

adventures there is a dead body.
By the body is a briefcase which
mysteriously has to be re-picked
up if it is opened to examine its

v —.
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SEABASE DELTA

If | give you the story for this one
you might just twig what itis a fol- &

contents. Presumably the prog-
e,

work out what is the best course of
action herel f you choose the
unfortunate combination THROW
BOMB, you are still blown up as it
reports "No time for that! Tha ball
g_:u were carrying has exploded’.

is is the first of many examples
of narrow, unfriendly vocabulary
as the next step, GET BAT, is
refused with preference going to
TAKE BAT. Game play is very
urhelpful & little further on when
you attempt to pick up a photo and
are unable to as you are already
camrying too much — a bat, a
watch and an umbrellal The idea
of carrying a watch in this sense is
illogical.

Gil Who Was Death is a
very professional looking plece of
software. The pictures at the top
of the screen are very good (as is
the Ioading screen) and the rede-
signed character set is most
pleasant and readable. Both the
theme and content are very
interesting and absorbing for the
player.

Difficulty: not overly difficult
Graphics: good
Presentation: very good
Input facility: verb/noun
Response: fast

General rating: good

Atmosphere
Viocabulary
Logic

Addictive Quality
Overall
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doesn’t reveal anything in the first
instance but does give a useful
prompt to action — ysa
sbgl:l of a helpful pr
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-~ Hospital&Services

AST ANG _.EE]T ) W\m-mr*_
R. A. ELECTRONICS MICRO-MEND TECHNICOM MIGRO SERV
133 London Road South, Main Street, Farcet, (South West) New address) 95 Deerdykes View, Westfield Ind.
Lowestoft, Suffoik PE7 30B Unit 5, Transom House, Victoria || Area, Cumbernauld G68 SHN
=10502 66289 = (0733) 241718 Street, Bristol B51 GAH 2 02367 310
Spectrum repairs New, low fixed prices: m &1, Warve || ‘E'Winscombe (093 484) 3460 ||  Repairs to al Sinclair range, inc. interface,
£17 fully inclusive £18, Itace1 £18, ZX Printer £18. Sinclair repair specialists. £12.50 (inc VAT) + Microdrive, monitors. 3 month warranty.
Keyboard £12 Mlinc + PP ELBD parts and P&P 3 months guarantes, Free estimales.
TR0 wenos NCESEINCES || LONDON/SOUTH EAST
oot ¢ i pan o | Mot | CAPIAL coNPUTER S
Est, Thetford, Norfolk Mansfield, Notts Rd, East Moors, Cardiff CF1 5EG CHILTERN COMPUTER CENTRE
= (0842) 65859 = Mansfield (0623) 31202 = Cardiff (0222) 461801 88/100 High Town Road
Fixed irs toall home uters, disc
Repairs to all Sinclair gmﬂ;t products. 3 i i oo Spectrum repgsrtsatrg Ay s, 3 mects = (0582) 455684
£15+ VAT, PEP 3 month guarantee. " Spectrum repairs £18.00. 3 month warranty. Ful
LD range mm&merl E}:Irs.r:: peripherals.
M. P. ELECTRONIC SERVICES 27-29 High Street Gloucester Road
High
The Laurels, Wending, Dereham, Leicester LE1 4FP Bristol SUREDATA COMPUTER SERVICES
& Norfolk NR19 2.2 = (0533) 57479/57470/21874 = 0272 48575 45 Wychwood Avenue
i m IT‘."H chhumﬁrmﬂ.r; for less than £25.00 Spﬁt:fgru?‘sgmpair&d‘ Middlesax
mon uaranteson = —_
nur wurhaulnFree Dgﬁ%;r g Telephone d?;gwszcmm availzble or less =01-851 0124
3month guaraniee (parts, labour) on Spectrum,
GAZTEK COMPUTERS o FIRST BYTE COMPUTERS #wmm i
4 Sheithanger Road, Diss, Norfolk Centre, London Road, & 53, Avonside Enter-
P22 3EH Derby DE1 2PE prise Park, Newbroughton Rd, VIC ODDENS
= Diss (0379) 52327 = Derby (0332) 365280 Melksham, Wilts. 20225 70501 6 London Bridge Walk
Stockists of Commadore, Sinclair and Amstrad | | Fised price repairs — software, peripherals and Repairs: Spectrum/Plus £15.50, keyboard London SE1
computers. aCCessones £8.30. Interface & Microdrive £17.00 each. All = 01-403 1988

Al repairs carried out quickiy

Derby’s leading computer siore.

fully inclusive. Callers welcome.

ONE STEP BEYOND LTD
11a Castie Meadow
Norwich NR1 3DE
= (0603) 663796

Repairs of most computers and accessories.
Large range of software and peripherals.

ZEDEM COMPUTERS LTD
2 Kimbotton Road
Bedford MK40 2NR
= (0234) 213645

Spectrum repairs £19.95 + P&P 48 hr

turmaround. 3 month warranty, Free estimates.
Also BEC, C64, Amsirad

| WEST MIDLANDS |
33 City Arcade, Coventry,
Warwickshire CV1 3HX
2 Coventry (0203) 24632

We service all Sinclair computer products, 7381,

Spectrum, Spectrum Flus, Interface 1,
Microdrive, etc.

BULL RING COMPUTERS LTD
l:ummqm
2 Bridgnorth (074 62) 66839

Bull Ring Computers sell hardware, software,
atcassonies, and do repairs.

MIGRO CITY
1A Queens Road
HNuneaton
= (0203) 382049
Specialist Spectrum repairs £19.00 inc parts,

labour and PR
Enclose payment with Specirum

| NORTH EAST |
head
MIGRO POWER LTD
Northwood House, North Street,
Leeds L57 2AA
= (0532) 458800
Repairs -
16K and 48K Spectrum
Fepair Cantre

H

NORTH DEVON MICRO CENTRE
(TeC) Lynton House, Castie St,
Bamstaple, North Devon
=(0271) 44260
| Spectrum repairs £19.95 inc retun P&P Fast
turmround, 3 month warranty. Phane for quote.

67 Friargate, Preston, Lancashire
PR1 2AT

= 0772 561952

Maintenance and repair of Computers, Monktars,
Disc Drives and Printers

H. S. COMPUTER SERVICES
Unit 2, The Orchard, Warton,
Preston, Lancashire PR4 1BE
= (0772) 632686
Repairs £14.95 fully inc; 24 hrs tum-round. 3
month guarantes
Why pay more?

24 Great Moor Street,
Bolton BL1 1NP
2 Bolton (0204) 398176
Repairs on all Sinclair products

2 month guarantes
Free poster

s MANCOMP LTD

5 Levenshuime Trading Est,

Printworks Lane, Manchester
M19 3JP. = 061-224 1888

Spectrum repairs — between £9 and £20. 3

monihs warranty. Opén Sam-7pm, Mon-Sat.
While-u-wait service,

Repairs for all Sinclair Computer Products
lmmmiatemmﬂugfmnmsmnmsm.
MVice.

3 month warranty on all repairs

GATWICK COMPUTERS
62 The Boulevard
Crawley, Sussex

= (0293) 26240/37842

3 month warranty on all repairs.
Superior service

For details of advertising in this
section, contact Nick Wild on
{0584) 4603 or write to him at

Mewsfield Publications,
1/2 King Street, Ludiow,

Shropshire, 5Y8 108
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increase your chance of suc-
cess. Theoarsareina
mound in the Troll room. As
for the crocsriver, itis neces-

sarytocrossitatsome stage,
see something!’. It would have :‘?r:::?:nﬂ lair lies in that
been courteous to allow the player ¢
to press a button to skip over this To blow up the building in

delay; as it is, the game slows and GREMLINS you must first cut up

i Andrew Jacobsen from Coitin- the mallbox Into metal plates
the player becomes bored and irri- North
tated. Overall the game has a slug- g::'"_" Humberside P for “',I' :lud the weld-
gish feel, what with its slowly- = b “"t:'"""’ d"ﬂ ":; I"""’
drawn graphics, but this must be the piates weid up all the

“ Please could you tellme how vents except one. When the

taken as just ona of the drawbacks to get past, or destroy, the tank  Gremilins appear use the cam-

inherent in a £1.99 adventura.

H ¥
In the briefcase are documents, 11 EBPIONAGE ISLAND? :" :"d t:_'ﬁ will ﬂ"; :':? the

one of which is a telex message in control hut TXJUDI :lﬁp:'l‘ .nd""m?::; in. "::W
m?;%hgggﬁgﬁﬂg%ur;ﬁ :;f'r:' jwill| TXJUDI, F, SFNPWF MJHIU,  return to the counter, plug in
: i N JOTFSU FYQMPTJWF, X, the drill and drill a hole in the
sonnel have had to evacuate the TXJUDI TXJUDI. mwetal pinte. N ut the pia
base due to a wildfire epidemic. | y tic pi p: ;_w;' 'F:::m i dﬁﬂ:‘
Qa;%tﬂﬁ”;ﬁi: W sel | 1an Macmilian of Sheffield is it to the pipe from the bottle.
ey il . having difficulty finishing Insert the pipe into the hole

ery ill. | have left the computer in quite a few adventures and et n the vaive. Light the
control of the base in case | do not asks for help on the following: to m:T o st outt g
survive. The missile targeted on - To l.: ﬂm“ i
the British base will launch as | |EIENPNSSUNEE Pesprig! <o toian oD
panned.. It you've been following | Iy vk M ATIRFNST TR 4 P
the story up to now you'll realise friend
this is an enemy message and so it :
looks as if Ed Lines also has to deal f:hr;\:f: thﬂr.;d the oars — o :
with the enemy computer and stop y i \,

3) Is it worth crossing the
crocs? Is there something |
need?

GREMLINS

1) How do | blow up the build-
ing? What do | use?

the launch of the missile.

To the east of the first location is
a food farm with a really messy
floor, covered in very slippy sea-
weed, whose slimy composition
has you sliding right round the
place. You whizz past the table too
fast to quite make out what object
lies uponit. To the south is a matal-
lic platform in a large dome which
turns out to be a futuristic tube sta-
tion with a tube car which can whip
you off to many small locations
strung out down the line. At each
of these tube stops only one ortwo
tasks have to be performed and,
say, one itam picked up. This area,
for me, was one of the few boring

SPIDERMAM
1) How do | stop/start the pres-
ses?

SHERLOCK

1) How do | explain to Lestrade
about the sale of plans? (Fora
friend)

2) How do | get there? (For me)

sy el - Velnor can be killed In the f

ones; the constant nead to fasten '

and unfasten the seat belt became ‘:m“r as other denizens ,'ir‘;..

irksome very quickly. i Caves — brcamb:t, ol !
Seabase Delta is another good ;':I'M lﬂ ';;:;F'ﬂ; S

cheapie from the authors of Sub- i e will greatly

sunk. As with that game, some of
the pictures are rudimentary while
others, especially some of the later
ones, are guite evocative. The
game is well-designed and has
had a fair amount of imagination
pumped into it. There are planty of
problems and a good number of
objects to collect. In contrast to
Subsunk this game has a very
friendly vocabulary; getting things
done is straightforward and there
is space for witty comments: GET
TORCH gives 'Well, every adven-
ture’'s got to have one of these
hasn't t?". Seabase merrily flows
along and can't be bad at the ask-
ing price.

Difficulty: moderate
Graphics: good in places ~
Presentation: average

Input facility: v/n

Response: Quill

General rating: good

"*‘ff-?/ -
el

Atmosphere
Vocabulary

Logic
Addictive quality
Overall
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room, TUBSU DPNQVUFS,
UZQF SvVO.

To inform Lestrade of the
sale of the plans In snerRLoCK
go to Scotland Yard and say to
Lestrade ' Basil has plans "’
then say'* Sale location in Old
Mill Road ™. After this Justfol-
low Lestrade.

M. A. Garbett from Sutton Col-
dfield is still searching for his
own identity in minosHADOW
and asks:

1) How do you kill Jarad inroom
2077

2) How do you get the parch-
ment without dying?

3) What is the shell used for?"

To kill Jarad you will need the
gun. To get the parchment,
simply duck when you hear
the whirring noise. The shell
can be used as a spade.

Stephen Linshan in Manchester
is sick of being run down by
GREMLINS and asks for help in
dismantiing the snow plough.

You need the welding torch to
weld the controls.

Giants are causing problems
for Jason Keyse of Wariey, West
Midlands in vELNOR'S LAIR.

Run when they chase you,
they may be vulnerable when
on the bridge!

7 In maFia conTRACT how do you
kill Vincetti after you've blown
the door down? (By that time |
have run out of bullets.) ®

You should kill Vincetti with
the gun; try conserving bul-
lets somewhere else.

G. Zabal of Milford Haven is hav-
ing difficulty with soncerer or
CLAYMORE CASTLE and asks:

1} How do | open the crate?

2) Where do | find the towel?

3) How do | pass the pool in the
drain?

I don't think the crate can be
opened although | must admit
that | haven't progressed far
in this game. You find the
towel In the moat. ENTER
MOAT, HOLD BREATH, SWIM
DOWN, SWIM DOWN, GET
TOWEL, SWIM EAST, U.

—— T

(ENCRYPTION CORNER |

r{ Ib's easyto s'ﬁeak?irewstér*!f

| ENGLISH : ZRBCPEFGHITKL

| BREWSTER: A B COEEGH 1IRLM

{ENBLISH : MNOPQRSTUVWAY
:_ERE'I‘JE‘."EE.'NDF‘QRSTUUHM’I_‘I




YOU AND THE ENEMY — ONLY ONE OF YOU WILL SURVIVE

" Nour Lkt wi”wm.}fﬁu Terrain) jet stands fully fuelléd™
gnd fully armed. A vast invasion fleet is anchored just off your shores.

Ground forces have come ashore and are advancing on your positions
_‘protected by massive air cover... 3

You are the last fighter pilot. Your :cnunfr}-r.jurns to you and asks ...
“Are you good enough to be called an ACE?""

| THE - ULTIMATE - COMBAT - JET - SIMULATORRG

i
ol E R L
e Wy .
wﬁ-?\% Peaturing tanks, hﬂl:ﬂpl‘&ﬂ,
; ships and a tetally unique
gence ACE isthe

g
&, Mo ing air combat
EHWMMH twin flying
mode {using twa joysticks) you ' Coscade Games Lid,,

can fly and fight with your Hurrugule,

friend as weapons man. - HEGn1 Iqﬁl
ACE — THERE IS Telephane:

NO OTHER GAME LIKE IT PP (0423) 504463

Screen whon orm ke rom the O &4 verses, I08 18 aed VIC2D da net hove grousd chiscs




GLORIOUS MUD

First — ‘Home is right,
SIGNSTUMPS would be
“ig‘nna o the of

ndly, on com-
puter adventure vs RPGS (Role
Playing Games) | think that Lew
Pulsipher, who used to write
DAILOG back in the 1984 for
iMAGINE, had the right idea when
he said that computer adven-
tures would always be sterile
compared to APGs because
computer adventure didn"t
invaolve player interaction. The
only computer RPG | know of is
MUD. Apart from that, most
computer adventuring is a solo
affair.

However, | do not think com-
puters should be ruled out from
RPG because they could be a
very useful Game Master tool.
Where computers really shine is
in very fast calculation and
graphics. A Game Master tool
would then include a system to
instantly conjure up twenty
thousand orcs, goblins, black
puddings or whatever, without
all that tedious mucking about
with B-sided dice, trying to gen-
erate Hit Dice. It would also give
illustrations of rooms, dun-
geons, landscapes and so on to
give the players an idea of whera

t f
bt Dr Wad, Southampton

ABSTRACT
PAINTINGS

Dear Derek

lam writing to express my views
on adventures, though espe-
cially LeveL 0. Their brilliant Dun-
geon ture was one of their
first adventures but is virtually
unheard of nowadays. Why?
Because it hasn't any graphics
is one of the main reasons.
Another is that LeveL v have pro-
duced graphic adventures
since.

Look at Red Moon. The
graphics are so brilllant aren't
they? The variation is amazing.
Room after room a poor picture
of adoor is displayed and the
only time this cha isin the
titted room (a lop-sided door).
The problem with LeveL s graphic
adventures is that the graphics
are too abstract and have
nothing whatsoever to do with
objects or features in the teixi

only worthwhile graphics
are those used in Ashkeron and
Kentilla where the pictures
reveal clues that are not givenin
the text. So, LEvEL#, if you can't
draw, don't try. f you can then
draw pictures properly next
time. Okay?

Turning to Marc Stears’ letter in
tha May lssue, | totally agree
with his points on Quilled adven-
tures as they are often addictive,
always fast, unlike Lord of the
(yawn) Rings which | found very

tedious.
iartin Bishop, Berkshire
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Dear Derek
Foliowing your comment

regarding my letter in CRASH

Issue 28, | think I'd better clear
up one or two misconceptions.

I should point out that while
you are obviously entitled to
your opinion, as far as | am con-
cerned S&S or anything with a
similar concept is basically not
a good game whether l opt to
compare it with role gaming or
not. | am unable to see the ‘fun’
in wandering about countless
passages, killing things. Action-
wise, an arcade game is more
anjoyable; strategy-wise a war-
game is more involved; puzzie-
wise an adventure provides
more challenge.

Which brings me onto my sec-
ond point. As | sald, S8Sis not
really all that similar to a ‘proper’
role-playing adventure. In fact |
could quite honestly say that a
normal computer adventura
comes closer to the modemn
role-playing ideal due to more
concentration on plot and so on.

As for 'beloved’ role-playing
games, as | pointed out, there is
as much rubbish in this market
as anywhere else. | don't Just
naturally assume that all
rolegames are brilliant and all
computer games are awful,
After all, | do play and enjoy
computer games.

Another topic of interast was
that of graphics in adventures. |
think the main point, nol men-
tioned by Richard Matthews, is
that If these games lacked
graphics, far more of the actual
adventure could be fitted in,
which is surely what we want.
Too much emphasis is baing
placed on attractive and novel
presantation with the result, In
some cases, that tha rest of the
game is ignored. Nol that the
extra memory space left by the
absence of graphics should just
be used to create more loca-
tions — there are other aspeocts
that add depth to an adventure.

It was interesting also to see
your response to Suzi Yann's
request for help, where you
recommand drawing on fantasy
and SF fiction for inspiration.
This makes me think about the
actual backgrounds which ARE
used in adventures. Thera have,
| admit, been numerous adven-
tures which tackie new milieus,
instead of just the usual fantasy
vein. Many have been quite suc-
cesstul, and it is impossible to
complain about the variety of
backgrounds now being drawn
on. However, | think that a lot of
ideas within the fields of fantasy
and SF still have not been
developed. Much fantasy is now
a bit stereotyped, but especially
inthe realm of SF, much remains
to be done.

Brian Duguid, Aberdnenshirs,

LET ME EXPLAIN :\ -9:‘1\

[}

LA

\

CLASSIFICATION
SYSTEM

Dear Sir
Iwas reading through an adven-
ture column in another
magazine, and | was surprised
1o see that the writer did not
accept a game such as
Speliboundas an adveniure. | do
not agree with this, and this
prompted ma to write on the
subject of what constitutes an
adventure, especially with new
games of this type which,
although executed with full ani-
mated graphics, are essantially
from the same stable which bred
the likes of Adventureland, Col-
ossal Adventure, and Mountains
of Ket.

There are several types of
computer game which may get
classified under the heading of
‘adventure’, and | would like to
axplain my ideas on amore con-
sistent grouping of game types,
I will use the term "arcade con-
tent’ balow to mean ‘manual
dexterity on joystick/keyboard
control of the game charac-
ter(s)’. | think that thera is one
simple question to ask yvourseif
when deciding upon the
categorisation of a game, which
I will explain after | have given
some eaxamples of the various
groups.

First, games which are
definitely not adventures,
although they are sometimes
described as such primarily
because of the type of scenario.
This category inciudes:
STRATEGY GAMES — Lords of
Midnight, Doomdark's Revenge
ARCADE DASHABOUTS —
Sabre Wulf, Underwurlde, Night-
shade

Sacondly, there are those

o abe
g
games which masquerade as
animated graphical adventures,
but have a significant arcade
content; any problems are either
explained in the scenario and
require simple physical coordi-
nation and timing on the part of
the player, or are puzzles with
simple or illogical solutions,
often of the trial and error vari-
ety. This section includes:
Knight Lore, Alien 8, Fairlight,
Batman, Avalon, Dragontorc.

Thirdly, there is a group which
might almost qualify as adven-
tures, as they have good logical
problems, but the arcade and/or
animated graphlcal content is
too critical to the enjoyment of
the game. This section includes:
Herbart's Dummy Run, Three
Weeaks in Paradise, Sweevo's
World.

Fourthly, there is the group
which won't cause any argu-
ments — the true text-only
adventures. This includes: Dun-
geon Adventure, Lords of Time,
Hampstead, Tower of Despair.

There is a group | would
describe as illustrated adven-
tures, which includes gamas
which have used pictorial




tachnigues to enhance the \‘i‘

atmosphare of a game which

could otherwisse have been writ- I

ten text-only. This includes older
games such as: The Wrath of
Magra, Eye of Bain.

Thosa wheare the lllustrations
sometimes give important
clues. Unfortunataly, this oppor-
tunity for constructive use of pic-
tures is rarely taken— | can only
think of two such games: Ken-
tila, Velkyrie 17

Alsoincluded here is the ever-
Increasing type of game where
the lllustrations are there to
maka up for the of text
(causad by the inclusion of tha
iliustrations). Sometimes this
succeads in enhancing the
atmosphers: Ashkeron,
Teuchstones of Rhiannon, War-
lord.

Sometimes it falls: The Hob-
bit, Rad Moon,

And sometimes nobody
would notice if the pictures were
accidantally left out: Lord of the
Rings.

The sixth (and final) group Is
formed by games which | would
dascribe as graphical adven-
lures, and the grouping covers
the araa of disagreement as to
what constitutes an adventure,
Thiz includes older gamas
whera the graphics were possi-
bly not much more than an (en-
joyable) gimmick, such as: Va/-
halla, Crusoe, King Arthur's
Quest, together with more
recant games whers the
graphics are vitally important to
tha game concapt, taxt input
often being totaily dispensed
with, but all the problems are in
the true adventure vein. This
saction includes: Tir na Nog,

Marsport, Runes of Zendos,
That's the Spirit, Riddler's Den,
Spelibound.

And the game which takes the
concept of tha true animated
graphical adventure to a new
paak, tha brilliant: Heavy on the
Magick.

One reason | think some
paople are averse to consider-
ing games like Spelibound and
Riddler's Danto be adventures
is that adventurers take them-
selves too seriously. They don't
mind admitting to playing an
adventure whers they are
‘Morthrak the Wise batting the
minions of the Great Dark in
the Shadow Lands’, but don't
think it can be proper adventure
if you have to be a short, fat
knight with big feet, or an extra-
galactic aardvark!

| would be interested to hear
your opinions on this subject, as
| 88 sure that some of the
games | have listed as graphical
adveantures would not have been
included for consideration for
review in your column. I'd also
be intarested to mad the views
of other readers.

Jim Grimwood, London E16

This month's £20 of software

goas to MM SRIMNWDOD for his

classification of adventures.
DB

Faar Derek
am wriﬁ:? to you concerning
the state of adventures.

In the beginning there was the
text-only adventure; then came
graphics. At first graphics were
poor and slow to appear but
gradually they got faster. Later
there was landscaping. "Wow',
everyona said, "instant 3D
graphics’. So everyone rushed
out to buy the game (including
me). Once they had actually
played it, they realised it was
boring and that you had to sit
around for about ten minutes for
day to break.

Did no one realise that this is
not an adventure, this is a
strategy game! | think the
reviewers weore all carried away
with the graphics. After that
came icon-driven games like
Fourth Protocol, which is a very
enjoyable game but | wouldn't
call it a true adventure,

| have a wide range of adven-
tures, and the ones | enjoy most
are the graphic advaenturas, not
the icon-driven games nor the
landscaping games. Why?
Becauss | class the graphic

AN IDEAL FORMULA “}*

L

ally
good as well, except the budget
priced ones.

Instead of worrying about the
state of art, companies should
make games large voc-
abularies, original plots, artifi-
cialintelligence where possible,
long descriptions for locations
and, if agame has graphics, they
should be worth looking at and
if possible follow the lead set by
Valkyrie 17 or Spiderman where
the screens change according
to circumstances.

There is no reason why The
Quillor GAC shouldn't be used if
putto good use, like Hampstead
and Bored of the Rings.
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GRABBI NG
THE TIGRESS
BY THE TAIL Gl

- 'I'he games ;nﬁware mduslry began mth designer-pruéramers, then the tear_ﬁ approach evolved
with designers, arﬂsmogrammrs working together on projects. Some companies, such as
Denton Designs, set ves up to 'package' roducts — producing programs for other firms to

seu:es it firmly by the tail . . . JOHN MINSON investigates

one hot, steamy,

t is hot. I am late. | have
already postponed this
interview twice. Now it
is four o'clock and 1|
should be in 2
South of the River. Instead I'm
still in the West End.

Luckily Tigress is very understand-
ing about it when | finally roll up,
three quarters of an hour late, at
their office eyrie. In fact they're so
busy they're glad of the extra work-
ingtime. Underthe eaves it is hotter
still but a glass of Coke is offered and
gratefully accepted.

Tigress is Beth Wooding, David
Bishop and Chris Palmer, They
don’t program; they don't publish;
instead they just have ideas, At the
time of the interview nobody had
any idea that game design was
about to become a hot topic in the
pages of CRASH, thanks to Mel
Croucher’'s outspoken views which
appeared in the April issue.

Cood old Mel, guaranteed to be
controversial, had suggested to our
beloved editor that, *i’s all deniva-
tive.' And then the words that raised
the hackles of so many readers* . . .
fourteen or fifteen year old prog-
rammers. They can only be deriva-
tive — it is impossible for them to
come up with an original idea,
absolutely impossible’.

While | wouldn't go so faras Mel,
| would agree that last year was a
particular low as far as clone prog-
rams were concerned. If | was
kicked in the teeth by one animated
martial artist, | was booted up the
behind by half a dozen.

Mot all was gloom though. One
of the high spots for me was THINKI,
the board game that would be near
impossible to play on a board. The
maore observant of you may have
noticed the Tigress name on the
box. It was a brilliant example of
simple, effective game design. But
was it an indication that the future of
good games lies in specialist design
teamsi Spill the beans, Beth, and tell
us how Tigress got its teeth.

THE BEGINNING

‘We started up in March ‘84 as a
promotional and marketing com-
pany specialising in the home com-
puter market and we spent about a
vear doing that'.

86 CRASH July 1986

mhﬁs’h.ﬁgresssaminﬂlemﬂtet,and

day.

is point Chris Palmer takes
e story. 'When [ joined these
they were still doing market-
. I'd met David who was at the
ing with the Hungarians,
the Andromeda Software crew, and
it actually started while he was sit-
ting in my office and we both simul-
taneously said, ‘what there is in this
market /s a need for properly
thought out and designed games”’.

S0 Chiris left his job at to put
that plan into action as Beth
says, 'That's all we're nknn%_these
days.’ First out under the Ti
banner was THiNK, foll by
GOLFING CONSTRUCTION 56T, a Com-
modore 64 sport simulation which
sadly depends on constant disc
access, 5o is impossible to convert
to the Spectrum.

Bul even before this, Tigress were
involved with Domark on the view
TO A KILL tie-in — not that you'd
know it from the packaging. That
old favourite of the music biz, *artis-
tic differences’ led to them disown-
ing the much criticised title.

It's easy to believe that they were

forced into passin mmin
that they'd orpq;lainari y mgamlecwg
when you compare the game with
their 'official’ reﬂ;ases. The trio ook
upon the experience as something
of a lesson, albeit a painful one.
Happily they now avoid such mar-
keting pressures and currently have
nine games under development,

IN THE TANK

I'm fascinated how a games
design Think Tank works though.
Do er just sit around having good
ideas all day long? Chris explains:

‘We work in one of three ways. A
design will come out of our
deranged and fevered imagina-
tions, usually as an initial five minute
or half an hour burst of ‘Wouldn't it
be great if we could do this’. The
David and | get together and fire
backwards and forwards and build
the initial idea of the design.

'Or a company will come to us
with an idea, such as ‘We want a
golf game’ or ‘We decided our
range s lacking a strategy game’ or
whatever and they might give us a
very broad outline. Or people have
bought the rights to a book or a film
and have come to us saying, ‘Can
you design a game round it? though
that’s a minority."

Then comes the stage when the
idea has to be bound by the prac-
ticalities of the micro. ‘When we

282>

:

began doing this we set ourselves
an initial rule,’ says Chris, ‘that we
would design games first and
foremaost,

CLASSIC VALUES

‘We try to make everything we
design have the classic enjoyment
values; that it's fairly easy to leamn
yet the skills and cﬁa.‘.ien ramps
up in accordance with BI:JW rge
player is doing at the game. And
then we will look at the way fo
implement that on a system.’ Then,
smiling, he adds, ' But we do havea

ideas file that's simply waiting
for the hardware market to catch up
with us.’

Once the storyboard has been
constructed it's time to find a pub-
lisher. Sometimes a design suggests
a publisher, though more often it's a
case of being approached by acom-
pany with a genera i(;efnquin_.r ti.-r mak-
ng a presentation of several possi-
ble ideas.

Mext comes the preparation of a
technical brief. This document
breaks down every single aspect of
the game and lays it out in terms that
a programmer can code. A simula-
tion game would need various
mathematical models as well as the
more up-front graphic designs, for
example.

Tigress put a lot of effort into designing the fromt end of THINK! — the icom
driven selection menu affers a truly impressive range of game options

[
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TION SET. Sadly, not a game that will find its way onte the Spectrum. Desigred
by Tigress for Ariolasoft, the game allows you to design your own golf courses as

I A smap stolen from the ZZA P! files to illustrate the action in GOLF CONSTRUC-

well as load in fgmous courses to play rownd,

- -
A

a5 Dave and Chris pretend to be at loggerheads in a posed photograph taken by
MINSON's WACKY SNAPS Inc. Minson refuses to go away wnless you strike a

daft pose for his lens, you see.

I Beth Wooding sorts out a spof of creative anigst int fromt of Mr Minson's camera,

Chris Palmer, Beth Wooding and Dave Bishop in their usual office environment
— the best creative thinking always goes on in garres.

PROBLEMS, PROBLEMS

But even then Tigress's involvement
is not over. Liaison with the prog-
rammers continues throughout.
‘Obvigusly there are times during
the design where you had to make

an assumption about technical
feasibility or there are two ways of
ing about something. We'll be on
igr:ﬁ all the way through program-
ming to sort out those fems.’
Eﬁris is the only one of the three
with programming ability, having

started on Commaodore Pets, many
years ago, and though Tigress don't
them program, these skills are
useful when liaising with the writers,
or come in ha:;niy when mock up
screens are needed for the initial
presentation of an idea or routines
need to be cobbled together to test
technigues.

David Bishop, who has until now
been sunk in work at his desk, is
now drawn into the discussion,
According to Beth, he does nothing
else, other than play games. '/
spend mast of my evenings and
weekends playing. I'm a chess and
a bridge addict.’ Beth too s a card
player, and her previous job, mer-
chandising Walt Disney characters,
brought her into contact with the
games world.

‘We have to look at what else is
around,” David calls across the
room. ‘We've spent a lot of time
recently looking at Macintosh, 5T
and Amiga stuff.' Certainly the
office shelves are filled with prog-
rams, and Beth adds that as many
a';l'_ain arekhack ﬁ;ﬂaﬁvgﬁ house,
‘You pick up ‘feels’ il
games,’ Chris , ‘asto mﬂr.&cﬁ
good and what n't.

FAVE RAVES

When it comes to favourite prog-
rams, Beth nominates RAID OVER
BUNGLUING BAY by Broderbund. “/
think mine is MULE zﬂﬂxb'umc
Arts,' David sars. ‘In I know it
is.” But Chris is less sure. Apart from
his own THINK!, which amid much
laughter he claims is, ‘one of the
most classic games of all time', he
finally chooses sPiNDizzy.

W it comes to what gives
them maost pleasure to design, Chris
waxes lyrical, much to the amuse-
ment of the other two. ' Because we

h each game as an entity,
v all hold an immense
amount of ure and an immense

amount of pain." * You sound like a
sort of software midwife,” David
shouts, ' Sometimes it feels ke that,'
Chrﬁ:“aug‘iﬁ. =

2 fo make every game a
p msg;n from wharwe’vf done.
And if we're working within a
generic class, such as an arcade
adventure, we'll look at that genre
and decide if there are any elements
that haven't been fully exploited or
fully explored, so we try to make a
progression there. We get an awful
lot of pleasure out of coming up with
a novel way of doing things or a
novel twist.'

There's a lot of satisfaction for
David when they finally have some-

ing up and running. This Earir
form of the final program will
have all its variables left so that
they can be fine tuned. ' That, to me,
is one of the most ing bits
because | can’t program, but to be
able to actually affect a program that
someone has given me is great,'

‘Yes,' Chrisﬁ, ‘And it's great
when you first it to people and
see their faces light up.' But Beth is
more down to earth. ‘| like to see
the money in the bank.'

It can take quite some time before

that happy day though. How long
from the first light bulb over the
head to handing over a finished

duct? ‘As long as it takes,’ Chris
replies. It depends a lot on
the project. cowr took thireen fo
fourteen months, that was
exceptional. ]’heymua v run six to

nine months.

SIXTEEN BITS?

Though the team are currently keen
to write for the new generation of 16
bit computers — the Am'rﬁa, which
they think is superb but has yet to
prove itself in the marketplace, and
the Atari 5T range, which Chris con-
siders will become the new work-
horse of micros, they still see a
future for the humble Spectrum.

'There’s still an enormous
number of Spectrums out there,’
Beth observes, ‘and the age range
we're appealing to can’t afford to
buy Amigas.’*And r SOMme-
body brings out a piece of software
and eve y . “This is ft —
the peak, ' vou still find that a couple
of months later there’s something
else that makes you think, ‘How did
they do that? ', adds Chris. ‘And
even if it hasﬁempmhedta.‘ﬂ
technological limits there’s shill a
huge pa that we can use inside
that without the need to bust
through a brand new technical
innovation on it.'

S50 even though there are frustra-
tions working with the machine's
constraints, Chris reckons that pro-
viding you come down to earth,
they shouldn't be too bad. If he
could advise Alan Sugar on a rede-
siﬁn for Christras though he would
add more memory and disc drives
for multiple access. In the end
though, it all comes down to %20‘1
ﬁa‘ame design, and that's the thing

t will extend the life of the
machine, not copies of classics from
the cliche hall of fame,

The aim of Tigress is to be known
for quality and innovation ’rhmﬁ
ﬂ;&r sh!: see the neﬁedc for

igner/programmer ause, as
Chris explains, 'Some things can
only come together from that high
level marriage of knowing the nuts
and bolts internally of the machines.

UNCLOUDED VIEW

‘But we have seen ialisation
within the market with publishers
getting better at marketing the
games and the programmers getting
to know the machines. By taking the
design thing outside of all that we
get a high degree of objectivity,
by either extreme,’

'Even though initial reactions
from programmers may be that a
proposal is impossible, on thinkin
o olguncdi o g

i .
%ﬂs fhe%rasetﬁ:rﬂﬁjnselms. * Chris
expects to see more specialisation
in the future.

Inside it is still swehering, but
before we depart for the cooler
afternoon sun and some wacky pic-
tures, Chris shows me two games
that will be :lptpearing on the Spec-
trum over next few months.
Both are for Ariolasoft — one a
complex arcade game with startling
3D graphics; the other a strategy
game with a most unusual theme,
Mare | cannot say or Beth will throw

me to the company tiger, but bath
upheld all that had been said during
the afternoon

Yes, Mel, there is a lot of rubbish
out there. But there are a lot of rub-
bishy books and films and records
too. While there are design teams
like Tigress to take a fresh look at old
ideas and push forward the bound-
aries of what we do with the Spec-
trum, rather than just its technical
limitations, then there’s hope for the
machine for a long time to come.
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BRENDON KAVANAGH gets into his stride
this month, taking alook at a couple of games
that might serve to whet the appetite of the

Play By Mail Novice. ..

1 hope that my introductory arti-
cle to the PBM MAILBOX last
month served to strike a few
sparks of interest inthe wonder-
ful hobby of Playing By Mail
among CRASH readers. In this
month's MAILBOX I've taken a
look at two games which have
mvldod and introduction to the
by for many PBMers, the
best established of the two
being Vorcon Wars by Vorcon
Games. | have just joined a new
gama of Vorcon Wars and, pro-
vided | survive the first few

There is a great variety of

KJC Games moderate this low-
riced game in the UK under
icence from the American com-
pany, Adventures by Mail. /t's A
Crima! was designed with new
layers in mind, although it is chal-
anging enough for experienced

players. :

Set in New York City in the |ate
1990's, the game takes you into a
world where drug-crazed street
gangs have grown in power and
mob rule is as strong as that of tha
police. You play the part of a gang
leader, with the ultimate aim of
becoming the Godfather — which
can only be achisved by making
your gang as powarful and notori-
ous as possible. The scenario of
the game requires the player to get
involved in some very illegal, and
on occasions rather anti-social
activities and playing the game
could cause offence to some
people, depending on your view-
goint. | won't go into detail here,

if you want to find out more,
the rulebook can be acquired free
of charge from KJC Games.

KJC has over 3,000 people play-
ing in It's A Crime! — by far the
most played game in the UK. The
game is run on icot Xens by
eight staff, and KJC hope to trans-
fer the game software onto a main-
frame linked to a laser printer in

the near future. The hope is that

The Year

him on 91
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turns, I'll be filling you in on rll:g ress in future MAILBOXes.

ﬂ games about, but you will find me
mentioning the computer moderated games a bit more than the
others — human moderated games tend to be role playing games
(RPGs), and if you enjoy RPGs then you can read about them in other
magazines! If there are any games that you have heard of and would
like to know more about, plaase write to ma at PBM Mailbox in
CRASH Towers and I'll attempt to include details in a future column.

IT°S A CRIME!

the gi;agm will bring new blood into
the PBM hobby and expand the
industry; | wish KJC luck!

The game is very original and
too young to have acquired a rat-
ing from the FLAGSHIP readers —
I'll pass on details of the ratings it
receives in due course. Although a
good strategy is essential to do
well in the game, | am not con-
vim:il;d that It's A Crime! 'rgdneoes~
sarily as Food an introduct
game as claimed because of ?}’g
belligerent playing attitudes it
encourages. I you get the
rulebook then feel free to let me
know what you think.

As a special offer to CRASH
readers, KJC games are giving
away a free rulebook, startup
printout and (should you choosa
to play) credit for two free turns to
anyone interested. If you would
like a package, then send a large
SAE to: t's A Crime! PBM MAIL-
BOX, CRASH, PO BOX 10, Lud-
low, Shropshire SY8 1DB.

After startup, each turmn costs
sixty-two and a half pee. Please
bear in mind that this game may
be found offensive by some
people — playing the role of a
criminal of the future involves
some nasty work, and the game
isn't really suitable for young chil-
dren. If you don't like the idea of
the game, don't play it!

MICRONET FREEBIE

Chris J McC mﬁ“mﬂnmhh1w

award, has asked me to mention his
on Prestel for those of you on Micronet. Until late
page number is 323000088, meanwhile

8¢

rounnm‘“hx
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Playing under the name of SWUDIN, fights his way
VORCON WARS. This turnsheet arrived st

of 20 men from Hex 9 to Hex B, and 15 men from

searchparties
Hex 13toHex 17.

This is one of the most popular
PEM games on the market at the
moment. Designed, written and
run by John Nicholson (founder
of VORCON GAMES, the company
which moderates the game in the
UK), Vorcon Wars is a strat
Eﬂama moderated using a B
odel B. In the game, sixteen
players compete in an attempt to
gain control of the planet Viorcon,
annihilati%ha opposition in the
process. planet surface is split
into nineteen hexagonal zones,
each hex representing an area of
land of a specific type. Each land
type has its own function: for
example, if your troops ture an
icultural hex, then that hex pro-
vides your command ship with a
specified quantity of food supplies
each turn. There are eighteen
types of hex, including sea,
swamp, city and atomic-industrial
ZONES.

You, as the player, are the com-
mander of an expeditionary force
sant from your homewaorld to con-
quer Vorcon. Under your com-
mand you have troops and various
resources. Combat in Vorcon Wars
takes place by deploying a specific
number of troops to the hex that
you wish to capture, Then a battle
takes place betwesan the attackers
and defenders of the hex until one
side surrenders. The outcome of
combat depends upon the size of
the opposing forces, their combat
orders and land defence factors
such as minefields, fortifications
ang terrain.

capturing the right of
hexgrs gfuti bu%ding u% tl'gpr?ghi
resources you can begin to
develop spy satellites (to reveal the
power of your opposition), rockets
and nuclear missiles.

Vorcon Wars is a very challeng-
ing game to play, and encou
the use of complax ing
strategies as well as enjoyable dip-
lomacy. A large number of people
have been brought into the hobby
by playing this low-priced game
and, to date, battles have taken
place on over sixty Vorcon planets.
A game can last for anything bet-
ween one and three years.

If you want to try your hand at
PBM then this is the game | would
recommend you to sample first,
since it develops all but the role-
playing/fantasy aspects of PBM —
you'll soon learn just how well
allies are to be trusted! On first

reading, the rulebook makes Vor-
con look ominous in com-
plexity but after a few turns you
should find your feet. John Nichol-
son is a good, fair and friendly GM

THE RATINGS
SCHEME

FLAGSHIP, the PBM
magazine has kindly allowed
us to borrow their ratings for
games reviewed in this col-
umn. Four out of the six rat-
ings are derived from votes
cast on a scale of 0 to 10 by
readers of Flagship — which
is the fairest rating scheme
available.
DIPLOMACY: The amount of
diplomac pded for suc-
ankedonascale

complex

The FLAGSHIP Readers’
Ratings

GM QUALITY: Reflects the

standard of G
DEPTH: How det; ‘
involved is the game? (0 to 10)
INTERACTION: How much
player interaction is there? (0
to 10)

VALUE: Value for money (0 to
10) '

10)

who is reknowned for his sporadic
hints and tips to new players.

To join Voreon Wars, send £1.50
to: N GAMES, 59 Juniper,
Birch Hill, Bracknell, Berkshire
RG12 4ZG. This covers your intro-
ductory package and first three
turns. Initially the turnaround is
!::rtn'rghlzm%q but there are weekly
('Quick Tumaround') games for
experienced Vorcon players. Each
E.;rrao after the initial three costs

THE FLAGSHIP
FACTORS

DIPLOMACY
COMPLEXITY
GM QUALITY
DEPTH
INTERACTION
VALUE

O~doww
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AMSTRAD £9.95

COMMODORE 64 £9.95
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Centresoft is currently selling a
suite of office programs from
Gemini Marketing Ltd. The
package is in fact a compilation
of Gemini's earlier stand-alane
business programs and includes
{:ASHEOBI{ and FINAL ACC-
OUNTS, DATABASE, MAILIST,
HOME ACCOUNTS, STOCK
ER Rt A e e
; applis

are pmgmmnmd__ln_gpklsl . and
thing, on ARE EER

I on ] rum. i
disﬁ?&v and feel of the program
are rather dated, but a fair
amount of colour has been intel-
ligently incorporated and from
the accounts point of view, the

]

Spectrum, it
is left to the reader to make a
decision on the basis of what the
programs can and can't do. Per-
sonally, | don't think it viable to
run accounts on the 48K Spec-
trum due to the limited memory,
awlward keyboard and slow
storage facility. No doubt, | shall
be getting letters from serious
users, who will disagree with me
nnr.1I “'hﬁ dwig;isplav all sorts of
real world applications. Perhaps
| am ilt by the milnhilg: of

ICOT XEN in the

but | shall t mwﬁ' rd this
privilege am?' look at the indivi-
dual applications in detail.

All programs can be run off
cassette or Microdrive and print-
out is either via 32 column ZX/
Alphacom or 80 column printer
with suitable interfaces. The
manual does not try to introduce
the user to the art of accounting,
S0 previous experience of the
pencil and paper method is a
%mquisl‘tp. is kage is

T an integrated accounts
package — ledger activity,
nominal accounts and trial and
final balance are run separately.

CASHBOOK
ACCOUNTING

This program keeps track of
nominal account balances inc-
luding VAT details and gener-
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ates and updates the required
datafile which requires saving
and loading for each session.
The same file is also used for the
final accounts for the printing of
PROFIT AND LOSS and BAL-
ANCE SHEET accounts.

The data file does not keep
record of individual

display its own total of the batch
— a ncy indicates an
input error, which can be correc-

ted prior to saving the datafile.
A grand total of 88 nominal
which

time
details to be reconfigured,
which is useful if the VAT struc-
ture has changed or new rates
have to be applied. There are
four choices which cover non
VAT registered companies,
businesses with zero rated
inputs and outputs only, those
with zero and standard rate
inputs and outputs and busi-
nesses with multirated VAT
systems (up to 3 rates including
zero rated). Provision is made
for users requiring to analyse
the gross purchases for resale
between the various VAT rates.
The main menu provides the
key to the entry of CASH

The  final

OFFICE MASTER OR
JACK OF ALL TRADES? [1[]

RECEIPTS, CASH PAYMENTS,
BANK RECEIPTS, BANK PAY-
MENTS and JOURNALS. The
journal entries are useful for
entering adjustments to pro-
duce the final accounts. This can
be for debtors and prepay-
ments, creditors and accruals,
closing stock and work in prog-
ress, depreciation, disposal of
fixed assets or hire purchase
adjustments. Separately, there
is provision to update MEMO
ACCOUNTS which do not form

rt of the trial or final accounts,

t are available to store infor-
mation required to complete the
VAT retumns.

Several display and printout
options are available. On
demand CASHBOOK displays
the list of nominal accounts, the
list of memo accounts and the
VAT summary (which includes
the memo accounts). The cur-
rent batch details and the trial
balance can also be sent to a

printer.

FINAL
ACCOUNTS

accounts program
works with the datafile created
by CASHBOOK. If comparative
figures of the previous account-
ing period are required, they
may also be loaded. All figures
are rounded to the nearest
pound. For printout purposes
the program prompts for the
business details such as
company name, the date of the

accounts, the account period,
the title for the current period
and the title for the comparative
period.

FINAL ACCOUNTS can gener-
ate the trial balance, the trading
account (Profit & Loss), the
Balance Sheet and the VAT sum-
mary. After printing the Profit &
Loss account the profit or loss
must be distrihuts«f between the
capital accounts of individual

rtners in the business. The

lance Sheet can only be print-
ed after the printing of the
trading account, as the net profit
figure must be available.

GRAPH PLOT

This is a graph plmtinE package
which can either work with the
datafile created by CASH BOOK
or any other system generated
arrays in the form DIM a(n) for
histogram or Pie charts with n
data or DIM a(2,n) for paint or
line plots. Data may also be
input manually and saved with
G PLOT's data save facility
is required.
_ Making use of the high resolu-
tion and colour, G H PLOT
displays numerical data in vari-
ous forms such as histograms,
line charts, pie charts and X/Y
int and line plots. It also calcu-
ates functions of the form Y is
equal to . . . and prepares the
array of 65 intermediary values
en the set limits for dis-
play. Totals, averages percent-
ages and cumulative percent-
ages are calculated and display-
ed on request after printout or
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diaz:lav of the graph.
Il graphs feature autoscale to
make good use of the available

ace and prompt for title,

imension description and so
on. The data may be plotted as
individual amounts or as a
cumulative sum. The scaling
and presentation of the graphs
may be altered by the user by
changing the origin and or
lengths of the X and Y axis.

pie chart, which is used

for single dimensional data, has
the ability to explode individual
segments for highlighting. A
maximum number of 18 seg-
ments can be displayed. For
histograms and line graphs the
limit tor screen and printouts is
set to 192, although the package
will cope with up to 2 data
itemns. Only with the X/Y line and
point plots can all 2500 pairs of
data values be plotted.
All graphs may either be dis-
played or copied to printer, as
can the analysis of any graph
{which may also be saved to
tape) giving a full breakdown of
the data, together with totals,
averages, percentages and
cumulative percentages.

EASILEDGER

This pro?lram provides sales
and purchase ledger facilities
and copes with up to BOO trans-
actions on the 48K Spectrum.
The transactions can be credit
sales, ents for credit sales,
cash sales, credit purchases,
cheque payments for credit pur-
chases or other and bank
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deposits. Invalid transactions
may be deleted from the ledger.
EAglLEDGEH provides several
listing and printout tions.
BANI% SUMMARY lists all bank
transactions and displays the
final balance. FINANCIAL
SUMMARY lists the totals for
sales, receipts, purchases and

ments for all transactions on
the file. LIST JOURNAL screens
all the transactions indicating
transaction number, transaction
type, account name and order/
invoice number. ACCOUNTS
PAYABLE screens all credit pur-
chases and ACCOUNTS RECEIV-
ABLE all credit sales. ACCOUNT
SEARCH is a an intelligent
account enguiry, which only
reti}l.:aires part of the name strin
to be entered. The program an
data can be saved to tape or
Microdrive and a new file option
clears the ledgers of any trans-
actions.

STOCK
CONTROL

STOCK CONTROL features a
range of functions for adding to,
amending and displaying stock
information. Up to 992 records
can be held witﬁin the 48K Spec-
trum. All stock records are
accessed by a reference code
entered by the user during the
item entry. Program and data
are stored together and when
reloaded the program auto-
matically runs with the current
data. The main menu displays
the options of adding a stock

HUNICHE

itern, changing a stock item and
deleting a stock item. Stock
details entered are the reference
code (1-6 characters), descript-
jon, supplier, unit quantity
(dozen, set, or whatever), units
in stock, cost price per unit, sale
rice per unit, minimum stock
evel and reorder quantity.
FINANCIAL SUMMARY gives
the total cost value of stock, the
total sales value, the overall
ross profit margin based on the
grst two figures and the cost of
new purchases based on the
individual reorder quantities of
stock below the minimum stock
level. LIST STOCK RECORDS
provides a further submenu,

which includes BROWSE
RECORDS (Q and W to move
forwards and backwards

through the file), SCREEN A
EiNGEE RECORD (called up with
the reference code), SCREEN
STOCK SUMMARY (16 records a
page), PRINT SINGLE RECORD
ang PRINT STOCK SUMMARY,
STOCK REMOVED/RECEIVED
provides entry of stock move-
ments and UNDERSTOCKED
ITEMS provides a list of stock
itemns below the minimum stock
level. NEW FILE initialises all
information in the file and
deletes all current records,,
ZERO STOCK QUANTITIES
retains the record details but
sets all stock quantities to zero.
WRITE FILE ON TAPE saves the
program and data to tape.

MAILIST

MAILIST allows the storing,
amending and retrieval of
ﬂamesmm%whhﬂ ug
a pﬂfﬂ'lﬂﬁ!ﬂﬂ'{ﬂl‘l pe. Up

200 records may be held in the
48K environment. The main
menu provides opticns for
adding records, browsing
through the file, changing,
deleting and finding records
using one of the ten fields of the
record as a search key. The
records contain the nurgg.. titig,
company, address1, addressZ,
town/city, county, post code,
telephone and a 16 character
string, which can be

used by the user to identify
individuals by credit worthiness,
rep area 50 on. The print
options include routines for
label printing: setting up the
m rmat, mnﬂufal t‘,ﬁft
abel, printing a ra abels
and printing mg:u labels.
Also available is a telephone list
printout. The program and data
can be saved to tape for
rmanent stors Last but not
east a sort routine is provided,
which enables the complete file
to be sorted under one of the ten
field headings. e

DATABASE

This program provides a card
index system. Up to ten alpha-
numeric or numeric fields may
be specified and a total of 30K is

available for the complete file.
Calculations may be performed
on numeric fields and a sort
routine is provided which may
be used on any field. The main
menu provides options to add,
change or delete records in the
file. FIND/SORT RECORDS
includes not only the sort
routine, but also a find substring
facility (operating from the first
character position onwards
only). TOTAL ITEMS BY FIELD
calculates and displays the
grand total of the field for the
entire file. The records may be
listed on screen or printed.
CREATE NEW FILE clears out all
records from the file.

HOME
ACCOUNTS

This program provides a record
of your home budget estimates
and actual expenditure and
keeps a record of all transaction
to and from the bank account.
The budget headings may be set
up by the user, as appropriate.
Provision is made to alter the
budget estimates as well as the
actual expenditure, view the
budget with the display of actual
and estimated figures for each
heading colourcoded blue if
they are egual, red if the actual
figure is greater and black if it is
smaller than the estimate. The
monthly accounts can be plotted
in histogram form. A set of bank-
ing routines is included to
enable to enter credits, enter
payments, provide an account
summary and to carry forward
balances for the next period.
Again, START NEW FILE initial-
ises and clears the budget and
banking data and dimensions
new headings, while WRITE FILE
ON TAPE saves the complete

ram with budget and bank-
ng data to tape.

CONCLUSION

OFFICE MASTER certainly packs
in a lot of useful u;glicﬂtiun
Er rams. The CASHBOOK and

INAL ACCOUNTS certainly are
very solid programs which can
provide a structure for very
sound accounts. The speed is as
could be expected from prog-
rams written in BASIC, but as
long as the files are not too
large, the programs can provide
reasonable service.

At £15 on cassette or £17.50
on Microdrive, GEMINI| offers a
complete accounts package
including cashboek and final
accounts, ledgers and stock con-
trol, mailist lnggl:ph present-
ation. As an extr; m%ﬂu

me accounts and a multi-
meh plot utility. The
ridual programs may not be
the hottest thing on a Spectrum,
but given the restricted market
for this application (on a Spec-
trum) that really isn't to be
expected.
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Producer: Cosmic Pop
Retail price: £11.95
Author: Malcolm Shykles

This is another program that is
designed to let you input music in
conventional notation form and
then play it merrily back. It features
a good set of readable music
graphics and can cope with tha
efforts of the less musically literate
who are given lots of on-screen
help. All the weird and wonderful
complexities of music that musi-
clans tend to require are also
catered for. However, the software
does have one or two oddities!
After a neat loading screen the
menu appears with the usual

ions: write your tune, edit it,

ay it back, store and load from

If you are yer ave inner
then the ‘enter mﬁ%ﬂml?ﬂgart of
the program couldn't be more
helpful. @ are on-screen dis-
plays of time and key signatures
that take a lot of the worry out of
selecting which one you require.
Whilst | was able to select any key
signature, the on-screen help on
gave me the He‘rs using sharps. All
sharps and flats were shown
against the note rather than at the
beginning, as a proper key signa-
ture. With a scmlllrg screen this
was not such a bad idea as you are
able to spot the sharps and flats
immediately without having to
remeamber the key signatura.

The display has a miniature
keyboard running across the
screan. This looks pratty but is in
fact mute. It could have been
made to light up as the note is
entered at the appropriata key.
MNotes are entered, by the way,
from the lower two rows of gwerty
keys. Like several other programs
of this type, a set of stickers or an
overlay would have been more
than welcome; | predict a busy
time ahead with scissors and
sticky tape for purchasers. Each
note is entered from the gwerty
keys: by depressing the note value
key crotchets, quavers and 8o on
flip round in the upper part of the
screen. You pick which one you
want and each note beeps as it is
entered.
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MIDI INSIGHTS FROM

MORECAMBE AND
TUNEFUL SOFTWARE

This month, JOHN BATES casts his eye over another
music utility for the Spectrum — from COSMIC POP —
and solves the 128K’s mysterious Z Code conundrum
with a little help from a reader in Morecambe

O

The display is limited to a miserly
one octave in the treble clef. To
ﬁﬂt outside this range the program

as to be told to go up or down an
octave — the number of octaves
you have moved is shown by an
arrow against each note. It is very
easy to which octave range
you are in, and as nearly all tunes
wander outside the bounds of a
single octave you are constantly
dodging about from octave to
octave, which is a mite frustrating.
It also makes the displayed tune
very difficult to read, which rather
edats the main object of the
ﬁ:ﬂm. Perhaps it would have
better to have a two octave
range available to work in.

In the writing mode there are
plenty of options to insert and
delete notes at any point. Notes
can be tied together and, yes, |
couldn't get my version to untie
itself at all, so | was left with tied
notas ad infinitum. Olfiver's Music
Box can play staccato notes (a
musical term that means short and
spiky); oddly enough there is no
option to do the musical opposite
— legato: (smooth notes), which
was a bit of an oversight.

More niggles: any music
writing program should have a
copy and repeat facility. That is to
say, any part or all of the tune can
be copied to another section and
any defined section can be
repeated a number of times. This
saves lots of tedious rewriting of
the same notes over and over
again. Unfortunately this facility is
lacking.

To correct bum notes you select a
‘step-back” option. However my
version replayed the whole tune
minus the last note. This process
was also repeated when the ‘'de-
lete ‘option was selected. Not so
good.

Having completed r memy
tune the editor mode allows a final
check, playing through whilst flick-
ing each note on screen as it is
encounterd and played. Great, but
if a bungle occurs you can't stop it
playing and displaying, wh
rather hampers speedy correc-
tions — you have to wait till the

222 2 21
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whole tune has played through, b
which time you've mguttan wherg
your mistake was as it has disap-

peared off screen!

There are two distinct ways of
playing back the tune. One merely
p:nys it b&ml__ w_rl_thh no mtath ion dis-
played. Fine. The other plays it
wh?l'gd flipping through tﬂle ﬁun—
screen pages of manuscript. This
causes an unfortunate and
perhaps unavoidable hiccup in the
tune — the central processor
stops playing for a fraction of a
second and scurries away to flip
the screen. | suspect the prime aim
is that you can accompany the
tune written with another instru-
ment whilst reading it off the
screen. If you are unable to play
along in any particular key, the
tune can be transposed for you,
accurately and with the correct
display.

Having played and checked
through your ditty you can save to
tape grab a hard copy from a
printer. One problem | encoun-
tered was that it proved very easy
to lose hours of work by acciden-
tally going into the new tune mode
rather than the editing depart-
ment, thus instantly wiping what
was written in. Definitely a need far
& safety catch hereinthe formofa

confirming yes/no prompt.

Ofiver's Music Box has been
designed with more than half an
ei,'e on the educational pos-
sibilities to be had from playing
along with your Spectrum. Hence
the different playing and editing
modes and copious on-screen
information. However, despite its
musical accuracy and helpful
nature, the program fails to
achieve its object gecausa of the
rather annoying hiccups and
peculiarities that it contains. Some
of the editing features refused to
work as promised in the instruc-
tions. The stubborn way in which it
only displays one written octave of
music is a major shortcoming —
playing along with it or reading the
notes is a real pain as you have to
lock at little arrows all over the
place to see if each note sounds
as it is written. All in all the concept
is good but in its present form the
%am is a bit self-defeating.

‘The Music Boxcomes complete
with a selection of tunes that must
have been culled from a recorder
primer. Fair enough, but they do
go on a bit, Bsr:lecially the the
minute ragtime pieces and Sousa
marches. Not really a selection of
music to galvanise you into action.
What'’s more, once each one starts
rounan‘ts‘lnp it...If some of the
eatures were tidied up, Oliver’s
Music Box would be quite good. |
understand that a 128 versionis in
the pipeline, which could be lots
more fun if a few wrinkles were
ironed out during the conversion

process.
Cosmic , P.O. Box 475, Lon-
don E4 9U

NICi




UNRAVELLING

THE WES OF 28 MiDI

Cast your mind back. In the May
issua, | mentionad that the work-
ings of the MIDI facilities on the
128 Spectrum were not only elu-
sive, but well nigh impossible to
fathom. For those of you u;'lqm alure
now havin nothera rmig-
raine cmn.mgargpby too ﬁ‘qyany mﬁ
nights trying to get to grips wi
tr:% I'ull[grl!‘IrI - ilglaﬁ of Sir Clive's
final Sinclair product, help arrives
courtesy of § J Normanton from
Morecambe.

The slim instruction leaflet that
expands on the Spectrum Plus
Manual that accompanies the 128
sadistically recommends that you
consult r synthesiser hand-
book and insert a ‘Z" command in
front of the relevant number — the
number being one of the special
MIDI codes. What was woefully
omitted was that this has to be
inserted in front of each byte of
information. As some of the com-
mands can use up to seven bytes,
this becomes a tedious process,
as our MIDI-magician from
Morecambe explains . . .

massage, usually two orthree
bmmmqu

eg 1) Status byts 1011001

Second byte 00000001

3) Third byte 01111111

‘2 value 17T

ra

Z127

sand, forexample, as axclu-
sive message to a Casio CZ-101
to after the tuning Kay

Z240 Z88 Z0 Z7n Z65 Iy Z247

where n is the MIDI Channel
number andxy is the New Key note
Wmﬂuﬂh%m

, 80
Channel 1 is 00, Channel 2 is 01
and so on.

The ‘2’ supplies the start and stop
bits that all MIDI systems expect
— the 128's system only accepts
numbers expressed in Ten,
50 binary control codes quoted in
handbooks or MIDI protocol
tables have to be converted into
Base Ten for use withthe 'Z' Code

system.

So much for progress! This sort
of caper makes spending a
hundred pounds or 50 on an inter-
face seem a positive joy. Appa-
rently ‘SJ" (why so gﬂﬂﬂl —
you're among friends) added
pounds to his telephone bill and
put suitcases under his eyes get-
ting this together, so we shall all,
with one accord, face Morecambe
and wave a big Thank You.

TECHC
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TICKLING TASWORD
AND CREATING NEW
CHARACTERS...

Our resident TaAswoRbDp fan, DOMINIC HANDY borrows
a dot matrix printer from the office and has some fun
with a new utility for users of the well-established

Spectrum wordprocessor.

Qualitas is another useful little
software add-on from SEVEN STARS
pusLisHiNG. With Qualitas and an
EPSONM RXB0 compatible daot mat-
fix printer, using quad density
graphics allows you to print text
that would make anyone with a
more expansive printer very |eal-
ous indeed. Qualitas w by
doing a double pass of the print
head. Before the second pass a
very small linefeed is camied out,
resulting in the second print pass
being offset, creating output that

seven Star:Seven

anyone wittanyone
Qualitas w¢Qualitas

resulting liresulting
Mear LetteiNear

character echaracter

ELITE PRINT |HERCURY FRINT

compatible lcompatible Dgcompatible
Wi

with
worQualitas

pefore the Before the

Letter
into N.L.Q. into N.L.Q.

comes closa to that created by a
MNear Letter Quality (NLQ) printer.
Besides adding a NLQ emula-
tion mode to your printer, Qualitas
includes a printer character editor
which permits you to design
faces to your own specifica-
tions. Suddenly, a straightforward
RX80 printer become capable of
doing wondrous things, even
pined up print! The or takes
nto account the double print pass
and gives you a maximum 16 x 32
matrix to design your character on.

PICA PRINT

Seven Sta Seven

aAnyone anyone
Qualitas
Before

injre

ac/chs

face you ciface you ca faq
into accoun into account/ln
x 32 matr-ix|u 32 matrix|x

for money |fc~r money
justifica.ti:_j ustificatiqdus
print line |print line |Pr
[ b7 aractar cha
Examples of the kind of printout
that can be genersted by
t TAS WORDers
using QUALITAS to drive
n thelr dot matrix printer

Stars (Seven St
Compatible D¢ cCompatihj
with |anyone
wor|

TEC

SEVEN STARS havealsoincluded
their much praised justification
program in the package, which
makes it excellent value for
money. This automatically justifies
the pnint line by spacing the words
out with pixel accuracy— a major
upgrade on the character space
justifying employed in Tasword I,

Al h Qualitas overwrites

the Tasword /| HELP you
can still use the emphasise and
underline printer tokens. The

character editor is straightforward
enough to master, and the output
that can be generated, with the
right character set, should make
quite a few daisywheel ru'intaf
owners green with envy. This is an
essential piece of software for any-
one with an AX80 printer and Tas-
word N — Tasword Il owners
neadn't despair too much: a ver-
sion for their program should be
available by end of July for
£8.95, or as an upgrade from the
Tasword Il version for £4.00
Seven Stars Publishing, 34
Squirrel Rise, Marlow, Bucks
SL7 3PN

Price: £7.95

PIAZZA PRINT ’CLARIGN PRINT

Qualitas ls Qualitas lie {Qualitas i|Qualizqs is
Stars

Is another |,
ars Publish

Five forts come with the and are loaded In as

to siop you wandering

required. OF there’'s
nunihﬂ-::::ahu-dﬂudu"p-ﬂh.u‘b-ﬂﬂiu.

Next month we should be able

to bring you the resuits of
FRANCO FREY's experiments
with a mﬂﬂudﬁlﬂilm pac-
from SUNSET. package
udes hardware which allows
you to capture images from a
video recorder — or a video
camera by preference — and
software which allows you to
play around with the grey scales
in the picture once it is in mem-
ory. Franco has had hours of fun
digitising piccies of his favourite
film stars and is set to bring afull
report on the equipment into the
office in time for the next NICHE.
We've just heard about a new
kind of printer ribbon that allows

you to make iron-on T Shirt
transfers, so it may be possible
to wear your face on r chest!

Meanwhile DOMINIC HANDY
has got his hands on a copy of
The Word from THE EDGE and is

champing at the bit to provide a

run-down on m word
We've saved the
review of FREL'S Spectrum
Plus keyboard for the
word round up, SO
you'll just have to wait a mite
longer for that one!
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Powerprint I is a graphics pac-
kage for the artistically inept. You
can use it to design signs, busi-
ness cards, banners, price tags,
tickets, wallcharts and just about
anything else that revolves around
text, boxes and borders rather
than free-hand drawings. It's
:rncredibly easy to use and great
un,

When | received Powsrprint Il for
review | was less than enthusias-
tic. It's the program BuTTERCRAFT
SOFTWARE use to design their
adverts, which always look pretty
tatty. Having used the H_lrngram
I've chan fm'm mind. This pac-
kage is s0 fri y, and so flexible,
that it deserves the attention of
every ‘serious’ S m user,

Powerprint Il is pretty useless
unless you've got a printer, though
you could perhaps use it for video
titles. | tested it with a humble ZX
Printer, but it will work with any
printer that can COPY the Spec-
trum display. It can be easily con-
verted to run from Microdrive;

instructions are provided.
CRUSHPREBE CASSETTE

The 16-page manual, in a
cru cassette box, is quite

stunningly effective as an intro-
duction to the program. The first
page contains three pictures, and
text designed with it

It explains that you select the
place on the screen where you
want text by moving a blue
rectangle, called the print window.
You can change the size of this
rectangle from one character-
square to the whole screen, with
four keys. Another four keys move
it around the screen. "' Think of it
as a sort of adjustable ‘rubber
stamp’ that you can set to any size

or position™, the manual su 5.
“\&t‘:amvur you press the PRINT
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mission:
(and italically) report
on POWERPRINT, to
debug
GENIUS, and to seek
out Strange
Graphics on the Spectrum 128.

POWERPRINT Il —HEADLINE NEWS

‘Stardate: some time
after the copy dead-
line!

Goodwin’s
to boldly

LASER

control, any text you have previ-

ously entered expands to fill the
current window."
The next e contains three

more pictures il usimtirll_?thia pro-
cess. You press SHIFT T, then
enter some text. You position the

window as uired. Then you
ess SHIFT P. A palette of 42 dif-
erent styles — rather like

wallpaper patterns — appears.
You can select between them by
pressing a letter (capital or small),
or you can invert all the choices.
Another keypress gives you a 3D
shadow on lettering. When you've
made your choice the screen re-

appears and the text s upin
the required style, ax to fill
the window.

WINDOW BOXES

The basic shape of characters is
taken from one of five character
sets, including bold, extra bold
and outline letters. You can add
up to four character sets of your
own, which is a good thing as the
standard ones are not brilliant. The
characters are expanded to fill the
window, and the pattemn is over-
layed on top, to give zillions of dif-
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ferent styles.

You can also fill a window with a
pattern. f you then fill the middle
with nothing, you get a decorative
border. Lines can also be drawn at
various offsets around a window.
You can invert the contents of win-
dows, swapping Ink for Paper and
vice versa, and clear windows or
the whole screen, Naturally, you
can COPY the screen to your
printer at any time.

As befits well-designed
software, any command can be
undone by pressing ‘U’ if it has an
unalxpactad effect. This facility is
vital.

You can save screens to cas-
sette or Microdrive, and load them
s0 that you can use Powsrprint llin
conjunction with a dmwin‘gﬂ pac-
kage like The Artist, Each feature
is clearly and concisely explained
in the manual.

The final option is Superprint
mode. This lets you scale the dis-
play up by a factor of up to 32 times
vertically or horizontally (or both)
before printing it out. The printout

is in sections, with dotted lines
between them; it's up to you to
stick it all together,

Thea ram is simple — a mixture
of BASIC and Machine Code —

and it can confused if you
press EDIT while entering text, but
the ergonomics are generally very

ﬁ?od ... in fact this is the most
iendly utility I've ever used. It has
the same sort of appeal as throw-
ing paint pots against a wall, but
the results are better!

| found it very easy to use Pow-
arprint. The results are a bit tatty,
because the package is based
around a S m screen-sized
window and monospaced 64 pixel
characters (zoomed wup as
required), but the sheer entertain-
ment value of this package makes
up forits ultimate limitations. If you
want to learn about layout, or you
ust want to have some fun doodl-

ng, Powerprint Il is great.

LASERS ON STUN!

Laser Genius is a Machine Code
assembler and monitor. In other
words, it's a utility package that
helps you to write and test
Machine Code programs. But
don't fall asleep — this package is
unlike anything else we've seen on
the Spectrum, and it could have a
major impact on ZB0 assembier

T St 1088 Syectrium srae
rum m-
mers have been presented with a
flood of assembler and monitor
programs. The early utilities were
50 limited that it became de rigeur,
for a while, to write your own
assembler almost as soon as
you'd leamnt Machine Codel
Despite all of this effort, the pro-
ducts wera much of a muchness,
and differed mainly in presentation
rather than content. Among the
best of an indifferent bunch were

Machine Coda System. HSOFT
scored on features and PMcTuRES-
QUE on presentation. Both sys-
tems are commonly used by Spec-
trum software hmﬁ but all that
could change wi e arrival of
Laser Genius.

The package is split into two
parts — an assembler and a
monitor. The first lets you enter
mggm and translate them into

hine Code. The second helps

2L

Enu to test your programs, find
ugs and commect them.

£14.95 you get two casset-
tes and a 150 page A5 manual, in
the inevitable video box. The box
looks almost identical to that of
Laser Basic, so you'll have to look
closely to find this one in the
shops. Genius (originally called
Magus in Sinclair advertising) runs
on all models of the Spectrum,
axcept the old 16K model; a spe-
cial 128K version is promised but
has yet to arrive.

The two parts of the package are
recorded on different tapes. On

bath my copies, Tape 1 contained
the files intended for Tape 2, and
vice versal oasishave promised to
sort this out.

The first tape holds the assem-
bler, some utilities, and a set of
example programs Mgt& E
assembly language and
—anaw Iaﬂvu? language.

The second tape contains two
versions of the monitor, to load
into either the top or the bottom of
memory on a 48K machine. A re-
locator is also provided for awk-
ward paople who'd like to put the
monitor somewhere inbetweean.




At an amazing £99.95 Discovery deals a crushing blow to every
. M Spectrum disc drive system on the market. Now it's not just
the best equipped disc drive you can buy, it's also the cheapest.

(hoose Discovery and you'll find a systemn packed with brilliant features:
#3%"250 K DISC DRIVE

® DOUBLE DENSITY DISC INTERFACE

| 8 JOYSTICK INTERFACE

# PRINTER INTERFACE

# VIDEO MONITOR INTERFACE

¢ RAM DISC FACILITY

- # BUILT-IN POWER SUPPLY FOR DISCOVERY AND SPECTRUM
A CIMADI E ANE.POINT cOMMECTION

DISCOVERY
CRUSHES THE
COMPETITION

NOW
ONLY

EI .

All this for only £99.95. And now there's even more!

% FREE TRANS-EXPRESS UTILITY PROGRAM —
TRANSFERS YOUR FAVOURITE TAPE SOFTWARE TO DISC

# CHOICE OF DISCOVERY FOR THE 48K OR 128K SPECTRUM
#* FULL 12 MONTH WARRANTY
# COMPREHENSIVE USER MANUAL

# OPUS DELIVERY PLEDGE

The Opus package is unbeatable value. We guarantee you delivery within
72-hours of receiving your order and it's absolutely FREE.

To order your Discovery call the Opus Sales Hotline now on 0737 65080
or post the coupon. Dealer and Education enquiries welcomed. Special
export rates available.

r-—_—_—_--—_—__-—_—--—_--

To: Opus Supplies Limited, 55 Ormside Way, Holmethorpe Industrial Estate, Redhill, Surrey.
| Please rush me the following: (PRICES INCLUDE VAT AND CARRIAGE)

| DISCOVERY unit(s)at £114.94 ]

l | enclose a cheque for £ or please debit my credit card |
l account with the amount of £

| yacons[ ] via[ o[ [T TTTTTTTTIITIT]]
| MycomPUTERIS: Dlasx Dispec+ [J128Kftick box) c |
| name I
| ApDREss ]
| I
! TELEPHONE |




The Laser Genius assembler lets
you type in programs and store
them on tape or Microdrive, It uses
aneat 42 column display, which is
handled a little more slowly than
the usual 32 columns but still
acceptably fast. QL and Enterprise
fans will be pleased to discover
that labels can be up to 240
characters long, but unchuffed to
learn that they can't use under-
score characters between words.

There's a full screen editor, and
you can even scroll back over past
entries. All of the usual commands
are there — search, replace, copy,
maove, renumber, delete, list and
print. You must divide your code
into numberad paragraphs, each
of which can be up to 1K long.

The assembler is very large —
maybe too large to suit cassette
users — and you're limited to
about 16K of text unless you start
to shed features. In practice this is
not too much hassle as assembly
code is stored in a concise,
tokenised form. You can get as
much in memory with this package
as with its competitors, as long as
you don't include lots of com-
ments.

Once the buffer is full you can
use a *"INCLUDE command to
fetch instructions from a tape or
Microdrive file. This has two limita-
tions — *INCLUDEs cannot be
tested (so one file can't INCLUDE
another) and the amount of tape-
fiddling needed is horrendous if
you want to assemble to and from
cassette. Text is loaded in 2K
chunks and you have to swap and
stop tapes throughout the assam-
bly process. This is fairly automa-
tic — although slow —when using
Microdrives.

The assembler has all the bells
and whistles you might expect; it
allows macros with parameters
and local labels, arbitrary arithme-
tic and conditional assembly,
There'’s alzo a library manager built
in, which can be persuaded to
automatically include pre-written
subroutines as required. You can
print or interrogate the symbol
table to find out what where.
There's also a neat integer cal-
culator, with support for most
number-bases,

96 CRASH July 1986

Machine Code can be sent to a
file or to memory; the format of
code files is non-standard, but
0ASIS supply a conversion uﬁg
and r.)u can always drop out to
BASIC and save code from there if
you wish. You can tell the assem-
bler to generate code for a given
address but store it somewhere
alse —this is vital, given the size of
the assembler. Sadly, there's no
option to produce self-relocating
code.

The assembler error ITIBBS?EB
are adequate but not outstandin
— ft's annuybn that mismat
ENDs and missing parameters
stop the assembly at once, without
any check for further errors.

Theicing on the cake is Phoenix, a
low-level language which can be
mixed into assembly-language
programs. Phoenix s a simple lan-
guage, with support for integer
variables, one dimensional arrays,
loops, tests, pointers and expres-
sions.

Laser Geniustranslates Phoenix
instructions into a mixture of in-
line code and subroutine calls. The
LIB command adds the required
subroutines to your code file. The
results should run about as fast as
code from a simple Forth or
Integer BASIC compiler.

Phoenix looks pretty nasty —
like a cryptic cross between Tiny C
andJP'rdglrfL rr?rtrm — but it's cer-
tainly u i r rams con-
tain lots of nc:ny?t;‘mg‘rg?iﬁcal arith-
metic and data-structure access.

It Laser Geniusis going to succeed
it is going to have to convert users
from other assemblers. The LOAD
ASCIl command is meant to load
assembler files from other pac-
kages, but it stubbornly refused to
waork on my Spectrum. | spent sev-
aral hours trying to load cassette
files from DewvPac and PICTURES-
oueE's assembler, and got
nowhers,

The instructions didn't seem to
make sense and | got some weird
resuits, including an endless
stream of blank lines (even after |

stopped the tape) and a mysteri-

NICHE

ous ‘expression too complex’
gmor where no expression had
occurred. oasis insist that they've
tested this facility — | say don't
rely on it.

The Laser Genius Monitor is quite
nmazing The best feature is called
the ‘analyser’ — a program that
interprets your Machine Code in
slow motion, checking its
behaviuur as it runs. It's a sort of
%]ass computer — you can watch

e current instruction, register
values and memory contents
change, and pause the program at

point.

itions — expressed in
Machine Code or a version of
Forth — can be set, so that the
computer automatically stops
whenever a certain address or
area of memory is read or written.
If you know that your program Is
overwriting something it
shouldn't, the analyser will find the
cause.

Virtual screens are allowed, so
the analyser display doesn't have
to mess up your graphics — the
computer will swap the entire
screen contents, or any window,
depending upon what's running.

There are some neat examples in
the manual, including a fiendish
routine called the ‘stack checker'
which monitors CALL and RET
instructions, stopping if you ever

to RETURN a subroutine
without a sensible return address,
generated by a CALL, on the
stack. You can have up to ten con-
ditional tests working at a time.
Register values, flags, opcodes,
addresses or whatever are
checked after every instruction, so
the code runs slowly, but thisis a
small price to pay for a crash-proof
program.

You can write checks to ensure
that code is not over-written, and
you can use a back trace to find
out how a program reached a
given point. Conditions are easy
to enter and easy to edit. They can
only be one line long, but may con-
tain calls to other routines in Forth
or Machine Code.

The monitor display is nommally
Fiuridad into td?:;d areas: a nglEIﬂr
ist, isplay, output or dis-
e gl A o o g 8
commands. As in the assembler,
each line may hold up to 42
characters. Some instructions use
the whole screen and re-draw the
four areas when you enter a new
command.

The monitor occupies about
15K of memory, so you can't use it
at the same time as the assembiler.
It supports all the features you'd
expect, with the exception of sym-
bolic debugging — you can't use
labels and data names from your
assembler program when testing.
This is a missed opportunity.

Howewver, the built-in disassem-
bler will produce files containing
made-up labels that can be loaded
into m_n assembler. This is very
useful if you lose your source file
or want to steal someone elsa's
code! You can also tell the disas-
sembler about data areas, so that
muasn't try to interpret them as

You can stuff bytes into mem-
ory, copy blocks, assign registers
by name, search for strings, fill
areas and compare blocks. You
can swap register-sets, or ROMs,
and tum interrupts on and off. Val-
ues can be stacked or unstacked,
and there's a e back-
wards calculator in whmh you put
numbers before operations, so
that (EVAL 2 2 3 + * will display 10
(2 plus 3, times 2 — geddit?) ). You
can choose your favourite base for
m‘itThhmetic. S :

ere are B normal breakpoints
available, as well as the ten STOP
ints. Code runs at full
breakpoints. You can
step through one
instruction at a time, with an option
to interpret ROM calls or execute
tham w stopping.
rams don't have to stop
when they reach a breakpoint. You
can make them stop after a certain
number of loops, or switch into
slow (analysed) execution at a
given point. You can have the
register or memory display, or
both, updated between certain
instructions, so that you only have
to pay attention while critical code
is being executed.

With the whole display re-drawn
after every instruction, and asingle
slow breakpoint, you can analyse
one instruction per second. If you
just update the register display this
rises to three instructions per sec-
ond — a comfortable speed for
humans. The an can
through about 200 instructions per
second if you don't bother to have
the screen updated.

The manual is the worst part of the
package. oasis have never been

good at documentation, as
they admitted when | visited them
a couple of months ago. Their
latest attempt is better organised
than that provided with Laser
Basic, but it's still an amateurish
effort — chaotic, verbose, and dull
to read.

The print is black on dull blue
paper; this is meant to discourage
phutﬂcupyéag without making the
text unreadable, and it's certainly
an improvement upon the trendy
bright green o ”pmviuus off 5.
Thar&s a faily comprehensive
index at the barr:k of the book —
hooray! There's also an enquiry
card, which you can send off to
oasis if you need more help. You
must use the card, to prove that
you've got a kosher copy of the

e a replacement is sent
with the reply.

The first really annoying thing is
the fact that Amstrad, 48K and
128K Spectrum users all the
same manual. Throughout the text
there are notices saying ' Amstrad
Tape Users' and ‘Spectrum Mic-
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rodrive only’. The information is
muddied together, often in the
same paragraph, and sometimes
there are references to Amstrad
options with no mention of the
Spacm.mm aquivalent.
comparative ramimi
are nnI;roqla‘tod ﬁ

examples

Amstrad BASIC, with a glib notice
to say that they can ‘easily’ be
converted to run on the Spectrum,
There's no e of the
workings of WHILE..WEND,
nested IF.THEM..ELSE, and the
Amstrad PLOT command, so
Spectrum users who are unfamil-
iar wi'tli1 other versions of EATSI-:G
are going to have problems. This
is just lazy, especially as there's
blank to be taken up at the
back of the book.

The manual can't make its mind
up whether to be a tutoral or a
reference guide. There are some
diagrams and lots of useful exam-
ples, printed in a contrasti
typeface, but the core of the
is simply a list of the commands
and facilities available. This is too
much information for anyone to
take in as a constant stream.

At the end of each half of the
book there's a collection of a -
dices listing keys, commands and
error-

messages.
There are some silly typos, like

repeated references to a need for
10241K of me | Some com-
mands are to long before

're axplained, and the order in
which topics are discussed leads
to problems: for instance, there's
a table of 20 arithmetic operators
in the section explaining how the

keys is documented and
arllnthar (TAB, Shift 9) isn’t listed at
all.

Most of the information you
need is in the manual, although
there’s an annoying lack of infor-
mation about compatibility with
add-ons such as disk drives and
printer interfaces. The package

TECHLC
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works wall with Microdrives and
Iy with : the assem-
bler loading program will make a
Microdrive copy for you, but you
have to make up your own loader
for the monitor, using addresses
in the manual. Thera's no support
for disks at present — an awful
mistake, in my view. oasis say that
they've had lots of enquiries and
may produce an opus disk version.
It seems that the package is
compatible with the ZX
(just) or E{:? other printer con-
nected to ZX BASIC stream 3. The
manual only mentions the
KEMPSTON interface, but | got a ZX
LPRINT working without any prob-
lems. I'm told that the Interface 1
Spen it rom BASIC beforeos
it re ng
Laser Ganius.

This is a complicated package,
and the documentation makes it
seem more 5o, In its present state,
Laser Genius is not suited to the
beginner but the enced
Machine Coder should be able to
work it all out after a few days of
frustration.

Laser Genius deserves to be a
real success, but it is let down by
three things: the manual, the

apparent imlmfcon's:aﬁhil'lywith
other . and the lack of
support for disk users. We'll keep
you posted if oAsis manage to sort
out any of these problems.

In technical terms Laser Genius
is streets ahead of the competi-
tion, and should make it possible
to write programs on the Spectrum
which — previously — would have
simply been impossible to test and

finish . If you can already
rgnmpectum in machine
, @nd you've got a Microdrive,
I'd recommend this package. At
E14.95 it is good value for the
monitor alone.

TEC

NICH

TEC

Ermﬂ A.FCuaptr. an extremely
ande Formaggio who purports
to run the Italian branch :-f?#a Ford
Motor Company, has written in
bemoaning the lack of 'serious
stuff' in C H. The fact is that
fun is what the Spectrum is bast
at, and CHASH has always
reflected that. In TECH TIPS,
TECH MICHE, CRASH COURSE
and elsewhere we cover things
other than games. There are uses
for tha Spectrum around the
home, but — other than learning
or game-playing — they're few
and far betwean.

A lot of rubbish has been written
about diary programs, central-
heating control and the like. We
cover new applications — like car
fault diagnosis, video digitisation,
Micronet and so on — as they
appear, We're not going to run
program listings, except POKEs
and snippats to illustrate a point,
becaiise the only sensible way to
distribute software is in a form
where the machine can read it
directly.

EEEER TASWORD TIPS IS

Anyhow, at one point in his letter
Paul asked for some Tasword
Tips, so here goes; Martin Reid
has sent in some word-processor
POKEs which he got from Tasman
themselves. All of these should be
amtared from BASIC, after Tas-
word has been loaded.

You can get pound signs as well
as hashes, on pdntersthatssg)l(u;
both characters atonce, by -
ing 58117 with your printer's code
fior a pound sign.

To change the border colour,
POKE 64516 with the colour
nu;nbar (0 s black, 1is blue and s0
on).

To set the ink and paper colours,
take the paper colour you want (0
to 7}, multiply it by eight and add
the ink colour (again, 0 to 7). The
POKE the result into 58522 and
58513, and POKE the previous
two bytes with 54, e POKE
58512,54: POKE 58521,54.

YVAMMIN'
THE JOYSTICK

N

I've had to abandon testing the aar
radio controlled joystick | col-
lected at the last Microfair. It
seems — daft though this sounds
— that the review model is prone
to the effects of radio interference
generated by the computer!
Anyone who has to listen
to the radio while computing will
know that the machines spit out
quitealot of b and crackle —
indeed the stan Spectrum is

banned in the US, where radio
interference laws are stricter than
they are here,

In the case of the aaF unit | found
that the receiver gave almost ran-
dom signals unless | Eut a tin tray
over my computer. Even then it
didn’t seem to receive m
from the joystick. aaF's an Is]
machine is chewing this one over
at the moment, and | hope to bring
you a further report next month.

This month's Techno-scoop
comes from Barry Adams, who
sent in a faded, barely-lagible list-
ing a couple of weeks ago that
promised to put 127 pure colours
on the Spectrum 128 display —
without using alternated dots —
and the option of more than two
colours character without col-
ﬁir—d mr;;;tar il;:i;];‘ uat-::-lmnd

im a t-ja , Barry listed
a short program which — to our
amazement — worked, so we're
send:dg him £20 worth of software
instead.

Wea're re-listed his program
here. It only runs on the Spectrum
128, becausa it works by switch-
ing between the two possible dis-
play areas many times a second.
One area (at 1 — the usual
place) holds one picture, while the
128’s *second screen’ at address
49152 holds a second picture
_Iu!'hhid"l is dFTannd intermittently.

& two blur together, giving a dis-
play where the colour at any point
s a mixture of the hues in each
display area.

1

120 COLOURS ON A SPECTRUM!

You can use this to draw static
pictures in 120 colours, or you can
draw a background in one screen
area and then move graphics
through the second, ing an
overlay effect that does not suffer
from the usual Spectrum restric-
tion of only two colours per
character-square.

This is not & new trick — | can
remember trying it on the normal

5, 230, 127, 18, 11, 120, 177, 35, 1
89, 118, 123, 238, 8, 95, 175, 219,
, 230, 31, 40, 240, 58, 82, 91, 237, 121, 201

type this listing into your 128k spectrum, RUN and watch. . . .

Spectrum screen, using a block-
move instruction to change the
colour attributes 50 times a sec-
ond — but it works much batter
than before on the 128, because
the extra hardware allows
extremely fast flipping between
screens. Thera's still some flicker,
more noticeable on some colour-
pairs than others, but new colours
are quite clearly discearnable,

BETA NEWS

The second issue of the Beta
BASIC newsletter has just reached
me, and fascinating stuff it is too.
After the mandatory apologies for
last issua's typos (not that we can
talkl) the newsletter discusses "in-
visible’ procedures, support for
disk systems, ellipse drawing,
Microdrive handling, and bug-
fixes. It's all candid, and
good value for Befa BASIC users
at £5.50 for six issues, direct from
BETASOFT,

NEXT MONTH

With luck and a fulluv.rin% wind I'll
have another simple hardware
project for you next month, plus
more technical software news. In
the meantime, please keep send-
ing in your tips, comments and
uestions to me at TECH TIPS,
RASH TOWERS, PO Box 10,
Ludlow, Shropshire, SY8 1DB
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Adorn your walls with e
framed caricatures of the famous

:Esi PUZZm

Signed Posters and Pretty Piccies to be
won!

pomark have come up with a
wizard game. It's called Split Per-
sonalities, and has won them their
first CRASH Smash (okay, the
started life as Splitting
ages, but the rubber puppet
pranksters weren't amused.) Full
details on the game, reviewed
under its original title, appear on
rggr:tfandnblym chaps
, the at
Domark are far from cut up about
their new game — which is more
than can be said about the pic-
tures of the famous that
you have to assemble in the fast
mlulag; s;dinmﬂiﬂls-e.tW'
50°8 @, Sir Clive, Alan !
MNeil Kinnock — in fact ten famous
people have been lovingly carica-
tured by Dutch software house
Emiesoft and included in the
game, The only Face they missed
was Lioyd Mangram's!

Can you put the pieces back
together iﬁ;ain? Here's a little test
run, featuring the physog of a well
know actor and chimpanzee's co-
star. Shuffle the bits round until
you get the pictura, stick them
down firmly on a piece of paper,
complete the entry form remem-
bering to add you shirt size, and

whole caboodie to UN-

LITTING PERSONALITIES, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB, making sure
your reassembled masterpiece
&TEJPMMTWMMWETH

uny.

Fit together the features
of a famous face!
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Gremlin Graphics Software Ltd.,
Alpha House, 10 Carver Street,

Sheffield S1 4FS. Tel: (0742) 753423,
Telex No: 547274
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8,155
S

Atic Atac Completed .
Mikie completa three times.
Starquake Complated 81%
Bruca Lee Completed 27 timas
Commando 190,164

Fist 5th Dan
Monty on the Run 380
Frank Bruno's Frenchis
Jason Wood Shetfiald

mﬂmmﬂﬂmtanimh
e

Finders Keepers 88% Completed

Huhhﬂcmph'lﬁ-

Planet of Death

Shadow of the Unicom 51%

Commando Area 6, 120,000

Samantha Fox Strip Poker all six pic-

ures
Saboteur ad levels 1-3
Pyjamarama 1 Completed
Frank Bruno's Boxing Reached Fran-
chia
Yie Ar Kung Fu Lavel 32
Skool Daze Compiaied
Match Day Won 11-1 infinal

Completad — About 40,000

Wi

Zorro

arrior Complated
m Inverness, Scotland
Commando Area 10, 276,450
Atic Atac 93%

Back to Skool Kay to Head's Office
Rocky Completad (won world cham-

1,045,200
Skool Daze Released all shields, plus 3

Yie Ar Kung Fu Compisted

u once
Wild West Elevanth Wave
Jamie Wilkinson Bradford

Ez.wmmg:ugﬁﬂm“?mﬂ:

Long Horsa 8.44; Archery 4,000, Triple
ﬂump 15.98 metres; Weight Lifting 150

g

Football Manager Won F.A, Cupinthe
Third Division, and the *double’ 3 timas
MNodes of Yesod 29%

Yie Ar Ku Fu15:hat%
Way of the 10th Dan
ice

tw

Daley Thompson's Decathlon Day 1,
mglfgaa; 2,5109,686; 100 metres
8.98 sacol Long Jump 8.41 metres;
Shot Putt 26.01; High Jump 2.45
metres; 400 metres 34.80 seconds; 110
metrés hurdies 9.35 seconds: Pola
Vault 5. 10 metres; Discus 75.90 matres;
Javelin 123.21 metres; 1500 metres
373.81 seconds

Guy Mcintyra, Yeovil

Commando 275,430

Exploding
Spy Hunter 198,360 on novice
Rambo 76,780

. Starstrike 111,794,310

Raid Over Moscow 134,320
David Rutladge, Enfield

|| Hypersports 116,865

7.310
Back to Completed

1,768,480
T I
Enfield
ary Jones 11,130
At Attack 3 rescued
1D 73% e
Manic Miner Up to level 15
Fred 3rd Pyramid
‘Lemon Otter’, Dorchaster

Fist 760,810 {10th Dan)

o ey



You've read the books; you've
sean the film — now can play
the game, wear the shirt, listen to
the album. All courtesy of MIRROR-
SOFT.

There's no doubt about it, Elq-
glesisa ial kind of hero. He's
not the sort of superhero who
wears his underpants outside his
trﬂusars — he's a mur.:h mnra

In
film, Gaptmnuhh#E Johns harnm
World War | airman meets up with
his time-twin from the present da
and gets involved in a caper wh
could prevent the course of history
from being dramatically altered. In
the game, you get to play H'unugh
some of the key sequences from
the film.

Biggles is everyone’s hero —

even our Database Minion, Garth

has a habit of dressing
up in old flying jackets, donning an
authentic handlebar moustache
and muttering such wnrdﬁ as
“Wizard Pran d Sport” and
**Jolly Good , What''inthe
general direction of anyone who
will listen. He's even bought an
authentic pilot's romper suit and
wears it round the office! Strange
lad, Gaz — the top of his head is

flat {something to do with
his Mum dropping him in horror
when he was a baby: explains a
lot, that. . .)

Mow it's your chance to get on
the Biggles bandwaggon. We've
reviewed the this Issue and
MIRRORSOFT twenty five
copies to give away, complete
with a ml ly produced Biggles
T Shirt. Top pnz-& inthiscompis a
veritable sackful of Big
memorabilia: the game and T Shirt
(of course), a scarf, a badge, stic-

" DAKKA BOOM ll”

hmm

Dickson who plays the central role
in the film, and an album of the film
soundtrack featuring half a dozen
themes by Stanislas, tracks from
John Anderson, Chakk, Deep Pur-
ple. Motley Crue and The Immor-

Tngatyau in the moaod for a bit
of derring-do, Oli has come up
with a little sketch of Biggles in
action. This, in case you hadn't

already ?Jassed Is a SPOT THE
DIFFERENCE competition — but

there’'s more than one difference
between the two piccies repro-
duced here.
Ring round all the differences
',rnu spot on picture B, complete
form and send it to
GFI.ASH R ACE COMF, PO BOX
10, LUDLOW, SHROPSHIRE, SY8
1UE making sure you write ynurT
Shirt size nice and clearly on the
form. Closing date for entries is
3ist July, s0  amove
on. Chocks Away!

kers, a signed photo of Neil

A i'
@‘
S

A '%:-:.:__::'
A
wf

Take to the air with Flying Ace Biggles

Giant BIGGLES GOODIEBAG on offer

25 T Shirts and Games
to be won

o _ rx ¢ _BE __ER B _BE_BE _BE

| BIGGLY, BIGGLY BIGGLY
I I've spotted.......differences

| NAME
| ADDRESS

'y .

S POST CODE
SHIRT SIZE
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MANTRONIX MAP
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The latest game from PROBE
SOFTWARE, Mantronix, casts you in
the role of an intergalactic bounty
hunter. You're on the trail of a

quartet of particularly unpleasant } |
villains who have gone to ground g

on the hostile planet of Zybor.

Fortunately for your health, B
temper and general well-being, B

you are not actually expected to
get down there, on the planet's

surface, and seek out the bad guys B

in person. No, you have a wonder-
fully engineered robot at your dis-
posal —a Mantronix — and it's up
to you to guide the tin lawman to
the lair of the four bad guys. do
away with them and collect the
bounty.

It's not quite a matter of sitting
back ina comfy chair in your com-
mand module orbiting Zybor, eat-
ing crumpets laden with straw-
berry jam and drinking tea while

ol' Mantronix does the hard workf
down below. While Mantronix is
dead tuff, and has a neato laser
weapon at it's disposal, it's a
rather dim robot. Well, not exactly
dim, but the artificial intelligence
circuitry that would have enabled
Mantronix to complete the mission
unaided while you scoffed the T
and C was just that little bit to
expensive. So you have to control

him, via the console.

month — and a pretty big game it
is too. We've even seen a map of
the playing area that was tucked B
inside the briefcase of the Man §
From Probe who brought the
game to sunny Ludiow. You
haven't, so when it comes to draw-
ing a map of Mantronix you're on
your own. Mind you, there's an
Opus Disk Drive on offer for the
f?rettiast map received in CRASH

owers by 20th August. And
Twenty goodiebags containing
posters and a specially commis-
sioned T Shirt for runners up — so
get mapping. Entries please to
MANTRONIX MAP, CRASH, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB — and don't
forget to add your Shirt size to the
entry form which should be firmly
fixed to your map.




GROWNATHOME. ..

HANNAH SMITH took a look through the HOMEGROWN SOFTWARE file, and
reports back on her personal favourite in the collection of games we’ve received

so far.

I'm not really sure what our Doc Martened Editor has started off with

this HOME GROWN SOFTWARE thing, but someth

monstrous is

hnpﬂonhg in the bottom drawer of the old faithful filing cabinet.

Do-it-Yourself ?-nmmspr'wﬂ
had a little peek |

Only last week

up all over the place in there.
and there were just a couple

of cassettes nestling comfortably in a file. Now the drawer is practi-
cally bursting at the seams with software.

A lot of the games we have received are adventures, written with The
Quill and associated utilities. These will be passed on to Derek
Brewster in due course. Last issue there was a sneak preview of
Supernova, written by fifteen year-old Anthony Bailey and, as prom-
ised, here is a full review of the game which has stirred more than a
little interest here in the CRASH office.

SUPERNOVA

Even in the world of automation,
intelligent machines need to get
away it all. The slightly better-
off automatons choose to spend
their annual holidays at the pre-
stigious Supernova Hotel on the
planet Antares, relaxing in all the
finery and splendour to which they
have become accustomed. Forthe
rest of us it'll be two weeks in Wes-
ton-super-Mare if we're lucky.

The star of Supernova is a spheri-
cal being with a cheesy grin and
rather ostentatious sun glasses,
It's a Really Odd Bio-Organism
Thingy (ROBOT for short). He has
delusions of financial grandeur —
despite the fact that the cost of a
holiday at the Supernova is way
above his income, he decides 1o
go along anyway.

He is an eternal optimist, and he
finds the prices are even higher
than he expected — by the end of
his stay ROBOT has virtually
nothing but a sun-tan to his name.
The hotel staff are ing rather
nervous and decide that he cannot
leave until he has paid the bill.
Although the hotel is a paradise in
space, ROBOT is getting a bit
homesick, so you must help him
raise the cash so0 can he settle up
and go home.

The adventure iz played over
seven floors. The game begins in
Administration and you move
around the hotel by way of doors
and lifts. Doors give access to
other corridors and rooms within
the hotel. They may be locked,
however, and some objects that
your ROBOT can collect along the
way are of use as 'keys’. Certain
lifts only go up, while others only
o down, making the task of get-
ting to a desired level rather frus-
trating at times. But that's all part
of the game.
At the bottom of the screen the
inventory displays the objects
ROBOT has in his pnssessiuln,
There are some empty s n
his ample pockets and g: using
the cursor he can transfer objects
into lockers along the way or swap
what he's currently carrying for the
contents of a locker in the hope
that it will be of value. The ROBOT
can also buy things from the staff
at the Supernova with the bit of
money he has left. The fire button
doas everything else for you,
depending on which object

ROBOT is standing next to when
Eou it. For instance, if
OBOT is standing next to a Staff
Droid and Jil:dis Emasad a ”ﬁ?‘;
sage from roid ap on
tnpgenf the screen. &ﬁl‘rﬁﬁmids
along the way can give you hints
and tips.
The facilities at the SuPernava are
seemingly never ending. There's

emhmg the fashionable Droid
n to while away his hnlid? in
comfort. From photographic dark
rooms to chain stores, it's all at the
Supermova. The ROBOT is not
above a little gambling to try to
earn a few pennies, and thera's an
arcade room for him to try his luck

in. Fellow tourists at the Super
nova are a fairly unscrupulous lot
and can be bribed. Offer an object
to a tourist and if he wants it you
may gain something as wall.
The graphics in the game are sim-
le but effactive. Each floor of the
el is a different colour. At the
top of the screen a table gives
information on the current loca-
tion, and messages from other
guests and staff appear here too.
In his accompanying letter,
Anthony apologises for the fact
that most of the game is written in
BASIC. Not that this makes much
difference, because Supernova
isn't a fast reflex arcade game but
an arcade adventure inspired by
the devilish puzzles devised by
Gargoyle Games. For £1.99 it's
certainly a good deal.
Supernova went down pretty well
in the office and | was queueing up
to get at my Spectrum for quite a
few days when the game first
arrived. , here's what
Dominic Handy, a regular com-
mentator on CRASH games,
thought of it:

Supernova is one of my favourite

s of the moment. | looked at
it as if it was sent in by a software
company: the presentation is first

| really loved the little character
that you control, and the way he
kept stopping and looking around
at me was very cute. The sound in
the game is adequate with a
good tune and colour is mg
used with every possible co on
the screen at once. There are no
attribute problems because the
scrolling play area is monochroma-
tic, but the display is still very effec-
tive. My only is that there
should be an key, mainly
becausa you can last a long time
at one game and if someone else
wants a go you have to break into
the program. This is one mail-order

which there is no risk in buy-
ing. I'd give it high eighties all round
in a full review . . .

Supernova is available only by
mail order from Astral Software,
18 Woodstock Ad, Carshalton,
Surrey, SM5 3DZ. Please
enclose a stamped-addressed
envelope along with cash
to make Anthony's life easier.
That about wraps it up for this
month’s news on the Home
Grown Software front. No doubt
by next issue we'll need yet
another filing cabinet in the
CRASH office to accommodate
all the DIY games we'll have

class and the graphics are superb,  received by then. Sigh.
RiR|T] I OIN] i
Lr....

BOGMRGEEEN

In the Administration area, right at the start of the game.
ROBOT smiles cheerfully from the centre of the screen while

8 Staf¥ Droid shuffies on to the right
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Last month we launched the GENESIS —
Birth of a Game competition in which the
auntiet was well and truly thrown down to
aunﬁl-l readers. Can you design the ultimate
computer game for DESIGN DESIGN to program
and DOMARK to take to the marketplace?
Designing games doesn’t seem to be too
much of a problem for CRASH readers —

we've had a small torrent of entries already,

if not quite a flood.

We riffled through the entries received so far, and

there are a lot of good ideas floating around and some

excellent scen

0s. Judging isn't going to be easy! If
there's a game idea inside

you that hasn't got onto

paper yet, you've got until 31st of July to get your entry
in, and remember — it could put you firmly on the path

to fame and fortune!

Meanwhile, here’s a quick look at a couple of the
game ideas we've already received. ..

THE QUEST FOR THE CLOD

The Quest for the Clod is the
unusual title of Paul Bayfield's
Emdmalt iaud:hahiunmstﬁa; lad,
an o s esign
kicks off in deep m it ﬁn
comes down to earth — literally.
Far away in another part of the
Galaxy, a space ship cunningly
disguised as a clod of earth hurt
towards the planet we all know
and love (and live on.) This strange
craft is packed with information
from beyond the stars. The naviga-
tional systems on the ip
suffer a malfunction, and instead
of arriving at its intended landing
place it plummets into an allot-
ment somewhere in Lancashire.
No-one is really sure of the
space craft's exact location and
suianﬂsg hav: been trankintg Iil'.E-
course through , eager to lay
their hands on mass of infor-
mation it contains. A dmgu'm
fight begins between the Super-
powers and a certain magazine in
Ludlow to see who can find the
alien craft first. Will our heros Tilley
Gibbons and Samantha Lewis
manage to get hold of the secrets
contained in the alien vehicle — or
will lvor Bolsavitch, a secret agent
from the Kremlin and Balthazar
wmbumpick of tha crop from
the FBI, them to it?
Paul's game design sets

Samantha and Tilley romping

through the allotments, dodging
the odd low flying biaok pudding
and irate in their searc

for the Clod From Outer Space.
The two characters you control
have different and
weaknesses and the game is part
arcade adventure, part strategy.
The player flies a helicopter from
allotment to allotment, landing to
do battle with the enemy agents
and local veggie growers who hin-
der the Quest for The Clod.

MR MISER AND THE BENT

BEAN CAN

lan Fitch from Suffolk has come
up with a delightiully simple
scenario for his arcade adventure
with cartoon style graphics:
measly miser Alfred McMasty buys
a can of beans from a shop and
then discovers that there is a large
dent in the can. Incensed, Alfred
back to get a refund but . . .
the shop, being a Mobile Shop,
has left the area. Alfred's such a
mean miser, he will go to any
lengths to find the roving store, so
long as doesn't have to spend any
money! The e involves fare-
dod%g on buses and frains
and of h
city centre,

it around the

encounters a

variety of characters who can help
or hinder him in the quest to retum
the beans and obtain a refund —
housewives, Punks, children and
shopkeepers all appear in the
. In Alfred's case Beanz

eanz very sore feat.

Poor little robot Cuicksilver has
been botn from his home
anet of Mercurion by the evil
read Droids who aim to have
some fun at his expense.
Quicksilver finds himself inside the
maze-planet Torturax and the
nasty Dreads are about to do
unpleasant things to him.
rguddmhr, Quicksilver receives
amystery message which tells him
that escape from the maze is pos-
sible if he can only find five terminal
points and interface with tham.

CAROLINE’s CAROL LINES

The game takes the form of a flip-
screen arcade adventure along the
lines of Bobby Bearing and Spin-
dizzy, although there are quite a
few twists and turns to the gamep-
lay . .. including rampaging nas-
ties, cosmic , mega mag-
nets and giant pipes. Lifts link the
levels of Torturax, and mapping
the game will be an essential pre-
requisite ﬁMLWD] of play. Lee
Smith of Herts has certainly put
Quicksifver in an awkward predi-
cament. ..

" ¥ —— T G = m:;-'n.—‘m
P00 REM GNCE 1M Boven  «
] CITYy = rAL DRUID‘S
c""’a-*'ai::’f‘ﬁ,.i_ évréc-_..g.;ﬁﬁ-_,-a_?ﬁ = q
Jg.EJEJ@‘F £ 222 E.0.88 7 gl 5k
'lr.:-i ' --r} """'-’-'r—"..lc:\-\__: EE_* 2 ""
5.5, 1°0°2.25,7,8.25 5 6 59,75
£’ 5¢9:9.5,4,0. 5. 5°5°2235.4,0]
:‘Jandsfdia :';:t,r':n-u; _.&);,J.E.’E B e W~
- b ‘el ] e . L e
£.5,0.5 .2 2222 8-25,7.9.25 5 &
_:’*E"-B.E’El,“ﬁ‘ é_in:::'g't"l;' :--5..'_-?[ é'.
"1-.1 14 5 =" "'.'ll :LL_-."’.'E;;?E i E.""J 2
h & Ry LM s O SE TS T
b o 3218.8.5 9,174 2" =+7:2.235,
£92°95.,8,0.25 672 22%.5.14,9.%
Although it's trying to be summer  tactics to secure the first parts of
here in Ludlow, this entry from  her missing tunes, visiting loca-

Jonathan Brough of Seaton in
Devon has a distinctly wintry
flavour to it. The game stars a
female vicar (a vicar-ess?) who
suddenly gets a mental block
when it comes to remembering
Christmas carols for her festive
church service. As her organist
and churchwardens are all in bed
with the flu, her only hope to is to
track down members of her family,
who, on recaiving correct answers
to Biblical questions will refresh
Caroling’s when it comes
to the Christmas carols.
Jonathan's games design
mdmrmgl” sub-games, each D;
ch res a style of
play. Starting in the town, Caroline
the Carol-less vicar has to employ

tions in the correct order. An
arcade sequence follows at the
seaside, where the player has to
rely on timing and reactions to
coax Caroline's brothers into reve-
aling a few more tuneful morsels.
The game then moves on to a
maze sequence in the inner city
and . finally concludes with an
adventure in a television station.

Well, that's just a sprinkling of
some of the more unusual

ideas we've received so far. i
forget thailth;l scenarios ogfm

remain the copyri

m'a — S0 No pdnchm them!
Keep the entries coming in, but
remember — time’s running out.
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MERELY MANGRAMVERELY ||

The boom in
brought & flurry of

of mazes in which you have to
agic chalice, aided and
a sulky hamster by the
name of Eric who has helicopter
blades sprouting out of his back;
Desert Hawk, a Choplifter variant
in which you sit the the cockpit of a

helicopter and fly rescue missions
behind e lines; Claws of
Despair, an adventure game with

ics which Derek will be tak-
ing a close look at in dua course,
along with the wacky and zany
Jaumey to the Centre of Eddie
Smith's Head.

The businass is boom-
ing for amLanms as well — "ve
just released the follow up to Mafia
Contract, wittily titted Mafia Con-
tract ll. Another one for Derek. Two
cavem-searching games have

also arrived from the aTLanmssta-
ble in the form of Caverns of Kon-
tonia and Lwuna Attack, both
arcade adventures with a
theme. £1.99 apiecs, as usu:‘
Our hallowed Editor, whom |
must approach soon with my
annual plea for a pay rise, recently

visited the lair of GREMLIN GRAPHICS
in Sheffield, returning with
Jack MNipper and news of the

arReMLUIN launch schedule. And
very impressive it is too, with a flip
screen arcade adventure, Future
Knight, on the cards for an
wuber pl!:uﬁrgm A cunni
on a chequ
y which scrolls *out’ of the

screen is also underway — ‘a sori
of cross betweean Bounder and
ﬁm mdmltg Dash Ed,

0 Came aw im 3
Way of the 7955.- il wm
act should be viewad from
above and a football simulation in
which you try to become Footbal-
ler of the Year are due from the
Sheffield Byte merchants' HQ bet-
ween now and Christmas.

Melbourne House are beaverin
away on Fist Il, which, waﬂmlok?
is to feature the uamatypenf con-
trol and of movements as
the original, as weall as a number of
enhancements. Rather than fight
formal matches for points,
combatants have to fight through
different locations each of which
have an effact on combat and

A trio of screens from PLAYERS
with & hameter for s friend,
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the maze
et
& chopper on rescus mizsions and JOURNEY TO THE
CENTRE OF EDDVE SMITH'S HEAD — an sdveniure

4BK SPECTRUM

stamina levels. Stamina is reduced
very rapidly when a fall is taken ina
swamp for instance. Drowning
isn't fnr you! A cave plays
ing session,
andmhﬂmluwoall ngs the range
of moves available is reduced,
Costa Panayi is curmently work-
ing on a new project for voRTEX,
and is trying to create a randomly
generated 3D game in time for a
late July release. Apparently, you
start at the bottom of a stack and
have to work up towards the tuﬁ
by setting four switches on eac
successive level and scampering
to a lift befora it leaves for the floor
above. Sounds intruiging — more
details next month, vormex willing.
In the same part of the world,
SOFTWARE PROJECTS are working nn
a new multi-load game,
keeping very quiet about it, but ﬂ
we send our Doc Martened Editor
in the general direction of Man-
chester we should be able to
frighten them into revealing more

in time for the next issue!

BUBBLE BUS are just waiting for
Tom Prosser to put the final
touches to The lce Temple which

we look at more closely over the

mmmam?&mm

ber — remember John?
\ggg you should remember

ty. ...
anﬂgm Madness is the title of
John's new opus.

A couple of humour-packed

adventures are on their way from
cAL who don't seem too upset now
they've had to abandon the
| (a wittier title than Bored of the
Rings Iy is virtually complete and
continues the saga of the slightly
mad Tolkeinesque creatures
created by Fergus from DELTA 4.
The gels at st BRIDE's have now
completed their Very Big Cave
Adventure for the ever-youthful
Clem Chambers, cRL supremo,
while an arcade game by the name
of Captain Siog is due any day now
from the budget label founded
Clem called aLPHa-OMEGA. Poor
Captain S is trapped in space and
needs to find a set of blueprints
that give him access a t er
s0 he can retumn to earth. A limited
oxygen supply and hu
monsters make the task that
more tricky.

Another Manchester firm, this

time ocean is keepi agantz low
profile — tm%'and
Hawtk are still around a comer in
the future, as is Hunchback Il —
The Adventure. In Hunchy Il the
aim of the game is: set out from
Elha: hﬂmu:si: make ym&d‘m
sawer system; up
useful iterms from shops and finally
get the key to the Cardinal's tower
where Esmerelda is held prisoner.
FautuﬂngNevwEndemwpe
graphics and Frankie style
SCreen Mmessages tha gamo
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OLIVER FREY
POSTERS FOR |
YOUR WALL! |



ALL POSTERS ;

£2.50 EACH (inclusive
: OR ¥

ALL FOUR FOR ONL

£7.50

(UK Mainland prices)

All 4 Posterg) (E7.50)
§ 1 KEPLER Of MARS (£2 5
¥ 2, METRO FORCE 1 (£2.50)
} 3. RED h-ﬂ]UNH.’.-..Sm ]
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You
a road,

‘are standing at the end of
west of a

ol
el

malLl brick

Some brand new sug BYTE T
Shirts have just been produced to
a design by Mark Taylor, and on
the games front Rupert and the ice
Castle should be in the shops by

now, followed by a re-release of
the ever popular Souwls of Darkon.

ARTIC are pleased to have
started their own budget label —

Bimbo
ntnnel {ike
was T

the wall.
To the south,
green toilet.

2i1imbo
a arge,

follow up to BORED OF THE RINGS
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building. Porest Lies all about
vou. K small stream fLows OUt oOf
the building and down the gully.
L

THE VERY BiG CAVE ADVENTURE — a spoof sdventure from

the 8t BRIDE'S team that looks ilks It Involves quite a bit of iateral
thinking and punny probiems

sounds fun. ANTARTIC — & review of The Master

stood in bis_con
nﬁall.
rou green
smali window was

was the round

also noticed-
en chest

Anotiver adventure with = light-hearted scenario: THE BOGGIT,

ought to appear earlier in this
issue. A new £2.99 simulation from
the parent company popped onto
my desk this moming, a simulation
which hints that rugby is "for men
only’ but it seems this game can
be played by girlies too. . .

GARGOYLE GAMES are going
strong: the Carter/Follis/Heath-
cote trio have just completed an
arcade game to go with ELmE's
Scooby licence and are work-
ing on a set of arcade games foran
autumn launch under the FTL —Fas-
ter Than Light label. Priced around
the £7.95 mark, the new GARGOYLE
label promises thrills and spills
galore, with the first game set to
include Heavy on thﬂgMagfc* size
figures in a fast space shoot em
up! Samurai Dawn and a 'family
entertainment’ with the cument
working ftitte of George are
scheduled for Christmas.

An Autumn launch is booked for
Dan Dare from viRGiN — the result
of over a year's work so far. Atlan-
tic Challenger should be out a little
sooner, to tie in with virain Sup-
remo, Richard Branson's second
record-breaking attempt at cros-
sing the Atlantic. The game takes
the form of a light-hearted simula-

ortable

To t east

pr and a
set high into

tion in which you the role of
Richard as he att to pllot his
boat across the perilous seas and
keep his business empire at
the same time.

Robert White of DURELL has a
portfolio of seven fined
for autumn, including Sabotedr
Mike Richardson's new game
which involves dragons, an
lane game, a 3D car game a
totally original game from a Danish
software house that has a lot to do
with atomic powerstations. Hope-
fully nothing to do with
— cassettes that glow in the
like swamps, are bad for youl
onami arcade ot

jmmplating the
apanese arcade company
'sports simulations” is about all we
could giean before going to press.

—

version of Andy 's CB4
hit Uridium is More naws
a:_l_;m andwhen... m

re's no stop ARIOLASOFT
... Archon il is being written for
the Spectrum, but coyly, no-one is
Fm;pumd to say quite when it'll ba
inished — nor are they preparad
to commit themselves to arelease
date for Ram Jam's Three in
Ga';pam.-'a. Perhaps they're all tied
up

STOP PRESS

Just as | was about to home
fiﬂd tad-;? up my truwat.u'ﬂ:mm
nteresting pleces software
landed on my desk. Overtime in

simulation”. The game is playad
from the point of view of the Ameri-
can Government's Head of the
Security Service's Hijack Division
and the scenario is set as a band
of terrorists hijack a vehicle. Using
a neat window/menu _

you have to lisise with
the President and
attempt to end the standoff. The
teqToftstswcan_F&-m into sub-
mission by mi might, bought
off with a suitcam;r’ll# gﬂ. dollars or
arsuaded to give In. organis-
ﬁmg things takes time , . . Once the
game starts, you are On YOUr own,
ooiN recently delivered the final
version of Kimera to ARESIAD, who
are now doing the
them — and the game has under-
gone a name change. Heartland,
as it is now to be known, should be
reviewed fully next month, but the
scenario arrived with the cut-down
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BUBALE BUs have a new §
i ! il g
a game from , whao is
putting the finishing touches to a
massive arcade adventure contain-
ing eight hundred locations.
Intergalactic Dustman  Nick
Razor has been working all the
avertime he can get for the past
few years. You see, Nick's a custom

IN THE ICE TEMPLE

straightforward. You see, each
time the game is loaded, the eight
destructors and the eight reactor
components start off in a different
location. So does Nick! If you die
during a session, it's possible to
resume the zame with the same
setup, or change the locations of
the vital parts.

Nick ig equipped with a handy

I Nick hops out of his Custom Crulser to make a phone call in the
fce Temple. But that's no ordinary tefephone, that's a teleport!

cruiser freak — he spends eve
moment flicking thruu;ﬁ
mlnpagﬁ of the latest issue of
Custom Crafi, the magazine for
sirectwise spacemachine owners.
Alfter many years hard saving, Nick
finally managed to amass enough
credits for a heavily customised
Space Cruiser. It"s a real mean
machine, featuring laser cannon;
turbo drive, twin overhead toolkits
ik i d d
is a prond dustperson
indeed. lovingly shining his latest
acquisition every weckend until
one day he goes to the garage and
finds the love of his life has been
pinched, Joy riders have made
away with his classy motor!
lfil‘:k aj:lﬂ:tls ofl on the search for his
¢ , finally discov
ﬁahandmj't?:?d in m}r Ice TE;:IHII‘#E
After crying a few tears of glee,
Nick looks around and realises that
the lce Temple is in fact a ther-
mionic reactor, cunningly dis-
guised as an Ice Temple, Evil Aliens
are drawing power irom the reac-
tor and plan to invade earth and
the offices of Custom Craft. Nick
can’t have that, so he sets out to
disable the reactor.

bits of machinery have to
bcEﬁshclnmed and mk:Yn Lo IEthc'

approprate place for destruction
— but the game's not that

{;:l pack to zoom around in, and
@sa flamethrower by way of a
wea when he's in jetpack
i — very handy for melting
walls of ice and moving to new
locations. Obviously, Nick has to
find his customised cruiser in the
IceTemple before he can use it, but
once aboard he can take advaniage
ofits powerful laser cannon.
om's currently slaving away
over a red hot Spectrum keyboard,
and hopes to complete the game in
time for a full review of Ice TBmple
next month. Look out for it . .

I Insida the locked castie — you have to find a key, but to get to
the key a poisenous snake has to be fed witharat. ..

A NEW WAY TO CREATE
ADVENTURES

Ateam of people down at INCENTIVE
have been beavering away for
yonks, working on a brand new
adventure writing utility which
goes by the name of Graphic
Adventure Creator — GAC for
short.

Sean Ellis is the main man
behind the code, which was writ-
ten on an Amstrad. The Amstrad
GAC appeared a little while ago,
before Alan Sugar bought the
Spectrum, but by the time you
read this the full-blown Spectrum
implementation should be in the
shops.

We've had a close look at the
systemn — lan Andrew popped up
with a 80% finished version a little
while ago, and just before this
issua went to press the complataed
program amrived, together with a
mini-adventura which shows the
sort of thing that can be achieved
with GAC without too much pain.

GAC is more of an ‘Adventure
Processor® than a hard-bitten,
complicated utility. Setting up an
adventure and modifying it with

GAC is simplicity itself — the
whale program is very user friandly
indead and very little in the way of
braincell bashing Is required
before you begin to see the fruits
of your labours. All the thinking can
go into designing the adventure,
rather than implementing it.

The package is completely self
contained — graphice can be
designed using the on-board
drawing utility. A full review of the
package will appear in the August
Issue — but meanwhile feast your
eyes on the graphics that accom-
pany Ransom, the mini adventure
that comes with the software; it's
used to explain the way GAC can
be used to create masterpieces.

INCENTIVE are quite happy for you
to market adventures created with
GAC — they don't want any loot,
just an acknowledgement. Arnd
they might even publish your game
for you if it's up to scratch: they
plan to sell a range of adventures
under the Medalion Adventure
banner in due course.

PYRACURSE POPS INTO
THE SHOPS. ..

Much gnashing of teeth and
walling in CRASH Towers this
month was caused by a few days

delay in the completion of HEw-
son's latest arcade adventure,
Pyracurse, previewed last
maonth. Everyone has been hav-
ing lots of fun stomping round
the first level of the game, which
Andrew Hewson brought into
the office for us to play with com-
plete with a copy of the original
programmers' map etched onto
battered graph paper.

Unfortunately, the finished
version of the game arrived just
a bit too late for us to do it full
Justice on the review pages this
Issue — so here's a little bit more
to feast your eyes on. Keith Pros-
ser and Mark Goodall have Incor-
porated all the features they
aimed for into the game, and the
final product should keep
gamesters enthralled for many
houlrs. MNext issue, Scout's Hon-
ourl
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After much anxious waiting for the postman, THEEDGE'S
next release arrived in the form of Bobby Bearing. Gary
Liddon used his great bulk to fight to the front of the
queue, and got the chance to preview the game.

ORE. MUGH
ORE THAN
ARBLE
ADNESS

Poor old — he's just been squashad figt by the concrete block on the Rather
] hhu"f-nnum i o

the joumey, Air blasting holes are quits a surprise
when you first trunche over them since they propel
mwﬂmmmﬂmm
With practice it's possible to take advantage of
these biowers, using them as #fis. ... When a
tdudtﬁmtﬂsymﬁ'sadumiﬁﬂmm
are number of concrate slabs about In
mid air, and they'll happily splat you into a pizza
mmmmummmm:nm

Tlngwmtsl:lhﬁdwatﬂ'tam andeach
fime Bobby takes too long a fall or is biffed by a
nasty e s stunned for a while and remaing incap-
able of movement while & questionmark appedrs
abaove his head. The gamatime clock speads up
for a bit, too.

Bob's environment is very realistic indeed since
the brothers Figgins who wrots the have
managed to gat the Spectrum's
prahend such awlkward concepts as curved and
sloped surfaces in & mosi convincing manner. It
really is very clever indeed — Immrmw
ke £ blore Mrru'u:ﬂmm

mostly due o the great shading.
%MMMHMWWM
thing very promising. The copy that dropped into
wmﬁiﬂmm aﬁl‘tltulth&m&
compieted, and just one of Bob's relatives avala-
bia for rescue (Bemard to ba pracise),

By the time this reaches your eves Raobert and
TmntHggmsMhmli'Em

and gracing your nearest siockist's
mmmsnmmmmm
We shall have to see . . . and you'll be able to ses
mwmdmm;wmm
issue,



THE PUMPKIN STRIKES BACK!

MNow that the Witch who starred in
Cauldron has defeated the Pumpk-
ing and won control of the Golden
Broomstick, she has seized his
crown and his castle and lives there
in splendour. The team at PALACE
SOFTWARE couldn't really let this state
of affairs last, so they sat down and
wrote Cauldron I,

Flushed with success, the Witch
has become lazy — she spends all
day in bed — a real Sleeping Ugly.
Little does she know, but one of the
Pumpking's veggie minions sur-
vived her eviction: a tiny pumpkin-
let approaches the castle with
revenge on his mind and recovery
of the Golden Broomstick as his
aim.

The smiling little vegetable you
control is capable of bouncing up
and down, and has three strengths
of bounce. The little chap bounces
on the spot, rising progressively
higher as the fire button is pressed,
then leaping off to the left or right
with an appropriate tweak of the

jovystick or prod of the direction key,
Steps, ledges, tables, chairs and a
host of architectural ornaments
have to be negotiated on the jour-
ney round the chateau,

Each time a game starts, the little
hero begins in one of eight ran-
domly allocated stant points, There
are 128 locations to explore, most
of them inside the castle and nearly
all of them inhabited by very mobile
and wery dangerous creatures
created by the Witch to defend her
slumbering form. In order to dis-
pose of the horrid hag the valiant

umpkin must cut off a lock of her
Eair and cast it into a cauldronin the
basement of the castle together with
a spell book that can be found
somewhere in the building. This
may sound straightforward, Eut five
more vital objects have to be col-
lected and used at the appropriate
place rilhelf.]ame is to be completed.

Most the nasties can be
despatched with a blast of magic,
shot out while the pumpkin is in the

¥ @ >
A = T

S S S

Thae throne room in Castie Pumpkin, Can ourlittle veggle chum
slumbering hag?

depose the evil

With a nice full and
2 S s
ramparts in CAULDRON I

air by a press on the fire button —
but some magic has to be on hand
first. Sparkling pools of magic can
be found and collected in some
locations, and each shot costs 1%
of the pumpkin's magic reserves.
Masties regenerate after a little while
— killing them doesn’t make the
game permanently easier! Patrolling
skeletons that guard some of the
vital locations and objects can't be
killed with a bolt of magic however,
and the right object has to be in your
possession before a skeleton can be
tackled . . . Mot all the nasties actu-
ally kill your little chum — some of ;
them have a slightly different effect
on his well being and position in life!

Palace have almost finished the
programming — all is set for an end
of July launch and they're just fine
tuning the responses of the pumpkin
and the nasties at the moment. Can
you win the Castle back for the Veg-
gie hordes?

OLD FLATULENCE DECATHLON

Home Brew freaks will no doubt welcome the ammival of ALLicaTa's Pub
Games — a computerised compendium of the games that are played
in the very best sort of Local. Pour out a pint of home brew, load your
Spectrum and hey presto, your home is transformed into the Tap
Room of the Dog and Ferret.

Half a dozen games feature in the collection, including Dominoes,
Skittles, Darts, Bar Billiards, Pontoon/Poker and Table Footie.
aLLiGaT League rules apply: Darts is best of five games to 501 with a
double to finish, while Skittles is played 31 up and throw threa times
from behind the line.

As we went to prass, aLLicata wers putting the final touches to the
£9.95 package — all the separate games were up and running we
were told, and just waiting to be slotted together. Seams they've
bean having a few problams with playtesting: the Press Release
accompanying thess snaps had a distinct aroma of hops and mait. it
could be the lads have been nipping down the road regularly to make
sure the computer versions of the games match up to the real thing!

On the Oche with ALLIGATA in their Darts simulation. Steve
doesn'tlook like 8 proper darts player— where's his baer gut?
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AROUND THE CORNER FROM
THE EDGE . . .

Dr Tim Langdell, bossman of TME EDGE is in high spirits at the moment, and
rightly so — he’s got some very interesting software on the way. Not only is
Bobby Bearlng about to hit the streets |our resident foodaholic, Gary
Liddon takes a close look at that one elsewhere on these pages), but a smart
chess program featuring 3D graphics is well underway, as well as a new icon
and menu-driven adveniure — Mindstone.

Of course, on the serious software front The Artlst Il is around the corner
[the final touches are being put to the printer driving routines) and The
Word has just been finished — we'll be taking a close look at them in TECH
NICHE as soon as we can.

And there's more fun software in the pipeline from The Edge, who are
moving offices to gain extra programming space! Falrlight Nl is scheduled
for an autumn launch, as is Palatron, a 3D game with a futuristic setting
which Is currently being written by Charles Goodwin, programmer of
Strangeloop and the Amstrad version of Shogun. A science fiction alter-
native to Falrllght is all Dr Tim would say about Charles Goodwin's new

ame!
: Finally, The Edge’s portfolio of Spectrum releases includes an adventure
creation system involving GRAX, the language Bo Jangeborg put together
so he could write Falrllght in the first place. No firm release date has been
set, but a summertime appearance is on the cards.

ICONS, MENUS and PSYCHE

T TR R P L T
are i a bar in Alantor.
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CHESS IN
THREE
DIMENSIONS

There's more to computerised
chess than meets the eye — all
sorts of artificial intelligence
routines are required to get a com-
puter playing a good game of
chess, and The Edge's chess
game is set to play a mean game
— perhaps the meanest game of
Spectrum chess. Only time and
computerised tournaments will
decided whether their new prog-
ram really does have the edge on
the rest, but in terms of visual
appearance and user friendliness
it is likely to win hands down.

The game can be viewed and
played inthree ways and the player
can toggle between views during
the course of a game, Shown here
is the basic 3D view, utilising the
standard Staunton chess set —
but the final version is likely to be
accompanied by data for the Isle
of Lewis set, and possibly an Alice
in Wonderland set too.

The 3D board can be rotated
and used to sat up the pieces, with
the computer playing Black or
White. A 2D mode is also available,
in which the pieces are displayed
in the standard notation used in
newspaper chess problems,
Pieces are manipulated using
icons, unless you're a real chess
purist — there's nothing to stop
you selecting the text-only mode.

In text mode, the program stores
all the moves made by both
players during the course of a
game and they can be 'replayed’
at the end, so it's an ideal way to
learn and improve your game, The
software will handle every chess
rule, and computer chess con-
gnoscenti will appreciate the fact
that The Edge's chess program
can handle the King-Bishop-
Knight endgame which most
chess programs won't admit is a
draw.

Mo firm news is available as to
title, price or release date as we go
topress...

l A special mock-up screen provided for your delectation by The

Edge's graphics maestro,

Mindstone puts you in control of a
quartet of characters on the trail
of, wait for it, the Mindstone! This
object has wondrous capabilities
— it focusses and amplifies the
mental powers of the person who
holds it, and can be used for good
or evil, depending on the user's
inclinations. Unfortunately, the
Baddies have pinched it from the
Goodies and it's up to your team to
recover it before the forces of evil
gain control of the land. During
play, the characters move around
in the current location, responding
to commands in much the same
way as the personalities who
inhabit Valhalla stomp around their
environment.

Each of the four characters in
the game has different characteris-
tics, based on physical strength,
cunning and a psyche factor —
magical ability. The quest begins
in a bar, with the four adventurers
assembled ready to begin their
journey. Using the icon system,
you can select which character
you wish to command, and then a
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nested menu system pops into
view revealing the options open to
that character. The character's
status and inventory information
can then be called up onto the
screen before attempting any-
thing.

All sorts of nasty characters lurk
in the locations that have to be pas-
sed through, including demons,
vampires, fire monsters and man-
gatrons. Spells and weapons can
be used to dispose of the denizens
of evil, and combat is undertaken
via a fight screen. Around forty
objects can be found in the game;
food, scrolls, tools, weapons, holy
water and keys to name a few, and
traders will be encountered from
time to time. Skilful bartering
allows the characters to buy, sall
and exchange objects with mer-
chants.

If one of the characters is killed,
the adventure can continue, only
things get a little bit harder.

£8.95 should be enough to set
you off on The Quest for the MIND
STONE. ..

INTERGALAGTIE DISASTER MOVIE

Another arcade adventureisonits  Aaargh! All you can dois try to

way from Mastertronic, this time mmwasm

M%Mmmnnt sh_ﬁ:n

team in |, who are Stuart game contains 128 screens

Middleton, Ray Tredoux and — 32 are set on the asteroid itself,

Chris 32 more are taken up by the stric-
Starman Jones is the name of

both the and the central

outpost is sixteen hours away.
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1 | Ocean Software is available from selected blwhe:s of:

L 'm LASKYS, Rumbelows, COMET,
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«Burmn tread on the streets !

{OMMODODRE 64

SIPECTIRUM 481

WOOLWORTH, WHSMITH (ﬁ;|

Spectrum Shops and all good software dealers.
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AMSTRAD

Ocean Software
| Ocean House - 6 Central Street
Manchester - M2 SNS

Telephone 061 832 6633 - Telex 669977 Oceans G
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£9.95 for AMSTRAD 464/664/6128, ATARI 64K, BBC 32K, CBM 64, MSX 64K, SPECTRUM 48/128K

THE PRICE OF MAGIK

Y - "
MANY
INDEPENDENT
POWERFUL
CREATURES SPELLS
INVENTIVE ,I,:#ﬁ
PUZZLES
RESPONSES
200+
SOPHISTICATED LOCATIONS
WORD ALL
RECOGNITION ILLUSTRATED
(not BBC|

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

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




