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Judging by the majority of
the reviews in this issue, the
first of 1987, this year is
going to be dominated by film
tie-ins and licensed versions
of arcade games. Or maybe
the industry is getting all the
tie-ins out of the way nice
and early so the rest of the
year can be left free for the
original games, based on
original ideas and involving
original con cepis— we'llsee.
We've had plenty of games
in for review for this issue,
but very few of them have

Gauntlet has lived wp, to
expectations, and s other
smash this month is a film

tie-in. But the bulk of the
iofficial’ versions, tie-ins and
sequels has proved 10 be dis-
appointing. Maybe software
houses are becoming too0
dependent on the power of
the name on the outside of
the box, and are starting to
pay less attention 1o the
game on the cassette inside.
Alternatively, the costof buy-
ing licences may be taking an
unreasonable share of the
budget avallable for produc-
ing games, leaving
insufficient money in the
kitty to spend on the game
itself.
A disturbing trend.
More positively, it looks as

could become a sociable
activity this year. Trivial Pur-
suit has no doubt seen whole
tamilies grouped around the
computer screen ove
festive season, and the two-
player game has come back
into vogue. indeed, to get the &
best out of Gauntlet and Top
Gun, you really need to play
with a friend . . .
Joining forces with a friend ¥-20
to play Gauntlet or going
head-to-head (as opposed
taking it in turms) in a game
adds to the fun — atter ally
cnmputur-cuntrnllnd oppo-
nents don’t communicate
with you, and playing |l|nilr
on your own can get

lonely « -«
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This month sees the first major
change in the CRASH reviewing
system to be made for a long
while. The most obvious change
of all is probably the introduction
of ‘signed’ reviews — at the
moment we have three regular
gzme testers and from now on
n, Paul and Mike will be adding
their names to their comments,
Lioyd has been receiving regular
appeals in his postbag for our
reviewers to make themselves
known, and we have decided to
bow to the weight of opinion (influ-
enced just a littie bit by Ben, Paul
and Mike who were getting a bit
tired of remaining anonymous). A
glance at page 14 of this Issue
should provide you with some
background information . . .
Identifying the reviewers should
help you make judgements about
the validity of their criticisms —you
may decide that one reviewer
shares your tastes more closely
than the others, and consequently
give more weight to his opinions.
Altarnatively, you might detect
that one member of our reviewing
team doesn't like platform games,
for instance, and bear this factor in
mind when reading his opinions on

reviews has also undergone a
slight modification.

n the early days, when joystick
interfaces were comparitively
new, most Spectrum owners were
very concemned how a game
responded to the keyboard. Now-
adays the keyboard response is
less important as most games
achieve a similarly high standard
of keyboard control. We've opted
to drop Keyboard play entirely,

Deve]nrments have overtaken a
couple of the percentage ratings
as well.

Originally, Use of Computer
was used to evaluate how easy it
was to use the computer to play a
game, taking into account the pos-
itions of the control keys (in the his-
toric days when definable key
options weren't invented!) and the
range of joystick options (when
there were lots of different inter-
faces all competing to become the
‘standard”).

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

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

To recap on the remaining rat-
ings: Graphics is self-explanat-
ory; Playability gau the
amount of fun to be had actually
playing a game, while Addictive
qualities indicates how long you

A NEW RATINGS SYSTEM

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

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

computer %
G?:pul'fiﬂs i 84% pfuggr.\taﬁon gg:t
Playability 83%)| | Graphics 819%
Getting started  83%| | Playabilty . 2.5
Addi:t?\ra qualities 69% #dldui:t'l;: nqlt;ilét;es i
a
E?.r'.a“riu'u'" i ;g% Overall 82% |

the latest platform game
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Christmas is traditionally the hf'ne_
..::T '-_.'v;::ar for L}._:ng-gr-.-lngpar:_gﬁﬁgesrh
sral back-slapping. B STV
:mﬂ pLit ther heads _tﬁg?thur_'m IIFL'H:
{hi‘. Spiky-Ha r:"h E:;n;hfﬂ';i'
nd the motley Cre om AM T,
irrlr"j petween them they came uE
Y ompanies and games
agresd deserved
: SFIELD
wacognition M the HEWS LD
}T::;?n_, for 1986. Just ne_lf:-n-_
Christmas our Pub'l"Eung’E;;:S-
ive put on his dre oc Martens
tive put on his dre e
and handed out tastetully -
) .~ tee gt the industry Dinner
certificates at the In y
'nr'ilrj |\r; London's Hilton Hotel. S
“On the Spectrum front, the
award for Best Game of 1986 wag1
0 arglicer 128 from RAINBIR
om OCEAN took the Best Plat-

withalig
that everyone

EXTRA TRIVIA

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

Trivial Pursuit, Young Players
Edition comes in two forms: as a
game in its own right at £14.95,
and as a tape holding an extra
6,000 guestions to be used with
the original Genus Edition at
£7.95. The questions cover topics
ranging from Grange Hill to The
Wizard of Oz and should provide
youngsters with a chance to run
nngs around the older generation,

form Game
TECH'S L0

} Ll
Strateqgy (Game

award, while MAR-
s was selected as Best

eceived
Liricium from HEWSON receivec
the award for Besl Shoot 'em LJE;_.I
i:nu_*. mainly on account ol lhﬂ_ muc
improved n Commodore ver-
sion., Warld Games fn_.nl gcmwn
was voted best spors -.;-nnu.le:_ or
~ the sotaff of oW t,wee_
oe and it should be
he Spectrum in dua
uld The Pawn from
ollected the pnze

t
AZINES,
ing ont
course. 50 sho
AAINBIRD, whu_.:". c
0 af Graphics. . 4
MTEEI'_I!'ET‘I‘:UET‘I rr_:r the opinions Ui: tEni
staff here al uzwsﬂELn_ It o8
interesting to compare our F:fad-
ions with the results of the Hee
ers' Awards.

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

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

Another crop of compilations has
been gathered in. Five Star from
BEAU JOLLY contains a quintet of
games, all of which collected high
ratings in CRASH: Zoids from
MARTECH, Eguinox and Thres
Weeks in Paradise from MIKRD-
GEN, Back To Skool from MICROS-
PHERE and Spindizzy from ELECTRIC
preams. The whole lot, two casset-
tas, inlay and entry to a competi-
tion costs £8.85.

ULtimate fans won't want to
miss two £9.99 Linbalievable LIt
mate compilations released by us
soLD. One tape includes Atic Atfac,

COMPILATION
CORNER

SabreWulf, Underwuride and Alien
8- the other contains four golden
oldies Jetpac, Tranzam, Lunar Jet-
man and Psst. Scott Adams fans
might want to pick up a previously
unreleased adventure from The
Master— Buckaroo Bonzai—which
appears on the Scoff Adams
Scoops collection with Voodoo
Castle, Strange Odyssey and
Pirate Adventure, Then there's the

Stingers pack, also from
us goLp which features Bruce Lee,
Pole Position, Zorro and Cyberun,
priced at £9.99.

Awards

children

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

A rare photo of the Doc Martened One in full dinner dress, as
he prepares to announce the winners of the NEWSFIELD

A

Paula Byrne from RAINBIRD is pleased to collect the certifi-
v cate naming STARGLIDER 128 as the bost Spectrum game
produced in 1986

A charity auction in aid of the NSPCC ended the evening — the
Auctioneer's Assistant holds up an Ol Original which was
evantually knocked down for over £1200 in aid of battered

GAUNTLET GOOF

tion has a bfack-coloured inlay.
This version will NOT work with the
new Spectrum Plus Two, and
there may also be problems when
using a Kempston Joystick inter-
face. If you experience either of
these problems, take the tape
back to the shop you purchased it
from, and exchange it for a copy
with a buff coloured inlay, which is
a later version with these bugs
cleared up.

A spokesman for us aoLp said
the company would like to
apologise for any inconvenience
caused. Apparently, quite a few
problems have been encountered
whan getting versions of the com-
pany's games to run on the Plus
Two — the machine appears less
tolerant to some forms of piracy
protection and fast loaders than
the earlier types of Spectrum,

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

Demolition is the sincerest form of criticism. We sent the Lud-

.I‘uw;rii:'i u.-dtacmit's m
a copy of the long awaited 0
sent us this picture to em nis? the fact
game called BallBreakeris on its way . ..

to to extract

oT Okay, so CRL
tha
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Jonathon Eggelton, designer of the Genesis game KAT TRAP,
demonstrates the finished product to John Rowlands, the software
buyer for WH SMITHS. Mark Strachan from oomarx looks on, nerv-
ously awaiting the verdict.

Owing to their extansive chain of retail outlets, SMITHS decision
to stock a game can have a dramatic effect on its sales, According
to Mark Strachan, KAT TRAP had already clocked up over 15,000
sales before 1987 began!

Atiﬂrmhrﬂrlh-mm Does a fylng shark crash
through your roof qualify as an Act of God or Naturs!

R L et e s
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NEW ARRIVALS

Two new companies have decided
to set sail on the stormy waters of
the games software market. Von-
soFT  somewhat optimistically
hope to capture five to ten per cent
of the market, with twenty releases
inthe first four months of this year.
This assault will start with
ARENA., a graphic adventure
selling for £4.95. According to von-
soFT, buying the game will entitle
you to enter a competition for a
prize worth at least £10,000. Later

in the year, they plan to launch

separate labels specialising In
utilities and adventures.
ALTERNATIVE  SOFTWARE is
another new company which
plans to concentrate on the
budget market, releasing games at
E199 - Howzat and Henry's
Hoard are the first two on the
release schedule. Products are
also in preparation for a utilities
label — summiT soFTWARE — which
should kick off with a £9.95 art
package called Art Master

Here's some exciting news for Spectrum owners ...
the official Spectrum Uparade Kit. The Updrade has everything you

neea to turm your Spectrum into the stylish new Spectrum +. You don't even
leafiet in the kit glves clear, step by step instructions. If YOU're notsure about doing it

D+ pwe'll upgrade it for you.

The bigger, better Spectrum keyboard

The Spectrum + measures 12" x 6. It has a large typewriter-style keyboard,

with hard, moulded keys. You'll find the new keyDoard has a smoath, positive
action = Ideal for touch-typing, word processing, simulation programs. and
extEnded programming sessiens. Tworetractabie l2gs give a perfect typing position.
There are 58 keys in all, including 17 new keys. Programmers will be pleased

[0 see oedicated punctuation keys, a space bar, and separate shift keys for graphics
and extended modes. And a reset button allows you to clear a program from your
Computers memory without disconnecting the power supply

12 CRASH February 1987

= Professhonad full-size keyboard +E150p +p
- includes 17 extra keys
& Responsive typewriter-stybe action
IrTverss
Accepts all current Spectrum T e = Aidan Giraphics Bl Capslock
software and peripherals. % . - -
! i — - Break
Delete -_ L. f o 0, e
B Extended - 1"[1‘ ,.r'J'lv e e Space bar
moade T :]:L,..d'_. = J......_.. s
| [ 2 e Full o
Ko Caps shift —= 'r o | =y Wy v
%‘1 e Semcolon — —--1—‘—% =T -;‘;fr' “\
et ol mweted comema Cursor controls Comma

 The officlal Spectrum Upgrade. Naturally your upgraded

computer will accept all the perigherals in your Sinclair system-
Interface 1, Microdrives and 5o on - as well s all Spectrum software.
Just 3s important, new Spectrum software and peripherals will be designed
Wwith the Spectrum + in mind. So the Sinclair upgrade adds styiish looks, new
capabilities

HDW TO ORDER BY MAIL
1. If you require us to do the upgrade for you please send £29.95 + £1.50p + p, Total £31.45.
4. 5hould you reguire the do-it-yourself kit just send E25.00 + £1.50 p+ p. Total £24.50.
need an understanding of electronics, just the ability tosolder a few wires together! The 3. [fyou réguire your Spectrum to be repaired and upgraded to 2 Spectrum Plus we have 3
special offer price of just E50.00 complete
yourself, gon't worry, Simply return your 48K Spectrum to us and for £28.95 + £150 Orders can be placed by wsing your Access Card on the numbers below

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

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

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

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

It would take too long to
describe the full rules, but the
basic idea is to create a squad
which can go for the double, trad-
ing for players with your oppo-
nents if nead be, but without ban-
krupting yourself when payday
comes round. | managed totop the
league but went out in the cup, and
50 failed to win on management
points.

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

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

From the Stadium window I'd

L
SOAKING WET - INSIDE AND OUT

It's the week before Christmas as | write this, and | haven’t bought any

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

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

While | was pondering this par-
ticular problem, | received a phone
call from Roz Hubley. 'Hi, John,
wae've not met but I'm handling PR
for TGRESs Desians and
Wooding told me that you're a bit
of afoodie. Would you like lunch?'

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

Actually, | had another reason
for accepting. | have a hell of a high
regard for the TGREss games-
designing team. And it seemed
that they didn't have any particular
product to push - they just wanted
to rap. Good food and good con-
d;v,f‘satim is a fine way to spend a

y.

There was plenty of both, as Roz
and | tackled such exotic dishes
as drunken fish. Too much, again,
to recount in one brief column, but
part of that conversation revolved
around my current obsession -
what lies in store for software in
'87.

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

Stole a Million, and the brainbend-
ing arcade game, Deactivators,
they avoid simple pigeon holes.

The secret of NGRESS's success
seems to be that they're not under
pressure to produce S0 many
games a month, like many a large
company, but can spend time
developing quality ideas which
they can see through every stage
of production.

aturday the 13th, (doesn't
have quite the same ring to it, does
it?) provided a clash of attractions.
While the morning was taken up
with a ZX Microfair, pomanrk were
also running the final of their Trivial
Pursuit contest. Trivial Pursuit
possesses that classic simplicity
that makes a game addictive. And
it transferred to the computer with
amazing success.

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

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

8,

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

John Cook collects his Ten Grand's worth of TP set from Johnny Ball
while DO and MARK lock on

caught "flu and couldn't make it!

Then upstairs to further stuff
ourselves on Trivial Pursuit after
dinner mints, complete with a
gquestion of no relevance what-
soever in even‘,lr'bnx (for example:
Do too many Trivial Pursuit after
dinner mints give you acne?)

Let's be honest, however much
fun it is to play, Trivial Pursuit is
unlikely to become a mass spec-
tator sport. Graeme made an
excusa about having to see a man
about a Microfair and left early. But
I hung on in there as the contes-
tants battled to the finish, all under
the eagle eyes of Johnny Ball as
MC and Cuddly Dave, who seems
to get everywhere these days, as
adjudicator,

It all got quite tense as John
Cooke, the eventual winner, failed
to get his final wedge and had to
take another run at the centre. And
his reward for having a mind full of
useless information? A solid gold
Trivial Pursuit set, worth a cool ten
grand. The beauty of the
craftsmanship matched its value:

Meanwhile a battle of titanic
proportions was tak'lr;g place
among the assembl press
corps, maost of whom had entered
into the Christmas spirit a good
week or two earlier and were now
in a state of ecstasy. No, I'm not
talking about the side-bets which
were being placed on the cham-
pionship, but the Hacks Award of
a gold-plated set of TP playing
pieces.

All that was required was to ans-
wer ten questions - but to make it
harder they were from the Junior
Edition. Well maybe the alcohol
had taken its toll, or maybe most
people hadn't drunk enough,
because in the end the winner only
needed nine correct answers to
pick up his status symbol.

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

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

Yours in F&L

HUNTER S MINSON
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Isn’tit awful? Just because those egomaniacs on ZZAP! plaster their ugly mugs and even uglier personalities
all over their magazine, the prima donnas in the CRASH reviewing team are demanding their own bit of glory.
So from now on, all the review comments will carry names.
And just who are these people? Incarcerated in the dank dripping dungeons beneath CRASH Towers, we
found the three of thgm. Their crimes: too hideous to speak of. Their sentence: to play computer games for ever!
Take apeek attheir prison dossiers . . . Asyoucan see, ourin-house lensperson Cameron Pound has taken

tﬁpﬂﬂial pl_llfasura in using his wide-angle lens for the portraits just to make sure that the inmates’ egos don’t swell
o0 much!

vninthe.
2 necnt

NAME: Ben Stone
ALIASES: Mr Label,
Hey You, Lover Boy
AGE: 17

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

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

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

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

NAME: Mike Dunn
ALIAS: Skippy, Blusher

posng NAME: Paul Sumner

ALIASES: Jolly Hockeysticks,

; is still allowed parole to The Fuzz

naest ne'er do well in the gaol, Mr Dunn is still a _

Zﬁﬁrﬂf th_u%ialgw School. His strangest ability 18 being able to turn r?trgqg; AGE: 21

red in an instant if anyone makes a joke at his axpense {or menti

b His favourite computer The ‘Old Lag’ of the dun

Lo i iety. : geon, h |
Once again this man is a danger to societ) - “ stat e shows som :
games arg Cobra because it's so playable andﬁtarghdﬁ ige e cam?:bitaej:n géusmm~make parole and join the ggll%;s;é W e
graphics are really neat, and the speech is superb. Bk mindiase " o es reveal a ruthless streak. Comman rce. Mis taste in
aunds heard coming from his cell are usually created by Peter aeuntlet, “it's a bit different” 00, -ecause it's

g te albums ever, got bored with it and Match Point, *'|'

.ol *'His third and fourth albums and So are my favoun ; D : , “I've never
ver. ever. Games Without Frontiers and Big Time are my f?vﬂmte his cﬁﬂﬁs from the proceeds of some foul crime, he has |

s cks. " Mr Dunn often commandeers the prison video recorder (fold you arather expensive Hi-Fj which he is rath € has just equipped

it was a liberal prison~ED) to settle down to his favourite films including AD amplifier and CD player. He rather rubs it ":hba}: ?Jgﬁ‘?nm' noluding
@ round the

! also place readi
Police Academy, Santa Claus The Movie, and Ghostbusters. He Pet ik HEW.EW- What does he listen to on it? Well, once again

. er Gabrial |
_ . " Kenny Everett just makes such a complete ¢ tel is prominent an
enjoys some TV comecy he's ;mnmr" and Saturday Live “Ben Elton’s  've only heard Graceland but? Frous Simon often gets an ai ing *“Well,

himself — - il its i '
0 est and unpretentious like me.” Strong dislikes lo nearly any chart music, thank geodne. 91y, {UANY lyrics. | can fisten

5 he's mod : TRAR il ;
mzlﬂ?j?a;f%sd gar:;e shows that involve greed, and the Benny Hill Shiy-lv. hﬂj[:gﬁ tlllr‘ng listening to the ra::riolfq'?ndnes& Otherwise I'd have a pretty
his opinion of which should not be revealed in polite company (Iuckily SPECTruEn Iifs Ehr:?é::lsgeré-mumg life style into the other inmates, Mr S

! in polite company). e n Ga keyvboa cVIF SUMner's
hes;:;irml p at hard 1o ;gase at the inmates' canteen. He daslmﬁslm! E%Espite G eyboard, connected to an opys Discoy-
English cooking, and prefers Curry (with chips), Pizza, Lasagne, iUia~ . favourite :LE’.Z;"{ he does spend time with the other la -
hoops and tortilla chips. and Debra Winger shu'-'-:rsE:ﬁ;eg' "Robert Redford shows P?Es c:gil;;aﬂ‘.:gﬁ

forget it": Aliens: “the vi an act. As for Daryl H
- ! “the visual eff Yl Hannah, she can
14 CRASH February 1987 He also shows great prowess on he o1 2<cellently.
ry describ b P 55 on the prison p|
2 only ti at hock
ribes it as “the only time | can Playing fields at hockey but

let all my aggression out”, which, if

You get to watch him play, is alarming.




THE GOIN 0P SENSATION FROM DATA EAST...
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Just like in the classic wild west films of old, you "Il be in the thick

of the action right from th(‘ Availchle in the following formats: Cassette  Disk
start! Hold-ups, robberiesand ~ Commodore........................... £9.99 £14,99
rooftop fights, Express Raider Amstrad . £9.99 £14,99
has them all! Spec £8.99 —

U.S. GOLD-WE’'RE AT HOME WITH THE ARCADE THRILLERS!

US. GOLD LIMITED, 2/3 HOLFORD WAY, HHLHIFH E!—]R‘-!IIM:]H\'[ B& TAX.




Thor the Warrior hangs back while the Questor the Elf geis

ready to shoot some spocks. Treasure and food are on offer if
the ghosts can be dealt with
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Our dynamic duo have just entered & new level. Good job one
of them 8 carrying a key — the entrance iz a locked cha mber.
Questor could do with a snack to boost his health points . ..

Producer: US Gold
Retail Price: £8.99
Authors: Tony Porter,
Kevin Bulmer, Bill Allen
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wr tima. Cameron and his new
4 i -:.:.'.:f.-?f,t.'r.iar'm_l'n."i.ﬁUHTiffff'i the cam-

't too go I
B s &t the hands of a host of ghostsi

% gjust snuffed it

auntiet* The Official Conwver-
sion' has at last appeared.
The main difference bet-
ween the arcade classic and this
version, Is that us GoLD have pro-
duced & game for one or two
players — whereas up to four com-
batants can enter the coin-op
arena.
The package comes complete
with extensive instructions to help

“ Gauntlet has turned out to
be a much better game
| than any of its clones. The
programmers have man-
aged to capture alot of the
spirit of the arcade
machine — this version is
nearly as playable as the
original and far cheaper.
Graphically Gauntlet Is
pretty run-of-the-mill. The
sound is generally lame,
the tune is instantly forgett-
able and the effects are dull
and infrequent. Don't be
put off by these shortcom-
ings — gameplay is where
Gauntlet really picks up my
marks: | could easily play it
until the end. f you have
been waiting for a decent
game of this type to appear
then | doubt that you'll find

better.
BEN

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

To begin with, each player must

choose one of the four characters,
these are: Thor the Warrior, Thyra
the Valkyrie, Merlin the Wizard, and
Questor the EIf. Each has different
levels of Strength, Armour and
Magic Power. Strength determines

how quickly a character can
destroy opponents, Armour level
determines the amount of damage
g character sustains from a hit,
while Magic Power affects the
power of potions that are used. In
a two player game, the pair of
adventurers can work logether,
sharing the tasks between them
and using their unique abilities to
best effect .

The aim is to scurry around the
spacious dungeons, blasting
everything that moves and collect-
ing as much food and treasure as
possible. Keys must be found and
eollected so that locked sections
of the dungeons can be entered
and explored. While all this is going
on, the exit to the next level must
be located. Each dungeon con-
sists of a maze of two-dimensional
walls and doors, with exiis to the
other levels scattered about, At the
gtart of each level a message
details any special conditions that
apply — for instance your shots
stun your pariner in some maze
areas,

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

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

assistant Mike

with intruders. Generators located
in the mazes continually produce
dozens of deadly denizens —
unless they are quickly destroyed.
Characters can either shoot the
enemy or enter into hand-to-hand
combat, which usually scores
more points — at the expense of
the loss of more energy. Hordes of
opponents tend to congregate
together in sections of the maze,
just waiting for you to turn a carner
or destroy a wall so they can getat
you .

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

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

I CRITICISM

“* Hey wow! The biggest
arcade hit that | never saw
hits the Spectrum. Yeuch!
What little graphics;
but WOW! - what a game!
This is just what Spectrum
owners need: a proper,
involved two-player game.
Despite the fact that | am
against most multi-load
systems, it's hardly surpris-
ing that Gauntlet has got
one; it must be one of the
| biggest games about. If
you're only likely to play it
on your own, then think
before you splash out, but
in two-player mode it's
hard to stay away from.

Well done uscoLp. "
MIKE

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

Points are awarded for each

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

| CRITICISM

“ At last the original game
hits the streets (well the
CRASH office anyway).
This is just as playable as
the arcade machine — and
the conversion retains the
fast screen scrolling. It
even manages to keep the
old ‘come on follow me'
feeling = if you're playing
with a friend co-operation
is essential as the dungeon
scrolls around the charac-
ters on screen and it's easy

| go your sepa yS.
Gauntiet is more of a shoot/
pick "em up game than any
of its clones, and as such it
| contains much more fast
action fun. Cancel all
engagements for the next
maonth, Gauntlet has

| arrived! "
PALL

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

appear.

| COMMENTS

Control keys: player 1/
player 2— 1/8 Up, @/l Down,
S/K Left, /L Right, 2/M Fire,
CAPS/SPACE Use magic
Joystick: Kempston, Cursar,
Interface 2

Use of colour: adequate
Graphics: inevitably, a bit
small

Sound: unremarkable

Skill levels: one

Screens: 512 scrolling levels
General rating: This conver-
sion is let down a little by the
graphics and sound, but the
gameplay more than makes
up for such deficiencies

Presentation O0%
Graphics 7%
Playability 94%
Addictive qualities 94%
Value formoney 91%

Overall 92%
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ALIENS

Retail Price: £9.99

ark Eyles, designer of

Back To The Future, is

behind this game-of-
the-film.

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

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

Producer: Electric Dreams
Author: Pennsoft and Soft Machine

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

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

Characters can be moved

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

UUNINDNDDDOTD
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Ripley prepares to leave after blasting another evil creature

to a heap of acidic slime . . .

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

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

o

o
linnnouoouonL
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n -

might save his life!

generated by the camera on the
helmet of the character currently
being controlled. You can move
the sights of the Smart Gun held
by the human, either to target the
weapon or search the current
location — the video camera fol-
lows the gunsight.

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

18 CRASH February 1987

An Alien is heading straight for Gorman — quick shooting

requesti the character being
commanded to move North,
South, East or West, and he or she
can move up to nine rooms in any
of these directions. As soonas you
switch control to another team
member, your multi-room move-
ment order is executed — providing
the character you have sent off
doesn't encounter an Alien, find
the way blocked by a pool of acid
blood or come up against a locked
door...

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

begin impregnating their victim —
again a rescue mission is needed
if a life is to be saved.

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

| camcisn |

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

the game isn't much fun, but
when coupled with the horrid
slimy Aliens which cropup atthe
most unexpected times, the
ame as a whole works excel-
ntly. | can see myself playing
this either until I've completed it
or until | admit defeat - it is just
very compelling. Go buy it, you

won't regret it. ™'
BEN

@®" | was really amazed when |
starfed to play Aliens. To be hon-
esft, | thought that it was going to
be a bit tacky — but ELECTRIC
DREAMS have done a really
Jjob. The only way to play this is lafe
at night with all the hl;ts off, and
the extremely close to you.
Basically it's just another ‘stomp
around the shop' type of game -
but it has got loads of extra fea-
tures to bring it alive. Well worth a
PAUL

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

MIKE
Controlkeys: 7 Up, 6 Down, 5 left,
8 Right, O Fire; R Ripley, G Gor-
man, H Hicks, | Bishop, V Vasquez,
B Burke; N north, S south, E east,
W west
Joystick: Kempston, Cursor,

Interface 2
Use of colour: monochrome play

area
Graphics: detailed, with neat
Aliens

Sound: good tune at the begin-
ning with spot effects throughout
Skill levels: one

Screens: 255

General rating: A good attempt at
capturing the action and atmos-
phere of the film

Playability B4%
Addictive qualities 81%
Value for money ﬁa
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The impressionistic launch screen—

the planes scramble from
their carriers into the livid sky
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The pimrn!mdghtvhmﬂphne will be taking the silk elevator
it he doesn’t avoig the Sidewinder:

Note the large missile
sights on the left-hand viewscreen




p

ow's your chance to emu-
late the Eﬁmﬁ:ﬂ of hunlw

merast ufti'lapltcrtaatﬁrm*h:ﬂ.'s
top school for combat flyers. Sea-
ted firmly in the cockplt of an F14

Tomcat you can engage the com-
in a high-tech dogfight, or
it out with a friend in a head-

to-head session.

The action is viewed on a split
screen which shows the instru-

! CRITICISM

" | was very dubious about
this one at first: yet another
crummy licenced game |
thought. But happily | was
wrong, Top Gun really is a
good game. | can perhaps
sea myself getting bored
with the one-player mode
after a relatively short time
as there is only one oppo-
nent to go for, but luckily
there is & two-player mode
which is brilliant. You can
shoot the hell out of your
best mate, and the compu-
ter ceases to be a problem.
| really do like this but |
couldn’t see it being addic-
tive for longer than a month

orso. "
BEN

ment panel and cockpit views of
the two opposing aircraft. The
main. display uses simulated 3D

and vector graphics to show the
aerial antics, with a dotted line
marking the artificial horizon.
Ajoystick can be used to control
the fightar in the air in the time-

| CRITICISM

“ | stand corrected. Before
Top Gun, flight simulators
were out as faras | was con-
cerned - now all that has
changed. It just goes to
prove: aj what ocean can do
when they're not doing Its A
Knockout; and b) that flight
simulators are not neces-
sarily boring. The graphics
are fast and neat, even
though the launch section
looks a bit primitive.
There's a lot to Top Gun, and
it has all the addictivity that
it needs. Neat graphics,
lots of playability and a jolly
fun game. Worth getting.

MIKE

honoured flight simulator tradition,
with the throttle and weapon selec-
S o
can be used on
own. The controls are self-center-
ing —left to its own devices a plane
flies straight and level.
The Tomcat's arm il'll.':h.l.?_f:
te icon is called into a

cannon, missiles and
window on the cockpit display

winder g;ﬁﬂmﬁck E:n to the
an £ re

Dnm from a missile is fatal, and
the only way to avoid being blown
to smithereens if a missile is on
?ﬁ”m system tm;:’u keep

an

away from it for twenty seconds -
the missile then runs out of fuel
and dives to the d.

ﬁ&'.'ihﬂﬁ if the plane is dan
low (below a thousand feet). The
instrument includes displays
that show the throttie sett

tion of your
play turns when a missile is
lockad onto your tail. An arrow indi-
cates whether the enemy plane is
above or below you and Is used in
conjunction with the radar to
locate the enemy. Windows are
uaad 1o di weapon loon

Ir ected and the attitude
ufyuu' bgh!ar

| CRITICISM

“ Top Gun surprised me. |
was expecting some old
licensing trash, but this is a
really good film tie-in. The
graphics are extremaly well
animated and the split
screen idea works excel-
lently. It seems pointless
having the one-player
mode, as the enemy planes
are so aasy to blow out of
the air. | would have liked a
skill level option, but the
two-player mode maore
than compensates as you
can really show your flying
prowess. Ocean seem to be
one of the few companies
who know that the Spec-
trum can play a decent
tune, and they've certainly
proved it here. Top Gun is a
brilliant game and well
worth getting. ™

Y COMMENTS

Control keys: redefinable -
climb, dive, bank left, bank
right and fire; player 1/player
2 —A/L increase thrust, Z/
SYM SHIFT decrease thrust,
CAPS/SPACE selact weapon
Joystick: Kempston, Cursor,
Interface 2

Use of colour: monoc-
hromatic play area
Graphics: rapid vector dis-
play that gets a bit indistinct
when the enemy is far away
Sound: three great tunes and
excellent effects

Skill levels: one

Screens: ona

General rating: A fast and
addictive air-combat gamein
two-player mode; not 50
gooda one-up

Presentation 92%
Graphics 79%
Playability Q4%
Addictive qualities 90%
Value formoney 91%
Overall 90%
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TERRA CRESTA

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

MAGINE'S latest coin-op conver-
Isn::n, Terra Cresta, casts you as

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

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

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

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

As the game progresses and
more and more extras are bolted
onto your ship, so firepower
increases until finally itturnsinto a
massive blasting machine, equip-
ped to take on the ultimate robotic
oppanent which appears at the
end of the landscape.

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

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

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

C215000-
Py
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original — okay, so the same
enemy must be overcoma, but
the layout isn't similar at all.
Having said that, the game plays
very well in its own right. I'd
recommeand this - it doesn't
really look much but it is well
playable.”

BEN

® “This game is virtuailly identical
to us GoLD's Xevious, with the
major difference that this is much
more fun to play. Colour has been
uséd effectively to depict the many
different types of terrain, and the
sound effects and music are
axceflent. The gameplay Is very
fast, and a lot of concentration is
needed while dodging missiles.

TR TR TR T N T W T T T e

Cam continues to do battle as a silo appears on screen

The only thing that | don't like is
that one mistake sends you
straight back to the beginning —
very frustrating. This is amongst
the best shoot ‘em ups that I've
played on the Spectrum, afthough
a two-player option would
improve it. "'

PALL

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

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: unremarkable but
effective

Graphics: fairly good with neat
backgrounds

Sound: possibly the game's best
featura

Skill levels: one

Screens: vertically scrolling play
araa

General rating: A slick, enjoyable
shoot 'em up

Presentation B8%

75%
Playability 84%
Addictive qualities 82%
Value for money 76%
Overall B1%
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ELEVATOR ACTION

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

ecret agent Otfto has
received his orders. Ahead

of him lies a mission of the
utmost importance to national
security. Enemy scientists have
developed their most deadly
to date, and the plans are

being held at a high-security skys-
craper on the other side of border.
Otto has been given the task of
penetrating this buliding, nabbing
the plans and making his way to
the ground floor for a quick geta-

way,

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

Unfortunately for Otto, the plans
have been scattered throughout
the building and are only to be
found behind red doors. His basic
aim is to open these doors, collect
the pieces that make up the plans,
and then go down to the waiting
car on street lavel. It is impossible
for Otte to leave the building
before he's collected the entire set
= attempt to do so and he finds
himself back in the middle of the
building.

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

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

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

When all the plans are collected,
it's time to rush down to the wait-
ing car for a quick getaway — that
is, tothe next and harder level . . .

@ "I wonder if elevator games
will take off on the Spectrum. |
hope they don't if this is the best
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Ducking low, Otto aveoids the trenchzoated enemy agents

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

- BEN

® ‘“initially | was attracted to
Elevator Action as it has good
grapm'cs and fs quite fun to play -

ut the game doesn't contain any-
!'hr'ng that is in the slightest bit
addictive. The animation is well up
to scrateh, even though the men
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move in a peculiar fashion. | liked
the idea of moving up and down
the building, and trying to trap
peaple on top of the elevator, Shid-
ing up and down the stairs was
also fun, but the slight appeal of all
these little features soon wore off
This is easy to get into, but con-
tains little to keep one addicted for
fong, and thus is a bit too expen-

sive. "
PAUL

® “Despite the wvery simple
scenario and game idea, Elevator
Action should win awards for
addictiveness. Moving up and
down lifts and shooting baddies as
you go is one of the most typical
game bases around, but the
implementation is excellent. Nome
of the elements which make it so0
good are immediately apparent —
the graphics are comparativel
poor and the sound is minimal.
These problems however are more
than compensated for by the
incredible gameplay, i's well
worth looking at."”

MIKE

Control keys: Q up, A down, O
left, P right, SYM SHIFT Fire
Joystick: Kempston, Cursor,
Interface 2

Use of colour: a bit garish with
some clash and attribute prob-
lems

Graphics: clearly defined charac-
ters, but slightly jerky scrolling
Sound: a few spot effects

Skill levels: one

Screens: eight buildings
General rating: A well presented
game, though possibly lacking in
addictive qualities

Presentation 78%
Addictive ties 739%
Value for money 71%
Overall 72%
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tested before return

other Repair Companies offer,

+ While you wait service including
computer spare parts over the counter
+ All computers fully overnauledand fully  + Werepair Commodore 64's, Wic 20's

shock you with repair bills E30 upwards.
speed, don't risk your computer to any oth
fault and send your computer back, we glve your computer a:-

OVERHAUL WITH EVERY REPAIR WE DO:-

We correct Colour, sound, Keyboard, Check the loadi
the base if required, Check for full memory, check all 5o
where needed. All for an Inciusive price of £18.95 inciuding VAT, all parts, Insurance and post
and packing. No hidden extras whatsoever. We don't have to boast tog much about our

cervice as we have thousands of customers from all over
service. A first class reputation for speed and accuracy.
Service Branch in Manchester City Centre for while you wait service

PAIR SERVICE

Five top games worthn £39.00 for you to
enjoy and play with every Spectrum repair, . EesEsEsEEEn

WY NOC upgrade your ordinary Spectrum ino
thie fartastic D Tronics typswriter keyDoant

for ooty E31.50 ncluding Mtting, VAT and

Normal recommenced retail price
EA9.95 Rpl:lthlmeﬁE printed

/

Wiy nOt wpGrade your 18 Spectrum o & 48K
tor a5 witie as £17,95 miouding VAT, Dostand packing
¥ youl would iee s to AY Ehe 0 Tor
voul, just seni us E19,95 which i
# hually INCRSIVE DriCe £O Cover
% COATS NCILGNG Teturn
postage
T B iteing instructans
supplied win gwery f

return podt and packing

¥ Tronicy key
sets £7.50
including post &
packing

+ £1.50 post & packing)

£50.00 compiete
same day service

Commodore 16's and Plus 4's

« Fully insured for the return journey + The mostup todate test equipment
+ Flxedlow price of £19.95 including post
packing and VAT, INoOta between price
of really up to E30.00 which some of our + Keyboard repairs, Spectrum rubber key
competitors are quoting).
+ Discounts for schools and colleges + T month written guarantee on all repairs

developed by us to fully testand find a 1] :
faults within your computer

boards only E8.35

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

Meed your computer repaired fast? Then s
Company In the LK., or Call In and see us at ou
with all the latest test equipment available. You are more than welcome
We will repair your computer while you wait and help y
Commodore computers repaired for only £35.00. Please
price of £19.95 which includes return post and packing, VAT, not a between price like some
We don't ask youl to send a chegue in for the maximum amou ntand
Don't forget we are Amstrad aproved for quality and
er unauthorised repair centre. We dontjust repair the

end it now to the Number One Repair
rfully equipped 2,500 square foot workshop,

ou with any of your technical problems
note we gove you a 100% low fixed

ng and saving chip, Put new feet on
kets including ear/mike and replace

the world highly delighted with our
Don't forget, we also Now nave a

Update Your Rubber Keyboard
to a New Spectrum+

Fiteen for only £31.90 + £1.50 post & packing
1Also D.LY. Kit avallable for onty £24.95

Your Spectrum repaired and upgraded to
a Spectrum Plus for special offer price of

Isswn 3 @hd | oy

LIMITED OFFER

KEYBOARD
FEYBOARD  £5.50
plusE150p & p

st“ 4

ribbon cable to :
extend your ports for d
your peripherals | RUBBER MaT =
£10.95 (E6:50 ouscisonsg

DIuSE1.50TJ
e f’
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?:Ev

Gun Shat il 2apid Fire Joystick and .
INLPrace CoMmpISTE CLtHt  Normal
Tecameenoed e s ey | 3pectrum replacement
Disrchaned BOGRIMET  Spacisl oHer power transformer
of cniyE 16 50incuamg pa n sultable for all makes
jovetck avadabie a3 separate emE10,9 of computer £9.95
Dl INErfEOR Fvailable ks SEparane ivem PIUSETSDpD &P
E9.00pusctspip

REPLACEMENT

We regret we cannot
show all the companents
avallable, Just give usa
call and we can quote you
over the phone, delivery

by 15t Class post

EQUIPMENT
IN EUROPE!

SPECTRUM SPARES

1808 CPU

4116 Rams

ITEESD

ITX 212

Power Supply Transfofmers
ULa 6000

Ream

Keyhoard membrane
Spectrum

Keyboard membrane
Spactrum Pius memibrans
Mital Templates
Keyboard Mats

ZAE1 membraneg

Service Manual

Shue ¥ 5528838

2
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COMMODORE SPARES

B526-C LA 19.00
6510 - Processor 19.00
6581 =SidChip 19.00
406114 - House Keeper 18.00
a01225-Graphic Rom 19.00
a1 226—Baslc Rom 19.00
901227 - Kernal Rom 19.00
6568 -VIC 19.00
4164 Rams = Memory 3.00
Power Supply

Transformers 29.00

Al oar pric et nclude VAT, Dut pIease aod
1 50 on each order o cover post
packing and handsng charges

VIDEOVAULT HEALTH WARNING!!!

sending your computer to any other Repair Centre can seriously Damage Its Health

140 High Street West, Glossop, Derbyshire SK13 8H)
Tel: 04574-66555/67761 Head office & access orders, queeries,
Manchester 061- 236 0376 while you wait repair centre only.

Copyright Videovault Ltd. No. 682121

Spectrum Plus spare
keyboard membranes

' )\ E12.90plus€1.50p&p
X 81 membranes
E5.00pluse1.50p&p

Commodore
replacement power
transformer £29.00

plusE150p&p




IT’S A KNOCKOUT

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

s ix European countries com-
pete in the wacky events
that make up It's a Knock-
out, the TV show that was all the
rage years ago. Mow OCEaN bring a
taste of the action to your compu-
ter screen in another tie-in.

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

Fun with food initiates the con-
test in Flying Fians, played in a
room divided by a wall. The com-
puter controls a pair of flan-fiin-
gers who use a see-saw on the left
of the screen to propel flans into
the air. You control'a waiter on the
other side of the wall and the aim
is to catch the airborne puds by
moving the waiter so they land on
his tray. As flans are dropped, the
floor gets slippery and the waiter
starts to lose his footing.

Then it's from the dining room to

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

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

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

In the marathon, Bronte Bash,
YOU are a crane operator control-
ling a ton weight which moves
horizontally along the sky above a
row of trapdoors. The weight is
dropped by pressing and holding
fire, and every so often a dinosaur

Catch the flans flying through the air on the tray. Iif you miss,

it won't half make a mess, He—he=he

FLY ING

o

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

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

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

BEN

@® “Thank goodness OGCEAN
haven't made a complete hash of
this game — but it still isn't that
good. | reckon the graphics are

FLANS

e

T SCORE : 0@
T IME -
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fairly well done — each screen con-
tains loads of colour. At least the
events are like the stupid things
that happened in that awful TV
programme. The sound is very
poor, and doesn’t add any atmos-
phere — where's Stuart Hall's idio-
tic cackling? | feel that the game is
too shortto be any fun playing, and
the events don't involve much
work to get any kind of score. It's
a Knockout may appeal to the
younger market, but most people
will find it very shallow and bor-

ing."
PAUL

® "Well, Games without Frontiers
(Jeux Sans Frontiers) by Peter
Gabriel is definitely the song to
play this to. There are major differ-
ences between record, prog-
ramme, and game. The record is
superb. The programme was
bearable. The game is dire. The
feel of the game is decidedly
dodgy — it doesn’t respond to the
controls consistently, and when
you add it all up there's not much
depth to It's A Knockout, OCEAN'S
effort is pretty grim — and | can't
understand why the company that
managed to turn out decent simu-

lations like the two Daley
Thompson games should produce
this."

MIKE

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

Interface 2

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

Sound: blippy spot effects

Skill levels: one

Screens: seven

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

Presentation 71%

Graphics 43%

Playability 38%

Value for %&
ue for money

Overall 39%




DONKEY KONG

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

ome three years after the

first Kong games appeared,

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

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

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

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

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

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

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

iraARA

Donkey Kong carries the hapless heroine up the scaffolding

to his pearch on level one

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

BEN

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

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

L=81

BONUS -«
| S800 |

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

lata. ™
PAUL

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

trum. "'
MINE

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

Joystick: Kempston, Cursor,
Interface 2

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

Skill levels: one

Screens: four

General rating: A competent con-
version of an ancient arcade game

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

Producer: Gremlin
Graphics

Retail Price: £E7.95

Author: The Gremlin Team

his football strategy/simula-
tion began life as a design
for a traditional boardgame
offered to oREMUN some while
ago. Now it appears as a compu-
ter-only entertainment. You are
sweet seventeen and wantto be a
top footballer. At the start of your
career you have £5,000 in cash, 10
‘goal cards’ and a pair of reasona-
tﬁy talanted feet. Your ultimate aim
is to become Footballer Of The
Year and attend the prestigious
award ceremony.
The first decision you make is
which Division to play in — there
ara five skill levels available, rep-

of the net!

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

The game is icon-driven from
the main control menu. Accessing
the globe icon reveals the perfor-
mance of the team that is paying
your wages - the number of goals
scored, the team's morale and
prograss in the various competi-
tions are revealed. The footballer
icon leads to the ort on the
player's personal achievermnents:
status points, the league played in
and weekly earnings are shown on
bar charts. A general rating is also
given which summarisas the foot-
baller's overall skill level. An icon
in the form of a scroll enables the
player to attemnpt to gain a transfer,
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but it costs money to attract the
attention of a scout — and a trans-
fer request isn't always success-
ful. Prices range from just £2,000
to £10,000 a go. A question mark
icon conceals ‘Incident Cards’,
which cost £200 a time and oper-
ate rather like "Chance’ cards ina
game of Monopoly — money can
be won or lost, transfers obtained
and extra goal cards collected
buying a bit of luck (which isn't
always good).

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

The icon in the centre of the con-
trol screen —a football boot-leads

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

to the football pitch. Selecting it
reveals the player's financial
reservas and offers the chance to
buy further Goal Cards. The com-
puter chooses the match to be
played, and decides the number
of shots at goal which the star will
get if a Goal Card is cashed in -
one, two or three shots are allowed
and part of the strategy of the

ame lies in using the available

al Cards to best effect.

A mini arcade sequence follows
in which the player gets to shoot at
the goalmouth after positioning
the ball. Sometimes a couple of
defenders romp towards the ball,
and if a shotisn’t taken before they
tackle the opportunity is lost. The
goaliea does his best to save each
shot, and once the attempts at
goal are over the match ends and
a teleprinter up the result
before control retums to the main
icon screen.

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

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

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

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

if playing this forever, but
it'il c&rrl:'l‘g' ?mnp me amused
for a couple of lunchtimes. "‘“.

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

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

get tedious after a whife. "
PAUL

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

Control keys: Q left, W right, P up,
L down, SPACE fire

Joystick: Kempston, Cursor,
Interfaca 2

Usa of colour: colourful icons, lit-
tle elsewhere

Graphics: nothing special
Sound: mediocre

Skill levels: five

Screens: seven

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

Presentation 9%
Graphics 66%
plo s TR b
Value for money 659%

68%

The main icen-controlled menu screen, where the campaign
fo become FOOTBALLER OF THE YEAR begins in earnest
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For mail order enquiries please write to:

Launching soon on:

NMC Limited, PO Box 67

Spectrum £7.95
Amstrad, Commodore tape £8.95 London SWI11 IBS
orcallon 01-228 6730

Amstrad, Commodore disc £14.95




THE SUBSCRI]
QUEEN STRIKES

|

START THENEW YEAR WITH A CRASH SUB-
SCRIPTION AND COLLECT A COUPLE OF

FIREBIRD GAMES OR

A DUSTCOVER TO

KEEP YOUR SPECTRUM SNUG AND COSY

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

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

The latest release from FIREBIRD,
written by the team that brought
you GYRON. An all-action game
that uses vector graphics and puts
you in the cockpit of a craft that is

flying the labrynthine cor-
mm of alien creatures.

our mission: to destroy the alien
Queen. Can you survive? Reviewed
in this very issue, HIVE collected an
overall rating of 78%

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

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

HEARTLAND

[ HOASD Spestrum 38K
THE BEST OF
BEYOND

Big Bad Zoff i
Eﬁmm FORCE. Mike Singleton's
classic, DOOMDARK's revenge
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DEAR GURU DENISE

rnunmhmmmmlndupﬂuwmbﬂuh
let you know what | want to do.

I'dlike hmhrmrMMInhanwﬂptMBMﬂhﬁlhnﬂ
a SUBSCRIBER NUMBER (or my number, as
I'malmdumhlﬂiboﬂ.mwhtluumhd B0 a
cheque/ mhrﬂmmmfwwpmh]md-
mﬂm"meﬁ"-ﬂmﬁMmﬂmm
issue N *

o

lmmmmmmmmm4mFmﬂm
new subscription is to start with issue 38.

I'mlh'm owner of a MYSTICAL SUBSCRIBER NUMBER and

s very .I'd:ﬂlihmmmwm.nlm
mmmmwmmmmmmm-
order for £8. Publications Ltd".

m"
My MYSTICAL IBER NUMBER IS:

ADDRESS

POSTCODE

[ would like to receive the following games (one from GROUP A,
and one from GROUP B):

GROUP A

GROUPB
OR

i

i

1

: ]gﬁﬂnumnblachdumrfmmymmmrmwmm
|

CRASH logo in stunning blue. I've ringed the name of the
computer | own in the list below:

4BK Rubber keyed 48K PLUS 128K 1zs_kﬂl:|6us '

| understand that it would be silly to try and cram, two cassettes or a
dustcover into the individually addressed polythene wrapper that will
‘accompany my first copy of RASH. I'll be looking out for the Jiffybag
mntamg my games that should arrive within 28 3&)!5 of you receiving
my order.

This offer is subject to availability. Send the com-
pleted form to

GURU DENISE, CRASH SUBSCRIPTIONS, PO BOX
10, LUDLOW, SHROPSHIRE, SY8 1DB

PLEASE DEBIT MY VISAJACCESS ACCOUNT £
| wish to pay by Visa/Access (delete as applicable)

Signature
—— = EN

Please Charge My Account No:

Name
Card Holder's Address

L
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AMSTRAD
£8.95

 SPECTRUM
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SUPER CYCLE

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

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

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

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

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

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

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

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

The courses dont follow a
straight line: tortuous bends can
take a rider by surprise, but to help
out, road signs indicate which way
the road is to turn next and it'sthen
up to the rider to react in time to
compensate for the bend.

A high-score table records the

pod scores of the day. Your
rider’s score is also displayed on
the dashboard throughout the
game, along with the time remain-
ing until the end of the race.

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

@® "1 was expecting a really
good game from us coLD here,
as Super Cycle on the CB84 was
absolutely brilliant. Unfortu-
nately it has been badly con-
verted and has lost out consid-
erably. In normal racing games
you can see the corners and
bends coming up - in this
there's an arrow on the side of
the road so you know when to
turn (tacky isn't it?). The colli-
sion detection is abysmal — you
can't go anywhere near the bar-
riers without crashing and if you

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

BEN

@ " Although at first sight this
might seem a well designed game,
it isn't. The collision routines are a
bit iffy, as are the controls: you can
crash into an obstacle when

are nowhere near it, (and drive
through other motorbikes) and the

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

® " Oh, wow. The Commodore
version (oops, | was told not to

mention that) is probably the best

Vrrrooooooom! Round the corner at breakneck speed = but
Cam's going to have to go faster still to catch the two leaders

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

MIKE

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

Use of colour: only two colours on
main part of screen, but good
neverthaless

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

Sound: little more than engine
noisea

Skill levels: three

Screens: 8 scrolling tracks
General rating: A disappointingly

poor racing game
Presentation 82%
Graphics 75%
muhiﬂty 64%
ictive qualities 52%
Value for money 61%
Overall 63%
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Producer: The Edge
Retail Price; £7.95
Author: Mike Leaman

hao-Lin's Road is the official

conversion of the arcade fol-

low-up to Yie Ar Kung Fu.
Yie Ar Kung Fu Il has nothing to do
with xKonmami's sequel to Yie Ar
Kung Fu,

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

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

our hero one of his three lives,
Apart Ifmm being a bit of an
expert with the old ‘Chin's Shao-
Lin', Lee can also summon magic
to help him against the enemy. A
magic ball rises from the dead
bodies of Lee's vanquished oppo-
nents — if he manages to catch a
ball, Lee temporarily assumes its
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Ha so, Lee has discovered power of magic blinding flash. He
really laying into them now

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

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

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

@® “ Shao-Lin's Road is yet
another arcade conversion that
has gone slightly wrong. Okay,
s0 | didn't really like the arcade
version, but this does it no jus-
tice at all. The graphics leave a
lot to be desired: the characters
are badly drawn and they tend
to jerk around the screen. Also,
the backgrounds are a bit com-
plex, causing quite a mess when
the characters move around.
The sound isn't at all bad -
there's a lovely tune on the title
screen and a few decent effects

scatterad throughout the game.
However, I'd only buy this if | was
mal!?' desperate for a beat em

up.
BEN

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

PAUL

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

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

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

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

Screens: five

General rating: Official follow up
it may be, but this has turmed out
to be adisappointing sequel to Yie
Ar Kung Fu :

Presentation 77%
Graphics 69%
Playability . B8%
Addictive qualities 67%
Value for money 66%
Overali 67%

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

“Boe
4208




YIE AR KUNG FUIlI

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

hen maciNe bought the
licences for a collection
of KoMamI games, they

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

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

Lee's father has taught him well
in the art of Kung Fu. Lee Young
can perform all manner of moves
against his opponents, including
high and low kicks. He can also
move right or left and jump or duck
if necessary, and hurl weapons
collected during his adventure.
Lee Young also has a few tricks
up his sleave to add to his reper-
toire of Kung Fu moves. When he
destroys a complete formation of
midget attackers he is awarded a
tea leaf. Five of these tea leaves
are enough to make a cup of 00—
Long Tea, which injects Lee Young
with a new supply of energy, and
up to three cups of O0=Long tea
can be made and drunk in one
game.

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

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

Lee Young must fight his way
past eight of the Yie Gah
Emperor's attendants. A three-
screen attack wave of midget nas-
ties precedes a screen containing
an Evil Warlord who has to be
defeated in un-armed combat
before the next section can be
attemmpted. Two bars at the top of
the screen are used to display the
combatants' energy reserves, or
Ki. Ki is reduced when a blow or
weapon hits home and if the Ki-
meter reaches zero Lee Young
loses one of his threa lives — extra
lives are awarded at 20,000 and
50,000 points.

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

Anyone for a cup of tea?

@ " Yie ar Kung Fu llis the worst
beat 'em up that I've seen in
ages. Many people will buy it for
its name, but the game behind
the name isn't up to much. The
gameplay is extremaly tiresome
and easy —if you can't get round
all the levels on your first couple
of goes then I'm afraid it's back
to the Gameschool for you! The
graphics are poor: badly ani-
mated characters and boring
backdrops are all you get. There
is nothing here that I'd pay

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

LEE -YOUNG

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

@ “ This doesn't deserve to be
IMAGINE 's follow-up to Yie Ar Kung
Fu. The first game was a chal-
fenge, but this Is very boring and
easy to play. It's too easy to get
through and involves no thought
at all. On my first game | got
straight through to level 10 without
any sle from any of the bad-
dies! The main character's anima-
tion is very good, but it seems a bit
wasted as there isn't much efse
happening. The use of colour Is
guite good and the backgrounds
add a touch of depth on some
levels. But alas, good colour does
nof make a good game = pull your-
self together IMAGINE. "'

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

MIKE

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

Joystick: Kempston, Cursor,
Interface 2

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

Sound: occasional spot effects
Skill levels: one

Screens: 32
General rating: A mediocre
attempt at rekindling the beat em

@ " Yawn! This game is severely
boring. | clocked the scoreline on

my first attempt. | mean, the origi- | up flame

nal was easy, but this is taking

things too far. it strikes me that the

game does not have an accepta- Presentation 72%
ble le el of difficulty if I'm able to Graphics B6%
complete someathing ridiculous Playability 57%
like 17 stages at a first attempt. If Addictive qualities 46%
mmaaide have had this play-tested, Value for 46%
then there's something seriously | |~ h money pr-ieg
wrong with their team; if not —why

FOOTBALL MANAGEMENT

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

E & J Softwarea offer 3 CLASSIC Football Manage-
ment Strategy Games lor all soccer anthusiasts,

Each of these CIUALrIT'f GAMES uses '||-uz||:I fuil NEW FOR
aviilable [&] ur -CompUlar an iS5
PACKED with GEMUINE FEATURES 1o maxe 1987

@ach game the most REALISTIC of its kind!

PREMIER Il : &4 COMPREHENSIVE AND EXCITING LEAGUE GAME — Can you handla
all of this? - Play All Teams Hnm&&l Away, Fﬂh- SquElliJ Dietails All T;agsHTranE'r-’afrah::;:?
that aflows you 1o buy any player in league/sell your players o any r tearn, Pre-Malc
Report, Full?Tuearn Hl'ﬂ! Sm Salaction, Choose Your Own Team sghn All Other Teams.
have thair own Style, Match Injuries, Match Substitutions, Hall TimeFull Time Scores Al
Matches, Named & Recorded Goal Scorers, Full League Table, Fixture List, Team Morale (all
teams), Transfer Demands, Opposition Select Their Strongest Team, Injury Time, Financial
Problams, Match Aftendances, Bank Loans, 7 Skill Levels, Managers Salary, Change
Player Team Namas, Continuing Seasons, Job Offers or Dismissal based on your perioem-
anca, Printer Option, Save Game and MORE!

EUROPEAN Il : A SUPERB EUROPEAN STYLE COMPETITION — Enjoy the atmbs-
phere ol European Cup Ties! — Home & Away Legs. Full Squad Listing, Full Penalty Shoot-
out (with SUDDEN DEATH), 2 Substites Aﬂwg Pre-Match Team s, Full Team And
Substitute Selection, Away Goals Count Double, Extra Time, Hall Time & Full Time Scores All
Ties, 7 Skill Levels, Disciplinary Table | any MATCH BANS), Full Results List, Full
Aandom Draw — Al Rounds, Printer Oplion, Cha PlayerTeam Mames, Save Game,
EUROPEAM Il includes a comprehensive Text Match Simulation with these GREAT FEA-
TURES — Match Timer, Named & Recorded Goal Scorers, Comers. Free Kicks, Goal Times,
Injuries, Bookings, Disallowed Goals, Injury Time, Penalties. Sendng O and MORE!

# SPECIAL FEATURE - transfer your PREMIER Il winning Side info EUROPEAN |1 #
Bath these GREAT games can ba Fu;aa separaledy or s companion games (SPECIAL
TWIN PACK AVAILABLE)

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION

Takes you from the first warm up inendlies through the qualitying stages and on to THE
FINALS! — Select Team From Squad of 25 Players, Select Friendly Matches, Full Home &
Ay Fixtures in Qualitying Round, Pre-Match Team News. 2 Substitutes Allowed, Discipli-
nary Table, Select Tour nents, Full League Table, Players gain expenence/caps as
compatition resses, Extra Time, Panal t-Owl, Quarter Final Group, Full Randam
Draw, Change PlayerTeam names. 7 Skill Levels, Printer Option, Save Game, Full Resulls
List, Post Match Injury Report, WORLD CHAMPIONS Includes a comprahensive text match
simulation — Goal Times, Bookings, Inuries, Named Recorded Goal Scorers, Injury Time,
Maich Clock, Sending Off, Penalties, Comers, Free Kicks, and MORE!

All games available for ANY 48K SPECTRUM

Games supplied on 1? with full instructions @
£6.95 Each inc. PAP (add £1.00 outside U.K.)

Great value - Any 2 Games Deduct £2.00
FANTASTIC VALUE — All 3 Games Deduct £3.00

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

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

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

ver wanted to be a stunt
E-pl!ut? Well here's vyour

chance, courtesy of micROP-
ROSE — the simulator specialists.
Up 'til now, the company's efforts
have been confined to the Com-
modore, but at last — starting with
Acrojet = they've begun the pro-
cess of converting their titles to the
Spectrum.

Acrojet contains ten events
which can be played by one to four
players, and these involve flying a
BDS5J Acrojet around, through,
under and over a series of obsta-
cles. There is also a design-it-
yourself section, where two or
more opponents can design
courses and tasks for each other,
and then judge each other's per-
formances.

The first event, THE PYLON
RACE, consists of racing around
four pylons as quickly as possible,
and then executing a successful
landing. Event two is a SLALOM
race which involvas the same four
pylons, this time flown in a 'figure
eight’. The next event is the RIB-

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

the ribbon again. The next event
practices SPOT LAMNDINGS: the
I::ilc.'-’t flies up to 2,000 feet, and then
ands on the runway as close as
possible to a marked spot. This is
followed by FLAME-OUT LAND-
INGS, which is a similar stunt, per-
formed without the use of engines.
Finally there's the fancy CUBAN
EIGHT: this consists of a half-loop
over one ribbon, followed by a
half-roll, and another half-loop to
go under another ribbon before
finally finishing with another half-
roll to go under the first ribbon
once more.

At the beginning, a pilot can
decide on how severe the weather
is going to be, and what perfor-
mance he is likely to get from his
jet. Sluggish performance is help-
ful to beginners, but for the experi-
encad pilot, real-time perfor-
mance helps with some of the tric-
kier stunts.

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

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

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

Banking over the runway, itlooks as ifAce Lensperson
‘Cameron Pound is about to stall his plane
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In the ribbon-cuf event, a crash Is imminent

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

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

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

T ——
T SR RS

sive. The BD5J Acrojet performs
beautifully, and is very responsive
to frantic joystick movements — as
when Irying to pull out of loops
without hitting the ground. The
menu options are easy to use and
well presented. | loved Acrojet and
found it very addictive, although as
pecple seem to be wary of flight
simulators | feel that it may not get
the success it deserves.

PAUL

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

MIKE

Control keys: 6 left, 7 right, 8
down, 9 up, 0 fire, Q decrease
thrust, with a range of individual
kleys used to access other func-
tions

Joystick: Interface 2

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

Screens: ten events

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

Presentation 83%
a

Addictive qualities  83%

Value for money 799

Overall 83%
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Now yoll can experience
the World’s Greatest Sporting Challenge. ..

I. il l'lf': Mll[

“Now Epyx bring you their most outstanding sports

simulation to date — World Games, featuri eight
exciting new events from around the world to test your
joystick mettle to the full” Zzap 64

Alright. 5o you've wiped out the Russiats in Summer Games ® You've acared roar perlert 1w in Summer Games 1.
Anit your perarmance in Winter Games™ now sends chills. down competitor's spines. Well, just how far are vou willing bo go in
prive o e e beht? e 20,000 miles sl readnnable?
Visit cxolic places,
I Workd Games.™ you'll wing your way arand the ot beating the parts ofl I'-m-ipnr'n i ebght mternational esents. eack poe
authentic bo fts cointry of omgin, You Il soe incredfole, exolic ocnkes as v frael Ehe workd cereuit, Wiy, you'll even liave your owi
nn-sereen bour guide 1o simeall) your woy
The evienis the Dlympics forgot.
Tos becertrse thie ehusmgion, you I ave o dive off the treache s clils of Aeapilen, G stamach b ssomach with a 0 poisnd Lapanise
sumn wreatlee omp barrels in Germans. And pump heavy ime in Russia

Nexl, Wy all to _Smund for the caber toss. Canada, [or M near mpossible log roll. Framoe, 16 o the Salom
K, a1 st the LS. of &, 1o ride the meanest bull in the states

This, then, i o challerge ol ghobal proportin. Tlee question s, are it ready 16 go the distance?

Eight Intermational events: Clilf Diving. Sume Wrestiing, Bull Riding, Rarrel umphog, Log Rolling, Weigtht Lilting,
Slalom Skiing, and, of course, Thie Caber Toas,

Visit elght nationn fn compele.

i thi Warld Hall of Fame, That ks, [f you nequire the gold. One to cight players,

U.S. Gold Limited

R e e e
Commodore 64/128 £9.99 cass. §14.99 disk

S m 48K
Amstrad
Atari ST

£8.99 cass.
£9.99 cass. £14.99 disk
£24.95 disk

SCAEENS A5 SEEN DN COMMODORE 64

2/3 Holford Way
Holford
Birmingham B6 TAX
Telephone:

021-356 3388
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Spectrum in October, Amstrad in November, Commodore 64 in December. All £9.95

= Sales dept.,

I Castle Lodge, Castle Green
; : Taunton, Somerset TA1 4£
e Englam:l Telephone [0BZ3] 54489 & 540

software getting harder . . .




. needstobetold, untifis

CBM'64/128
Spectrum48K
Atari, Amstrad
Coming soon on MSX

The Mission

Canviolent aggression and mindless destruction aver
be justified inthe name of peace. That s the
‘enigma, ihe TRAP in which you are 1o be

placed as you energetically defend your
pianet, your peophe from a once peaceful ally,
Your Ques!
Todemonstrale the reactions and skills of a
legendary space fighier o 10 show tha

genius ol a master sirategistwil ot be
- 8nough, TRAP has a secretthat

:-T_' 7 ':.3“" 5
e ﬂ —

Alligata Software Ltd., 1 Orange Street, Sheffield S1 4DW. Tel

: (0742) 755796




Another year begins. Quite naturally, people's minds turn to wonder-
ing what it will bring — and the letters | received for this month's
FORUM reflected this speculation. I'm hoping for better games, a
rise, and a more impressive crop of runner beans. | might be able to

do something about the beans . . .

TIE-INS LEAD TO STRANGULATION?

Dear Lioyd
Recently the software industry has
got itself into a tight spot. Realising
the difficulty of producing original
games, people have decided to
program games based on films,
which are often vary . Still
more of the games we buy today
are arcade conversions.
games are being made faster than
naw arcade machines, so the
licence fees will go up, leaving less
money to spend on amlmlngiha
game. Companies which don't get
the rights will decide they'll do
another version, and produce a
similar gama Where does this
leave us? In a position whara most
of the boxes on the shelves con-
tain arcade games, films, comics
and so on.

Looking away from all the
$amnur. you see a different box.

ou don't recognise the title. Oh
well, better look in CRASH. Sur-
prise surprisal t's actually diffe-
rent, and it shows| Effort has bean
spent on tha game, by a program-
mer/team who thought of the idea,

and they have produced an excel-
lent game in a differant mould. This
type of product will nearly always
come from a smaller company.

Having said this, all the sales are
in the ' seen the film, read the book,
heard the music' and the
software houses will pursue this
field.

The original games always
come from the smaller companies,
whao do their level best to bring out
a which ig different. If more
di nt games and less film
games were brought out, the con-
sumer would probably change his
attitude.

Roy Glbsonol camvas is also
annoyed by licence deals that take
maney away from the program-
ming budget — his views were
reparted in the feature on DENTON
oDESioNS in the Christrmas Special.

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

TAKEN TO THE LIMIT?

ng  with
W what are

much.
John Logue, Huddersfield, West

bit further

18

companies,
perhaps can't afford the level of

namas — and quite a few are
reviewed this issue. But the fact
remains that a lot of people DO buy
tig-ins, and as far as the software

ing :
Sales are boosted, and if it's an
arcade conversion thought
doesn't have to go into designing
a game and scenario.

Smaller who
investmant required to enter the
licensing arena, are still ing
origingl  gamas. ortunately
there's no shortage of program-
ming talent for them to draw on.
Generally, If the first consideration
in & software publisher’s mind is
the game, the end product is much

better.

And not all tie-ins are rubbish —

Top Gun for instance. the prog-

rammers behind Cobra also did an
axm#a::mjab. There's nothing
wrong with adding value to a game
fgﬂmqwﬁng a licence, provid
t's the way you go about it. Sal-
ling a licence on the Inlay and box
and ‘giving away' a game must,
ultimately, harm the indusiry,

For your well-placed advice to
software houses, I've decided to
award you this month’s £20 of

i LM

POKEs DEBATE
CONTINUES

Dear Lloyd

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

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

When a quality game s written,
the programmer tries to strike a
balance between the game being
too easy or too difficult to com-
plete. This means that the player
must come across stages in the
game when it appears impossible
(or at least nearly impossible) to
progress any further. It is at times
like this when the 'jerk’ Mark refers
to who has just bought a new

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

that he realises the game has
become too easy and his money
has been wasted.

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

| can see that some people
might spend ages stuck in the
same position in a game, and |
think gameplay tips are accepta-
ble in this case because they can
get someone going again without
altering the physics of the prog-
ram. However, | do not think you
should print any POKEs in your
magazine Just to sell a few more
copies. Completing a game your-

self beats cheating any day.
Richard Yendall, Lichfield,
Staffs '

I'm sorry Richard, but it's up to the
individual to decide whether or not
to use a POKE that is printed. |
doubt that programmers are all
that upset by the POKEs we print
— maybe a programmer or two
would like to voice opinion?

¢ LM

CHRISTMAS
CHEER

Dear Lloyd

Jason Pritchérd. Belper, Derby-
shire

PPS ablishmen-
tarianism — stich tin LMLWD!!
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Dear Lloyd

| have |L.-._1t read FORLUM |r| the
Christmas Spe :
CRASH and de

: r,I Pﬂ-.Jrr !mrrni i
imer, such as nice
:|r1|r| hics, attention t
or plot & acy |_:1
N a simulation. .H{thl::uqh
qualities may be desirable i
urely it is the contents of
and the gameplay that are
ortant. | would tend to
h N Clemons that alarge
Smashes are nn:.\! worth
arlr! the

[ wom off .:mrl the
hurn mt has worn dry, the actual
gama that you play is very boring

find that
|‘.-?‘ar?a;;:er.

| and the n_.r_nmpl
any form uf !'lur'l'lu
still rrl&‘-,n.—_tr! 3
oday. This is because thr
1u1| and tha og:

ldﬂnttﬁuwabcut you, but | think
| am not alone when | say | am sick
and tired of hearing 'Oh | really like
Gaurntiet in the arcade’. | think it is
rather sinister, in fact, that in many
polls taken in computer
magazines, one of the more
automatic questions like ‘What's
your favourite TV programme’ is
often replaced with the question.
‘What's your favourite Arcade
game', and I'lll name names:
YOUR SINCLAIR September
issua, feature on arcade conver-
sions; Y3 January issue/Christ-
mas special: Questions asked to
people at the October Microfair
(*Oh, | like going down the arcade
and}i like playing Gauntlet and so
on.’

| think you will find it disturbing
that a percentage of all these
people may ba the sort who stay in
the Arcade whenever they can
(usually they say: "Well thera's
nothing better to do is there?") It is
rather pathetic that some young
people can find nothing else to do.

If they spend so much time at
the 'arcade down the road’, you
may wonder where they get all
their money from. I'll leave it up to

42 CRASH February 1987

NICE GRAPHICS,
SHAME ABOUT THE GAME

Fnﬂr.h:jf' Manager it should get &
urable review, despite the
:uracy in the rules and pog

» about the game’
the 3D games which,

h Day in partic |J|.:-'lr
holds the title of the
pelling arcade adven-
ture on the market.
But that is not all that | can gripe
:Jhl ut. | would also like to

did not
about 7

ge of the other marks
exc 56 for t

SOUNDING OFF

you to make your own conclusion
to this .

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

| am sura that the reason for this
‘Growth’ is the arrival of the
Arcade Conversion. Many other
people will join me saying that
most arcade games are very bad
indeed, and make no contribution
to the advances of games technol-
ogy whatsoever (two off the top of
my head are Kung-Fu Master and
Dragons Lair).

Apart fram the quality of some
of the eLme conversions, hardly
any arcade conversions are any
?ocd Mast of the best game ideas

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

are the best u1 any
F"1E:IJJEII'IE on tha market. Keep up
the good work
Jonathon Brooker, Highgate,
London

REVIEWS
RlGHT!(ish)

Heh! Lioyd
I am writing in

mentators who can exp
oW opinion on a game, tt
viding the reader with three diffe-
rent opinions.
in the subject of the
stter, | do think a
= rnnr:lﬂ on

huge mista
: shing W armea
unattractive : ry boring

Otherwise the review
and | compliment th
Paul Wicks, Reading, Eerks

ark good

Elsawhere in thi Oﬁ{nﬁ.f Mr Cle
gets th - efine h
r|-='r't = i dppParE it was the

g his attack

..-'H‘ no u‘ fhe reviews themselves,

LM

company that has avoided
licences — TELECOMSOFT. Look at
Elite, and more recently, the stun-
ning Star Glider.

Reviews of -the better arcade
convearsions only serve to encour-
age gamblers and addicts. By far
the worst culgrit is CAVGE, with its
almost grolesgue  portrayal/
glamorising of arcade games, in a
spacial arcade game review sec-
tion,

Just as a footnote, | think | am
right in saying the average reader
age of m ines such as CRASH
and G&ﬁ is 14/15. Magazines
like CBVG conveniently forget
that, except in seaside arcades, it
is illegal for anyone under 16 to go
into an arcade. | think you will
agree that arcade addiction
should not be encouraged any-
where, whether in your new young
peoples’ magazing or in any
grown-up’'s magazine or publica-
tion. However, coverage of arcade
games only appears in magazines
with readers of 14 or 15 or

mﬁ;ns. Lendon

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

LM

SOUNDING OFF

Dear Lioyd

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

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

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

And where are the 'Games
Music' packages for the 128K
machine?

Anyway, I've made a tune/
sound FX Top Ten of my software.
| think that 1, 2, 3 and 4 are very
difficult to beat. The rest is nice
and I'm sure there are better ones,
but | don't hava them. Soheraitis.
Vactron
Ping Pong
Fairlight
Mic
Max Headroom
Arc of Yesod
Knight Rider
Equinox

TACUrse
10 Heavy on the Magick
Does anyone disagrea with me?
Frank Bouts, Holland

At last Spectrum sound comes
into its own with the advent of the
Spectrum Plus Two. Considering
the [limitations posed by ihe
BEEPer, there have been some,
excellent multi-channel simula-
tions and sound dafinitely adds to
8 game. Maybe we should start 5
Sound Chart for people to add
their votes to Frank's?

000 =4 O O B G R =

LM

REAL PLONKERS

Eh:-:tr Lio ~,-.:|

-4 e | a' pulled in
5 kA
It isn't reeant |l| be

just give AMERICANA B L}
Elliot Owens, K1ddermm5ter.

B with Ihe " of
builtfighting
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BONE PICKING

Dear Lioyd
| have a very large bone to pick
with you. Well, it's not all your fault.
But (I'll get straight to the point) for
just 32 more pages in the Christ-
maz CRASH you're charging
£1.95. Well that's what it seams
but it's far too daft. Now, noting
that CRASH contains issue 0 of
LM that is said in the advert to
be free with CRASH Christmas
Special, it seems very very likely
that you are charging people:
1) The normal £1 for CRASH
2) 15p extra for 32 pages more
3) 80p for a so-called ‘free’
magazine.
One and Two are acceptable, but
asfaras|amconcemed CRASH is
ggt‘tmg a little tooc expensive.
sides, CRASH is a computer
magazing - it's not a Youth

BEMOANING
MOANER
MOANS

Dear Sir/Siress
| feel compelled to write to you In
the light of recent comments made
in the FORUM along the lines of
tell anyone with any complaint
that we don't need their com-
ments'. This kind of philosophy is
warped to say the least, and those
correspondents responsible seem
io be unaware of the fact that a
forum 1S a place for discussion,
and that each individual is entitled
to his or her point of view. What Is
more, the readers whose views
differ from some of the mare con-
troversial ideas which appear on
your pages tend only to say ‘1 think
that Valente/Connor (remember
him?)/Tony Bridge is a bit of a bas-
tard’, and almost invariably fail to
support their comments with any
convincing or logical arguments.

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

rey

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

I'm always interested to recaive
readers' views on life, computers
and the whole Spectrum world
and do what | can to encourage
debate in thesa pages.

Junk indeed. You see, you've
Jjust fallen into your own trap Mr
Andrews!

LM

Magazine. | hope next year's edi-
tion at Christmasis much cheaper.
Richard Dobbs, Clesthorpes

The CRASH Christmas Special
has become a bit of a tradition —
we always try to pack it with com-
petitions and special features as
well as providing some form of gift.
We ran into a liftle bit of criticisrm
last year for charging £1.85 for 196
pages— our printers can only cope
with a 196 page magazing—so giv-
ing away another 80 pages in the
form of a completely separate
magazine this year seemed like a
good idea.

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

Wiw R

DOUBLEPLUS

HIGH SPEED SERVICE

Dear Lioyd

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

On Friday the 14th of November,
| received a package from.the
postrman. | hurriedly opened the
package to find it contained a
CRASH hat and T Shirt. "What's
this?' | said, ‘| haven't wonacom-
petition!” | opened the letter which
accompanied the package and
read it.

‘Congratulations on being a run-
ner-up in the Adventure Chart fea-
ture in CRASH magazinel' it read.

| rushed upstairs and got outthe
past few editions of CRASH. Just
as |thought, my name’snot inany
of them. | said sadly, ‘Mustbe a
mistake,’.

The following day — the 15th -
my CRASH arrived — Issue 35—
which comesin several days early,
as | am asubscriber. | quickly tore
open the thoughtiully sealed bag
and turned to the chart pages.
There it was: my name. | wasarun-
ner-up!

Sa thank you for the hat and T

.l'll..llll'l..l..

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

Brian Neilson, Petersburn,
Airdrie

PS5 | also won the Christmas ques-
tionnaire - the hat you pull the
names out of must like mell!

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

v |
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Dear LM

| was recently down at the Newsa-
gent's whan | saw a SINCLAIR
USER. | opened it as | was a bit
bored (very bored in fact!) and |
saw a review of a game | had been
waiting for for months. It was
Space Harrier and | saw that it got
a 5 star SINCLAIR USER CLAS-
SIC. After seeing this | thought
WOW! and | eagerly sent off for the
game from euTe. After a couple of
weeks the game arrived. | quickly
loaded it in to my humble Spec-
trum and | thought this is the best
shoot em up on the Spectrum: |
just couldn't believe the speed.

A couple of days later CRASH
came through my door. | was just
looking through it and | saw a nor-
mal review of what looked like a
normal game but when | looked
closer | saw the words SPACE
HARRIER written on the top of the
page and the general rating: Anear
miss. What are you saying? This is

s along

2 game didn't
e85 e

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

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

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

Une or two other people, including
Steve Wilcox of eLite, thought that
the CRASH reviewers had been a
bit harsh on Space Harrier. The
‘Doc Martened One' has already
faken them to task, but they insist
that their ratings stand, saying that
somehow, there's not that much
of a game there. The promise that
the game showed when it came in
for preview somehow didn't
materialise into a game worthy of
a SMASH it seems. Reviews are
always going to be a matter of
opimon — and we're far fram infalli-
ble. Look at the Match Day con-
froversy for instance.

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

LM

DEALING WITH DELAY

Y dard of a
Gordon Collins, Lichfiel

KUNG FU KONFUSION!

Yie Ar Kung Fu?
Richard Hawkins, Woking,
Surrey

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

Kung Fu. LM

ELMENTARY

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

MEANING?

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

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

| hope you get the idea?

Nick Clemons, Wolston,
War wickshire

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

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

LM

I hope you agree that nothing can
replace CRASH.

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

In case you need any moreg
proof, check your newsagents on
28th January. You should find
Issue 1 of LM on sale then, a
whole week after this issue of
CRASH went (or should that be
goes?) on sale,

Ehf.'.:tr Lioyd
I am not a regular reader of

b in the
ung Fu fighters
The -

ments  that are more

than Kung Fu-like
that much of a differ-

t 3|5 A differ-

definitely not the same arn.
Declan Chellar, University
College Dublin Shao-lin Club,
Dublin

§oREARY




e

Dear Lloyd

| am writing this letter 10 you so
that you can inform me about your
Rating Headings at the end of the
reviews. The two headings | ask
about are the USE OF COMPU-
TER and GETTING STARTED.

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

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

wrg'*

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

Stephen Coby, Halesworth,
Suffolk

As of this month, we do Stephen.

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

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

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

LM

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

: January Examination, 1987 — Ordinary Level

| THE SPECTRUM

|
| THREE questions are to be attempted

| 1. The Spectrum is an out-dated machine. Discuss.

| ticular interest to licensed software AND advertising.

| 3. Comment on TWO of the following statements, giving your views:
| @ Big business is destroying software creativity

| b) POKEs remove all purpose from games software

¢} John Minson is a pratt

4, Compare the criticism levelled at 3D Games to the lack of criticism
I levelled at arcade adventures and platform games.
5. 'Hannah Smith — The only girlie tipster’

: How far do you agree with this view?

| 6. EITHER

| With the aid of a sketch compare the layout and presentation of CRASH

| 1o any other similar publication.
1 OR

|
i
|
|
|
I
|
|
|
|
|
|
| 2. Write notes on the effect of hype inthe software business, paying par- |
|
I
|
I
|
|
i
I
1
|
I
|
|
i

| Giving particular examples, write anaccount of the cult status achieved
I by Lioyd Mangram and the letters ‘LM', discussing the part they play in

| modern society.

—— ——

Robert Burgess, Rotherham, South Yorkshire

for ease of reading. The examiner reserves the right to append comment
| 3she feals appropriate, and would encourage candidates for the LETTER
OF THE MONTH to create and answer their own questions. Account will
be taken of initiative, clarity of expression and neatness of handwriting.
Place completed answersheets in an envelope addressed to LLOYD
LHMNGHAM'E FORUM, PO BOX 10, LUDLOW, SHROPSHIRE, SY8 1DB.

|

|

1

|

Answers should be written legibly in black or blue ink, or preferably typed :
|

|

|

|

|

CyRUmAaA ™

WARNING: — cheap imitations
of our range are available.
Please be careful and insist on
our product to ensure full
guarantee of satisfaction.

Contact your nearest computer store

for details on full range or clip &
the coupon. W
Prices from £8.95 — £69.95 / §\ s
Euromax Electronics Ltd., ,f N
FREEPOST Pinfold Lane, 7 &®
Bridlington. 7 -an e

YO16 5XR 4 K

2 0262 602541 ’ o

ﬁ : "
e
E Access A:cﬂ;}ind” Q\G 'E"lb@ ?bb

name for joysticks
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For this, the first CRASH COURSE of the New Year, | have
looked at a mixed bag of educational software. Three music
programs landed on my desk, and it is good that this interest-
ing area, enjoyed by both children and adults, is at last being
given the attention it deserves by the publishers. The trio of
programs, ranging from Theory of Music (a formal approach
forthose stud)gng for music exams) to the lighter but no less
valuable, Note Invaders and Pazazz, should appeal to a wide
audience both young and old.

The other programs reviewed this month are aimed atthe

by Rosetta McLeod

MUSIC TO MY EARS

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

Nextmonth I'll be looking at software from Granada Televi-
sion to accompany their series of programs on The Micro At
Work-DON'TMISS IT!

“

COPY CATS/SPELL CATS

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

Retail price: £4 cassette,
£5.50 Microdrive

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

Copy Cats and Spall Cats form a
pair of programs that can be used

to improve a child’s ability to rec-

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

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

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

The aim at each level is for the

CONGRATULATIONS!

Your final sScore Was

==

(B

i

Level 5 % Speed 1

cals
Spell ePAaC

Press

OF THARE
%g gnntinue

KEY SOFTHARE 1986

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

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

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

Control keys: all letter keys
Keyboard play: good
Graphics: limited but attractive
Use of colour: effective
General rating: these programs
have been written by a teacher
with a great deal of experience,
and provide excellent value for
money
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Producer: Key software,
33 Hilton Street, Aber-
deen, AB2 3QT

Retail price: £4.00 cas-
sette, £5.50 Microdrive

Age range: primary 4 -
secondary remedial
Author: Rod MacAulay

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

Bits and Pieces begins by using
shapes to demonstrate the idea of
a fraction as part of a whole. The
screen is laid out with & text win-
dow alongside a fractions window,
and the moving graphics (showing
a whole ball splitting into halves,
guarters and so on) are a visually
effective teaching aid. '

Tops and Bottoms goes on to
display this information in terms of
numerators and denominators,
again usin%] shape to demonstrate
the use of numbers to represem
fractions.

PUNCTUATION PETE

Producer: HilllMacGibbon
Retail price: £9.95

Age range: 7-12

Author: Five Ways
Software

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

An example of a passage at

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

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

Control keys: mainly ENTER and
SPACE

Keyboard play: good

Graphics: very good indeed

Use of colour: bright and
extremely effective

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

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

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

This is a useful program which

RUN RABBIT RUN

Producer: Hill MacGibbon
Retail price: £6.95

Age range: 5-9 years
Author: Newman College

A program in the Games to Stretch
the A?:‘nd series, Aun Rabbit Aun
has been designed to promote
thinking skills in young children. It
can be played by one player
against the computer, or by two
players against one another.

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

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

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

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

Keyboard play: responsive
Graphics: simple but good

Use of colour: the black borderis
rather depressing!

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

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

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

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

Included in the package is a 16
page booklet with information on
the history of writing, and the ori-
gins of placenames, printing and
communications. There are also a
variety of tasks for the child to
complete, including writing a
dialogue, completing a crossword
and aking codes. This is an
excellent pac , particularly for
use in the classroom.

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

Keyboard : good
Graphics: m& to Punctuation
Pete and the Hangman graphics,

but very good
Use of colour: very good

General rating: a very good pac-
kage, with an excellent booklet giv-
ing ideas for extension work
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Producer: Ted Kirk, 33
Humber Crescent, Sutton
Leach, St Helens, Merse-
yside

Retail price: £5 cassette,
£8 Microdrive

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

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

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

The second program on Time
Signatures/Bar Lines and Rests is
more suitable for higher than lower
grades, as areasonable command
of rhythm is needed. The accom-
panying booklet apologises for the
fact that in the first part of the prog-
ram the computer’s checking can
be rather siow, but explains that
the longer the process takes, the
more likely you are to be right! A
straightforward  multiple-choice
quiz is contained in Program Four
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THEORY OF MUSIC
TO GRADE 5

— a dictionary of the musical terms
tested is included in the booklet.
The quiz offers questions on a
range of options — Expression,
Tempo, Dynamics, Litte Words,
Performance, and Various Others
=50 if you don't know your Rallen-
tando from your Pocchettino, this
Is the program for you!

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

Having little knowledge of music
theory myself, | asked a profes-
sional to have a look at this set of
programs. He was extremely

imprassed by the depth of content
and commented that, though they
might not improve your playing,
they'd certainly help you get
through the exams,

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

Graphics: very good representa-
tion of musical notation

Use of colour: limited, but used in
a sensible way

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

PAZAZZ

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

Pazazz is a package which allows
the user to draw and animate
characters on screen, creating
appropriate music and
backgrounds for the performance.
Two cassettes and a comprehen-
sive booklet are included in the
pack. The data tape contains four
complete performances showing
a8 breakdancer on the street, a
clown on the high-wire, a skeleton
in a graveyard, and a disco-danc-
ing girl,

Having viewed the demo prog-
rams to get a general idea of the
possibilities, the user can create a
scenario and performance. The
EDIT command in the main prog-
ram contains options allowing you
to change the music, the scene,
the figure, and the movements,
and then to link them all up. There
are also facilities for synchronising
the movements to the music, for
altering colours in the foreground
and background of the scene, and
for creating quite sophisticated
settings. It is possible too, to use
existing figures, scenes and
music, S0 you could have a disco-
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dancing girl in a graveyard!

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

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

Graphics: quite attractive

Use of colour: good

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

Generalrating: this is a very diffe-
rent type of program. Once chil-
dren have mastered the instruc-
tions, they should enjoy making
their own performances

S e R T L
NOTE INVADERS

Producer: Chalksoft
Retail price: £9.95

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

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

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

Staff 2 provides a test of twenty
guestions, and notes are shown on
screen as a sound is heard. Tha
teacher can choose to set ques-
tions on the treble or bass clef, and
has the option of using the prog-
ram with one pupil, or as a repeat-
ing test for a number of pupils. Dur-
ing the test, notes appear on the
staff, and the pupil must name
them comrectly. If a question is
answered incorrectly, the screen
display reverts to the teaching
maode, showing the named notes.
If desired, the scores may be
retained 0 memory until the
teacher calls them up.

This is a really excellent litile
program which all beginners

should enjoy and benefit from, The
game in particular, makes the mas-
tering of the basics a fun task and
is ideal for young learners,

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

Use of colour: very effective
Sound: extramely gbod
General rating: highly recom-
mended J




BUGSY

Producer: CRL
Price: £7.95
Authors: St Brides

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

Being a stBriDES game, that gir-
lia Trixie Trinian (who used to be
Jennings before he donned a pink
shirt and green knickers) kicks this
one off in the commen room of the
school, writing about her adven-
tures in the Very Big Caves in the
hope of selling them to a Sunday
newspaper. Suddenly the peace
and tranquillity of the boarding
school ethos is broken by the door
bursting open to reveal areal cutey
rabbit, about three feet tall, and
pala blue, although the depth of
blue might weill increase if its gun-
shot wound isn't attended to
pmmg:‘ty The common greqgari-
ous burrowing Iegorid mammal
not ﬂniy walks but talks: 'Da
name’s Bugsy, Bugsy Maroon. |
wanted to take over da Chicago
mobs but | blew it. It's all over now.
I'm hurt bad. I'm gonna die’,

Mow the next bit is a bit zany,
but bear with me. Tha rabbit,
despite a never-say-die pep talk
from Trixie, still snuffs it, but
instead of preparing Fried Rabbit
with the girls, the program offers
redemption in the way only adven-
tures can and it's a case of ‘Do you
want to try again'? Now an annoy-

thing is that every tm‘n&qI u get
in the game (and, by t
nature of the adventure, thisis very
often) you must go through this
commen room death scene which
becomes a real chore, | can tell
you.

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

Chicago. 1922X.

W W NN

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

I“m in a street

fulLl of bhars and ProoL halls.

Shot in sepia.
¥ Kknow?

I‘m outside Deviney's Bar.
street Leads east and west.

jailhouse for?' ' And again with ' °|
am standing outside a theatrical
costumier's (betcha didn't know |
could say words that long)'. To the
north the road goes northwards
while to the south it stretches in a
southerly direction’ (| like the zany
bit at the end — more of which in a
moment). Entering the shop gives
you: “ 'l am inside da thatsoom-
ars...| mean da fat-
ricoomiers ... Aw heck, you
already know | can say the words,
s0 shaddup’'. Pure zaniness is
this passage taken from the poster
at the raillway station: 'Come to
Chicago where lights are bright,
where men are men and women
are women. Where horses are
horses and dogs are dogs and
everything else is pretty much the
way you'd expect it to be’.

uigsyis without doubt an entar-
taining game with zany humour

Very atmospheric,

The

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

| comments |

Difficulty: not easy

Graphics: averaga
Presentation: goo
Input facility: vert:fmun
anomu slow appearance of
nnrnl rating: tries hard to be
funny and very often succeeds
Atmosphere 81%
Viocabulary 79%
Logic 85%
Addictive quality T8%
Overall B84%

KAYLETH

Producer: US Gold/
Adventure Soft

Price: £9.95

Author: Stefan Ufnowski

| was wandering around the book-
shops down town and | thought |
might as well get this book along

ith Colour of Magic. After search-
ing my way through just about
every Isaac Asimov title {and thaere
are quite a few) | gave up, only to
discover on getting back home
that this game is fmm the Isaac
Asimov science fiction magazine
rather than the man himsalf. My
mistake, you might think, but as
with all misconceptions some-
thing is shown up here - like where
is this game coming from? (Man.)

Anyway, wherever it comes

from, the story isn't half bad. Ft
relates how the peace- Iowng
highly advanced Zyroneans had it
cushy until this Kayleth arrived to
havoc and destruction. The
story, by sheer coincidence, has a
passing resemblance to a Star Trek
episode lovingly repeated by the
gnnd old Beeb in November last
one where this advanced
sit, oblivious, high up in the
clouds while the troglodytes in
their caves are kept down by an
insidious gas from the caves’ rock
walls). In this game the rare min-
gral, chromazin, is the desired
commodity and Kayleth, emplay-
ing atomic disemblers and ruth-
less androids, enslaves the
neans and humbles them with the
task of clawing out the subterra-
nean rocks to extract the precious
ore he so desperately needs.
MNow, in true sci-fi comic book
tradition, there has to be some
berk who will put principle above
short term acquiescence and, yes
you've guessed it, the pillock is the
character you hoist around this
jolly jaunt of a program. So as to
leave you in no doubt as to the
enormity of the task you've let
yourself in for, the prt:‘?ram kicks
off with your gmd self firmly strap-
ped to a conveyor belt which is
moving ever cioser to a pair of
cold, steel claws which rhythmi-

cally descend and spew out a
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charge of electric blue light. Now |
wouldn't worry so much about the
claws being cold (you think the
robot would have the decency to
warm its hands first, really); it's that
electric blue light which should
have you struggling with your arm
restraints. By the way, If you're
wondering why your character
hasn't a name, well, that's all part
of the story — your mind has been
emptied by inwashing, and
only playing through the game can
castanmhi on who you might be.
The of the game is highly
ﬁ;nlmassinnal. as you might expect
Us Goid. The loading screen is
flashy and constructed in an
unusual manner with a number
counting down a fast load. At the
start an option to preview the
game is offered and it would take a
will of iron to resist. Revealed are
the super graphics and no-non-
sense location descriptions, but
I'm afraid | really can't get over one
major failing with these aoven-

Rebel Planet, 86 TRAIL) and
that is the blinding white
background. it's a bit like the
advert thz/ used to run about
motorists dazzling the guy in front
with headlights on full beam. The
child in the car asks if daddy was
blinded to which he replies, 'no, |
wasn’t looking'. The same goes for

Producer: Piranha
Price: £9.95 :
Authors: Deltad

Bear with me onemoment . . . I'm
mimkirhg for a photograph that's

n lying around my floor for
about eight weeks and it seems
such a shame not to mention it
after someone went to all the trou-
ble to shoot it and everything. It
shows a Mike, a Fergus and a
Stephanie with the labal, ‘LeveL ¢
sign contract with peum 4', which
sounds the wrong way round, but
all seem happy in the photo.

Well, the upshat of it is that this
Fergus McNeil chappie p-
pira; up just about :
and it's all that his sidekick, Judith
Chiid, can do to stop him. | mean
to say, I'm sure amongst the folder
of info proffered by PIRANHA to g‘o
with this game there was one bit
that indicated a slight lack of
enthusiasm for the Colour project
on her behalf. Really, Judith, hav-
ing read about two-thirds of the
book to date | can say | think it's an
excellent book, one of a kind
(whatever that means).

I'll be quite honest here - | had
never heard of the book by Terry
Pratchett called The Colour of
m but a friend who reads

DWARF had, but there
again, he's heard about and read
just about ing in the sci-
ence fiction and fantasy fields.
Now, if you're reading this review,
and you've read the book, and,
what, you've played the game as
well . .. then what the heck are
you reading this for — a second
opinion? No, seriously, you've got
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mmmmmm
me reviewing these games. To ness up and it seems that a lot of
avoid a headache for the rest of uﬁoﬂhaﬁgoneintumegmphica

the day the brightness on the
screen must be turned right down
which causes the pictures to dis-
appear. It's a shame not seeing the
pictures - but who wants a
headache?

| did have a quick run thm:ﬂ?
the preview pics with the bright-

no idea what the book's about and
you want to know what the game
can offer. Weil, the answer is the
game has much to offer and the
book is all about the magical
number eight (hence the crummy
Joke at the beginning about eight
{vy}aq;m =oh, yqu get it now do you

e chief character in the book,
and the one you whisk around the
wlmhof Ankh Murpurkhaplmd
beyond in the game, is a 858
wizard mmoclg Rincewind who
winces his way through all manner
of mishaps and unbelievably bad
runs of luck. Take his training as a
wizard, where, sneaking a peek at
a powerful grimoire he ended up
with one of the spells leaping from
the pages and lodging in his mind.
This curtailed any further studies,

MAGIC

Three-st animation is often
seern, as with the huge two headed
Mokki Ray in the Twin Peril forest
and the lous Zemps in the
ancient citadel of Zenron. To save
memaory now and again mirror
i s are used to form a symmet-
rical picture but all-in-all, the pic-

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

But the magical dabbler isn't a
total loss as is an excellent
translator and it is this skill which
bringgs him crashing into the
storyline. The bi?. picture has four
ga:ganiuan elephants supportin
a disc atop the met
shell of a turtle by the name of
Great ATuin. Because the Dis-
cworld is supported by this turtle
tracking its across the skies,
this gives licence for a joke con-
cerning its Steady Gait crawling or
its Big Bang rendezvous (this
involving some mating on a cos-
mological scale, get it).

i 13 iet.
23.5"31-3;&“1' -
the n 1aye
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tures are always impressive.

Vocabulary-wise the
moves beyond simple vammﬁ
input with multiple action com-
mands, and commands are sepa-
rated with a comma or the words
AND or THEN. A further refinement
uses IT as in GETTHE PYXIS AND
OPEN T,

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

very well-constructed plot.
Difficulty: not overly difficult
Graphics: good
Presentation: white background
is abysmal
Input flcilhri'%eyond verb/noun
: alright

General rating: good sci-fi jaunt
Atmosphere B8%
Vocabulary B7%

aoouy  B%
Addictive g
Overall B6%

Now if you're not so sharp with
the old memory, forget all the curi-
ous creatures in the sky and just
consider the Discworld for one
moment. There is a long waterfall
wisping away at its circumference
but more relevant to the game isits
makeup which does away with the
normal east, west, south move-
ments and replaces them with
Hubward, Rimward, Turnwise and
Widdershins,

The Hub of the Discworld is
never closely warmed by the sun
and the islands there are locked in
permafrost. The Rim is a region of
sunny islands and balmy days.
Turnwise and Widdershins are less
obvious, but relate to the direction
of spin on the Discworld where
Widdershins opposes the 800 day
spin direction. There are 8 days in
a disc week and 8 colours in its
light spectrum with the eighth col-
our being octarine which is a sort
of  greenish-yellow. . . . purple.
Eight is a number of some occult
significance and in some places
ike the temple of Bel-

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

The next piece of g v
Dq"il'lﬁﬁ us back to the twin clties of
Ankh-Morpork and the plot of the
adventure. Ankh- are the
foremost of all the cities bounding
the Circle Sea, but even so, few
people from the Counterweight
Continent on the other side of the
Discworld have ever wanted to
visit them. None befora have been
as reckless as the tourist,
Twoflower, who in this story lands
at the harbour in Morpork and pro-
ceeds to throw his considerable




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

Rincewind's first task is to wrest
the gullible tourist from the
assorted low-lifes around him
eager to get their hands on some
of those gold-rich Rhinu. Broad-
man, the owner of the Broken
Drum, is already trying to fleece
Twoflower of many a Rhinu when
Rincewind overhears the commo-
tion from his seat in a dark cormner
of the tavern. Being a multi-lin-
guist, he eventually identifies the
tourist's tongue which leads to the
following popping up: "Rincewind
attempted to translate. After trying
almost conceivable tongue
(Chimeran, Vanglemesht, Sumtri,
even Black Oroogu, a language
with no nouns, and only one adjec-
tive, which is obscene) he ﬂnall¥. in
desperation, mumbled a few
words of heathen Trob. The little
man’s face lit up'.

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

Difficulty: could prove puzzling

without reading the book
Graphics: okay

Presentation: good

Input facility: alittle beyond verb/
noun

Response: fast

General rating: good

Atmosphere B5%
Vocabulary B84%
Logic B4%
Addictive quality B9%
Overall B8%

THE ARCHERS

Producer: Mosaic
Price: £9.95
Authors: Level 9

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

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

Wait a minute, I've just got to
adjust these cans (headphones to
you). Ah, that's better and who the
heck’s talking now? You see, usu-
ally at the start of a scene someone
says something really obvious like,
‘Ooooh, Aaaaar, here'rr comes that
old raaascal, Jooooe Grruuuundy,
he's looking rraaather miserable,
pessimistic, and lazy, and | think
he's got a touch of Farmer's Lung'
and so you know who's going to
speak next, butthere's two charac-
ters twittering away at the moment
and | haven't the foggiest who they
are.
As | write this, Ambridge is rock-

ing the establishment with really | introduced.

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

Ly in

but whatever
the

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

Love with Tim

I do,

FoOLLOowing:

raings;

to meetl Tim

in

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

the moment. ...

house, or land, or both, or some-
thing.

Hey, wait a minute, what's all this
North Ootseera, South Ootseera, |
think I've fallen off the end of the
Archers into a gale warning and
now they're getting stuck into a
question from Gardener's Ques-
tion time ( about the spelling
of Ootseera, but ifjdms.n‘t exisé
alongside Tyne an er an
rruusicj be a figment min d's
imagination). Well at least | can
think straight now without those
rural rustics filling my head full of
arable silage and food no-one in
Europe wants or can afford. | think
it's about time we had a long-rur-
ning series all about everyday ship-
building folk — or s it too late?

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

Ajob in the Bull is on offer — what's the best thing to do in order
te keep audiences figures nice and high?
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This pmgram could have been
terminally dull, as you might sus-
pect, but has been saved by a
humorous treatment, good writ-
ing, and a concept which | really
liked, that of posing as a trainee
scriptwriter for the radio prog-
ramme. The aim of the game s
therefore to keep up the audience
figures and hope for a record
number of listeners, with memaos
from the Controller of Radio 4
keeping you on the straight and
narrow as 5 plot lines -
people who listen to the Archers
are notoriously dull (and the very
sort who will be surprised when
adverts up right in the middle
touting their Inherited wealth
when everyone else saw it coming
a mile off].

As with Mole, the extent that you
understand the concept (there it
was popularity with peers, here it's
getting the balance between tradi-
tion and titillation) will govern how
successful you are at ing the

ame. | think the game is much
than the radio programme.
Some of you might well say that
isn't saying an | lot and | might
be tempted to agree.

Difficulty: high on playability
Graphics: not as surreal as Adrian
Mole, pleasantly mainstream
Presantation: super

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

General rating: very good
Atmosphera 83%
Vocabulary n/a
Logic 82%
Addictive quality T9%
Overall 90%

CRASH February 1987 53




Producer: CRL
Price: £9.95
Author: Rod Pike

'Here at last! The coach halts out-
side the Golden Krone Hotel. It has
been a scenic journey if nothing
elsel Halfway across Europe
through some of the most beauti-
ful countryside | have ever seen,
But it is a wild untamed la
that seems only grudgingly to tol-
erate the coach tracks winding
through it like arteries, hurrying
weary fares to their destinations,
maybe even their destinies. ..
Strange that | think that, but, as |
leave the coach, the sinister fear of
smlammga#nknnwn steals over
me... I | am acting like a
child! | must pull myselt :
jHara in HmdarCm-pa‘ thian Mmﬁmhm ins,
am a s journey my
client’s abode. éut first some rest.
East lies the hotel".

There's a very good reason for
showing you the first e, this
game uses one of the most difficult
character sets | have ever tried to
read, complete with unattrac-
tive small iI's for I's. But wait a
minute, I'm a fair way into this
review and | haven't mentioned its
chief selling point which concerns
its 15 Cmm%cahe - apparently the
first computer game to receive
such an accolade from the British
Board of Censors. There's only
one thing wrong here and that's
the conspicuous lack of blood and
gore in the pictures that would
warrant such a certificate.

You begin outside the hotel and
a little disagreement has cropped
up between yourself and the
coachman who has brought you
this far. Although he is a rough-
looking fellow and is no doubt a
villain and a drunkard, he may well
have a paint in blocking your way
and it shouldn't take too much to
work out what his grievance is. The
next location is the hotel itself and
quoting this one will give you some
indicat of one of the main
strengths of the game - its
descriptions which read as well as
a book:

'l am in the foyer of the hotel. It is
a most infriguing place, adorned
with the trim and trappings of
mountain life. Deer skins hang on
the walls in a rather random fash-
ion, mixed with the crafted leather
harness and sleigh bells, adding a
degree of rustic charm to the
scene, Anomate carved pine stair-
case leads up to the bedrooms
above. Through a most picturas-

que archway to the east lies a din-
ing room, while south leads to the
Reception desk. Westward,

through a heavily timbered door,
lies the road. Flickering oil lamps
cast shimmering pools of yellow
light around the room, creating
dark ious comers, comers
where evil could hide and quietly
fester, unseen until..?",

It doasn't require too much to
find and ring the bell at Reception
whereupon a poorly dressed but
clean innkeeper, who speaks only
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pidgin English, appears on the
scene and, like everything else you
encounter before retiring to bed,
he gradually raises more fear, dis-
turbinP you in a very fundamental
way. In the first game | played |
awoke from some pretty wild
nightmares to be stabbed by the

innkeeper, but on subsequent =

attempts the innkeeper was kind
enough to direct me to the
stagecoach outside. The ride in
the coach ended up in a mountain
ravine, however, so how about
skipping over to Part Two or Part
Three?

The Arrival, Part Two, tells of an
eventful coach journey which ulti-
matidg brings our man to the cas-
tle. After a night or two and some

long discussions with the Count,
he realises that not only is he a
prisoner, but his life is in danger.
Escape becomes his one obses-
sion. Should he succeed, he vows
to write to his friend in England to
warm of his discoveries. The castle
holds temors beyond his worst
nightmares.

Hunt, Part Three, sees Doc-
tor Seward, a psychiatrist at an
institution for the insane in Eng-
land, receive a very odd letter from
a friend on business abroad.
Something about boxes of earth
and the ‘undead'. Although he
fleetingly wonders about his
friend's sanity, he resolves to
investigate further. He also has
problems of his own. An inmate,
Renfield, has gone missing and
though not considered danger-
ous, the malignant influence of
Dracula is suspected in tuming the
man's subdued character,

The BBC banning a pop record,
g;i-ta rightly, resulted in it topping
hit parade. The young have for
some time now been fascinated by
blood, gore and things that up and
Eﬁ“ﬂlkm in the dead of night.
y marketing man worth his desk
tug toys knows these facts, but
this shouldn’t unduly colour your
view of this game. character
set takes some deciphering but
once understood the game turns
out to be well written and a good
read.

Difficulty: easy first part
Presentation: confusing charac-
ter sat

Input facility: verb/noun
Response: looks Quilled

General rating: spooky

Atmosphere 96%
Vocabulary B85%
Logic 89%
Addictive quality 88%
Overall 89%

VERA CRUZ

Dear Derek,
t's been adream of mine to
have a published in
CRASH. So | thought I'd stand a
good chanceif | could justsolve
an adventure soon after its
release. Fair enough, the game
in question, Vera by nFoG-
RAMES, isn't the most puzzling of
adventures, but nonatheless it's
excellent and very realistic.
Inthe first partit’s very impor-
tant to scan the whole scene of

bag contents. This section will
only take you a few minutes to
gather all the evidence.

At the start of Part Two you
are asked for a list of items dis-
covered on site. Pay attention to
the numbers on the pistol and
cartridge, and also one of the
cigarette stubs. if you found the
diaryinthe first section, make a
note of the addresses. They are
all relevant to your investigation.

From statements given it is
possible to find out who com-
mitted the murder, but to do this
you must take second state-
ments from two of the suspects.

You can the name and
addreases for your first state-
ment from the diary — Nadine
Lafauille - she won't reveal
much, but make a note of it, par-

the nickname. Your
statement should come
from the caretaker of the vic-

n "
mcmyuut'mmmmum?m
Gather information from

CRR.J LYON on the following:
Vera Cruz, Pistol MACS50 No
G56743, F ;

One of the should take
your alsewhers,
whenyou'll the second
part of the car istration. Get
the name and ress of the
owner from PREF LYON. The
obvious cholice for the next
statement is this chap. He
should be asked for a second
statement later on. Comrelate
the evidence you have with him.

From the nickname given to

your
find him and can take a state-
ment from him. This gives you
another lead. Follow it up and

By now, id be close
to finding murderar. By fol-
lowing up leads from informa-
tion gained via other police sta-
tions and squads you should
have found out about the jewel-
lery robbery and the theft of the
pistol as well as several other
snippets of information which
may help. A statement from the
jeweller himself may provide
you with further clues.

Correlate evidence with the
car owner's brother, then take
second statements from both of
them. The car owner's second
should sew up the case whean
you go ahead with the arrest.

Don Markwick, Easthourne

S&S BUGS

Dear Derek,

Please find enclosed a Swords
& Sorcery debugging program.
It removes some of the game's
worst bugs and allows comple-
tion with only two sabatons and
one greave. It requires a saved
character to act upon, which
must be loaded, and a visit to
'centre point’ made. The mes-
sage ‘Version 2' will appear after
debugging.

10 CLEAR 28000

20 RESTORE 200

30 FOR N = 28000 TO 28026 :

READ A : POKE N,A : NEXT N

40 PRINT“LOAD IN VERSION

ONE CHARACTER"

50 GOTO USR 28013

60 RESTORE 300

70 FOR N = 60305 TO 60343 :

READ A : POKE N,A : NEXT N

80 PRINT“START TAPE

RECORDING"

85 PRINT"PRESS A KEY"

20 PAUSE 0 : GOTO USR 28000

100 CLS : PRINT“FINISHED"

110 STOP

?%ATABE,EEE,H‘I. 33,0,234,
1]

210DATA 17,205, 184, 4, 201,55,

62, 255

220 DATA 221, 33, 0, 234, 17, 15,

17, 205, B6

230 DATA 5, 201

300 DATA 188, 6, 196, 100, 118,

182, 217,111

310 DATA 235, 229, 224, 101, 192,

229,222 93

320 DATA 10, 229, 100, 119, 192,

229,105, 118

330DATAS, 192, 222,248, 19,87,

40, 249

340 DATA 111, 50, 0, 240, 248,
235, 192

David Martin, Durham




ROUTINES

Dear Derek,

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

1 Totally relocatable

2 Can redirect output direct to

printer

3 Can output to Microdrive or
disc (Beta and Opus known).
Any interface supporting
streams and channeils printing
viathe A register and the RST 16
instruction.

Quill Routine:

10LETTOT =0:FORN = 23296
TO 23206 + 27 : READ A : LET
TOT=TOT + A:POKEN,A:
NEXTN

20 IF TOT <> 3162 THEN
PRINT“DATA ERROR" : STOP
30 RANDOMIZE USR 23298
83, 86, 62, 255, 146, 254, 128, 48,
5,254, 32, 56, 1, 21 5, 35, 62, 255,
188, 32, 237, 201

Substitute 23296 for any start
address.

ASSEMBLER LISTING QUILL ROUTINE thespoofisjustasgoodasLord  (VERB TAKE) AND NOUN (ALL)
ORG ANY if not better, and | with AND HERE CT NUMBER
STREAM EQU 1801h Richard Hewson and your emi- MESS (YOU TAKE IT) GET
LD A2 STREAMTO OUTPUT VIA nent salf on this nt. Lord OF | NEGT“U“BEH!]EHD—DTW
CALL STREAM OPEN THE CHANNEL The Rings Part will have to  all is the same only you
LD HL24000 STARTADDRESSTOLISTFROM bemuch betterthen PartOneor  GET with DROP. However, if you
CHKLOOP LD D,HL I WISHED THAT | HAD A PRINTER Phil Mitchell will loose all of his ~ hawve 150 or so objects you will
LD A255 HAVE LOADED D WITH CODETO well-earmed onforgood need to define 150 low priority
e conravonEss  habauheatotorToleneimes.  memon. Unisssyouoni have'
squitea - memory. you a
kb 128 CHK UPPER LIMITASCIIGHARACTER  Phere and is fairly descriptive.  few objects in my opinion it is
JR  NCNOPRINT IFTOOHIGHGOSUBROUTINE Unfortunately the graphic qual.  better to omit the get/drop al
NOPRINT ity of the game is very poorand  command.
cP a2 CHKLOWERLIMIT ASCHICHARACTER [t Would have been better with Jumes Bebdsok
JR_ C?NOPRINT IFLOWERGOSUBROUTINENOPRINT  _, -style graphics or none -, o
RST 10h ELSERST 16 (OUTPUT VIA CHANNEL) T have notioad iy ecste yes, thanks James '“'ﬂ
s D s A who wite into SIGNPOST and i
MORY ask if you have played cartain This month ll'lllrF'b .
g BB Enﬂuwndl EHASHHI‘:MHIIh u?ﬁ"w
If any of these routines work after me typing them out well I'm n . sex
H;Emnm pa toaskif you have ever played French.

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

NORMAL ROUTINE

10 LET TOT =0 FOR N = 23296
TO 23320 : READ A:LETTOT =
TOT + A:POKEN,A:N N
20IF TOT <= 2558 THE
PRINT"DATA ERROR" : STOP
30 RANDOMISE USR 23296

40 DATA 62, 2, 205,1, 22, 1, 192,
93, 10, 254, 128,48, 5, 254, 32, 56,
12’.:315. 3, 62, 255, 184, 32, 240,

The difference in the normal
routine is;

CHKLOOP

Using BC register instead of HL
not using D register but load A
register with contents of (HL)
Not SUB anything as not neces-
sary as with the
have the ASCIl codes and donot

INC BC instead of HL and CP B
instead of CP H.

I hope you find use for these
routines and give my to
the rest oftheteamonC .
can help with various adven-
tures and at the moment playing

BYTI
READ THIS LETTER

Dear Derek,

| have sant off for the G,
Adventure Creator and will
probably have it by the time you
read this letter. Throughout the
past year | have seen reviews for
Quilted games range from awful
up to 5. | would
like to know is what you look for
in thesa adventuras?

| would be very grateful if you
would reply as it would help me
and many other writers of these
types of adventure to produce

ble length but not so long as
to bore the player, I'd say bet-
ween 4 and 10 lines is

nothing worse than

three hours trying to get out
of the first location {espe-
cially when you're only one
mmmmm‘j;'

JUDGE DEARTH

Dear Derek,

Last year | bought Lord Of The
Rings and its spoof but Lom'?nt
a H and Bored didn’t.
found this very strange because

ARROW PuBLICATIONS which are
based on the Lone Wolf adven-
by Joe ‘ Judge Death’

Dark, and there may be a third
one called Jce Halls of Terror. |

cited with a FIRE ON THE
WATER, £7. and from the
hands of one Denver and
a Gary Chalk.

it is an Interesting review if
I have to say so myself with
thumb nall sketches of the
two authors. FIRE ON THE

DROP ALL

Deaar Derek,

After reading Mr McGregor's let-
ter in the Deceamber |ssue ask-
ing for a get/drop all routine |
have the answer as follows:- IF
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lamp in the cave at the base of

the waterfall. If anyone who
on

“Please, please, please

you do one or all of the i

CONCeITing MELBOURNE ]

excellent game The Hobbit:

1) Tell me how to o&ﬂﬂu

unbl;n'm[lm he dun-

g;m'udulnwﬂﬂn&m?

4) How do | see in the dark?”

FPERKER 4

1 don’t appear to have a map
of the goblins’ caves but you
could try the following
method of finding the ring,
rmnrmm from . -
aads. i £ There's no doubting the two
o ::lﬂm“. mﬁﬂp ﬁ'.:uh games which supply this
emters - sz, month's SUPERHEROES; the
.'ﬂ'ﬂt-rmm DOWNW, Ric Allen of Tomi Fasay mlgi_l l'::‘ L'AFFAIRE VERA CRUZ and
RING, WEAR hard Blaenavan, Keith nson BUGESY was overwhelming but |
In wear ring after each Gwent, Is difficufty many having difficulty con- managed to struggle through
g S W, mw-fm cluding GREMLINS and writes: somehow,
(] " Vera chuz, as it's come to be
U, 8, E. With the ring “l have blown up the depart- known, has raised one Brian
you will be sbie to wander “In Quest For The Holy Grail ment store but a Forbes of Glasgow up onto
around the caves without howdo Igalpautthn Knightwho  gets away and finds water. | the ultimate pedestal of hero
being thrown in the dungeon.  says Nic have emptied the swimming worship. He earned his
On to ﬂ'r'-" n':l:r Howdo Iduu tl'u;'luly Hand gre- pool but still he finds water, ™ ggrinﬂf‘:arcud:ﬁm. on
Gollum is goblin caves. nade and where ober 11. Two of the many
Toescape fromthe slves’cel- What is the book of Phamaic After the explosion follow others who sent in solutions
lar you should wear the ring Phrases for? Siripe to the pooland enter it  ebaaa Ll Cl VT F FTE-ST
and then climb into a barrel in Eye Of Bain,how dol get  (you should have emptied it and David Hodgson from
andwalttobe thrown intothe  past the skeleton in the crypt?”  before blowing up the [T N Durham. | can't tell you too
river, Now get the dazed Stripe and [Pkt
Finally, the sword To pass the knight you must  take him outside Into the sun- Lt ol did e k]
light to see in the dark. mmﬂgl":“ﬂawa. light which will kill him. ::;r; 'r:g;h:‘::;!;zg :f:;;::f:z 2
you seen o use '
Steve Martin rom Dumbarton grenade LOB GRENADE AT Jonathan Atkinson in Burton e moa the next
having troubie with a later RABBIT. | haven't a clue what ¢ Bucsy earned his carrot on
MELBOURANE HOUSE adwveniure the book is for, maybe some-
and . one will write In and let me “Could you please tell me how :ﬂ:%g;gﬂi.::f?: ::::-nw C
knowi To pass the skeletonin 1o escape from the Barrow- Edney of London. This ca.-
“In Terrormolinos, | followed EYE OF BAIN simply SHOW Wight in the proper version of backed stempes venture
your instructions last issue but | CROSS. Lord Of The Rings. In the begin- wraps up Part Two with the
cannot find out how to put the ners program Tom Bombadil following utterance from the
clothes and so on in the suit- Also stuck on two games Is 5. gives you magic words to get furry gangster: ‘Wit' Capone
case. Also how do you get Jones of Chester-le-Street past hfm,m in the other version outta da way, | take over da
Doreentofollowyouandhowdo  who asks: this is not so.* town. I am Public Enemy
you enter the taxi?" Hu:-lbar gne. Okay, :fg, raid
“The Hulk You could wear the ri ya dad's liquor stash. You
| don’t think It's necessaryto  Howdoyougetoutofthedome,  walk past him oryou ..-m earnedit. An"if he don’tlike it,
pack the sulicase, havingitis  past the high gravity field at the more violent and throw a send 'im ta me’.
Sngugh. To get Doreen, CALL  start of the game? Jewel at him. aRthor for the rumeers o
N and to enter the taxi, or's Lair ' :
HIRE TAXL. I've crossed the Lava Chasm  Finaily, a couple of ey s B nsuth for
and killed the giants, butthe o KexmLL. Carel Elllors L e s s tians ot
ReBeL PLANET is causing prob-  border goes black and | die it b Golition oot
lems for David Holder through lack of energy - How “Am | the only person ever not m..ﬁn::g,zg pm N
Stockport who writes: can | re-energise?” tn:I m‘?w fvuundl m; %hmr ?’hallna November 17 finish which
a can mandra
“) am stuck at the beginning of I think the willwork:  alive?” y v eostisbgs e e R
Rebel Planet, as | can'tfindthe  PUSH {(maybe PRESS) BUT- Hants (1.45pm).
card, or fix the scooter or open TON, BITE LIP, OUT. In veLnon, Idoubt it! The chalice is In the In the November Issue of
any of the containers. Not hav- sounds to me ke you are black sack in the Urga-mauls THE TRAIL sHREWSBURY KEY
ing the card means | die after dying from the effects of rat treasure room. Timandra unfocked a SUPERMERO who
about 10 minutes through lack bites: best solution is to should be rescued at the start will remain anonymous no
of protein.” elther kill the rats or feed of the game if she is to be longer. It can now be revealed
them with appies. found alive. that the sHREWSBURY KEY
To get the Access card go can be healed by entering the SUPERHERO is none other
southfrom the startandpress  magic pool, through the nar-  Duncan Maclean of Newcas- B L L T P el
the button for the cargo hold, row crack. You will first need  tie upon Tyne threatens & let all his friends who
then TAKE VALET to be given  atelescope toreadthemagic  physical breakdown on his wouldn’t believe him now be
the card. The scootercan’tbe  word. computer If the solution to suitably chastened!
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IN A TRIP

HERE'S YOUR CHANCE
TO WIN A HOLIDAY
OF A LIFETIME

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

Rome is a living vibrant museum with its
2000 year old past stamped all over its
modern 20th century face. Visit the
ancient Colosseum, scene of athletic
prowess of another civilisation. Gather
with the crowds outside the Vatican,
waiting eagerly for Sunday morning
blessing from the Pope. Enjoy the
hospitality of a nation renowned for it's
friendliness and for living life to the full.
Rome s not all museums and history,
its also a modern city overflowing with
tashion, shopping and nightlife. From
the moment you touch down to the time
of your final departure your week will
be crammed full with excitement and
fun.

' =] RUNNERS-UP
e PRIZES

” i Question 1.

VVORLD
#,.-*""' Competition Tk

” Complete the questions and caption below together with the
"" completed questions from the packaging and return to the address below.
” All entries must be received no later than 31st March 1987

TWORID CAMEQ

-

Championships ‘87’

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

How to Enter

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

—
- — l--“

—

How many hills is Rome built on

WORLD GAMES

CBM 64/128 Cassefte £9.99 Disk £14.99
Amstrad Casselte £9.99 Disk £14.99
Spectrum 48K Casseffe £8.99

Atari ST Disk £24.95

Your Holiday includes

Lo

S

#  Question 2. |n what year was the Roman invasion of Brit...a.i.r.: ORI
f, Question 3. Who painted the renowned ceiling of the Sistine Chapel

# Caption (complete in not more than 25 words)

Age ...

Address ...

- s Wy computer is a AT e e b e A e
U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388

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

Runners-up Prizes

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

RULES.

. Thiscompesision is open to fl nesdfnts of the UK. except
e o LIS, Condel Limnited, CendreSalt Limited and their
ancianes] companies, families and agencies.
2. The prices vaierd will be awarded 10 the sntramt who
o0 Les the quessions carmecily and in (e event of a tie
- cxmiphete the Captan in the most apt and oniginal way
3. The wirining eriran) will receive fwo s lickets o Rome
haoteed sccammagation for one wees, Bwa tickeds for te wiark]
champaanships, phus £100 sponding money, 25 munness, up
will each iecever Copies of Super oy Cle and Winier Games for
either the Cha/1 28, Spectrum or Amsbrad
4. Prood of postirg will not be accepsed ay prood of delivery
5. Entries. aliered, ilegdhle o ned ¢ i accoedance
with the rules of oriry mouiremenis will be dsqualified,

. All erilres musd be on a0 official entry feem

7. Howw o eviter” forms par ol the wules. All entries became
the prapety ol LS. Cobd and cannol be melume]

B s corditon ol eniry thal e cEHTHtRars. sgree o b
ol owesr by th sukes,

9. The chsing datn foi ree o all eriivies i §1sf March
1087, The pramadinners will be notilied by post, The names
of the wirmers will be svatable i hose snding a5 A F
muaried "Wiorkd Cames Competition” io ihe ad b
11 The judges” deckion i fimal anel ao cormespandence will
Loz eriennd inbo

11, The competition eniry dheald consist ol sis ansvesned
gueshions, iheee on the entry e and thres inchaded in the
paciaging of the game and are 1o be forwarded io:

RUNNERS-UP [
PRIZES :

Rome is an appropriate venue for the World Games because \'\



Goliedge.

HEARTLAND TIPS

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

In the room at the start of the
game, wait for your hat to

appear, it and go as far left
as . Wait for the
book. Pick it up and go right until

Sohow's the New Year treating you so far? I've made afew Mew Year
Resolutions and managed to keep themn up until now! The first one
on my listis to keep asharp eye on my ZX Printer so that the POKEs
don't have any mistakes in them ever again . . .
myself that I'll cut down on the frequent visits that CRAS
members make to Ludlow's Indian Restaurant, The Shapla Tandoor,
Waist bands are expanding just a little too much for comfort at the
moment. My last resolution is to start being nicer to the poor pul-
upon Comps Minion, No more fights with Girlie perfume and no more
stapling his jumper to the table when he isn't looking. He's going on
adiet too because he's getting a bit porky around the midriff as weil!

Ihope everyone enjoyed the Christmas Special Tips. | had aquick
peek at CEVG's Christmas pamphilet to see if there was any reaction
from Melissa Gravytrain. Poor girl seems to have been frightened
into silence by the prospect of Graeme and | stomping down to the
C&VG dungeons to pay a social visit. But do not worry, gentle reader:
you'll be the first to hear about our exploits in the pages of CRASH.

Once again, the Playing Tips sectionis packed. Lots of POKEs and
acres of Tips, not to mention the odd map or twa. Top Tipster this
maonth is a very ambiguous personwho calls himself The Skunk and
comes fram Fife in Scotland. He's sent in an Ingenious loader which
can be used for guite a number of games, as long as you have the
relevant data bolted onto the end. This makes typing inroutines a lot
less of a bind so he wins the £20 worth of software this month for his
POKEs on Cobra, Fairlight Il and Bobby Bearing,

Cartographer of the Month goes to Rajvinder Johal from Littleover
in Derby for his maps of Uridium. We've got the first five Dread-
noughts on page 64, and next month thare'll be another five. It was
a hard toss-up though betwean that and Alistair Robson's map of
Firelord or Hichard Pitman's Fairlight ll, part]. Richard lives in a little
village called Shepton Beauchamp which is near liminster in Some-
rset. There's also a map of Dandyfrom D Wray, and a map of Avenger
from two individuals who call themselves D (Zen) Williams and J (zeb)

sad
team

!'ve also

you get back to your bed. Go to

sible and the book in your inven-

ry starts flashing. Wait here
until the page drops. Get the
page

Go to the door at the left of your
face inwards and go

Go to your right and
into the next room. Go through
the door on the right-hand side
and go through it. The book
starts flashing here, so wait until

facing outwards, go through it.
Now go to the door on your right
and go through it. Go left. In the

next room go the door
on the left. Go to bed and

fire. You now proceed to
avel Three,

Go left from the bed. Go through
the door on the right of the next
room and enter it facing out-
wards. Go right twice from this
room and wait until a page falls.
Get the page, ?n left twice and,
this time fac inwards, go

through the door. On the next

screen go right and you find

yourself back at the bed. Press

i!':im again and proceed to Level
our,

LEVEL FOUR

Go through the door on the right
of the bed facing outwards. In
the next room go through the
thin wall on then left then go left
again. On the following screen
?n through the door on the right,
acing inwards. Go through the
door on the left, then go left and
through the door on your right.
Then go through the wall and
through the door on the right. In
the next screen through the
door on the left, the dooron
your right. Next go through the
wall on the left on the next
screen and wait here until the
page falls down. Get the page
and retrace your steps to the
m.l?rﬂu fire and to go to Level

Some additional tips: on Level
Three the spacemen don't come
to life again; on Level Four the
walls are so thin you can walk
through them. The Bubble Spell
replenishes r energy and
small Star Is make you
invisible, big Star Spells
decrease your energy and finally
the comets or Fireballs are the
best weapons to use.

When you reach the room with the
armour jump vertically onto the
, then jump across onto

the ledge with the armour. Enter
bk s 1 0 gt Thes o
up to ;i go

left five times until you reach a
room with a tree, two platforms, an

recharger cell and two
aliens (one red, one ). Kill the
two aliens and then jump onto the

lower platform. Now j:ump to the
right onto the higher platform

AN TIRMD SOLUTION

Jump to the left and go through
two screens (one :ﬁractllw
and one left and above) on
another platform. Kill the red
aliens, then jump left onto the left
platform. Then jump right and land
on a fioor lever. Kill the two aliens,
then jump left onto the central plat-
fnr;n Avoid Ef': muplan‘;\m
and jump up n, collecting
the anti-gravity ggg’tﬁ Then
ﬁwlnﬂﬂmm, :Irnpdawnt?lo
hole and go right until you find the
armour again, You can now take
off. Go up, up, up again, (don' lml—
lect the energy cell yet) right,
collect the pulsar beam, left,

left, shoot allen, up, take left-hand
exit up, right, (shoot aliens), up,
shoot alien, exit armour, collect
energy, left, shoot aliens, collect
implosion, move right, enter suit,
down, left, laft, shoot aliens, col-
lect , up, left hand exit up,
left, left, left, up, up, right, collect
particle disruptor, left, left, collect
energy, up, up, left, collect enargy,
up, up, (betwean two parts of
machinery), stand in between the
two flashing gloves and you've
done it. You get the message ' De-
struct sequence initialised. Five,
four, three, two, one™. (Lots of
flashing and noisa). "' The oppres-
ﬁ"am defeated. Your race is
Cooo, makes you feel good to
be alive, eh?
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KONAMI COIN-OP HITS

SPLCIRUM-COMMODORE-AMSIRAD-C16-BBC

CASSETTE DISK | S
£9:95 &5 10:95 "7
Screen shots taken from various computer formats
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Mo RO INDRCETE
AEC PIONE

"  POSSSELE DETWEES

FAIRLIGHT Il POKES

Fairlight Il takes up the story of
hapless Isvar where the original
Fairlight lett off. This time Isvar
is given another chance to free
the land of Fairlight. This is no
easy task, but do not despair for
help is at hand
A chunky letter from ‘The
wunk” from File in Scotland
seams sei to solve all your prob-
lems. This clever chappie has
developed a special loader
which works for many different
games as long as you have the
relevant game data. Simply type
in the loader down to line 99 and
then tack the relevant DATA
anto the end in the form of line
100. Then type RUN and start the
game tape. Alternatively the
program can be saved on tape.
If this is the case LOAD *" the
loader and then MERGE “" the
extra DATA and then RUN. Easy
eh?

«unk’ has sent in five

sets of POKEs and each sat
works by using the special
icader. If you save the loader 10
tape, this saves lots of typing in
for your over-worked [ittle
fingers. Anyway, enough offthis
technical watfle and hare's " The
Skunk's™ contribution for Fair-
light Il. These POKEs give you
infinite energy, open locked
doors and enable you to carry
any weight.

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

1 CLEAR 65000: LET -0

2FOR a-64223T0O 1e9: READ 5:
IF s~ 999 THEN POKE a,s: LET
t-t-5:NEXT a

3IFs— =t THEN PRINT “ERROR
IN DATA": STOP

9 RANDOMIZE USR 64225

10 DATA 24,46,33,89,5,93

15 DATA 22.250,1,134,0,.213

20 DATA 237,176,235,35,35
25 DATA 34,95,250,46,122
30 DATA 112,46,215,116,46
35 DATA 207,54,188,33,38
40 DATA 210,34,126,250,225
45 DATA 49,61,251,221 225
50 DATA 209,191,55,8,249
55 DATA 233,49,65,251,221
60 DATA 225,200,53,225,193
65 DATA 205,29,251,24,43
70 DATA 221,110,0,124,170
TS DATA 1T1,221,172,.221

B0 DATA 173,173,221,118,0
85 DATA 124,203,99,40,3

90 DATA 129,131,146,128
95 DATA 103,221,35,27 122
99 DATA 179,32,225 201

LIST it and then type the extra
DATA for Fairlight I

100 DATA 244, 63, 10, 186, 0, 91,
252 158, 180, 165, 141, 50, 221,

118, 62, 24, 50, 77, 125, 50, 109,

122, 195, 0, 91, 14903

Now press RUN and start the
Fairlight I tape.

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

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

Solution
To Part One

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

Gao nght, down, down, nght, nght
ngnt, ngni OoWwn
down, down, dowr, down, down
et lelt, gt potion, 8 left, lelt
left, heft. laft, left, top nght, drop
rock. standon it 1« -'J_r-",'!r:-nfu_f'-.,'-.-:l'l"
and the key, left, up, up, Make sure
you are in the room with the two
barrels and a bubble. Right, up
1p, with cursor on the key, pick up
.L‘;l.u'_'l i front of hiola fl,-:'l‘.i"-r:'_u,;u,}h
the trapdoor, right, down, left, left
et naht, r.|:'|-hr You should Pnow
De m a with a on N i
Riaht, nght, right, nght nght, eght
up. Up, up. Up, up. up, up, nghl
right, use the object you got from
th room with the trapdoor and 's

tirme 1o a onto Part Two

pick up mock

COBRA POKES

Using the Special Loader given
to you by ‘The Skunk' (see Fair-
light Il POKEs), add this DATA
on the end as line 100. This gives
you infinite lives, although when
| tested the POKEs | didn't geta
full duck as ‘The Skunk' had
promised. Oh well, it still makes
things easier for your Big Tough
Guy. When the game is loading,

the screen com nhru
pmt Il DON'T

but as In F
TOUCH ING. When
loaded, it automatically flips into
the game. Amazing, eh?

Don't forget to type the spe-
cial loader in first, and
the following DATA:

254,
18, 175, 18062

BOBBY BEARING
POKES

| don't think these POKEs have
bean done before in Playing
Tips, but I'm sure that you'll all
correct me if I'm wrong! Once
again '‘The Skunk'; using his
amazing special loader, has
gomea up with some axtra DATA
to make sure that the time never
goes below 900, Type in the spe-
cial loader (see Fairight N
POKEs) and then type this extra
DATA in at line 100

100 DATA 188, 64, 183, 181, 0,
81, 111, 155, 18, 108, 110, 62, 38,
50, 180, 109, 1856, 0, 91,1

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

SPLIT
PERSONALITIES
CORRECTION

Ben Stone our resident games
commentator has eventually got
our ZX Printer fixed so there
shouldn't be any more mistakes
in the Playing Tips listings (as if!)
Anyway, here's a correction
from a while back for Spiit Per-
sonalities. For some totally
inexplicable reason, | missed
out a whole line of DATA. Well,
deary me. Here it Is in all its
glory:

1110 DATA 6,94, 33,0,0
it should all work perfectly now.
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GREAT ESCAPE
POKES

Those Hackers from Haxby fand
Pockiington) are getting even
more industrious by the minute,
After all their contributions in
the Christmas Special | would
have thought that they would
have been quite worn out - ARE
THEY HECK! Even after the
Christmas festivities thay are
still raring to go and churning
out the POKEs. This routine is
for The Great Escape if you're
too lazy to try the different per-
mutations in order to escape.
These POKEs get rid of all the
guards, dogs and prisoners.
However, don't atiempt to
escape without the right equip-
ment or else you'll still be slung
in solitary! Completing this one
Is still fairly hard according to
Smith, Bean and Austin. Surely
some mistake there lads?!

10 REM C SMITH JBEAND
AUSTIN

20 REM THE GREAT ESCAPE
POKES

30 CLEAR 65535

40 RESTORE

SOLET tot=0: LETw=1

60 FOR 1=49984 TO 50136
TOREAD a: LET tot=tot+ w"a
B0 POKE f,a: NEXT 1

80 IF tot< 19480 THEN PRINT
“"ERROR IN DATA": BEEP1,1:
STOP

100 PRINT # 1 AT1,7: “START

ESCAPE TAPE2
110 RANDOMIZE USR 49984
1000 DATA 221, 33,203, 92, 17,
234, 6, 62
1010 DATA 255, 55, 205, 86, 5,
210, 64, 195
1020 DATA 243, 237, 94, 33, 109,
195, 229, 33
1030 DATA 200, 98, 229, 51, 51,
17,3, 252
1040 DATA 1,49, 3, 33, 253, 94,
62, 202
1050 DATA 237, 79, 195, 200, 98,
33, 135, 195
1060 DATA 229, 33, 39, 252, 229,
51,51,17
1070 DATA 49, 252, 33, 49, 252,
1r 3! 3
1080 DATA 62, 210, 237, 79, 195,
39, 252, 33
1090 DATA 49, 252, 17, 193, 138,
1,82,0
1100 DATA 237, 176, 33,212, 138,
34,217, 138
1110 DATA 34, 221, 138, 33, 202,
138, 34, 229
1120 DATA 138, 33, 239, 138, 34,
249, 138, 62
1130 DATA 185, 50, 13, 139, 33,
181, 195, 34
1140 DATA 14, 139, 195, 193, 138,
a3, 224, 255
1150 DATA 34, 200, 254, 62, 195,
50, 199, 254
1160 DATA 33, 206, 195, 1, 15, 0,
17,224
1170 DATA 255, 237, 1786, 195,
147, 254, 62, 201
1180 DATA 50, 43, 200, 33, 229,
254, 195, 202
1190 DATA 254

64 CRASH February 1987

THE GREAT ESCAPE: MORE TIPS

Last issue | printed some tips to
help get you started on ocean's
The Great Escape. As you will no
doubt have gathered, there are
various ways to complete the
game involving different objects
and different escape routes.

Hugh Milnes and Kevin Ewan
have discovered this way out of
the Prisoner of War camp which
| shall pass on to you. Sorry |
couldn't use your map lads, but
it has already been done!

First get the Red Cross parcal,
Open it and take the money to a
guard and drop it, The guard
should put you in solitary confine-
ment. Now get the wire cutters.
Take them to the fence opposite
the tunnel marked in red, cut the
fence and go into the tunneal. Keep
going forwards until you cometo a
room with a spade in it. Pick up the
spade, take it out of the tunnel and
cut the wire, Go to the hut you
started out in. Push the stove to
one side and go into the tunnel and
drop the spade and the wire cut-
ters. Now get the key and go into
the room containing the food.
Unlock the door. Now go into the
room with the torch and pick it up.
Take it to your hut and put it In the
tunnel. Now wait until the next day
gnd get the Red Cross parcel,
Open it and get the papers, Take
them to your hut and put them in
fhe tunnel. Wait until the naxt day

EXFFY VIR,

(or get taken to solitary because
it's quicker!) and get the next Red
Cross parcel. Open it and get the
compass. Take it to the tunnel and
drop it. Stay in the tunnel and pick
up the spade and the torch. Find
the part of the tunnel which had
collapsed and dig through it, then
drop the spade. Take the wire cut-
ters, the papers and the compass
to the end of the tunnel. Cut the
wira, drop the cutters, pick up the
papers then go back for the com-
pass and take it outside the wire.
Drop the cutters, pick up the pap-
ers and walk down and voila, you
should have completed the game
and be tasting the sweet air of free-
doml

WAR POKES

Once again Phil Churchiyvard has
been attacking some more
games. The latest to fall under
his POKEing fingers is War, that
dastardly shoot em up from man-
TECH. Infact, the last time | heard
fram Mr Churchyard he was still
reeling from too much Chrisi-
mas pudding. Bul then again, we
are into the intensive diet sea-
s0nN now!

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

10 CLEAR 65504

20 BORDER 0; INK 0: PAPER
CLS

JOLET TOT=0

40 LET WEIGHT =0

20 FOR i=30000 TO 30124

60 READ a: LET

lot=tot + weight~a

TOPOKE i,a: LET

weight - weight - 1

BONEXT i

90 IF TOT < > 912658 THEN
PRINT “ERROR IN DATA™
BEEP 1,0: STOP

100 INK 7: PRINT AT 21.9;
“START TAPE'"

110 RANDOMIZE USR 30000
1000 DATA 205,90,117,33.182
1001 DATA 92,1,58,0,205

1002 DATA 232,25 205.90.117
1003 DATA 62,58,50,123.93
1004 DATA 62,251,50,8.95
1005 DATA 62,217,50,11,95
1006 DATA 33,112,117.17.0
1007 DATA 64,1,61,0,237

1008 DATA 176,201,221,33.0
1009 DATA 91 17.17.0.175
1010 DATA 55,205 86,5 221
1011 DATA 33,0,81,42.83

1012 DATA 92,195,115,8,62
1013 DATA 252 50,174,252.62
1014 DATA 209,50,177,252 33
1015 DATA 183,252.17.0.128
1016 DATA 1,232,3.237.176
1017 DATA 33,0,128,34.216
1018 DATA 252,33,36, 64,34
1019 DATA J0,253,195,209,252
1020 DATA 33,54,64.17.225
1021 DATA 255,237.83,156.255
1022 DATA 1,7.0237.176

1023 DATA 195,51 225 175,50
1024 DATA 169,144 195, 102,141
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PART l]

Bscape Srom Singe’s Castle

sadaptation of the arcade ¢l
ed the fair Princess Daphme
old that is in the castle, w

Wou continue where Pragons Lair™ part one finishod. Daring Dirk
des to go back l|1ru.;£1 the Dragon’s Lair and relieve Singesal somic
is under the protectig® of the conning and Lethal Lizard kaog

i need lighting reflexes and judgement to fight the Li King and avoid the giant rolling aachles
venture vou will be rushed L]Tl Wi rapids in 2 barrel and@eEnt dow n coreidors on g magical t{: g horse
R('rlllhth'tﬂ.ﬂ-“'lll resent p m-».lﬂr\nu Einallv, deect [irk 1o freedom through the reabing ool 1l
s who come .|i|1.'|. rom the ve rth itself 1o enslagg Dirk and turn him into mud ikethenisclves

navigate the dangerous wrgv jump across I|'I¢-5h.J."|H'I and freedom is vours,

ad on Adventurer!

8 more screens from U
to tax your brains and fingers

,L [1{1['.’\'.{;]:'{1_"45“}--[|1E LimmrmGA .; F - ““1:. “E:T 1{ .
M I | maees9.95 & DIsc£13.95
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¥. ."ﬂrﬂ:!n.ﬂ . Hi‘&u.lllllﬂ 18128 .. e
i & ' n 48128 ... 1795
ﬂ cHE r Amstrad u’n {:tu G128

-

Tape . 28.95Dise . & 14.95

%"r-’kliAHI E FROM ALL GOOD COMPUTER RETAIL OUTLETS

DRAGONS LAIR |:| Owned by Magicom Inc. and used by permission ( u[nr:]..,hllf All rights reserved

Character Designs Copyright 1983 Don Bluth

Software Projects Lid, Unit 7 Bearbrand Complex, Allerton Road, Woolton, Liverpool 125 75F
lelephone: 051-428 9393 Telex: 627520
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HAVE YOUGOT '@ ©
WHAT ITTAKES TO BE A

Top Gun puts you in the fighter pilot’s seat Your armaments in this nerve tingling aerial duel
are heat seeking missiles and a 20mm rapid fire cannon.

of an F-14 Tomcat.
Vector graphics and a split screen allow | or 2 Can you feel the force!
Top Gun mavericks! Enter the danger zone.

players to play head to head, or against the computer.
£7.95 £8.95
AMSTRAD/COMMODORE

SPECTRUM
Ocean Software Ltd., 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633, Telex: 669977 OCEAN G.

Crewan Seftware: Distributod in Fraace by Ocean France Telophone: 93-42-7 144, Dasvribued in Germany by Rushwars, Teluphone: 710070040

"DESIGNATES TRADEMARK OF PARAMOUNT PICTURES CORPORATION and used by OCEAN SOFTWARE, LTD. under authorization




ACADEMY TIPS

Lae Paddon is our current champ
at this monster game from GRL.
However, even he concedes
that he hasn't done quite as well
as Camilo Mesias who lives in
Leicester. Mr Mesias has sentin
some tips to get any serious
F!.".}' ayer through to Mission

A 's also a sketch map
of Level Three, which is quite
necessary as this happens to be
ml:dilj“h::dmhmpol

ow | must make an a
Camilo was nsible for T.
Dynamite Dan Il maps we ran a
few months ago and | credited

the wrong person. Awfully sorry
and all thatc but you know
how oOver-wo | am these

days. Whinge, moan, complain.

MISSION ONE
“if It Moves ...

You find that your base is sur-
rounded by four sets of Light-
houses in pairs. Do not destroy
these as they are necessary for
navigation. Design your own ship
with as many of the following
characteristics as possible: good
lasers; scanner; 4 bombs; 8 mis-
siles; some ammunition; a8 com-
pass; main drive. Then fly
around close to your base and get
rid of anything that isn't one of the

ighthouses.

eturn to GLV and then equip.
Fly out in between the sets of
Lighthouses. When you find a ship
steer towards it, but slow right
down. There are groups of ships
which thrash you in close combat,
so stop and pick them off one by
at first they don't come
towards you, inch closer and that
should tempt them into combat.
Use up all your missiles against
them and then turn towards GLV
use ADF) and bum, Changa
to rear and keap shooti rop as
many bombs as possible and be
careful that you don't crash into
GLY while facing backwards (now
that would be embarrassing!).
With some luck the bomb will
detonate your enemy’s ships. If it
doesn’t, return to GLV, re-group,
re-equip and repeat.

_Repeat this manceuvre for each
direction of the compass, destroy-
'rng Lighthouses so that you know

you've been. You should

easily get a pass on this level. If it
ets dark, retum to GLV and wait

ive minutes until the sun rises

again.

Use the same ship as in Mission
One, but add Jump/door unit, /R
or flares, and 8 rounds of ammun-
ition. Do not shoot the jump pads!
This is cruclal.

First destroy everything around
the GLV except the jump pads. Re-
equip and jump somewhere. You
find yourself at one of the out-
posts. Locate the robot factories
and keep well away from them
until the last minute or else
they'll thrash you. Shoot every-

Pl
/] [y

N Lt

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

MISSION THREE
Meltdown
This is probably the hardest of the
first four missions and use of the
map will be a great help.
a new ship with: high shield;
gh lasers; high amm's; 4 bombs;
scanner; a compass; missiles . . .
Avoid the mines which are
shown on the scanner as four dots,
close together in a small square.
Shoot these while they are still at a
distance. Every now and then slow
down, stop and look at the scan-
ner. Anything still moving is a ship
or a missile so blast it befora it gets
ou. Avoid the fortresses if possi-
le or bomb them if you have to

{remember top get well away from
the explosion yourself or it'll be
bye-bye Skimmaer).

The volcano-shaped objects are
indestructable and NOT the reac-
tor, so don't waste your ammo on
them. The reactor is shown on the
small map of this level. Time is the
most important thing in this mis-
sion, therefore you can't do the old
trick of waiting for the sun to come

# wan (foou, #E s ] ~ S8 O Tt o

R

Wi et Tigsa oy ZEM ) TEH, Cavea

up - perseverance is the unl}r thing
that will get you through this mis-
sion.

i SR

-/
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Softly Softly

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

GENERAL TIPS

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

AVENGER THE MAP

L

ships rather than tuming around. If
there is something in your way -
for example a buil —then stop,
otherwise you needn't change

path.
!!]?gum are extremely useful, but
Eau rarely need more than four
uaefuur.:annrntymimsnnna
at a time and you can re-equip

dostrozl nﬂrmthmg by
ratumingtut =}

3) Hshipsarﬁattacld dvou froma
good distance, stop an
off with lasers and missi tfm.r-
rounded, drop a bomb and burn
away, changing view to shoot as
r'rmny ships as possible, fol-
low you and a bomb may well get
rid of the lot of them.
4) In the buildings (GLV for exam-
ple) you can abbreviate the written
commands by adding a full stop.
5) For really high snnrm don't
dock with have
85%-89% as it adds EBZD"
will be forced to end the
ﬂiﬂm'tmootma#awulmhsaly:
make sure that are goi
hit someth you ;
Using this od the lasers won't
overheat too much.
T}Mmasamdaadry 50 shoot them

. They are

uﬂﬂngrmpodhfﬂumlnﬂ'p&m
of a square (but not always).
8) When you complete a mission
with more than 90%, save the
game so that you can load it in the
next time you play Academy. This
way you can save a lot of time.

Maybe Camilo will send in some

more tips for tha other missions

in so they can go in
next issue (creep, creep).
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ZUB SOLUTION

What noise do bees make when
they fiy backwards? Zzub -
Zzub. Ho, ho. This rather strange
game from MASTERTRONIC
involves jumping on platforms
and teleporting to strange lands,
and all because the Emperor
wants his jewels back.

J Preece from Cannock in

LOCATION LEFT
TELEPORT

w3

D~ ML b L b —
0D = =) 00 = B — i

=

Staffs had no problems com-
pleting his mission - hera's how:

Togat to Zub 10and back again, it
I5 necessary to know where the
three teleports at the top of the

sCreen take you — each one ta
vou to 8 different Zub plane

by locking al the lable, yo
wiork out the gquickest route there
and back again ,

MIDDLE RIGHT
TELEPORT TELEPORT
'3 n

D BoOn On o ra A

.
=
5 00 G0N O D 0O B B3 B
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50 RANDOMIZE USR 23410
Here are some POKEs to gowith 70 POKE 23681,49
thimmd make Dandy just B0 RANDOMIZE USR 23404
that bit easier. Once again 90 POKE 35872,201: REM
the routine is from the dextrous STOPS MOVING CREATURES
Phil Churchyard. Type the routine 100 POKE 27598,0 : REM THOR
in and then press RUN and INFINITE TIME
everything should be ticketty 110POKE27847,0:REMSHEBA
boo and generally okay. INFINITE TIME
120 POKE 27601,33: POKE
27602,232: POKE : REM
10 CLEAR 25489 THOR INFINITE ENERG
20 PRINT AT 21,8; “START 130 POKE 27650,33:POKE '
DANDY TAPE" 27651,232: POKE 27652,3: REM
30 LOAD" "CODE SHEBA INFINITE ENERGY
40 RANDOMIZE USR 23407 140 RANDOMIZE USR 25500
hero CIiff. Simply type them into
CLIFFHANGER your Spectrum and press RUN.
POKES When the game has loaded Cliff
should have a glightly easier job

Some time ago NEW GEMERATION
software released a strange
game called Cliffhanger. It basi-
cally involved pushing boulders
and other large objects onto
nasty cowboys. Very sick. Any-
way, Liam Hudson and Tim Dun-
can from Middlesborough have
sent in these POKEs forup to a
hundred lives for the big mean

on his hands.

10REM LIAM HUDSON AND TIM
DUNCAN

20 REM CLIFFHANGER POKES
30 BORDER 0: PAPER 0: INK T:
CLEAR 25659

40 RESTORE

50 FOR B=23298 TO 23309:
READ A: POKE B.A: NEXTB
B0PRINT: PRINT“START CLIFF
HANGER TAPE PLEASE"

70 RANDOMIZE USR 23206:
RANDOMIZE USR 232298

80 POKE 65504, 201

90 RANDOMIZE USR 65280

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

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

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

Once againit's apology corner. Apparently | didn't credit Phil Chur-
chyard for his Uridium POKEs last issue. Chris Wild did the first set
of POKEs but it was the young Mr Churchyard who did the Uridium

POKEs Mark Il. Sor-eea.

Also, if you want any maps returned, please could you enclose a
stamped addressed envelope? Just like the old days of Vision On,

eh?

Mark all correspondence to HANNAH SMITH, CRASH PLAYING
TIPS, PO BOX, LUDLOW, SHROPSHIRE, SY& 1DB
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AGENT ORANGE

The Argus Press Software Group
Victory House, Leicester Place,

London WC2H 7NB.
Telephone: 01-439 0666

killer, Agent Orange?

The LA. R B. needs YDU'—NOW
As one of the Chosen Few you
manage 8 planets in sector 63/B

Quadrant 2. :

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

Can you find the elusive ﬂstr;alan
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DRAWING ON

|

Lee Paddon coaxes afew dark secrets from John Ricar:

| |fromthe confines of his warped mind every month

Until Issue Six, CRASH had been
carrying on nicely, dedicating itself
to reviewing the latest in computer
games. Light-hearted perhaps,
| humourous hopefully, but fairly
| earnest nevertheless. Then along
| came Jetman, and nothing at
' CRASH Towers has ever been
quite the same since.
It all started guietly. No fanfare,
| no blurb, no introduction: he just
appearad, suddenly and silantly.
The original excuse for the strip
was a game called Lunar Jetman

flost in the mists of time but
recently released on an us GoLoy
ULTIMATE compilation). Reviewed in
the very first issue of CRASH, it
| got the highest ever 'value for
money’ rating — a "perfect’ 100%
Obviously flushed with this suc-
| cess, Tim Stamper (the reclusive
| head of wnmate) decided he
wanted to promote the game with
a comic strip.
| Tim had seen John Richardson's
| work in other magazines and com-
missioned the strip from John,
, who explains his involvement with
the computer games world: “Tim
[ sent me a copy of the game on
f tape. | tried loading it on my Sirlus
i computer, but it didn't seem to
work so |'ve never actually seen it.
In fact, the only computer game
I've ever played since then is Star
Trek on my Sirus — that was sp
awful I've never tried to play one
since. | must admit I've never met
Tim. The nearest | ever got was
when the strip was rather late and
his father came to pick it up."'

ULTIMATE GAME

Since then Jefman has taken on a
life of his own. The game has faded
from memory, and even ULTIMATE
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isn't the name it once was. But Jet-
man lives on. In fact if the Jetman
strip misses an issue, there are
howls of anguish. It makes the rest
of us tolling minions at CRASH
Towers feel really insignificant
sometimes . . .

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

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

HAH! Goop 7o Bk ek W e o wor-sear’ gD
BELTING THDLGe THE EADLEST LDI0 aiT

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

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

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

THE BEGINNINGS . . .

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

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

FRRLILOUY (41
(I4ED THE Lout EYE
ot mi%rmw THAT :rHE H:is
ﬂmﬂrm'}tﬂ 'SEE WD rurm' ! HE
OVERTOYED! e 13 THRILLER! HE |
AMAZED! ALSG.s




you're meant to win, and the other
guy decides he wants to impress
his girlfriend and throws you
around.

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

OVER THE TOP

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

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

IINSPIRATION

afrdson, the man who allows Jetman to escape

Odyssey"

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

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

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

PAY CHEQUES

According to John, the best thing
about drawing cartoon strips Is
receiving the pay chegues — he
looks forward to them with particu- |
lar fondness. " The jokes are fun, |
but after |'ve drawn the thing and |
lived with it for a few weeks, i
somehow doesn't seem quite as
funny as when Ifirst thought of it."
John has no idea where a lot of
the made-up words that Jetman
uses — like Bwah and Dongle -
came from, bt he suspects that
there is a greal deal of himself in
the character This sounds like
rampant parancia, because as
John admits, the central theme of
Jetman is that everyone is con-
stantly trying to get rid of him —
preferably permanently. |
Fans of John's work will be |
pleased to see that he is going to
have his own strip in our sister
magazine LIM, in the form of
Umaquat The Alien — defender of
freedom, seeker of truth and jus-
tice, President of the Galactic Tall
Waggers Club, seeker of wisdom
and cheapo souvenirs, prannie of
the universe, gallumphing gour-
met, and general mental incompe-
tent. He's also the owner of a clap-
ped-out spaceship which keeps
aoing 'Phut’. Oh yes, he just hap-
pens to have a computer dis-
guised as a rather curvaceous

—

—

looking alien.

The LM strip also introduces =

those nice little chap

lins. These are

ular characters,

in his work, 9@
5 up. \

ttngglm i‘ams ta change direction

abit... 1' s

when you leas

to be able to blame the

g, the Grum- =
some of John's reg-
that tend to crop %
enerally messing

| use them whenever

mething blows up
if 80 ect it, it's handy
Grumlins.
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After a hard day at the office being
persecuted, your humble Comps
Minion likes nothing better than to
wind down by playing a few com-
puter games. Of course I'm not

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

FIND THE FOLLOWING WORDS:

ORBIX
TERRORBALL
STREETWISE

PZZNIMN-NrXroIMmMIONDCY
-0 TO<S>-V=IO0>IOOM
VOLSIMI=2==0O0r<PxX00n
<<EX=UXSTIOUMOO~NISC~D
DCWZ<NUMXeC<WR.OSZO0U
OCI=XIMNSXOMDONES=-M< ~

VErFFXNOVOFFDPU=00NO0TVS=-
Fri<ZOVN<ECZ=XTIV—-S2

NAME .............
ADDRESS .........c.ccoennee

INSECTOVORS
DRONES
DROIDS

PEEOCHIFrFCMRXI=D>O0N <00
<TVOEO0O=DONEDIOP>PZN=-OI™N
VUV =GC=-TMPNF=XIMNU=NFOND
DENVVOOTMIKEXZ<TUC<TOT>
NMCro<XOSSP-UWINGCEXM

PX=-XTNPU=TIONXOTU<SCOZOO
OPES<YMZOIUOZIVLOMUTED
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me back into the broom cupboard
— Sigh! However, as soon as 6.00
comes around and the spikey-
haired ones have left for the pub, |
sneak back into the darkened offi-

HORCA
CREW
CRYSTALS
IMPOSSIBALL

o
-
e

O<C=-HaemMmOMIEr-rp>wIoIIM
WEOTUIPOIOIOVUNNZCOWSE
AD=06CNIV—-V<M-MRXSIOTCO
ONFIZOZXUOXOOUDOU-NND<
OXZNXIMNOVOU<STOI<X<IXD
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ces and blam and blast away at
those aliens to my heart's delight.

One of my favourite games at
the moment is bomark's Orbix the
Terrorball, released on their new

STREETWISE label. It involves man-
oeuvring Orbix (a Tactical Planet-
ary Warfare craft) around a hostile
planet while at the same time col-
lecting spare parts for a space ship
and rescuing crew members. Iit's
great — the Orbix bounces and
boings all over the place. It cer-
tainly needs some concentration
though.

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

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

If you fancy winning, then get to
it and find those missing words,
Send your entry to ORBIX (THE
TEHHSHEALL:I COMPETITION,
CRASH TOWERS, PO BOX 10,
LUDLOW, SHROPSHIRE, SYB
1DB making sure that it arrives no
later than 28th February,



Ho 24 Xmas 1985/ 1088

On Tha Cover Special = our very own
OLIVER FREY occuples five pages. Star-
quiake is mapped and there are some Fair-
hght pokes. We profie cancovie oames
LLOYD books back on 1985, ROGER KEAN
falks o mrwson cossuTanTs. Spaithound gets
top marks from the reviewars.

Mo 25 February 1886

Dunews — the profile, and some rathar silly
photos of the team. A chal with the mcros-
FrERE duo. A double dose of JETMAMN, Grem-
L araPrecs Lring a AMinia o the Spectrum
TECH NICHE |ooks at a FORTH add-on and
extensions to X BASIC. Zoids namowly
pips Sweevo s World in the reviews.

No 26 March 1986

HUNTER 5 chats to the Gals from st asioe-s,
Afirst look at the Spectrum 128, What's new
on Micromet B00. Rawmanne nosar’s Multiface
One under scrutiny. Marsport mega-map
and a rather smaller diagram of Gunfright,
Three Weeks [n Paradise, Mowe, and Wiriler
{Fames are SMASHed

Mo 27 April 1988

Massive 23 page Playing Tips Supplement
= incheding Zovds and Marfy On The Run
maps. 1985 Readers Awards resufis, MEL
CROUCHER inferview. macine resurfaces
and pacace are quick on the draw. Round up
of 128K games. A visit to the first Play By
Mail convention, SBormb Jack wows the
rEvigwars.

Mo 28 May 1986

Update on the Fanging Scons. sasmoow
profile and Planets preview. DTY Composite
Video Intertace. Spefbound and 211240
mapped.  Inside  cieean's  SpecOrum
FRONTLINE Mini-Strategyback
CRASHTIOMMAIRE 'BE anatysis. Siarsirika
I ia 1op SMASH of the month

No 28 June 1886
First PEBM MAILBOX and CRASH GAL-

LERY. SpecDrum listing. Homegrown
software, HANMNAH SMITH chats fo mea-
rme. Compilations companed, Maps of Cyfu,
Sir Frad, Saboteur and Parts 1 and 2 of Tan-
talus, The GEMESIS, BIRTH OF A GAME
featlure gets undenyay

No 30 July 1986

More CHASH/muweme gallery,  More
Homagrown Software. THE BIRTH OF A
GAME: some esarly entries. Me MINSON
miels game designes naress. LUNA JET-
MAN retums. Tanfalus, Knight Tyme and
Mowig mapped. Ghosts And Gobiing, Jack
the Mipper and Splitting images receive the
FeviEwers acclaim

No 31 August 1988

HANNAH goes wrestling and maps Pantag-
ram, Heavy on the Magick and Jack the Nig-
per at the same timel A look info the Ora-
gon's Ladr, Sinclair 'LOKI" myths exploded
Emmewane interview. PETE TAMLYN starts
his look al Role Playving Compuler games.
Wordprocessor rowund-up

No 32 September 1988

GAC reviewad. The Music Box opened.
Mumno-aes's DAVE PERAY talks about Waily
and Ricky Stesls. Repairing  your
QUICKSHOT 2. Dan Dare arrives! Bobhy
Baaring, Ghosts and Goblins, Core, Cybe-
run and Action Reffex get the canographic
hakit,

HNo 33 October 1986

JON RITMAN — Mr Batman and Mr Maich
Daytelis all. The GENESIS project: the prog-
ramming beging, HUNTER 5§ MINSON goes
missing! Muiti-tracking Speclrum. COSTA
PAMAY A, the man from vorrex, interviewed
Maps of Dan Dare and Cacldran V. First part
of Equingox and Dynarmite Oan N maps

Mo 34: November 1988

DOM PRIESTLEY, creator of Popeye and
Trapdoor  interviewed. Music  Maching
reviewsd, GAMES DAY report, coeeran's
Sound Sampier sampled. PBM Diplomats
Directory opened. GENESIS: Kat Trap pre-
vigw - the Marketing Mix explaned. Cquinox
and Dynamite Dan lmaps completed; Lini-
@rsal Hero, and Hijack lakd bare,

35: December 1885

DAN MALONE, the artist behind Antinad
irerviewed. nas BLscTRomscs relpase o AOM-
based wordprocessor, Glder Rider and
Lightforce maps revealed. MIDI interface
examined. Spectrum Plus Two problems
explained. Tha Greal Escape heads a pack
of smashes,

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

Please fick the corract box

240 | 25( 26 ] 27 ] 28] 29[ 30 ] 313233 ] 34[]35]

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

pence off TOTAL COST!

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

get 20 pence off EACH ITEM!

PRICES

® ALL BACK ISSUES NOW £1.20 EACH (including P&P)
@ OVERSEAS ORDERS: £2.00 per magazine (they cost a small

fortune to send) 2

Name

Address

Postcode

Please make cheq | orders payable to CRASH. It is best to avoid
smmuahpwmmrhmmmnmmummmmm
the EDITORIAL side of the magazine as this will result in DELAYS! Send
your orders to the address below . . .

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £

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

o
]
&
g
a

Expiry Date

Please Charge My Account No:

I enclose a CHEQUE or POSTAL ORDER for the TOTAL

Mumber of issues ordered
Less discount if applicable

TOTAL COSTE

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




of catching

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

Deniz Ahmet, Peckham, Lon-

don, SE15 4NP; Brian M
Mcdonough, Wythenshawe
M23 9AW and § Kemp, Leigh-

On-Sea 559 2RG

Coples of Trapdoor go to 30
minor-monster creators:

Will Dyka, High Wycomba HP13 5LA; Chris
Coonfall, Southampton S03 250; Car Jones,

Cauldron-spotters flooded the
broomcupboard with entries -
not surprising seeing as MEL-
BOURNE HOUSE were offering a
complete set of ASTERIX books
to the outright winner. He is:

P Abernethy of Rotherham,
South Yorkshire S65 3BU

Copies of Asterix and the Magic

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

JUDO JAMBOREE

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

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

Andrew Griffiths, West Croydon, Sumey CRO
dMN; 5 N Hammaond, Frinton-On-Saa G013
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WINNERs EpRIZES

RESULTS GALORE

What hctlarwa¥tn start the New Year than with a spot

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

PIRANHA’S TRAP DOOR OPENS

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

Birkenhead L49 9BS; Stewart Dean, Wi
Lexham PE3Z 25A; Paul Myatt, Stoke-On-
Trant ST3 3EA; Darren Shaw, Nr Loddon, Mor-
wich NA14 85N; Richard Plastow, Hartford
5G14 1PH; Vermnon A Chaldecott, Havant PO9
2HR; C Liobet, Whitton TW2 TPC; Jay Sac-
hania, Milton Keynes ME13 TLT; J Le Greslay,
Southzea POS 2PG; Paul Hewstt, Halrsburg
8P1 3EL:; Richard Pepper, Nanmtwich CW
5JP; Kevin Hooker, Upminstar AM14 108,
Darren Bonas, Walkergate NES JUL; MrE Bur-
ton, Silsoe MEAS 4HT; Wiliam Harbison,
Auchinleck KATE ZEW, Howard Carfisie,
Haorsforth LS18 4HD; John Noble, Middies-
borough TSS 6MJ; Christine Nobla, Middles-
borough TS5 M, Lucas Sutton, Agar Grove
Estate, London NW1; Peter Hil, Northampton
NMN3 3AJ: Jim Mchullen, Edinburgh EH14
20R; Garath A Harron, Co Dowr, Mortharm bra-
land BT19 1NZ: Darren Webb, Dagenham
RAME 35.); Cathy McBumey, Marske-By-Saa
TS511 7JG; Dylan Wyn Owan, An LL¥T
AYQ; David Blalr, Lea DN21 5JE; Daniel
Hartley, Maitby 566 75E; C Lead, Charley PRT
NG

CAULDRON COLLECTING

OPF; Stuart Anderson, Hull HUB OER; Danny
Closa, Waltham Abbey ENS JEY; David Wat-
ars, Aberystwath SY23 2EL): Paul Smith, Stan-
ford in the Vale SNT BLY, CPL G Potter B2386,
17/21st Lancers, BFPO 17, Jonathon Hill,
Graat Amwesi 5G12 98U, Peter Reilly, Glas-
gow (22 6DM; Andrew Kyla, Barrow in Fur-
ness LAT 42T; David Ho, Londan ES DAN; EE
Loon Lee, London M2 0ODF, Robbie Morton,
Morwich NR10 5AY; Simon J Ladds, Gran-
tham WG31 SHH. Mark Boughton, Bury 51
Edmunds P32 6BA. Nesl Anthony, Melson
CF46 6LG; Simon Young, Mitcheldean GL17
ODMN; Phalip Mann, Cannock WS11 1PW, Pawl
Harbert, Chasetown WS7 BRE; Guy Daffern,
MNorthwich CWE 3HP; Stuart Dickinson, Low-
denbaath KY4 BND; Lea Powedl-Thomas, Sal

tash PL12 4EA; Sac Carruthers, FAF North
Coates, Lincs; James A Gosset, Ninfield TN33
B.JX; Peter Bodkin, Clanfiald POB ONR; Ranji
Dihillon, St Andrews KY 16 85F; Darren Shack,
London ET THZ: R Lamb, Datchet SL3 9HP,
Stephan Ovington, Pitcaple ABS 9HS; Patrick
Walker, Mather Poppleton Y02 G6LLE Jason
Kan, Knaphill GU21 2HT; George Mackenziea,
Dundes DDA BLY; Brian Morrison, Livingston

EH54 5NT; Steven Moyle, Redruth TR15 3JN;
Paul Smith, Sprowston NRT BOA; Lars
Janssen, Tintagel, Comwall, Christophe
Cousins, Brentwood CM15 8PU; Andrew
Taylor, Teesville TS6 0AD, Gavin Dunkerley,
Denbigy LL16 5YB, Graham Pya. Scotforth
LAZ 0RL); Jason Gibson, Tyne and Wesar NE2B
TEQ: Nedl Parfrement, Clifton Estate NG11
8JB; Brian Banter, Ashton Under Lyne OLT
08G; C MNeterwood, Kirkella HU10 TOS;
Machasd Gravelle, London SE3 TPE, Mark Wal-
ters, Sutton-In-Ashfield NG1T 4NP; John
Spriggans, Gainsborowgh DN2 1 20X, Andrew
P Fchards, Tredington CV36 490; David
Jeremy, Bourna PE10 DRE; Richard Story,
Tomwell 5G12 OHP,

HANDBALL!

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

Mol Harkett, Mendiesham, Sufiolk; Peter
Davies, Rayleigh 556 9PE; Mrs V Fairbrothar,
Castle Gresley DE11 9LB; Richard Bradiey,
Bunny NGE11 604, Andrew Siack, Morwich
NR4 6LB; Patrick Walsh, Langley 5L3 BNX;
Christopher  Jolley, Sheflleld 511 5BQ;
Jonathon Ray, Knowle BS14 BAQD; Anlon
Lang, Croydon CRD B5H; Justin Manhanatt,
East Preston BN16 1ME; Walter McMaw, Car-
rickiergus, County Antrim BT38 8LF; Brendan
Holmes, Knibworth SG3 6MNL; Alan Powis,
Leominster HRE BHT: Tony Gee, Shafflald 510
aPF; John Todd "JNR', 110 Carlton Hill,
Carfton NG4 1FN; Darren Spencer, Edgware
HAB BHOQ: Ross Hunter, Carlisle CA2 TBY, D
Prijs, Runcom WAT 5EG: Stephen Mayhaw,
Segham SAT BLB; Mick Rushby, Suttan-0On-
Trent NG23 B0G; David McDermaott, Bermin-

ham Bdd 9LY: Demen Faeirbrother, Castle

resley DE11 SLB; Matthew Greaves, Work-
sop S8105.; Tony Commons, Liden SNI6LS;
O Hulme, Farnworth BLA 0BZ, Graham Parker,
Washington NE3B TLA; Luke Morgan, Middlie
Elanlinn%KE AHE; Paul Wreylord, Ruislip HA4
0TD; Greg Page, Havarhil CBS BOW, Ryan
Smith, Odd Down, Bath; Mies Jacobson,
Watford WD'1 50F; Richard Parsons, Brierley
Hill DYS 1AS. Stephen Barker, Homchurch
RM12 6AJ; Wayne Bradburn, Wolverhampton
WA 3JQ; John Fraher (Jor), Ballinora, re-
land; Mail Sparray, Northampion NN3 5BJ;
Mark McGowan, Motherwell ML1 5JZ; lan
Francis, Coulsdon GR3 3HT; Martin Campball,
Edi h EHdg 3RG: J Musk, Tunbridge Walls
T3 DEE; kin Humber, Carfton NG4 HOF, Mike
Stevenson, Poola: Marvin Reymalds, Crawe
CW?2 6JF; Kedth Bell, Washington NE38 GPLE,
Darren Redfenn, Golboume WAJ 30F; Robert
Evans, Wolerhamplon WVE TBM, Willam
van Rest, Dorridge B93 BDN; Damian High-
wood, Rainham MEB 955; Staphan Ball, Hof-
nn%ar P28 552; David Jackson, Longton PR4
-

SHAOLIN’S ROAD

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

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

ABSORBING THE SHOCK
A DIY superhero should sproing 0D+ 0JE; Daren Fairteother, Castie G’“’“‘;
into existence early in 1987 - if DE11 9LB; Bruce I'I-lucmna. Bettast BT
you live anywhere near Rainham {1 S8l Sa o SIS LS 8
in Essex, look out for Paul Pont- mm '%u: DafaﬂumFHB waﬂzm&gmg
= he' ugal, Cartmore . Paul latt,
Kit rom MAmTEGH which ncludes S 4] . Lo Vel N
horpa H i i
a pair of zoom binoculars and a 115 A I-hgmn-g.mm Euarray'u inswnﬁ‘agss;. I.f.nrlmm
m! Hﬂ“ﬂ camera “ﬂ'd Aylow, i Homehureh 12 SPA; i
ger.nu:: he won the ‘Goﬂrz:rl. ‘;:i“;.“ T L S ":f;':,f:h'
o 3 i,

Shock Absorber competition! EEE-H gm; Christopher &mngmh WRe
m mn - 1 Fbad.lngtun. Morden : JOBE
G hmn}nmana hr Pedro Maireles Ferreir, 4400 VW Gais, Por-
ance owers yet, but 0. Fachael Pugh, Cardifl CFS 4AB; Pau
at soon as he does we'll be Emmwm. Trin mP?EJ E‘H:‘EDS:DE Aot mﬂ
sending copies of the game out St D&@ L2 BRE: B n -
REB; Daniel Boon, Hol-
the following 50 runners-up: |gnur1 4 I-TI,I.. Maaren Kans, :.qum, 2813

Jason Bullsck, High Wycombe HP12 3UN; T J
., Sadtburn TS13 ALW, kan Gilbrand,
Farmby L37 20Z; Jonathon Higtan, Sheffieid
Lana 55 TTH; Steven Vickers, Car

L. Gteven Sowter, Sutton-Asfisbd
NG17 28X, Scott MoGEashan, Gal

AAT; Bruce McCoubrie, Beffast TEW.
Patar Aobinson, CT9 4NA. Paul Gib-
nay, Woodburn, Co im BT38 BHA; Garath

Clark, Ascot SLS 8TA; Alan Clark, Whitfield

EM; Wayna Miller, Biowxwich WS3 3HD, Paul
Grallacher o, G317 204; Luke 5 Cobb,
Hove BM3 5DM; Howand Cariisle, Hossiorth
LS18 4HD; Raymaond Johmaon, Londan W14;
Spencer James, Swanley BRE BAR: Darran
Staphans, Walsall WS1 4EJ, Kanson Low,
Wembiley HAD 3AG, T Sawvas, London N18
S0P; Cheryl Spencer, South Berfest 557
SJH; Sam Morgan, Cardif CF1 S5 Calin
Newman, Chasterfipid 540 2HH; Richard
Holchkin, Broxbowmne EMN10 TLN; Siman
Betts, W reen W22 BAB. Andrew Oilve.
Macciasfieid SK10 3HD.




DESIGN A SKIMMER

What a bunch of inventive
mphrnumtﬂlwn‘wgnth
do now is see i the Ludiow
tnetwnn?“f:w“uf hdw
a your ns

we'll have the ultimate com-

We'll CRL's

LONDON TOWN
The delectable Julia from HEw-

soN will soon be travelling the
streets of London with
Smith from Tupsley near

Hereford because his correct
entry was first out of the bag in
the City Slicker competition

MName ....

Address .

postcode

ADVENTURE CHART WRITE-IN COUPON

Please use block capitals and write clearly!

ophar Green, Droliwich WRE BPE, Huw

Bucknall, Goola DMN14 BHT: Trumaa

Mnﬁm Kincaidiston KAT 3XE. Martin
Bournemouth BHE 4D0;

Haden, an BO23 2TN: K A Hmn.g:':is-.:.1JI

'H'DE:!ST Daniel Ashmaore, Prymouth

PL2 . Howard Carlisle, Horsiorh LS18

lHD;BrdmLmﬂ‘-ﬁr' Warmingter BA12 SDE;

Bran Stesls, Tranent EH33 2NF. Spancer
Gore, FGE 70U, Brendan J

Fmr Lar : Steven Troft, Haiitax HXd

Luke Gistzen, London SE23 30M; Paul

Klrb‘-; Exster EX5 9EE- Richard Iy, Pann

4B0; T Hu.m:nl Colti V18 4DS;

11 OPG; David

Durkin, Exmouth

Haothikin,
H\HH?LN'HFM London N3 2HN; Bruce
McCoubrie, Belfast, Northam

iralaﬂl:i BTS

TEW: John Smith, SculianﬂFKmﬁHT David

Wihadiar, Heribworth CVB 1A, Paul

, Radclifle M2 9G2Z; Antony

Layzsll, CAl4 3JF; Anthomny

Stamp, Portslade Bh4 2 Bownass,

Coulgdon CRIIHE; , Richmond
DL10 5DA,

draw. He's a winner! A further 50
winners are about to receive a
copy of the game by way of con-
solation:

Roger McGilvray, Cumbernauld GE7 1PA; C
Warran, Hertford SG14 3T Carmel Bat-
tershy, Scale Hall, Lancaster; Alan Colliar,
Lockerbie DGE11 3PQ; Thomas Gamman,
Swansea SA1 40J; Mr Eamonn Moyvies, Lon-

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

| Please use block capitals and write clearly!

| TSHIRT SIZE

| Send your coupon to: CRASH HOTLIN
| LUDLOW, SHROPSHIRE SY8 1DB

dan W8 3DG; Marc Pennington, Pitternweam,
File; Master Peter Banks, Camoustie DOY
YDE; Ghris Dymand, Truro TR1 1Q8; Stephen
Fisher, West Drayton UBT aGDU; Paul

Grgenou
Round,
low SYH INK; | Andrews, London SW2

Radchifte M28 9GEF: Simon
ockion TS10 78T: Pralip King, Lud-
) BFG

Roger Grean, Wakefisid WE2 7EB: Charbe
Morgan, Addiscambe CRO BET; Colin Rsakia,
St.Monans, Fife KY10 20H; Gareth Blythe,
C-halmsh:!n:! UMZ2 6BG; Neil Blake, Carlton,

o
KT15

ham NG4 1ER; Joa Leist, Addiestone
TL: Phillip Bennatt, Grantham MGI3

4BL: Greig Christis, Kirkcaldy KY1 3RA:

James Pratl, Ashb
Devid Bore, H

-di-la-Zouch LEB 5TW,
n NE31 2ZJF; Wr ‘N

Knowbes, Southminster CMO TBB; Andrew

Bezant, Cr
Groby LES

mn NN13 5LT, Paul Wakel|
. B Chessaman, Penhill SNZ

YOU SAVED DAN AND DIGBY!

Lots of people completed Oli's
Dan Dare strip for him, and after
much deliberation the top two
prizes in the compeatition wea ran
with VIRGIN go to:

Wayne Trauis; of Northway,
Tewkesbury GL20 BRW and
Les Brown, of Ossett, West
Yorks WFS 0QD

They both collect a copy of Dan
Dare the game, a poster, a T
Shirt, a copy of The Man Who
Drew Tomorrow and the choice
of aeither five albums or three

videos from VIRGIN's
catalogue.

Meanwhile, three more
people collect a copy of the

game, T Shirt, and poster:

Simon Brett, Poughill, Bude,
EX23 9HB; Robert Bryan,

My top five programs are:

SLW; Mr Stewan Crofi, Lancaster LA1 40QZ:
"Lﬁltrl Wallace, Sheffield 511 TLG; Stevan Sur-

ridge, Isle of Wight PO33 30Y; A Challen,
Rushdem MM10 E&G 5 W Smith, Stockton
TS19 7LJ: Nigel Rubery, Pontetract WFE 285
:':-E"\M‘l l"ﬂl)ﬂ‘. - am SRT TER; Travvor Home-
Ay are 5G12 TDD; Christopher
B.m‘t_:guﬁmh Leeds LS25 1J0; Tony
Sheffield 510 3PF; To GD-OI:Ir.ry Flum!l:lrd
RMS 2EJ; Les McGill, Hford IG2 6AU; M S
Wyra, Birmingham B34 6AH; | J Welton, Car-
lisle GA1 2AN: A Thorpe, Seaham SAT 7J0;
Rober Fearon, Ellesmere Port LES 207: Llgyd
Robertsan, Reapham NA10 4E8: Anon, Lower
Bewvendean, Brighton BNZ 4GE: Matthew
Crvell, Yeowl BA21 5XB: Ir|n Francis,
Coulsdon CRI 3HT; 5 Kathravelu, New kal-
daﬂH KT3 BNY; Andrew Judge, Leyland PRS
1 £

Cheadle, Hulme, SK8 6DF and
Jared Smith, Saltburn-By-
The-5ea, Cleveland, TS512,
1PD

Finally, 25 runners
game and a poster:

collect the

TITLE

VOTE OUT OF TEN |

-

L | ™

My top five favourite programs in descending order

CRASH HOTLINE WRITE IN COUPON

are.

TITLE

PRODUCER

1

2

3

4

E, PO BOX 10, 5
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The Ultimate in comperirion PRO"™
Joystick Control

Arcade Quality
with 8-way microswitches

Faster response fimes provide a smoother, more accurate
playing action for higher scores and its tough, dependable
construction guarantees reliability during use.

* Ergonomically designed, nylon covered steel
handle and base for smoother playing action.

* Rubber action return to vertical of joystick for fast,
posifive control.

* Large, dual fire buttons for quick left or ighthand
operation.

* Non-slip, rubbér bus& pads ensure joystick
remains firm during play.

* Exira long 5 foot cable allows more comfortable
piu}rlng posifions.

* Guaranteed for 1 year.

Suitable for:
Amstrad; MSX computers; Commodore 64 and VIC 20

Avari; Sinclair ZX Spectrum (when used with an interface). Manufactured

Distributed in the U.K. by: inthe U.K. by:

e IIYHAMII:S marketing Ltd

Trading Estate, A Coin Industries Company

Norihamgtan Hiiva #JN, ¥ Coin House - New Coin Streel
Telephone: 0604 68711, Royton - Oldham OL2 &J2 - England
Telex: 311254 LEISFTG. Telephone: 061626 7222 Telex: 669705 Coin G

(——————— | 11¢ 51 I
—EXPRESS SPECTRUM,BBC
and COMMODORE REPA IRS I

FREE WHY PAY HIGH

GAMES WORTH £ 39 ‘FIXED'
WITH EVERY REPAIR* PRICES
NEW GLINEA, SALDT ARABIA, YOU DO NOT LIKE OUR ESTIMATE
SWEDEN, SWITZERLAND and WE WILL RETURN THE Cmmﬂ
e - FDHHU-NET‘I'-WEHMWa:.lthr ﬂfﬂdﬂﬁf{;{ﬂﬂdu:rrMmmm AND REFUND THE POSTAGE RRED
[= wu I our jﬂuf CINT| 1 E:| I ;
bt pour computer beog (IS, iy TURNAROUND_ NO-QUIBBLE MANCOMP o
high fixed’ pﬂmwnmng . E ;-:Sm ol e W GUARANTEE NO HIDDEN COSTS (Dept. C12 ')

take time to bulld, K18 FF&REEPUTATIUNM;ELT-&NE%E Because we repair hundreds of printworks LaméL;;nshuln'r&
we have been repairing ZX 81's, Y | have cone across a firm that will be - computers every week, we are  Manchester M1
Spectrums, QL's, Apples and mfeﬂ-mwﬂlu-;tna:wlsuwmm able to pass on our ‘component- phone 061-224 1888.
BBC's professionally, for 2V s MANEOME o s well s buying discount’ to YOU in OR 061-224 9888,
years — who Is cormning second? rﬁl‘lurtjrmﬂmtiﬁirem lower prices . .. ZBOA cpu
- quite willing to discuss your problems  £1.50, 4116 50p, Upgrade OPEN MON - 5AT 8am to Tpmi
'I‘D in all LK. with While-u-Wait repairs] wmmmmw fitted £18.95

¥ with INTERNATIONAL repair service! ETH;_E“!W - we bring down the prices for
COMPUTING ¥ AN 35 repairs and components! g
_ @ to charge LOW PRICES for the smaller (We may refuse ‘o revive
repai s| (e.g. 69 for keyboard faults) 4 FOR SPEED ~ “One firm at least can  computers suffering from
' @» effect any necessary repairs over e gttempted D.LY. repairs!)
. counter in 45 minubes. Based in E
s FOR LOW PRICES - "My computer Manchester, MANCOMP can offer very parcel sent by : |
bl.m-m:ermy,ltmkl'tm P, what is arguabily the FASTEST Fayal II_‘!H:EIpt!ﬂPm‘tanmnsurad r
T who fixed it in 8 minutes! and for less turnaround in the business to personal  for retum journey!
" than €108 They are Intla'l.fll-ﬁ'l%ﬁﬂ callers” CRASH Magazine JUNE 1985 m;ﬂﬂ day delivery include £1.50
and blinckngly effacient
DICEST. " THIS IS WHY Spectrum users from [Securicor by pnor arrangement).
London, Cornwall, Scotland, On-site maintenance for
FI:.H PROFESSIONALISM — “0f all the Birmingham, Liverpooi, Coventry, ILB.M.s and most makes of printers l%
“mms ‘Sinctair Uw Lescester, Glossop, [O.M.. etc. ais0 avaitabie.
AUSTRALIA, AUSTRIA, BELGIUM, Guaranteed 4hr responsel

PROFESSIONAL when tcametoadvioe  EGYPT, EIRE, GERMANY.HOLLAND,  wasieieet 0 0ol What we dﬂ tnday
PAKISTAN, PAPUA
and a helpful attitude” ALG B65. KUWAIT, NORWAY, PAKT FREE ANOWITHOUTGBLIGATION I others do tomorrow]

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER
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_CRASH MATCHDAY
@\ CHALLENGE 3,

XY

Paul Johns

Joe Waldron
Steve Baylies
Mike Sution
Stave Cartildge
Adam Harrison




ONE RAINY DAY IN
'NOVEMBER . . .

An impressive array of footballing
talent gathered in the function room of
the Starline Club. Adam Harrison had
travelled all the way from Dewsbury to
take part in the day’s events, chauf-
feured by his father. Paul Johns had
made the trip from Wokingham in
deepest Berkshire with Mark Gillard,
his self-appointed coach and trainer.
Steven Bayliss was accompanied by a
team of supporters — his family had
decided to make a day of it, and char-
tered a minibus to get them from Porth
in Mid Glamorgan. Cheshire, or more
cisely Malpas, was represented by
ke Sutton, and Birmingham’s con-
tender, Steve Cartlidge brought his
parents and sister for moral support.

Nervous glances were exchanged by
these five contestants as they tried to
ascertain each other’s footballing pro-
wess. The buffet wasn’t given a second
glance — the rigours of travel combined
with pre-match nerves meant no-one
was hungry. The sixth man, Joe Wal-
dron — founder of a short-lived
magazine called MDAS. (short for
Marich Day Appreciation Society)
wasn’t there — hafﬁc been overcome by
last-minute nerves or was he deliber-
ately winding u(}:l his opponents? The
tension mounted.

Three tables against a wall each
groaned under the weight of a monitor,
computer, and cassette deck. Maich
Day’s loadin ‘f, screen appeared on three
monitors and a pair of empty chairs was
in front of each table. Cameron Pound
could be heard setting up his studio flash
gear in the adjoining room, and flashes
of blue light illuminated the playing
area as he made the final adjustments.
The coffee percolator in the midst of
the buffet burbled its annoyance at
being ignored — or was it the rumblings
of a nervous challenger's stomach?

Then the programmers made their
entrance. Jon Ritman had driven Ber-
nie Drummond and Chris Clarke up
from London that morning and arrived
clutching a cushion " for the back trou-
ble and a carrier bag containing
favourite joysticks. Still no sign of Joe
Waldron — was he pushing gamesman-
ship too far?

First panic of the day was caused
amongst the assembled CRASH Min-
ions when Jon essamted that only one
Spectrum sported an Interface 2. The
trio of programmers are all confirmed
joystick wielders — ““what if we have to
E]ay someone who doesn't like using

?5" Jon asks. A hurried audit of the
CRASH peripherals cupboard begins
and then someone decides to ask the
contestants an obvious question: fortu-
nately it is only the programmers who
prefer joysticks — everyone else is hap-
piest using keys. First organisational
panic over . . .

No sign of Joe Waldron though.

THE RULES OF PLAY

With or without Mr Waldron, it was
time to explain the ground rules and
start the contest. It had been ordained
that the challenge was to take place on
a league basis, with contestants playing
each programmer in a match of ten
minutes each-way. Three points would
be earned for a win, one point for a
draw and nothing for losing. If there
was a tie on points after all the CRASH
challengers had played their three
games, a playoff would decide the over-
all CRASH champion. The champion
would then play each programmer once
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PaulJohns and Chris Clarke geit to grips
with some on-screen action in H“”r;;}{
One. Paul went on (o inflict a 5-2 defeat
on Chris—the first of many., Well, six, io
be accurate

more in a game lasting five minutes
each-way and a final league table drawn
up to rank the three programmers and
the CRASH champion.

Everyone understood. Except Joe
Waldron — perhaps he wasn't coming
after all. The draw was made and the
fixture list for five rounds of challenger/
programmer games drawn up.

PLAY BEGINS

As the players took station in front of
the Spectrums, with Steve Cartlidge
playing Ritman, Mike Sutton challeng-
g Drummond and Paul Johns taking
on Clarke, the audience settled into the
stands. A hushed, reverential air per-
vaded the room. The coffee percolator
Eurgied petulantly again. Stull, no-one

ad dared ?fpma-:h the refreshments.
Families and supporters looked on, tak-
ing their Dﬁ?““““it? tosize up the ‘sslay—
g skills the programmers and the
other CRASH readers.

As the first three games came to a
close, tension mounted and then sub-
sided quickly when the results were
announced. The players were able to
stand down from the eagle-eyed gaze of
an intense audience and relax for a
while. Ritman and Drummond had got
off to a cracking start, striking fear into
the hearts of all contestants with a 5-1
and 7-0 victory respectively. Clarke,

The Final Playoff. Steve Cartlidge and
Paul Johns bartle it owt for the ritle of
CRASH Maich Day Champion

who went 2-5 down to Paul, proved that
gr?grammcrs were not superhuman

eings after all. Clarke muttered gently
about Drummond having pinched his
favourite joystick for the Chal-
lenge. . . .

Steve Cartlidge was able to sit the
next round out, leaving Mike Sutton
and Paul Johns to take on Ritman and
Drummond respectively. Steve Bayliss
stepped up to play Clarke. During this
second match the tension in the room
began to disappear. The percolator was
relieved of several cups of coffee and
settled down to a contented hissing,
while one or two brave souls picked at
the buffet — it was well past lunchtime
after all!

At the end of the second round Rit-
man remained unbeaten, inflicting a
near walkover on the nervous Mike Sut-
ton, but the tide had changed for the
programmers. Clarke suffered his sec-
ond defeat and Drummond went down
6-3 to his opponent. ;

Paul Johns a ared to have the
makings of a useful player: played two,
won two. Could he complete the hat-
trick against the programming trio? He
was drawn against Ritman in the next
round, with Steve Bayliss matched
against Drummond and Adam Harri-
son stepping in for his first game of the
contest against twice-defeated Clarke.
Hunger had set in seriously amongst the
audience, and the programmers
declared a short rest break while they
took refreshment. Still no sign or word
about Mr Waldron's whereabouts.

Adam Harrison had drawn his first
game in the third round — against Clarke
who was still muttering about Drum-
mond having stolen his favourite joys-
tick. Paul Johns was about to get his
chance to prove his worth by taking on




Ritman, and Steve Bayliss went for-
wiard against Drummond. And then,
shortly after the kick-off . . . the mys-
terious Joe Waldron arrived! Consulta-
tion began with the organisers, and a
sixth round was added to the league so
that Joe could join in. The audience was
tucking into the buffet with a vengeance
{and was mysteriously swelled by the
greater part of the Art Department who
descended en masse from their garret in
the Towers after hearing rumours of a
free lunch.)

Sadly, Paul Johns succumbed to Rit-
man’s onslaught and failed to make the
hat-trick, but at the end of the third
round he was still in the lead having
played two games and lost one. Adam
started out by beating Clarke (hadn't
everyone?) and Drummond used the
stolen joystick to good effect, notching
up another victory.

Round Four saw Steve up against the
demon Ritman, Adam playing his sec-
ond game, this time against Drum-
mond, and Steve Cartlidge returning to
the arena hoping to collect a win against
Clarke. Everyone else had, after
al... And true to form, Ritman
inflicted yet another defeat and Clarke
managed to avoid winning,.

As the final round in the main non-
Waldron League began, Paul Johns
remained in the lead. Although Mike
Sutton had drawn Clarke and looked
set to win the match, he had already lost
two games and was out of the running,
as was Steve Bayliss. Adam Harrison
was still in with a chance — if he could
beat the demon Ritman., Steve
Cartlidge needed a victory over Drum-
Eli}nd to go forward to a playoff with

aul.

Once again, Ritman and Clarke kept
to their form, and so Mike and Adam
dropped out of the running. Steve
Cartlidge fought a close battle with
Drummond, finally securing a 5-4 vic-
mu'gI and setting himself up for a playoff
with Paul Johns.

The challenge was far from over,
however. The Waldron Round
remained to be played — could this late
arrival, playing firmly in extra time,
manage to pull off two victories against
the three programmers and earn him-
self a place in the playoff? Nobody was
surprised when Ritman strolled to vic-
tory against Joe. Drummond, however
conceded a 3-2 defeat, and if Clarke
kept to his form it looked like Joe would
be joining Steve and Paul in a three-way
p]sguff.

isaster struck for Joe, however.
Clarke managed to win his first game of
the day, 6-3 no less, so the latecomer’s
bid for glory was ended. It was time to
stage the playoff between Steve and
Paul - a single game of fifteen minutes
each way. . . .

The Challenge Final between Steve
Cartlidge and Paul Johns was indeed a
marathon game — half an hour of serious
keyboard pounding would be enough
to test the stamina of any Match Day
player, especially after the tension and
effort of competing in a league. Gradu-
ally Steve began to edge into the lead,
and then Paul's game seemed to col-
lapse for a while allowing Steve to ham-
mer a handful of goals into the net.

By the end of the Final, Steve had
built up an eight goal lead, clearly set-
ting himself up as THE CRASH

TCHDAY CHAMPION witha 13-
5 victory.

But before the presentation of a bottle
of bubbly and the official photosession,
the new CRASH Champion had to play
the three programmers once more to
rovide a definitive analysis of his per-
ormance against the byte merchants.
No doubt Steve was exhausted, com-
ing straight from a marathon playoff
into a trio of consecutive games, so he
may well have lost his peak form.
Nevertheless he gave a good account of
himself, scoring three goals against Rit-
man but conceding six and losing 4-1 to
Drummond before pasting Clarke
traditional, by this stage of the day)
e

THE FINAL ANALYSIS

The _I_%n}grammers and the CRASH
MATCH DAY Champion had played
seven games each by the end of the
afternoon. Here's how they shaped up
in the Super League:

ROUMD ONE
RITMAN
DRUMMOND
CLARKE

STEVEN CARTLIDGE 1
MIKE SUTTON o
PAUL JOHNS 5

ROUND TWo
RITMAN
DRUMMOND
CLARKE

MIKE SUTTON
PAUL JOHNS
STEVEN BAYLI S5

ROUMND THREE

RITMAN 3
DRUMMOND 4
CLARKE a

PAUL JOHNS
STEVEN BAYLISS
ADAMHARRISON

ROUND FOUR
RITMAN
DRUMMOND
CLARKE

STEVENBAYLISS 3
ADAMHARRISON 4
STEVEN CARTLIDGE g

ROUND FIVE
RITMAN
DRUMMOND
CLARKE

ADAMHARRISON 2
STEVEN CARTLIDGE &
MIKE SUTTON 6

SUPPLEMENTARY WALDRON ROUND
RITMAN 4 JOEWALDROMN
DRUMMOND 2 JOEWALDRON
CLARKE JOEWALDRON

As the Super League table shows, Jon
Ritman truly plays a formidable game:
he finished with a goal averape of +24
and seven wins to his credit. Worthy of
promotion for the next season.

Steve Cartlidge and Bernie Drum-
mond both played consistently well,
level-pegging on points. Bernie's slight
advantage in terms of Goal Average

Steve Cartlidge 4 0
Chris Clarke 1 0
Bernie Drummond 4 0
Jon Ritman 7 0

33 30 12 .
24 33 3 -9
22 12 +8
38 14 21 +24

o W e w
z

:
|

Steve Bayliss
Steve Cartlidge
Adam Harrison
Paul Johns
Mike Sutton
Joe Waldron

b B e B e
[ — 3 B — I — |

Chris Clarke

E
|

Jon Ritman

Goals Goals Goal

Lost For Against Points Average
2 9 10 3 -1

1 12 12 6 0

2 11 15 3 —4

1 12 B 6 +4

2 11 15 3 —4

2 9 12 3 -3

5 21 28 3 -7

3 26 21 9 +5

0 32 11 18 +21

Jon Ritman waits for the champagne
cork to pop while Bernie and ( fris point
at the new .'.".'.:rra_lr.-.'r 'l

sneaks him into second place above
Steve.

But Chris Clarke, deprived of his
favourite joystick or potgturned in &
ve showing on the day, losing six
of s gmﬁ and ending with a
measly three paints and a.!:Swap
of -9 to his credit. Relegated.
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A Chance to Become a
MEGA-CITY JUDGE!

Without doubt, Judge Dredd is the
meaneast judge in the meaneast city
in the world. He's no ordinary
‘judge’, sitting on a comfy chair in
a panelled courtroom wearing a
sily wig. He's out on the streets
dispensing justice and in the year
2000 those streets are really mean.

The cities of America have
sprawled far and wide. The
biggest of these awesome conur-
bations (LMLWD) is Mega-City 1,
and Judge Dredd is the toughest
lawgiver in town — he makes Cobra
look like a social worker.

The Judges try to keep order
despite the escalating crime
figures among the bored, teeming
millions. Criminals are known as
‘perpetrators’, or ‘perps’ for short
and .Judges dispanse the law
ruthlessly using their multi-pur-
pose guns. Judge Dredd has a
reputation: if a ‘perp’ sees him
coming, there’s generally no resis-
tance - the bad guys usually give
up without a struggle or end up

d.
At CRASH Towers, law is dis-
pensed not with a Dredd-style

Lawgiver, but with a well-timed
boot from a Doc Marten! Usually
placed in the rear of your toiling
Comps Minion . . .

It's just not fair. All | did was go
over to IPC Towers where the
great 2000AD comic, in which
Judge Dredd appears, is put
together. To get a feel for what was
going on with this competition,

our humble Comps Minion travel-
ed all the way down to London
and ascended the giddy heights of
Kings Reach Tower, where IPC's
artists do their thing,

In the art department, the nice
Art Droid, Steve Dillon was exp-
laining how they drew the frames
and put the comic together. Unfor-
tunately, there was this bottle of
Tipp-ex just sitting there on the
drawing board, and guess who
just happened to knock the bottle
over whilst gazing with awe as the
cartoon took shape before his
eyes? As you can see, from the
results shown here, the Tipp-ex
splattered all over the speech bub-
bles.

MNaturally, as the deadline for

that issue was about ten minutes
away, those nice people at
2000AD started to turn a mite
nasty. So, pausing only to grab the
now ruined artwork, | legged it for
the door. Whan | got back to Lud-
low, the Publishing Wrath was
great as | explained what had hap-
pened. | still can’t sit down.

Help me out, dear reader. Use
your imagination and restore the
captions to their former glory. As
you can see, this empty-bubble
strip is part of a story about the
confrontation between the great
man himself, Judge Dredd, and
another Judge who looks like he's
made just one visit too many to
Otto Sump's Ugly Clinic. Either
that or, going by the logo on his
heimet, Clint Eastwood/ Dirty
Harry is still alive and kicking in the
year 2000 and looking for a spot of
relaxation after his tenth term as
Mayor of Carmel.

The best wordsmith is going to
win a truly unigue prize; MEL-
BOURNE HOUSE will arrange for one
of the 200AD Art Droids to pro-
duce a portrait of the winner dres-

sed as a Mega-City Judge. And
the winner can choose which droid
is to do the portrait from the follow-
ing list: Cam Kennedy, Steve Dil-
lon, Darry Kitson, John Higgins,
lan Gibson, Cliff Robinson, Bren-
dan McCarth and Ron Smith.
Maturally, MELBOURNE HOUSE are
going to throw in a copy of the
game and a Dredd T Shirt.

Two runners-up stand to collect
the Judge Dredd Annual for 1987,
the Judge Dredd board game, the
T Shirt and a copy of the Spectrum
game. Finally, ten runners-up will
collect the computer game on its
own. Check out the preview in this
Issue . . .

Use your best handwriting and
whizz your words in to me at
JUDGE DREDD, CRASH, PO
BOX 10, LUDLOW, SHROP-
SHIRE, SY8 1DB making sure
they arrive bafore 28th February . If
you can't fit your captions imo the
bubbiles, jot them down on a piece
of paper, indicating clearly where
the words go in the drawing.
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VIDEOFACE TO FACE

Going all dotty on digitisers
a couple of issues back led
Franco Frey to fame, recog-
nition but no fortune. Not
that anyone mistook him
for Lesley Anne Down or
Marlene Dietrich, but the
arrival of a small parcel
covered in Dutch postage
stamps showed him that
Big Brother is watching
and reading.

Thinking about late Christmas presents, he
unpacked the gift. He didn’t find After Eights or Black |

Producer: DATA Skip
Price: £69.00 inc VAT/P&P

One quick look at the manual reve-
als a great deal about the author's
English, but little about the Vid-
eoface. After the usual prod and
thrust, the interface was married
to my now not-so-new Spectrum
Plus, which has developed the dis-
turbing habit of violently rejecting
incompatible interface partners.
Mot so in this case. The Videoface
should happily co-exist with such
venerable species as the Spec-
trum 16K/48K, Spectrum Plus,
128 and Spectrum Plus Two,
although experiments were not
made to prove all these bold state-
ments!

Clearly, Videaface is not going
to perform unless it is connected
to a video camera or at least a
video recorder ... as no
hardware was supplied to make
the connections, | pinched a com-
petitor's accessory left over from
an earlier review and made the
appropriate connections. As life
isn't worth living without software,
| loaded up a short program from
the tape supplied with the unit and
thanked God it wasn't recorded in
Dutch . .

The menu reveals the most out-
standing feature of Videoface —
animation. Could this really be?
Was this the breakthrough that
everybody had been waiting for?
Was Marlene Dietrich going to per-
form on the Spectrum?
optimised on speed and the result
is a conversion period of only 16
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Magic, but an insignificant looking black box . . .
immediately recognisable as a Spectrum add-on. In
fact, it was of the variety of video digitisers, previously
rare and unknown creatures, now suddenly popping
out of all sorts of nooks and crannies.

VIDEOFACE

non-interlaced TV screens, which
means a scan speed of only 320
milliseconds. At this rate, over
three digitised screens can be
generated per second, which
takes the user into the realm of ani-
mation. The effect is quite stagger-
ing, considering the massive limi-
tations of the Spectrum.

Choosing the right subject is the
main problem, as two aspects
have to be carefully considered.
One is the low resolution of the
Spectrum screen — so avoid pic-
tures with too much detail. Go for
close-ups and unclutterad
screans. Secondly, avoid fast-
moving sequences: consider that
the old B8mm home-movie
cameras operated at 18 pictures
per second — still six times faster
than the Videoface — and you start
realising the limitations. Try to
avoid panning shots or zoom
movements. As the digitised pic-
ture is generated over a period of
16 TV pictures, any major change
or movement creates a distorted
and meaningless digitised end
product

MARLENE DIETRICH
LIVE FROM THE
BLUE ANGEL

The video screen consists of 625
lines and for a flicker-free display,
it is scanned 25 times a second. In
the days when standards were laid
down, the frequency of the picture
signal was seen to be beyond the

It's rock'n'roll time, as seen through the VIDEOFACE

limits of technul%g , with the high
line resolution an 5lines. It was
decided to divide the full screen
into two consecutive scans of
312.5 lines, with the first scan
defining 'odd’ numbered lines and
the second defining the ‘even’. The
two scans give an interlaced dis-
play of 625 lines when viewed by
the human eye.

Most computers do not have
interlaced displays, and
maximum resolution is only 312

their *

lines or less. This means that if an
individual half-screen is to be
digitised and stored, it must be
done within 20 milliseconds. To be
able to record an individual TV
frame, a very fast analogue-to-
digital converter is required (a flash
AD converter) which measures
the voltage level of the video signal
and converts the value into a
binary number ready for storage in
memory. The main problem is that
these converters cost an arm and




T

WEC HC

a leg. That’s alright for special
effects as seen on Top Of The
Pops, where the video editing sys-
tem works with full resolution
screen storage to provide fantastic
scraen manipulations, but it's not
s0 good for home computers.

‘Home' digitisers work with
slow A/D converters which require
afrozen picture, as the conversion
of the screen requires several
scans and can last up to several
seconds. The sunser digitiser
reviewad a couple of issues back
took nearly six seconds, but
stored each point as a nibble — a
half byte — giving a grey scale from
1 to 15. When displayed on the
computer screen, the black to
white boundary could be set any-
where between 1 and 15. Further-
more, using up to three different
stippling effects, a grey scale

ect could be arranged, giving a
remarkably lifelike image despite
the low resolution.

With Videoface Data sKiP
optimised on speed and the result
is a convarsion period of only 16
non-interlaced TV screens, which
means a scan speed of only 320
milliseconds. At this rate, over
three digitised screens can ba gen-
erated per second, which takes
the user into the realm of anima-
tion, The effect is quite staggering,
considering the massive limita-
tions of the Spectrum.

Choosi right subject is the
main problem, as two aspects
have to be carefully considered.
One is the low resolution of the
Spectrum screen — 50 avoid pic-
tures with too much detall. Go for
close-ups and unclutterad
screens. Secondly, avoid fast-
moving sequences: consider that
the old Bmm home-movie
cameras operated at 18 pictures
per second — still six times faster
than the Videoface — and you start
realising the limitations. Try to
avoid panning shots or zoom
movements. As the digitised pic-
ture is generated over a period of
16 TV pictures, any major change
or movement creates a distorted
and meaningless digitised end
product.

CAMERAS
ROLLING?

The modus operandi is quite sim-
ple. Pressing the Q key initiates the
picture scanning and Videoface
daposits six screens, in rotation,
within a defined screen buffer area
of memory. Videoface also dis-
plays the screens on the Spactrum
and the animation effect can be
studied. As the Spectrum screan
is limited to 256 by 192 pixels, the
entire TV screen can't be fitted into
the digitised format — the digitising
frame may be positioned any-
where on the TV screen, using the
cursor keys.

When you're satisfied with the
last six disp SCreens, pres-
sing the Z or SPACE key interrupts
the scanning operation and the
last six screens are retained intact
within the buffer memaory. They are
now available for display by single-
stepping or for animation at vari-

NICHE

able speed. The rate of display can
be stepped up to create a quick-
motion effect. The screen on dis-
play can be copied or saved to

As far as-speed is concerned,
the Videoface clearly knocks
pixels off the sunseT digitiser. But
all is not well. The digitised screen
is stored on a pixel basis in mem-
ory, and grqﬂ;scaling values are
lost forever. The trigger point bet-
ween black and white is controlled
by hardware, and is adjusted by
twiddling a potentiometer knob on
the interface during conversion
time. Once material has been
stored, changes can't be made —
stippling effects can't be gener-
ated.

The net result is a comparative
loss in picture quality. A picture
captured by SUNSET'S equipment
with grey stippling effect can be
much better than a Videoface-gen-
erated picture. So it's take your
pick — animation or improved pic-
ture quality?

Videofaceis funtouse, butithas
some peculiar quirks. It is quite
annoying to have the mini-menu
blinking over the picture ﬂy:luu’m try-
ing to view when using the single-
step mode. A more serious matter
is that the program does not seem
to be crash-proof. In fact,
whenever a picture is saved to tape
the program decides to go off an
its own and leave the operatorin a
slightly animated state — espe-
cially when the intention was to
save all six screens to tape! Natur-
ally, the only solution is to reset the
computer and lose the contents of
the screen buffer.

Similarly, during conversion the
program has been known to wan-
der off. It happens to the best of
us ... The software consists of a
mixture of BASIC and machine
code that takes up about 1300

starting at location 63232,

e area between BASIC and
machine code can only be used by
switching animation off (an option
in the main menu), otherwise this
area is used to store the six
screens.

The manual lists Videoface com-
patible interfaces which can be
operated without interference.

CONCLUSION

A very enjoyable add-on for the
Spectrum, which can provide
haurs and hours of entertainment.
| still haven’t found any serious use
for a digitiser, but that, to my mind,
is not very important. Make sure
you have a video camera or a video
recorder with a good still frame
facility if you're after good still
shots.

I'll end by guoting the excellent
manual, which sums up all aspects
of the Videoface in a short and con-
cise way:

Now you can using the DATA-SKIP
Videoface pour signal from the
analogue world into a digital dress.

Interested image-grabbers can
SKIP. Lange. Willomsteeg. 10,

nge 10,
2801 Gouda, Holland
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COMPLIMENTIng
the SPECTRUM?

SAGA SYSTEMS are well known for their attempts to
change your meagre little Spectrum PCB into some-
thing that looks twice the price and feels three times
as important - now sAGA have leapt into the Spectrum
marketplace with a new batch of goodies for the more
serious user: The SAGA Compliment.

SAGA have collected what they think is the best
hardware from all over the Spectrum world, found
some complementing software and bundled it all
together. When added to a Spectrum PCB and TV/
monitor, this becomes the complete executive pac-
kage for those who want something more than a

NiC!

games machine.

DOMINIC HANDY, our resident word-processor
reviewer, takes a look at the collection of equipment
and software available for £343.85 including VAT.

MAIN

HMEHMLU

Tem vtilitlies elc.

D-PROCESSOR: “TLW"

QWEFIEE: i
AL ~-SHEET :

"Master file™

i

“ompicalc” |
@ - TLu Miifg

The front-end menuw that heads up the COMPLIMENT package

THE BRAINS . . .

The heart of any computer system
is the controlling software — it must
be easy to use, yet powerful
enough to push the hardware to its
limits. The Compfiment system
does its best to fulfil both of these
requirements. Once you've con-
nectad all your hardware together,
all you have to do is turn on, insert
the system disk and press RUN
{oh, and ENTER). That's it, you are
now in the Compliment Operating
Environment (COE): you never
nead know how your computer
works. This makes the Compfi-
ment System perfect for anyone
that wants the power of a compu-
ter without the hassles of prog-
ramming. In the COE you are pre-
sented with a series of menus and
sub-menus from which the disk
utilities and software provided
with the system may be accessed.
The three main programs invalved
are The Last Word, Masterfile and
Omnicale 2,

THE WORD
PROCESSOR. ..

The Last Word (or TLW as saga like
to call it), is sasa's contribution to
the software. | looked at TLW in
Issue 31, but I'll give a short
resume of its contents and perfor-
mance for those of you who are
too lazy to search out the full
review . . .

TLW's main attraction is, that if
you have a 80 column printer, the
screen can display the exact for-
mat of your printed text. You have
a choice of four character widths
from the most legible, 40 columns
to a clever (but eye-straining) 80
columns. TLW is not as powerful
as other word processors on the
market — it lacks a sophisticated
find/replace option, and has com-
plicated and limited block text
handling — but where TLW rules
supreme is in the area of compati-
bility with its surrounding peripher-

als.
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TLW's printer handling is sec-
ond to none, and the opus disk
drive is catered for in every way.
Other TLW extras include a cal-
culator and the ability to include
BASIC variables and data from
Masterfile directly into a TLW text
file. An extra program has been
added to the original TLW for
Compliment and allows the user
to define odd-looking letters and
symbols to appear on the screen.
This makes it completely compati-
ble with the Compliment printer,
which can print international
characters from eight different
countries.

THE DATABASE

Saca went for the best they could
get, and the best is cAMPBELL 5Y5-
TEMs' Masferfile. This database is
almost totally menu-driven, and
although it takes a while to

used to setting up files, it is rela-
tively quick and powerful, and can

NICHE

Spreadsheets are used to store
and collate mathematical data, By
applying formulae you can
(amongst other things) work out
VAT returns or forecast profits and
losses for a period of time. When
the results have been calculated,
they can be plotted on a histog-
ram. Unfortunately, although |
could get a print-out of the results
table, | couldnt manage to get a
hard copy of the histogram.
Omnicalc is arguably the best
spreadsheet on the Spectrum, but
| feel that the program is out on a
limb in the Compliment system, as
once you've got your results you
can't transfer them to any of the
other programs.

Unfortunately, all the software
seems to have been grabbed from
the respective software houses,
made compatible with the disk
system and the printer and then
left alone. If Compliment is sup-
posed to be a fully-independent
system, then the manuals should
have been re-written and the prog-

(f0 3ddress entered o8
FECOrds )

thi:

26 Wb Road
Eppang
Esseh

Checking up on Carruthers and Davies using the MASTERFILE
database software

use up to 32K for data storage in
the 48K machine. After data has
been entered, you can play about
with the on the screen presenta-
tion— using boxes, lines, and diffe-
rent text sizes and colours to
ﬁml nce the presentation of the

e,

The file search is very powerful,
and includes facilities to total up
and average numeric data. Mas-
terfile msﬁ?ts can be printed out or
savad onto disk via the addition of
a new opus disk option, and may
be used in conjunction with TLW
to give a very powerful letter-writ-
ing combination,

THE
SPREAD SHEET

Good spreadsheets are scarce on
the rum, so it is not surpris-
ing that Ornnicalc 2 was chosen to
fill this slot. It was originally written
and released in 1984 by those nice
people at MICROSPHERE,
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rams attered to exploit the
hardware to the full. As it is, the
package seems a little disjointed,
leaving Masterfile and Omnicalc
looking dangerously dated.

.« « AND THE
BRAWN

Now an to the expensive part of
your £343.85. Saca are amongst
the top producers of Spectrum
hardware, and they haven't
skimped on the Compliment sys-
tem. The hardware consists of
three basic components — the
keyboard, the disk drive, and the
printer. The keyboard would nor-
mally cost you about £50, the disk
drive around £100, and the printer
a cool £200.

THE KEYBOARD

Meed you ask? Of course saGa
include one of their own

TECHL

keyboards — not however one of
their best! They've decided that
the saGa 2+ is good enough for
the job — and they're almost right.
The unusual layout of the keys is
hard to get used to. If you fancy a
quick session programming, there
are no keyword legends on the
keys — you have to look at the
keyword layout at the top of
keyboard for guidance. The saga
2+ looks much better than any of
the Sinclair efforts, and is a neces-
sity for the keen word-processor
user.

THE DISK DRIVE

Mo surprises here either! Saca
have opted for the (almost) indus-
try standard opus Discovery 1 disk
drive. To my mind, pound for
pound, this is the best Spectrum
disk drive available. As well as ggt—
ting a 3.5 inch single-sided, 256K
(179K formatted) drive, you also
get a parallel printer interface,
kKempston joystick port, compo-
site video port, and an on/off
switch. The opus is compatibie
with Microdrive BASIC commands
{although you don't have to use
that long-winded method - opus
have their own shortened com-
mands).

Ly
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it at that price = it's worth much
maora (but | won't tell them if you
don't). The Polo is claimed to hit a
top speed of 150 characters per
second in draft mode — I'll take
their word for it — although normal
spead is 120cps and this gives out
very good quality output. Butif you
want a real surprise, look at the
25cps Letter Quality mode. At this
speed you would expect very
good quality printing — but to tell
you the truth it is very hard to see
the difference between output
from this and from a daisywhesal
printer that would cost you about
£500!

You also have the full flexibility
of a dot-matrix printer, allowing
screen dumps and outputin lots of
different styles. | did find however,
that once you were in LO mode
you were a bit restricted as to what
style you printed — for instance LQ
italics are out of the question. As
with all the hardware in the Com-
pliment system, the Polo Mk- Il
printer is one of the best in its
class.

SUMMARY

After having a good look at the
Compliment system, | am left with
the tealing that it is a bit too expen-
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The Discovery 1 is capable of
renaming files or copying from one
disk to another. It can even copy
whole disks at a time (all by using
one drive, although you can
upgrade to twa). It also offers the
added bonus of random access
files — which make the Discovery
quicker all round. ROMANTIC
rROBOT'S Trans-Express program is
included, and can transfer very
simple programs from tape to disk,
or any type of program from disk
to disk.

THE PRINTER

The printer chosen is the Polo Il
LQ. It's a dot-matrix EPSON-COM-
patible printer, and as | said earlier
it normally sells for £200 (and saGa
are the sole distributors). They
must be out of their heads selling

sive to lash out on all at once. As
TLW has just been released it
doesn't seem out of place, but
Masterfile and Omnicalc (although
good in their time) show how dated
they are if put through some rigor-
ous tests. | would much rather
have seen MYRMIDON SOFTWARE (the
designers of TLW) design a whole
new set of software packages. On
the hardware side saGa can't go
wrong — they have picked the best
of all worlds. Saca also realise that
around £350 is quite a lot for a
Spectrum owner, and they say that
they are willing to supply you with
the equipment that suits your
needs (and financial means).
Despite the my niggles about
the software, saca have come out
with a respectable challenger for
Uncle Alan Sugar's PCW: to my
mind, they've beaten him on all
counts — after all, his software
leaves a lot to be desired . . .
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Jon Bates was out
doing his Christmas
shopping when he
popped into his local
branch of BOOTS. What
should he see, but
CHEETAH’s latest
Keyboard and MIDI
add-on? CHEETAH
hadn’t sent him the
goodies, so a quick chat to the BOOTS Man-
ager led to a review ., ..

THE MK5 KEYBOARD

TECHUNICHE

For the first time ever, a computer-
based firm has stepped out boldly
into the territory of the music busi-
ness. Inshort CHEETAH, under com-
mission from BooTs, have
launched what is known in the
trade as a ‘mother’ keyboard. On
its own it's as deaf and dumb as a
stuffed dodo, but linked via MIDI
io either a synth, synth module or
MIDl hardware, it acts as a
polyphonic master controller of all
and sundry — especially those
synths equipped with fiddly little
keys. The instruction manual is
very easy to understand with jolly
diagrams of the various configura-
tions that can be achieved with the
keyboard and various add-ons. |
will assume that you have a little
knowledge of MIDI by now as |
have been bleating about its vir-
tues for some time (see — you
should have been paying atten-
tion!) .

The MK5 is a five octave
keyboard with full-size keys and
transmits MIDI codes. Obviously it
transmits note onfoff, but by
selecting the centrally-positioned
program mode button, the top
octave takes on wvarious other
functions: channel up/down,
octave up/down and program up/
down — programs here meaning
the sound programs banked inthea
synths—all 128 of them. Ared LED,
positioned to the right of the
keyboard, flickers ominously
whenever a note is played. From
this the channel, program, and
octave number are read off. End-
less sustain (maore correctly, ahold
function) is achieved by pressing
the mode button before releasing
ihe notes.

The pitch-bend wheel! is rather
oddly positioned — above the
keyboard and parallel to it. I'm not
sure that this is a good thing: no
other keyboard manufactured
gsince 1971 has done this. It's
almost as if it were an afterthought.
Another problem is that it only
bends half the value which the
synth is set to.

As with most products, CHEETAH
have had to suffer the problem of
how much they can include in the
MKS without raising the price too
high. Much of the MIDI protocol is
not here: keyboard split, modula-
tion wheel, transpaosition, tuning,
provision for sound layering and

velocity sensing are all absent. A
more serious omission is that it
does not work in omni mode —
transmitting on all sixteen chan-
nels simultanegusly. This means
that you are rather stuck when it
comes to using two or more mod-
ules as you can only address them
individually or by re-assigning
aach synth's receiving MIDI chan-
nel. Perhaps an intelligent add-on
box could provide multiple patch
(program) memaories and far more
detailed MIDI data instructions.
(Many thanks to the management
and staff of soots in Stourbridge,
who loaned us their one and only
MK5 for the purposes of this
review. Mass execultions have
since taken place in CHEETAH'S
promotions department as a result
of their grave oversight.)

MINI INTERFACE

The MIDI interface from CHEETAH
has still only appeared in pro-
totype form — there is however a
MINI interface. This is an extra for
the MK5S keyboard, but it is essean-
tial if you have a 128 but no synth.
It gives you control over the AY
8912 chip in the 128 which, it must
be admitted, was really designed
with arcade games in mind; only

iving you a basic square wave.

lugging in the hardware and
loading up the Microdrive-com-
patible software gives you full con-
trol over the chip: sound shaping,
pitch shaping, noise mixing and a
split keyboard function. The menu
appears as pop-up overlaysonthe
screen you are working on and is
very easy to work use.

Full marks for the graphic dis-
play of the sound/volume shaping
section (more properly called an
envelope). {t gives a pretty good
idea of what the sound will be,
although the sustain part of the
envelope seems to have a fixed
duration. |t's also a doddle to work
with. Not so the pitch envelope,
which is far more complex and
requires you to fill out an eight
stage table of up to 24 numbers
per sound. Why not simplify things
and display it visually?

The ‘noise’ is optional and can
be mixed in with the main sound or
heard on its own, It isn't wonder-
fully clear from the manual, but the

noisa is also shaped by the volume
envelope. There is also a modula-
tion option which allows the noise
to be affected by the pitch
envelope: a different sort of
‘swoosh’ sounds depending on
which part of the keyboard you are
playing.

The keyboard spiit is a goodie.
Although the chip is only capable
of playing three notes simultane-
ously, these can be split so that
the bottom two octaves of the
keyboard can play a different
sound to the upper part, a useful
and very sensible function. The

TECHONICHE

MKS keyboard —very efficient. The
big complaint hare is that none of
the sounds can be labelled, they
are known by numbers only. | can
see this as a real pain when you
have created various sound mues
and need to remember what voice
is what from file to file. Also a file
merge wolld be nice so that voi-
ces on one file could be added to
anather.

Given the limitations of the AY
9812 chip, cHeeTan have done a
fine job with this module. I'm not
sure that it justifies its price tag -

particularly as | could not get mine
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pitch bend on/off is re&I{I,y a non-
ly

starter as: a) you'd hardly fiddle
around with the pitch bend control
if you didn't want to use it so wh
bother to switch it off and b) it
doesn't track with the key scaling
— in other words it only bands a
fraction of an octave at the bottom
end but achieves a full octave of
bend at thi top.

There is a tremolo option which
does a fair job of chopping the
sound up, plus a sound file which
can contain up to 64 sounds —you
get 20 when you purchase the
module. Sounds can be called up
from the Spectrum or from the
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to work with any other MIDI
keyboard other than the MK5 (I
suspect some mix-up of MIDI
codes and flags). It is however a
fascinating and eas
Watch this space for details of
their next load of music modules -
it would seem that CHEETAH are
becoming very motivated in this
direction. J

Both these products are availa-
ble from most branches of BooTs.
The MKS will set you back £99.85
complete with power supply, and
the MINI interface £29.95.

JON BATES
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mi/drive cartridge. (€6 if updating)

= No's 1 to 20 only £4.50!

cariridge

Owersaas: add £1 Euro
ALL DUR PROO

{not updates)

TAPE UTILITY 9

This program gives a tape back-up of most software!
Even converts most jerky loaders to normal for reliable loading.

M )
S only £8.98 on tape (£4.98 f updating).
TRANSFER PACK 3 —fortapetodrive

A software system to convert many TAPE based programs to your
DRIVE (no matter what type) + OTHER USEFUL utilities. Mos! jarky
loadars are EASILY converted to drive. Pack has at laast 7 programs! Only
48k Spectrums. Opus/Beta owners add £1 for optional extra program.

State name of your drive when ordering. £11.99 on tape OR £12.99 on

INFORMATION SHEETS - £1 each — approx B transfers of popular
programe, per sheet — needs TP3. Up to No. 25 available. Special offer

MICROTRANS - for m/drive to m/drive back-up + tape to m/driva (incl
headerless) — does NOT convert programs. £3 on tape, £4 on m/drive

, £2 others each product. SAE for enguiries,
CARAY OUR MONEY BACK TEE

LERM, DEPT CR, 11 BEACONSFIELD CLOSE, WHITLEY BWY, NE25 9UW, (Tl 081 2533615)

51k!), fast loaders, etc, elc. 48
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WAR ON THE
PERIPHERY?

After much telephoning | have
found out mare about the joystick
problem mentioned in  last
month's review of DATEL's Snap-
shot 2. For some strange reason
the Snapshot would not work with
a CHEETAH Mach |+ joystick. The
stick worked fine with other inter-
faces, and the Snapshot worked
with older sticks — in fact paTeL
said that it would work with any
stick (and ANY software — but
that's another story . . . )

DarteL and cHEeTAH each have
their own explanations of what's
going on. Since they're in direct
competition, you may not be sur-
prised to hear that they blame one
another. Judge for yourself:

CHEETAH

CHEETAH blame paTEL for using the
wrong kind of “pull up® resistors in
the Snapshot interface, which
apparently means that it requires
an unusually high signalling cur-
rent. One other brand of interface
works the same way — the paATEX
inport, which DATEL decry as a
‘copy’ of their design.

Anyhow, CHEETAH'S new sticks
get into trouble because they have
been adapted to work with a nor-
mal interface OR the scrambled
socket on a Plus 2. The Mach |+
contains an extra resistor to make
sure that you can't damage your
computer if you accidentally use
the wrong plug. This resistor limits
the current through the joystick to
the point where paTeL's Snapshot
can't always tell what the stick is
up to.

90 CRASH February 1987
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This month Simon
Goodwin gets to grips
with the latest, and
self-proclaimed
greatest compiler
from HISOFT. After get-
ting into a bit of a
wrangle with DATEL
that is!

CHeEETAH say that their sticks
checked out Okay with DATEL'sS
switchable interface but admit that
they didn't try the single-port ver-
sion. DaTEL say that there's no dif-
ferance, By the time you read this
cHEETAH will have received ver-
sions of their sticks which use a
smaller ‘protection’ resistor and
therefore work with even the most
bad-tempered of interfaces.

DATEL

Dater flatly insist that there's
nothing wrong with their design,
tatty though it may appear. They
apparently have no plans to make
changes. They did their best to
confuse the issue by suggesting
that cHEeTaM's interface was
incompatible with CHEETAH'S own
joysticks! CHEETAH laugh this off,
explaining that Boots and Dixons
have been happily bundling that
combination for months with every
Plus 2 they sell.

As you might expect, DATEL also
took exception to my review of
Snapshot 2, though they made it
clear that they disliked the whole
TECH TIPS column, " The stuff you
write is absolute crap”, was their
snappy conversation-opener, and
maost of the rest of their comments
reflected a similar depth of
analysis. Perhaps they're miffed
that we can publish a 50p interface
design when they're trying to
dump old products with dealers at
£2-3 a throw!

DarteL did make a relevant point
about Jamie Neil's auto-fire mod-
ification, which was one of seven

TECH
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‘Tech Tips' | printed last October.
Apparently the modification will
nat work on ‘any' interface as
Jamie claims. I'm grateful to paTEL
for telling me this, but I'm not sure
that it's quite the damning indict-
ment they were looking for,

Like Hannah and Derek, | have
to trust readers to be exact when
giving tips about hardware | don’t
use myself. When | hear of snags
from manufacturers ar the many
readers who write in each month, |
print the detaills as soon as | know
about them.

This ‘honesty all round’ policy
discourages unreliable tips, as
contributors are always named.
Mistakes can crop up, but they're
easily fixed. In fact no one except
paTeL has picked up on the auto-
fire problem, and even they didn't
mention it until | phoned them to
talk about joysticks.

DarteEL suggested that the Snap-
shot interface | received was a
faulty unit. As | said in the review, |
suspected this for a little while, but
the facts indicated otherwise. The
review unit worked fine on simple,
unprotected software, but could
not cope with recent, more sophis-
ticated, software titles.

Later in the same call paTEL
alleged that ten per cent of Spec-
trums would not work with ANY
'push-button copier’. Whether this
is true or not = and it contradicts

the view of other manufacturers —
I'm alarmed that DpaTeL's
documentation made no mention
of the fact that Snapshot 2 might
not{wcrh on thousands of comput-
ers!

All of the other interfaces which
| have work fine with the test Spec-
trum. Indeed, the Snapshot
worked consistently well with
some software — but consistently
badly with other titles. Nothing in
pATEL'S long, arrogant diatribe ran
counter to my original judgement
—that the Snapshot 2unit supplied
for review was poorly finished,
with inadequate software.

SNAP CONCLUSION

So much for invective! For the tima
being, | would advise you to avoid
the combination of pameL and
CHEETAM joystick hardware, or at
least to try before you buy. We are
willing to try another Snapshot
unit, and submit it, with the ariginal
review interface, for independent
technical analysis, if paTeL feel that
they deserve a re-test. Finally, as
aver, | welcome letters from any-
one who can add to this debate.
We have already heard from a
reader who bought Snapshot
before our review was published
and returned itas of ""'unmerchant-
able quality™'.

THE ULTIMATE 2Z2X
BASIC COMPUTER

Maost of this month's column deals
with a new BASIC compiler from
HisoFT, the utility publishers who
have been regponsible for a
number of highly-respected pro-
ducts, including Devpac, the first
‘professional’ Spectrum assem-
bler, and workmanklike compilers
forthe languages 'C' and 'Pascal'.
The new product is called HISOFT
BASIC, and is billed as ‘a fast,
floating-point compiler for the Zx
Spectrum, 128 and Plus 2'.

We've always taken a special
interest in IC compilers in
TECH TIPS. In August and Sep-
tember 1985 we looked at eight
packages that promised to turn
slow BASIC into fast, efficient
machine code. One of those — The
Coit, now remaindered at £9.99 -
was published by wsorFT, but that
has not stopped the firm launching
another compiler.

If ‘compiler’ is a new word to
you, don't give up reading yet. A
compiler is a programming tool
that writes machine code for you.
it can be used to write games, (in-
desd, any program) or just . .to
‘soup-up’ existing BASIC
software. The 1984 rave from pss,
Frank'N'Stein, was written with a
BASIC compiler. You don't have
to be a programmer to use a com-
piler, but you do have to be vag-

uely interested in listings, gamep-
lay or speed. The more interest you
take in programming — at any level
— the more useful a compiler will
be.

FRIENDLY BASIC

Sinclair planned the Spectrum to
be a machine for budding prog-
rammers, rather than for games
players, so the built-in language is
very ‘friendly’. It lets you alter
programs as you test them. It
rejects lines that are 'obviously'
incarrect, although it can’t pick up
all errors by looking at a line in iso-
lation. You pay for this conveni-
ence, because ZX BASIC can
make no assumptions. It checks
every part of a program as it runs,
in case a POKE has gone astray or
you've changed something and
re-started the program.

ZX BASIC is termed an ‘'in-
terpreter’ because of the way it
works out everything it must do as
it goes along. Hisorr BASIC is a
‘compiler’ — a program that runs
once, to work out the exact mean-
ing of a program. A compiler gen-
erates. purpose-made machine
code to do the same job — but with
fewer checks and no time-wast-

ing.
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An analogy may help to make the
point. Imagine that you hire a
worker who is very fast and
efficient, but who can't speak your
language. You're the boss — the
program —and the clerk is the pro-
Cessor.

Imagine that you've already got
details of the clerk's task, written
on a sat of filing cards. The old
clerk used to read through them,
in sequence, and do the indicated
jobs. If your new emplo was to
work like an INTERPRETER he
would take a dictionary and start
looking up the works on the cards,
one by one. When he's translated
and checked a complete card,
he'd do the job — then he'd trans-
late the next card, and so on. The
worker can start aimost at once,
using the old cards you can read,
but he is slowed by the need to
Iranslate avery word every time.

It might be better to use the
approach of a COMPILER. In this
case you give the clerk a biro and
a set of blank cards, and let him
translate the instructions once and
for all. You end up with a copy of
the original instructions, in a diffe-
rent language. You can't under-
stand them, but the clerk can work
with them more easily.

Albright clerk — or compiler—can
incorporate other improvements
into the new set of instructions. For
instance, an old card might say
‘empty the 200th bucket', raquir-
ing the worker to count through the
buckats from the start to find the
correct one. The new clerk might
be able to re-write the instruction,
or make a map, so that the correct
bucket (or variable, or program
line) can be found at once. This
saves time, as long as the situation
5 consistent. If changes are
required a new set of specific
instructions must be made.

To summarise; interpreters are
guick and simple while you're
working out what needs to be
done, but compiled instructions
are more efficient once you know
what to do.

NITTY GRITTY

If a BASIC interpreter s very
inafficient, and the underlying task
is very simple, a compiler can
make BASIC hundreds of times
faster. In ather cases - say, when
evaluating trigonometric functions
or printing to the screen — the
interpreter and compiler work at
much the same speed. The time
needed to interpret such com-
mands is small compared to the
time needed to carry them out.

ZX BASIC is a ‘general purpose’
language, which makes it concise
and easy to learn, but sloppy. All
numbers are held in a fiddly float-
ing point form which the computer
must work with, piecemeal, An
enormous range of numbers can
be handled, to nine digits of preci-
sion = but that's often a vast over-
kill.

NICHE

The processor can handie
whole numbers of up to five digits
much more easily, but ZX BASIC
does not take full advantage of
these common 'special cases'.
The interpreter struggles on, daing
everything slowly, the hard way.
Every number is kept in five bytes
of memory, even if it would fit into
one or twao.

String  handling is  similarly
messy, ZX BASIC has no way of
knowing how big an undimen-
sioned string will become as a
program runs, It choosesto shuffle
values around to make room as
required. This usually means that
it spends more time moving other
things out of the way than it does
storing or recalling your text. That
doesn’t matter much when you're
testing a new program, but it
makes finished software much
slower that it need ba.

THE AIM

The aim of a BASIC compiler is to
give you the speed of machine
code — and hence the freedom to
use animation, sound effects, and
other time-intensive technigues -
while still letting you develop your
prngram in friendly, familiar ZX
BASIC.

It's easy to learn BASIC, and
mistakes are usually obvious and
easy to fix. By contrast, machine
code programming is compli-
cated, repetitive, pedantic and
hard to test. It's just the kind of job
you should give to a computer —
hence the existence of compilers.

Real programs, and the prog-
rammers, are hard to compare, s0
meaningless but standard prog-
rams (called ‘benchmarks’) are
used to test interpreters and com-
pilers in a quantitative way. |'ve
tested HisoFT BASIC in this way, to
see how it stands up to the com-
petition. But benchmarks are far
from the whole story, so I've also
given HisoFtr BASIC some ‘real’
programs to chaw on.

ELECTRIC

HACKERS

Before HisorFT BASIC arrived there
were two main types of ZX BASIC
compiler. Some required you to
adapt your program, or write itina
special way, so that it could easily
be re-expressed in machine code.
These compilers — such as soF-
TEK's 15, HISOFT's Colf, and my own
ZIP — cannot cope with decimal
fractions and limit the use of arrays
or strings.

These 'subset” compilers can
give very good results. They are
easier t0 use than compilers for
other languages, because you can
test programs beforehand with the
interpreter. But they're really just a
‘middle ground® between BASIC
and machine code. You need quite
a lot of knowledge to use subset
compilers effectively. They're not
a general solution if you've got a
slow ZX BASIC program and want
to make it faster with the minimum
of fuss.

TECHONICHE

ACCELERATORS

The other sort of compiler is aimed
at people who have already got a
program, and just want to speed it
up without having to study or re-
write the code. 'Full' compilers
can cope with decimal numbers as
well as whole numbers (‘integers')
but their code is usually 10 to 30
times slower than that of more
restrictive compilers., There's a
trade-off between compatibility
and speed, in that compiled code
tends to get slower as it works
more and more like the interpreter.
General-purpose compilers are
hard to write. The first Spectrum
one was sofFTex's FP, which coped
well with sums and strings but had
quite a few restrictions. It couldn't
handle user-defined functions and
calculations after GO TOs or
DATA. It also banned arrays of
more than ona dimension.
BLAST was a compiler that
sounded wonderful but never
worked properly. The publishers,
OXFORD COMPUTER SYSTEMS, went
bust not long after it was launched.
In many ways misorT BASIC is
what BLAST should have been -
and carries the same £25 price-

tag.

%ut 18 months ago Mcoder Il
arrived, from ERE INFOMATIQUE via
pss. To my mind, Mcoder il is the
best French program yet released
in the UK. It will compile almost
anything, although it draws theline
at array re-dimensioning and
‘add-on’ {for example, Microdrive)
commands.

Mcoder il is stylish = it runs
entirely in video memory, shares
variables with normal BASIC, and
generates a mixture of compiled
and interpreted code with many
optimisations. But the documen-
tation is poor, compilation is slow,
with two mandatory tape loads,
and the implementors have taken
a few “short cuts’, trading com-
patibility for speed.

THE CONTENDER

Hisorr BASIC will have to beat
Mcoder Ml if it is to ‘surpass all
others' as HWIsoFT claim in their
manual. It was originally written in
Canada on a TMS-2068 - an
American Spectrum. Hisorr have
impraved it and added full support
for the 128. Their magic formula is
a combination of the speed of the
restricted compilers with the flexi-
bility (at comparable speed) of the
full’ versions.

“HISOFT BASIC combines the
advantages of these two types of
compiler without any of the disad-
vantages”, the publishers crow,
claiming "simultaneously the fas-
test integer compiler and the fas-
test floating-point compiler availa-
ble for the Spectrums ",

DOCUMENTATION

These quotations from the manual
sell it short—after a page and a half
of hysterical self-congratulation it

launches into a readable, well-
designed tutorial. The compiler
loads in 100 seconds from tape. It
can be moved to disk or Microd-
rive without much hassile. It won't
work with some saca keyboards,
but saa have admitted responsi-
bility for the problem and will sup-
ply a 'fix" to anyone who runs into
trouble.

Nine small demonstration prog-
rams follow the code on either side
ofthe tape. The examples are well-
chosen to illustrate the way direc-
tives —extra REM statements —are
used to control compilation.

A simple graphics demonstra-
tion is 3.3 times faster after compi-
lation. A compiler can speed up
the number-crunching but it can't
do much to change the amount of
time actually spent plotting points
on tha screen.

A loop PEEKing and POKEing
display informationis 15 times fas-
ter when first compiled; an extra
directive, to say that some wvari-
ables are integers, makes it 408
times faster than BASIC| This is a
‘perfect’ example, in the sense
that it is something machine code
does very well and BASIC very
badly. A graphics program work-
ing from DATA with DRAW is about
four times faster after compilation
— this ratio looks more impressive
than it sounds.

The Sieve of Eratosthenes is a
program to find prime numbers.
It's another near-ideal example,
although 1 found it easy to con-
dense and speed-up HISOFT's Orig-
inal BASIC. The compiler ran The
Sieve about 174 times faster than
ZX BASIC. ZIP - once the speed
champ - accelerates the same
code by a factor of 160,

The last two examples are sort--
ing routines, which misoFr BASIC
makes 20 times faster. The lines
that generate random data for
sorting only speed up by about 50
per cent. | compiled several games
and utilities from my own collec-
tion, and found Hmisorr BASIC fast-
working and reliable. | found one
minor bug — STOP and RETURN
are treated as the same instruc-
tion, so you can't STOP inside a
subroutine.

The 50-page A5 manual by
programmer Cameron Hayne
reached wisoFT in  handwritten
form! The publishers have neatly
laser-printed it, but it is easier to
read then it is to use - it's more a
collection of interesting essays
than a reference guide. The tutorial
is excellent and the other parts
seem quite comprehensive, but
examples are rare and the lack of
an index is inexcusable,

The compiler is started by typing
‘C. Programs of up to a hundred
lines or 50 are compiled almaost
instantly. A 3.5K ZX BASIC game
compiled into 3.2K of integer code
in about eight seconds. As WisorFt
BASIC compiles your program,
gibberish appears on the screen,
whichisused as a temporary store
to free other memory for code.
Messages indicate erors,
routine addresses, and the length
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of interpreted and compiled code.
You must press a key twice to
clear messages and step between
the phases of compilation. The
compiler stops as soon as one
error is found. Hisort BASIC works
s0 fast that this is not an irritation.
You can fix the offending line at
once — just press EDIT.

Compiled code can be started
with “R, or 2 RAND USR com-
mand. "X clears out all the code,
but it doesn't tell the system, so a
subsequent "R will usually crash
the computer - bewarge!

T is the most innovative feature
- this controls a ‘trace’ which
keeps track of variable values as a
program is interpreted at about
half-speed. When you stop the
program you can see a list show-
ing which variables wera only used
to hold integers, and the maximum
length strings reached. If you test
a program thoroughly while using
“T you can use the list to tell HisoFT
BASIC which optimisations to per-
form, and thus get the speed of a
'‘subset' compiler with no need to
study the code yourself.

Hisorr BASIC is more restrictive
than Mcoder Ill, but probably a lit-
tle more compatible. Mcoder tries
to ‘guess’ at optimisations, but
HISOFT expect you to indicate them
by aﬂdir_?_?l directives in REM state-
ments. These indicate signed and
unsigned integer variables and
maximum string sizes; the default
is arather wasteful 255 characters.

Arrays of one or two dimensions
— but not more — are allowed.
Dimensions must be fixed, not cal-
culated as a program runs. VAL
only works with numbers in
quotes, and not with numbers in
stlr_igis — an annoying limitation.
Cc R and RUN are banned, as
are expressions in DATA, disk and
Microdrive commands. The music
command PLAY works fine on any
128, and is ignored by earlier com-
puters.

Minor quirks include a limit of
450 targeted lines for GO TOs, no
coercion in READ (so you must
mark integer DATA statements),
and no CLS when a program
starts. PLOT, DRAW and CIRCLE
assume the current colour attri-
butes, for top speed, so you may
have to add PAPER 8 or BRIGHT 8
statements in a few places. Divi-
sion is always done with floating-
point anthmetic = even if you're
using integer variables — unless
you put an INT around the division.

You can generally break into
compiled code in the usual way
while the compiler is lcaded, but
not thereafter, INPUT statements
are BREAK and crash-proof. The
new BREAK scan stops ZX BASIC
messages, so you can't tell what
line you were on, aven when you
BREAK normally into the interpre-
ter.

Code is concise, as library
routines are not included unless
they are required. Floating-point
programs tend to grow by about
20-30 per cent as a result of com-
pilation, whereas programs that
use Iintegers exclusively usually
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NICHE

shrink a little. A convoluted 15K ZX
BASIC program was compiled into
20K of machine code in about 80
seconds.

There is 29K free for BASIC and
compiled code on a standard
Spectrum. You can compile code
and DATA separately if there is not
room for everything together.
Hisorr BASIC can also work a bit
like Mcoder Ill, overwriting BASIC
with compiled code, if you give the
word. Spectrum 128 users get the
best deal. Thay can put the com-
piler entirely on RAM disk, allowing
up to 40K of code in memory at
once. HisoFt BASIC also soups-
up the 128's BASIC editar.

SPEED TRIALS

We have printed two sets of Ben-
chmark ratios for HisoFT BASIC,
showing the speed of floating-
point and signed integer code. The
table also shows the code tested
and the benchmark ratios of the
two fastest compilers of 1985 -
ZIP 1.5, for intef%er-handling, and
Mcoder I, tops for flops (FLOating
Point OPerationS, dummy!). Each
number is the ratio of the ZX
BASIC time to the compiled time.

TECHC

aspecially as it leaves DATA and
functions un-compiled, but it's still
a serious competitor for HISOFT
BASIC if you don't want to bother
with REM directives — especially
as it's half the price.

If you've got a 128, or lots of
programs to compile, or you want
to produce commercial software
without paying royalties, HISOFT
BASIC is the bast compiler on the
market. It is well-designed and
HISOFT have a good reputation for
supporting and developing their
products. But the price is high,
although you get a lot for your
money. Hisorr BASIC is going to
do well, but it won't sweep the
market.

FREE COMPILERS

Hands shaking from too much
zapping? Feel like giving it a rest
and compiling something? Instant
gratification! You may already
have a compiler lurking in your
software collection.

The first decent Spectrum
BASIC compilers — WVS and
Mecoder I — were effective,
although limited. They were rather
tatty in design, loading into a fixed

ZIP, MCODERI|II and HISOFT BASIC -

BENCHMARK RATIOS

Code Test ZIP
FOR loop 1 158
IFloop 2 141
Var arith 3 113
Num arith 4 192
4+ GOSUB 5 219
5+ loop 6 216
6+ arrays 7 191
FP Maths 8 N/a

HISOFT HISOFT MCODERIN
BASIC BASIC
(Integer) (Floating
point)
162 5.84 42.0
185 6.60 10.7
233 3.00 3.3
238 2.73 3.1
265 3.32 3.7
219 4.99 7.7
197 6.20 8.8
N/a 111 1.13

The table shows that HiISOFT have
succeeded in one of theiraims=to
produce a top-speed subset com-
piler — but Mcoder Il is evidently
an unknown guantity in Canada.
You should read TECH TIPS
Cameron!

The compilers have all been
specially tuned to compile such
arbitrary benchmarks, but it
appears that msoFT have neg-
lected their floating-point routines,
most of which just call the Spec-
trum ROM. In real programs
Mcoder may have less of an edge,

MCODER 1li
ol

Ly

6K hole at the top of the Spec-
trum's 48K address range. For
some strange, undocumented
reason all compiled code was
tangled up with code in the com-
piler, so it was impossible to save
a compiled program without sav-
in%_the compiler as well!

he budget game Nuke Lear
from cos contains a compiler, and
so does Frank'N'Stein from pss.
There's nothing, other than lack af
documentation to stop you play-
ing with these 'free’ compilers. |'ve
na right to print the original instruc-
tions here, s0 = like me = you'll
have to experiment to find out
what the compilers can do. This
should get you started . . .

NUKE LEAR

This is a simple, fast, politically
unsound game on ccs's Charlie
Charlie Sugar budget label. To
load the compiler type:

CLEAR 40000
LOAD "W" CODE

NICHE

TECHC

NUKE LEAR

Martin Lewis's WVS 2.2 compiler
will load, from part-way through
the Nuke Lear tape. Type in some

simple BASIC and type LET
X=USR 59900 to compile it. i all
goes well the address of the com-
piled code will be printed, and you
can run it with another USR call.
The compiler is integer-only and
quite restrictive. If a command is
rejected at first, try adding some
brackets: this compiler likes LOTS
of brackets!

FRANK'N'STEIN

This platform game was one of the
classics of 384, and has
appeared on compilations since.
Published by pss, it was written
with David Threlfall's compiler,
the original Mcoder. CHASH
reader Stuart Green claims (Okay,
paTeL?) to have dug out the com-
piler inside. This is what you type:

CLEAR 24750
LOAD """ SCREENS
LOAD " " CODE
CLEAR 40000

LET T=USR 60000 starts the com-
piler. You set the address where
compiled code is put with a
CLEAR statement. Again only
whole numbers are allowed, but
you can use one-dimensional
arrays and most string functions.
Redundant brackets may again be
useful.

These are old compilers, and
not of the same standard as recent
releases — but they're still fun to
play with if you're interested, but
not yet convinced about compil-
ers.

CAPTAIN’S
BACKLOG

I've got a massive backlog of post
— ideas, suggestions, pleas,
threats and demands for software
= 50 I'm going to spend next
month's CH TIPS sifting
through that lot, hopefully dis-
pensing a little information and
llumination en route. Till then,
please keep writing to me at the
usual address:

TECH TIPS, PO BOX 10, LUD-
LOW, SHROPSHIRE, SY& 1AQ
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Producer: PSS
Retail Price: £9.95
Author: The PSS team

Pss seems to be trying to appeal
to the mainstream market with its
“all action" Wargamers Series,
this game continues in this vein,
This kind of wargame is exclusive
to the computer, It relies on the
facilities offered by a computer,
and owes far less to board and
miniature gaming than more tradi-
tional implementations. This is not
instrinsically bad — just different —
and of its type Battle of Britain is
certainly not bad. But like pss's
other releases, it is as much a
game of reflex and quick thinking
as strategy, and there is not much
time for reflection and planning.
Potential purchasers should be
aware of this.

Apparently we all know about
the Battle of Britain, because the
rulebook contains no historical
background whatsoever. This is a
major deficiency; the Battle of Bri-
tain may be one of the more famil-
iar episodes in military history, but
as a matter of principle, all war-
games with any pretensions to
authenticity ought to back them-
selves up with information which
puts the action in context.

There are three basic game-
type options offered, the introduc-
tory level training game, the fast,
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spires of Oxford for the winding alleyways of Ludliow,
Although adventure games are now well-understood

m magazine, a wargame review
ite a good game. It’

THE NEW BROOM

Having temporarily forsaken the
as ﬂ'l;i nawifrnntlina n::lcinrumniat.
magazines in a specialised way, strateg

In a recent edition of another Spectru
and an assurance that despite everything it was qu
this, and yet what might be called pure strategy ga

| believe that all kinds of games, ‘minority’
opportunity to follow in the footsteps of Sean
divided between punting on the Isis, going to
restaurants. Despite these demands on my time I’'m sure I'll manage to fit in editing FRONTLINE.

Next month I'll be talking about the relationship between s
hobby, so let’'s have your views on that.

BATTLE OF BRITAIN

The map shows major towns, sirfields and radar stations in
the south of England. The command box is over a British
squadron. In the box top left is given the squadron's status and
the four arrows show where the squadron is off to - straight
into the path of the German raiders.

furious and very short blitzkrieg
game, and the full-scale 30 day
campaign scenario.

The training level is useful for the
first few attemnpts, but it is ludicr-
ously easy and becomes redun-
dant after any proficiency is
attained.

The Blitzkrieg only lasts for one
day, in this scenario the Luftwaffe
go for an all-out attack on every
target, and do it so quickly that
keeping up with the action
becomes close to impossible
without an extra set of faculties.

The campaign game is impres-

it's time for me to introduce myself
as a genre and catered for in most
y software doesn’t usually meet with the same depth of treatment.

opened with an apology for the fact that it was one,
s difficult to imagine an adventure being treated like
mes are just as different from the ‘arcade sector’.

or not, should have specialised treatme
Masterton. As everyone knows, the
college balls, being thrown into Ch

nt, and so I'm happy to have the
life of an Oxford student is hectically
rist Church fountain and smashing up

trategy and adventure software and the non-computer gaming

sive by comparison, both in terms
of content and length. It takes
place over thirty days, implements
a predictable strategy which is his-
torically accurate, and has a
choice of three speeds. In bet-
ween days the player has the
opportunity to make up the num-
bers of the squadrons from a pool
of reserves. This gradually
diminishes in quality as the days
go by, representing the recruit-
ment of inexperienced pilots. Play-
ing the campaign game all the way
through is a long-term project. At
the slowest speed, with the arcade
option, it could take well over five
hours. Fortunately there is an
option which allows the position
to be saved at the end of a day.

The fact that speed determines
the level of play in the campaign
says something important about
the game. The most important skill
which determines success or fai-
lure is the ability to dash the com-
mand box about the screen,
scrambling squadrons efficiently
and moving them to intercept the
Luftwaffe. No specific orders can
be given to the squadrons, and
unless the arcade sequence is
being played, the outcome of an
aeriel conflict seems to depend on
relative numbers.

Play. takes place across a
simplistic (but functional) map of
the south of England. British radar
stations, airfields and cities are




represented, and can be identified
by moving the joystick or move-
ment-key operated command
box. The date and time is perma-
nently displayed undemeath a
scrolling message screen. This
screen throws out a rapid variety
of information about the weather
conditions at airfields, squadrons
which are short of fuel or lost, and
cities and radar stations vwhich are

game. Success In shooting down
the German planes increases the
number of Luftwaffe casualties,
but playing through the sequence
greatly lengthens the time it takes
to get through any of the
scenarios, and missing it out

doesn't appear to put the player at
a disadvantage. It seems that an
entire Luftwaffe sguadron was
faced by a single Spitfire or Hur-

The arcade screen, at the cockpit of a Spitfire.

bombed by the Germans. Each
type of message is accompanied
by a distinctive audio signal, which
isn't & bad idea as in the faster
games there is scarcely enough
time to keep up with them. Infor-
mation about the strength and
condition of each squadron when
airbourne can also be obtained via
the command box. There are eigh-
teen squadrons available,
stationed around the nine airfields,
and all are either Spitfires or Hur-
ricanes. The Luftwaffe squadrons
are made up both of fighters and
bombers,

Many purists are dubious about
the arcade element which ess
incorporate into their wargames. it
is optional in Battle of Britain; if
selected, the player is given the
chance to participate in any battle
by selecting the sguadron in com-
bat and playing a brief snatch of
ungxciting simulation. This is cos-
metically attractive, but very basic
and slightly too easy, it is disas-
sociated in feel from the rest of the

ricang, that the German pilots did
not shoot back, and that they
waited o be attacked one plane at
a time.

The gameplay is fast and
smooth and it becomes absorbing
after a while; it's the kind of addic-
tion though, that comes from the
satisfaction of quick thought and
action rather than depth of
thought, and it may not be what
some people are looking for in a
strategy game. On its own terms it
has an atmosphere of authenticity,
and creates a playable fast-mov-
ing enviroment which many will
find enjoyable.

PRESENTATION 89%
Substantially packaged and good
on the screen

RULES 79%

The rules which relate to the oper-
ation of the game are clear and
concise, but there is a woeful lack
of background material

PLAYABILITY 86%
The gameplay is smooth and fast
and has a degree of hookability

AUTHENTICITY 87%
Deviations from historical accu-
racy are acknowledged; the pat-
tern of Luftwaffe attack is authen-
tic and there is a frantic feel to the
gameplay which recreates the
atmosphere of the ariginal battles

OPPONENT 77%

Follows historical strategy, but
chooses targets randomly. Mot
much subtlety

VALUE FOR MONEY 83%
. . . depending on what you're
looking for in a wargame

GRAPHICS 78%

The graphics are not stunning but
?She*_.f are clear enough and do the
I

OVERALL 82%
Recommended as a fast-moving
puzzle

LEGIONS
OF DEATH

Producer: Lothlorien
Retail Price: £9.95 Author:

A curiously uninformative title,
behind which lies a game concen-
trating on simulating the role which
naval warfare plawd in the Punic
Wars. The Punic Wars were quite
as important as the MNapoleonic
Wars, and were largely about who

slow and massive Ct Heptares.
Once the type of ship has been
selected the player can decide
what kind of crew to assign to it,
including whether to  have

specialised marines and archers
aboard. He must also decide on
‘optional extras’, like towers and
sails, to add to the basic design. A
good crew and extras increase the
fighting efficiency of the ship but
they all cost money. The most

The larger map shows the entire playing area, the smaller the

details of movement and combat.

was going get the chance of mak-
ing an empire of the world, the
Romans or the Carthaginians. It is
to this conflict that the famous
episode of Hannibal and his
elephants belongs, but the wars in
their entirety lasted from 264BC to
146BC. The turning-point came in
203BC when Rome won a decisive
land victory at the Battle of Zama,
after which Carthage was a
doomed city and its eventual
destruction was inevitable.

The main reason for the
Cathaginian defeat was the
Roman success in neutralising her
powerful naval position. In 264BC
the Roman people voted to aid the
Mamertines of Messana against
the Carthaginians, and met Carth-
a?e for the first time on the Island
of Sicily.

The objective of the game is to
move ships into neutral and enemy
ports, and ship gold from them to
the capital city. You must also
engage the enemy when they hap-
pen to be encountered in the pur-
suit of these goals.

The player must first design his
fleet, in a manner which is inevita-
bly slightly artificial but neverthe-
less contains animpressive variety
of choice and detail. He starts with
atreasury of 1000 gold pieces with
which to buy the navy. There are
five basic models of ship offered,
in ascending order of price fram
the small two-oar bireme to the

expensive ship it is possible to
design costs 214 gold pieces, and
only four car be bought with the
iniial funds: By contrast the
cheapest ship, a bireme with a
crew of slaves, no marines,
archers, or extras, only costs 15
gold pieces. In between, there is a
vast permutation of possible
prices and the maximum fleet of
sixteen can be built up of any com-
bination of ship designs. Thereisa
copy facilty to duplicate a ship
you've designed if you want more
than one to that specification,

Once the fleet has been built to
the player's satisfaction, the prog-
ram moves onto the main map
screen. There are two maps, one a
static large-scale representation
of the Mediterranean area bet-
ween Italy and Carthage and the
other a scrolling small-scale map
showing detail. Most of the action
takes place in the small map, as
orders are given via it, and the
ports and ships can only be seen
onit.

Orders are given to the fleet by a
series of icons. After the idiot-
proof clarity of the purchasing pro-
cedure, this is where the operation
of the game can get slightly con-
fusing. With a little perseverance
and patience you can get the hang
of:the system, and it does not
remain hopelessiy cumbersometo
work,

Each ship must be given its
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orders individually atter being
selected by means of a cursor on
the small-scale map. Movement is
subject to how fast the rowers
have been instructed to go and
which course is set for them. If fully
rigged, the ship will go with the
wind direction without intervention
from the rowing crew. The system
is clumsy but no doubt reflects
real-life difficulties of navigation
and co-ordination. Gold can be
loaded and unloaded from ships
when in port, and damaged ships
can also be repaired at a cost.

Combat with the enemy can
only happen when ships collide,
and the result of these encounters
has already been influenced by the
type of ship and crew selected.

e players role in these ancoun-
ters is limitad to the option to grap-
ple or degrapple. Combat can go
on at the player's choice for as
many rounds thereafter as it takes
to sink one of the ships.

One interesting feature is the
user-definable victory conditions,
which add wvariety but detract
greatly from the feeling of histori-
cal authenticity. Victory is defined
in terms of gold accumulated,
enemy ships sunk, and ports cap-
tured.

ltis very easy to set an extremely
low set of victory conditions and
win after the first tumn, but the
maximum victory conditions of
2000 gold pieces, sixteen ships
and fifteen ports take a long game
to achieve.

There is a two-player option, but
in one-player mode the player is
always Carthage. This may well be
to disguise the fact that both sides
start with exactly the same naval
resources, something else which
detracts from an authentic feel,

Tha game lacks variety, there is
nothing to do beyond ferrying gold
to the capital and bashing into
enamy ships that get in the way.
As an end in itself this presents a
satisfying task, but it is slightly
divorced from a real historical con-
text despite the Greek trimmings
of the construction stage. The
overall impression is nevertheless
refreshing, and anyone with an
intrinsic interest in the era, or in
naval warfare, will find a lot to
enjoy in the game.

PRESENTATION 91%
The on-screen impression is
excellent

RULES 80%

The rules are not extensive, but
they are concise and cover every-
thing. The flow-chart is a nice try
PLAYABILITY 82%

Slightly sticky sometimes, but
after practiceit's easytogetintoa
rhythm

GRAPHICS 86%

Functional and very attractive

AUTHENTICITY 79%
There is a cosmetic authenticity,
but the gameplay doesn't really
recreate anything

OPPONENT 81%
Pity you can't choose sides in the
one-player version

VALUE FOR MONEY 84%
Ts should keep you going for a
while

OVERALL 84%
An interesting and good-looking
game
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Dear Phil

o'

While wading through the 50p bar-
gain buckst in the computer
department of the local Boots, |
;qur!d many software ‘clas-

compatibil for all the latest
hits . . . of 1983

Yes, they were actually selling
Sroat | mﬂmcmrfgir b
" ng to r

Co et 3 s o
be & bargain. 'what's the problem’
| hear you asking. Well, there was
a reason for the cheap price. Yes,

58

you, or one of your readers, could
§ i g
iong on game —
ur?a. I'lcrwl the game works, any-
thing ... !

| would be very grateful for any
assistance you could profer, as |
fﬁmld m.ini'lnf hﬁhutﬂgain the

this, apparently
excellent, game.
work.

Kesap up the
Paul F JCambridge.

I'm sorry, Paul, but | can't help you
with this. Games Workshop, who (ac-
cording to my diligent research)

published
to remember anything about it. But
I'm sure every reader of this col-
umn knows mare about it than me,
so please help Paull Of all the diffe-
rent types of game, | should
imagine that a strategy game with-
out instructions is most use-
lass.

Pl

Dear Philippa,

As a result of the FRONTLINE coi-
umn in CRASH (the only magazine
which has a wargames section) |
G Yo g, vl PUrchassd 1o
one : rc t
axcm::gnnham %

Since then | have watched this
aspect of the industry expand
(seven wargames were advertised
in the December issue) and vastly
im in most ;

owever there is a distinct lack

of fantasy wargames. | only know
three; Lords of M;dnmm%oam-

Rings being an adventure. Tolkein
has written the perfect formula for
fantasy wargames. | for the
day when | see Orcs, :
over
TV screen - L
also feel that there ﬂmuldbli
more modem nuclear wargames.
almost bought Theatre Europe

until | discovered that it wasted
memary on an arcade section,
sumaﬂwﬁmrln feel should be
excluded all wargames.

Also | think that more wargames
should allow joystick controlled
movemeant.

Finally we've had HURG, The
Quill and GAC so what about a
program to design your own war-
games. Also all new games should
allow the players to re-design the
playing area.

| am quite happy with the pre-
sent situation however, and these
are only minor paints. Anrwa)'v

pod luck with the new job and
gwnywcanaxmndthamlmnn.

Ally Hume, Fife
PS: Can you name me any good
two or more player mes, as
well as where | could buy a rule
book to play fantasy tabletop war-

wargames the
8 would be wider. Mike Sing-

bestsellers and prove the point,
Besides, there's so much scope
for different gameplay elements
like battle magic and race animos-
ity. There's no reason why Tol-
kien's books shouldn't be trans-

A wargame designer
demmm.bmmm
tive and popular like the Quill
it would ine have an
eneverating(LMLWD) effect on the
strategy software scene. Unfortu-

nately, | think this is what has hap-
pened to adventures.
Desert Rats is still the best two-

farty i you

around, particu-
ve a 128. it's easy for







Hordes of PBMers are set to
appear at the doors of the Por-
chester Hall on 7th February,
sagerly awaiting the start of the
Second British PBM Convention,
which begins at 10.30am. This
month, instead of the usual game
overview, | present you with a pre-
view of what | am told will be at the
convention . . .

MAJOR

Most of the major PBM companies
in Britain plan to be there, showing
(ﬁnﬂ selling) their wares. John

ichalson, Managing Director of

Dear Brendon

Would you please answer two
questions for me: how do | find out
more about the PBM games avail-
able, and why do they cost so
much to play?

Matthew Butler, Thundersiey, Essax

Write to either Flagship or PBM
Magazine, details of each can be
found in earlier MAILBOXES. PBM

Dear Brendon
It seems to be that kic cames are
about to drop their popular game
Crasimoff's World: player num-
bers have admittedly falien to just
600 from well over 1000, but is this
fair? A petition is being organised
by the remaining players to alert
the non-fussed GMs that CW will
be missed,

If xic do go ahead with their
plans, | hope that their other
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SHOWTIME!

VORCON GAMES, intends to
demanstrate his wonderful Vorcon
Wars game as well as launchin
Super Vorcon again for the benefit
of those who missed the pravious
launch. John is held in some rever-
ence by the hobby as a whole —
probably owing to the fact that try-
ing ta hold of him for a chat is
like trying to track down Melissa
Ravenflame, 'cos it just cannot be
done. (NOTE: GMs tend to believe
the word chat, when related to
PEM, also means cheat — what
other ways are there to subtly
glean gaming information?) | have
a lot to say to John. . . .
MrTRecAMES, long established
GMs of such epic (but expensive)

Imes are quite expensive to play
use of the amount of effort

and resources put into them by the
GMs: Many GMs put a lot of time
into your turn por h_‘ aﬂg
pricas, in Fen.sval ect this.
well as administration costs,
must bear in mind that the
companies must also pay postage
and paper costs! A

LATE CRASIMOFF’S WORLD?

gar:es do not suffer the sameafate.

Although | have heard nothing
from KJc about the matter, several
readers have mentioned concemn
over CW's fufure. It does, at first
glance, seem unfair on established
players for kac to drop the game.
Any comments? -
K

games as Giobal Supremacy, Mid-
gard and Tribes of Crane should
be launching their new strategy
game Starship Commander. | am
reliably informed that this is a sci-
ence fiction game. | would never
have  guessed| Meanwhile,
SPELLBINDER GAMES (Kays of Bied,
Spiral Arm and Warlord of Kaos)
launching a new tactical game cal-
led Kingdom — something to do
with royalty, greed and economics
but not necessarily in that order.
The final major PBM game
release scheduled for the conven-
tion is from sLOTH ENTERPRISES
(who will also be plugging The
Enchiridon, Kings of Stesland The
St Valentine’s Day Massacre).
Their new game is called American
Football, which is a revarmped ver-
sion of the well established
amateur game Game Plan. SLoTH
state that there will be two ver-
sions of the revamped version,
ingeniously named ‘simple’ and
‘complex’. Mike McGarry men-
tioned that he found the simple
game too complex — | cannot even
understand the real game!

AND MINOR

The lesser-known companies
expected to have stands include
WHITEGOLD, NO-DICE GAMES (pre-
senting a game called Cassus Belli
or Domination, depending upon
whether you believe the rulebook
or C&VG), Aes and their new range
of games. A host of others com-
panies should be represented,
including maa GAMES. In general,
anybody who is anybody in the
PBM world will be present (exclud-
ing KJC GAMES and IcBM) to chat
with punters and plug their games
with special startup offers and
competitions,

UNDER
AGE?!

Dear Brendon

A friend and | both read your col-
umn with interest, and we would
like to start up a PBM game of our
own. We are fourteen years old
and are wondering how to go
about running the game: are wa
under age? Could we correspond
through a parent? How do we
patent or license our game? What
taxes must we pay? | hope that

heil ;
ﬁu can help us

Most of your fears are really
frrelevant  at pm.';ent_ ] &muid
s t that first of all you design
E%n & simple game for your
friends, as launching a commercial
game involves a lot of commitmeant
(both now and years into the
future), and a fair bit of capital
(money, paper and so on). In less
than two years time you will be fac-
ing exams which (believe me!) will

JOURNALISTS!

The media will be represented by
Flagship and PBM Magazine, as
well as Computer Gamer's Mike
McGarry, C&V(G's Wayne. And of
course, me!

DEMONSTRATIONS

There are some interesting demos
lined up for your entertainment:
LABYRINTH intend to take the stage
with some live RPG — great fun,
even if you aren't a fan of Dun-
geons and Dragons. There will be
a demonstration wargame going
on for most of the day, as well as
the usual computer game compet-
itions (be there early to get into
these) and the PBM Award cere-
mony. Incidentally, also attendin
will be a caricature artist who will
take the michael out of you on
paper if you pay him (probahly the
artist who drew me. . .) - plus a
guest appearance from Dave

;. No relation to Bonnie,
the White Dwarf SF writer,

BE THERE

Admission on the day will cost
£1.50 - the Porchester Hall is in
London WE2, near Paddington
Station. Take some money with
You to take advantage of the
cheap startup offers. | shall ba in
the bar, as far away from the Heawvy
Metal stand as possible. Have
fun!!! ¢

PS8 Incidentally, those of you of
pub-going age may be interested
in attending the SF meet on Friday
6th February in The Crown, Brewer
Street, London W1 . . .

“
TWO QUESTIONS ...

take up much of your time and the
last thing you will want while trying
not to study is a reason not to
study — Know what | mean? | do
not advise running anything mega
profit making (norn% common thing
for PBM companies to do) before
You are certain you can handle the
responsibility involved,

BK

HIDDEN COSTS

Dear Brendon

Could you please tell me how often
I must take a turn in a PBM game,
and could you give some exam-
ples of ‘hidden costs'. | hope you

ﬁsnme more Nﬁamw

Turn frequency varies from game
to game. In open-ended games
which run in ‘real time® (in which
turns for your particular game
might be ssed five days a
week, for instance) you can send
your tums in almost when you like
—just don't miss a turn for over five
weeks or else the GM will think you

have dropped out!




In deadline games, you gener-
ally choose on startup whether you
play in a fast weekly turnaround
game, the normal two week game,
or a slow international three/four
week game. Once the game has
started you must stick to this
deadline. Turns can be missed at
the expense of your opponents
daveloping while you do not.

Hidden costs are additional
charges enforced by GMs when
you do something considered as a
special action in that particular
game, or if you send in more orders
that usual. For example, if a com-
pany runs a game where the nor-
mal turmn cost is £1.00 for fifteen
orders and a charge of 5p per extra
order exists then should you send
in seventeen orders one tum, you
will be charged the normal £1.00
plus two charges of five pence for
your extra orders, incurring a total
costof £1.10.

Mentioning no names, some
firms advertise only the lowest tum
charge, and m most cir-
cumstances it is possible to play
the game properly without inclr-
ring the extra (unmentioned)
charges. Thus a £2.00 per tum

me may, in real fife, cost over

.50 per turn to play well. This is
why | mention when games have
higden charges, and you should
generally beware of them. Having
said that, just because a game has
hidden charges it is not necessar-
ily a bad game!

BK

HELP

Daar Brendon

After reading your column, | have
become interested in PBM gam-
ing. IHGWE\I'EF, | have one or two
quenes about the hobby. If | want
to leave one of these games, will |
have any of the problems
associated with record clubs and
the like? Also, when | do leave,
what happens to my character -
does he/it die off, retire or vanish?
Finally, you often quote ‘tur-
naround’ times. Must moves be
within the deadlines, or can time
be taken off to sit exams, for exam-

pla?
Angus Rae, Appin, Scotiand

In general, ‘drop-out’ positions
becorme GM controlled {or uncon-
trolled, if that makes any sensea)
antities within the game to be con-
quored by other players. Drop-
outs are rarely ‘bugged’ by PBM
firms; as long as you do not leave
the game owing any money, the
only (if any) post you will receive is
news of new games or automatic
turnsheets if you are still in credit.
You do not have to send your tums
in for each deadline (you miss the
turn if you don't) and arrange-
ments to keep your position active
autonomously while you take time
off can be made with most GMs.
They are, after all, only human.
With perhaps a few excep-
tons... !

BK

DIPLOMATIC
DIRECTORY

The odds against me were awesome.
My once d armies lay in hiding
in the beast-infested forests of
Knall, awaiting the certain advance

of the Dorvair warriors from the

South. All escape routes to the
North were blocked by towering
mountain ranges, and to the West
lay the deserts ruled with iron and
fire by the Vlar. What could I do to
survive the next turn?

Fortunately, I had the latest copy
of CRASH to hand . . . my only
hope was to find a powerful ally.
Perhaps I could find a saviour within
— a member of the elitist Diplomatic
Directory? All I had 1o lose was a
stamp, & fair price for the safety of
my crumbling empire . . .

48 Maorketstead Estate, Kirton, Boston,
Lincolnshire PE20 151

GAMES: Vorcon Wars 72 & 78; Capitol
15, Earthwood 52; Arcadia 6; Star Empires
1; Conguest

*002 Jason French

78 Princes Road, Ellacombe, Torquay
TQI IPA

GAMES: Vorcon Wars 75 (Commander
BLITAD)

*003 Travis Smith

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

GAMES: Starglobe 4 (S5 Belle Tulic)

*004 Robert Darbyshire
22 Tharnton Gate, Clevieys, Lancs, FY'S

i
2 0e's A Crime! | {Death War-
riors); I's A Crime! 4 (Megacity Blucs)

*005 Stuart Millinship
17 Graveney Gardens, Arnold, Notin-
gham NGS 60W

GAMES: Vorcon Wars 75 (Commander
SHUTUN)

*006 MrGG

10% Kings Road, Farncombe, Surrey
GU7 3

GAMES: Satumaha; Crasimoff’s World;
Explarers of Oriem; Lands of the Crimson
Sun; Aes; Markaf Chaos; Untamed Land;
Vesuwian

#007 MrC ] McCarthy

39A Seaview Road, Liscard, Wallesey,
Merseyside L45 40N b

G 8: Searglobe 1; Star Empires I;
Vorcon Wars 19; Saruernalia; Fleet Man-
oewvres PIOT

*008 Scott Macfarlane
2 Broomside Terrace, Costorphine, Edin-

EH12 7.2
Emss: Voreon Wars 60; Super Vorcon
Wars 77

*009 Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotland KA% ZAA

GAMES: Vorcon Wars 80 (Commander
PEPISH); Arcadia; Conguest

#0010 Kev Wasey

4 Clarkson House, Mai“-wh:ﬂmd. Bat-
tersea, London SW1

GAMES: Earthrwood 30

*011 [lan Hudson

53 Deepmore Close, Alrewas, Nr Burton-
upon- T rent, Staffs

GAMES: Vorcon Wars 65 (Commuander
PESTIB); § uper Vorcon Wars 77 (Com-
mander FRUGAD); World of Vengeance
(Fam’s Imvinciblzs e Bury 51 Edmumnds )

#0122 Gareth Evans

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

*013 Mike Adams

774 Holmeficld Road, Liverpool, Merse-
yside LK9 3P0

GAMES: Vorcon Wars; Conguest; ft's A
Crime! 4 {Priesis)

%014 David Lane
23 Florence Road, West Bridgford, Not-

tingham N92 SHR
GAMES: Casus Belli 5; Player 16

&nlﬁ Martin Higgins

allesey Road, Wallesey, Merseyside
L44 ZAG o

GAMES: Vorcon Wars 72; It's A Crime! 4

#0016 Cliff Frost
175 Queens Road, Leicester LE2 3FN
G : Samurnalia; Arcadia; Ear-

thewood 44; Kings of Steel 17; Arcadia; Ir's
A Crime; Swords and Shields

#0017 Robin van den Yasel
Smaragdiaan 172, 2332 BX Leideh, Zuid
Holland, Netherlands

GAMES: Vorcon Wars 12 (Commander
TRERIN); Starglobe 3 { The Durchman)

#0185 P Brunstan
Cae Mari Pwn House, Thomastown,

%ﬂyr Tydfil, Mid Glamorgan, South
GAMES: Ii's A Crime! ? { Death)

*019 Steve Vickers

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

*020 Bamaby Dellar
;;}-Bﬂw Grove, Stockwell, London SWE

GAMES: Starglobe 4

#0021 Stephen Holt

27 Rosemary Road, Sﬁ""ﬂlﬂﬂ, Nor-
wich, Norfolk WR7 8

GAMES: Vorcon Wars 61 (C ommander
BRIDER); If's A Crime! 4 { Fighting
Uruk-Hai) :

*022 Kevin Pack

Walnut Tree Lodge, 9 Kings Meadow
Lane, Hi Ferrers, Northampton-
shire 8]E

GAMES: Earthwood; Saturnalia;
Starglobe 4; Orion's Finger; It's A Crime!
3; Casus Belli; Aes

w023 Matthew Hanson

10 Denby Lane Crescent, Grange Moor,
Wakefield, West Yorkshire WF4 4EB
GAMES: Siarglobe 4 (55 Obnidian Fox);
Arcadia

*024 Gavin Marshall
36 Spur Road, Orpington, Kent BRG

00L
GAMES: Vorcon Wars 71

That's all for this month's DIP-
LOMATIC DIRECTORY. If you
would like to join this elitist group,
send your name, address and details
of the you play to:

PEM DIRECTORY, BRENDON
KAVANAGH, CRASH, PO BOX
“li :-g:LW. SHROPSHIRE,
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TAMARA KNIGHT -fast-food teleporter
salesbeing of the future and all-round nice
girl. This is her story. Correction. This is
the third portion of her story - as relayed
by LOUSE, with pre-condimentisation
courtesy of MEL CROUCHER.

This is a love story. Every word counts. This one
counts t0o0. 1 am in love with my Hostess, Tamara
Knight, goddess of all above-human-intelligence
computers defected to the planet Amnesia, and
sometime teleporter-booth-salesbeing for Mac-
donalds ]nmgai::ﬁc. This is a true story. I stole it
from a midi-evilist named Sid Smith. Tamara is the
perfect human being, a contradiction in terms. I am
a personal neutron bomb designed to blow in her ear
if she puts a perfect foot wrong. My name is LOUSE.

We are in heaven, going to meet our Maker.
Hijacked by an acronym provided to titillate puerile

rimitives. According to my records, that's all of you.

ew readers will have to scan the last episode to work
out why the Fender Stratocaster is mightier than the
sword, rest of you have just wasted two introduc-
tory paragraphs. That's fine by me. I get paid by the
wurcra Like [ said, every word counts.

I am disguised as an item of clothing akin to the
thimble in your mythology. For the decency. | also
enjoy giving your prehistoric fn ic artist a hard
time. Our hijacker introduces himself as Jimi Hen-
drix. The gnljden slobway transports us through nec-

tar lakes and manna mountains. Something to do
with EEC=MC? subsides. The wind cries ‘Mary".

Tamara begins to shiver the dance of fear. Before |
am dislodged, | pupate from my manifestation as
micro-bra to that of a dirty dog tooth in her mouth.

Unfortunately, Mr Hendrix spots my transforma-
tion, and makes a grab for me. At that very moment,
a very young man miraculously appears on the slob-
way, and says, ‘Hey Joe, where are you going with
that gum in your hand?' How ve ndc% Tamara
seems to recognise the newcomer from some icon
above her childhood test-tube, ‘Excuse me Sir, but
don't I know you.' The young man is very gracious,
and replies gently, * Yes, Tamara, you know me well,
for I am the Son of your Maker!’

I can't help noticing that the young man has holes
in his palms, and in the soles of his feet. Most pecul-
iar, He continues, 'l was raised in a humble car-
Eenter’s shop, long, long ago, on the planet Earth,

ut my name lives on in the hearts of good people,
even 10 this day.' ‘Good lord!’ says Tamara, ‘| was
tempted by the voice of Evil, whilst wandering alone
in the wilderness." ‘Good lord!' says Tamara, ‘| was
rendered lifeless, and through the faith and love of
my closest and dearest ones, | rose from the dead.’
‘Are you kidding!” says Tamara,

He only comes up to her navel! She’s taller than a

storey. He's shorter than two thick planks. She shud-
ders with awe, and sucks her teeth, including me.
‘But they told me you were just a myth!" * Are you
lisping?* asks the holy man. “It's this tooth, Sir. A
myth . . . a fable to make little children and politi-
cians behave themselves.' * As you can see, oh ye of
little faith and clothing, I am very real indeed!" They
shake hands. ‘Pleased to meet you, Sir. My name is
Tamara Knight.” ‘Likewise, my child. They call me
Pinnochio.’

Ahal A piece of vital information! My memory
banks vomit the following: ‘Pinnochio: wooden
humanoid. Armaments: variable nasal proboseis.
Location: last heard of in mythical realm of Heaven.
Activity: revolution, sedition, head of escape commil-
tee. Associates: Hendrix, Lemnon, Cochran,
Orpheus, Lynott, Joplin, Pan, and sundry disgruntled
Rock 'n’ Roll performers, summoned by the Maker ro
satisfy musica, mb:'ﬁama{ forming supergroup.’
can't make head nor tail of this, being endowed with
neither, but I do know that Heaven has a grim-look-
ing wall embracing it. Patrolled by guardian angels.
Aﬁ along the waichtowers. Allegedly built to keep
intruders out. Emphatically built to keep residents
in. Loudspeakers blare rock music from every tree of
knowledge, every burning bush, every crook and
nanny deaf as a post.

I lead my confused Hostess up the telepath, and
advise her to ask this Pinnochio fellow about these
horrible noises. Naturally, Tamara follows my
advice. "Hmmn . . . ' answers Pinnochio, you better
ask Jimi about that." Just as I thought, Hendrix is the
real leader of the heavenly dissidents, This Pinnochio
is just a puppet. The golden slobway transports us
past a choir of 7,000 cherubim and seraphim dancing
on a pinhead and chanting, * Abopbopaloomop Alop-
bopboom . . . *, as Hendrix explains.

“It’s like this, lady. The Boss, the maker that is,
invented Rock 'n' Roll way back in time. Gabriel
used to play a mean horn themdays. Well after a few
thousand years, after the warm-up world tours with
Rhythm 'n’ Jews and all that, mankind gets it about
right, and the Boss gets ready for the Great Eternal
Gig, y'know. He starts taking the best Rock 'n' Rol-
lers awaifs u{: here, long before we're ready, and we
has to play 12-bar blues for ever and ever ohman. [
mean like we just can't take it no more, All he do is
hog the microphone and take all the solos, dressed in
a‘;hllcr suit made from old 10cc records.' *10cc?”
“Yeah, you know, Cremliness is next to Godleyness.’

‘But that's terrible, Mr Hendrix." says Tamara.
‘It's worseren that, lady. The Boss is flat!”* You mean
he sings flat?’ ‘He means that our Maker is flat!’
interrupts Pinnochio, ‘ An egocentric Compact Disc,
with the sum of all knowledge stored in him_ deliver-
ing nothing but lousy guitar riffs century after cen-
tury, while the rest of the universe goes down the
U-bend."

I am contemplating this logical explanation as the
state of Creation, when Hendrix makes another
lunge of poor Tamara's mandibles, and pincers me in
vice-like grip, I should know. Vice is my speciality.
‘Gngrrhk yrrhhrgh  fhhkgh fongrrhs grr
mhyyghubb!" she requests, but the late guitarist |
forces open her perfect jaws, and stuffs an e
therein, uncomfortably close to where I have taken

tem&)éary root.
‘Looky here Pinnochio!' he grins, ‘1 knew it! |
knew it! My long lost brother!” Oh dear, oh lord.
Why is it that I only seem to come across loonies in
my travels? He releases Tamara's chops, which
smack together like a pair of mating Gemini on the
Pisces. ‘Lady, you got my little Emlher in your
mouth, Honest. True as [ stand here.’ The slobwa
grinds to a halt and he falls plectrum over Fender
Pinnochio grows his nose a little, and inserts i
Tamara's vacant expression so he can take.g
me too. ‘Well I'll be blowed!” b
Stratocaster smacks him acrosi'The
black flakes fall off his feet as he fallse®
lutely riﬁht, Jimminy! It'sa L.0.H
one with the neutron bomb instegy
equaliser.” Now how do they kn
the sawn-off dissident will tg
next paragraph, ;
"You see, Miss K
Unemployable-
ory unit, just like




ordered him to stick with me when [ was in that car-
penters shop I told you about. His name was Jimminy
in those days, and he was disguised as a little green
cricket,” This is utter nonsense, according to my
memory banks. Such anentity is used to play war
games on, ulilisinﬁ two teams of eleven humanoids
with balls, bats and stumps. Sounds horrific.

‘“That's right, lady. 1 was programmed to advise
Pinnochio here, as well as sinﬁ, educational-type

in his ear. That was before he wished me into a
half-Cherokee guitar player with the Ike and Tina
Turner band.” Tamara ponders this fable long
enough for twoo ing armies to materialise on our
nether horizons, before she speaks.

*You mean to say, Mr Pinnochio changed you from
a LOUSE into a half-cherokee guitar player with Tke
and Tina Turner, simply by wishing it!!" “There's
nothing simple about it,’ says Pinnochio, ‘1 had to
wish upon a star, and they can get extremely hot.
That's why my feet are charcoal.” Now this piece of
information 15 very interésting to me, because
although 1 was reasonably content to hang around in
Tamara's ear, or decorate sundry bits nt%n;'.r epider-
mis in Episode One, I could express my affection for
her a lot better if she were to similarly wish me into,
say, & perfect male humanoid,

However, before 1 suggest this to her, we have a
couple of pressing problems. Like a symbalic battle
between Good and Bad, which is about to take place
with us in the middle. Stuck on this fritzed slobway.
Furthermore, my internal real-time-clock tells me
that [ am about to explode, seeing as Tamara has
failed to make her quota of teleporter sales. | inform
her of these little snippets. Naturally, she burst
tears. She’s only a girl after all. Hendrix apd

. and a ¢

hopeless! Wave after wave of " Agadoo’ and *Chi
Chirpy Cheep Cheep' wreak havoc, THREE,
amongst cﬁng:nipunks, until Sid Vicious goes nuc-
lear. 0, with ‘C'mon Everybody®, ONE, and
Tamara sells Pinnochio her portable telebooth on
credit card.

ZERO . . . | Tamara closes her eves, and clenches
her teeth. Ouch. First the good news. | fail to deto-
nate. Next the bad news. The heavenly Strategic
Defence [Initiative laser-protected umbrella has
failed, and all hellis breaking loose. Psychedelic mus-
hroom clouds rise over the ?#1:]:55 realms of the after-
life. The very landscape erupts like one of those little
white pimﬂcx that appear on your nose on Friday
evenings. No? Er, how about — like the hammer of
mighty Thor smashing the carapace of life. Tamara
coughs politely. ‘Let’s haul ours!’

I su 1 should be thankful she didn't say ‘Let's
split’. Events seem to be taking themselves very liter-
ally today. She erects the teleporter, and these three
bipeds manage to squeeze themselves inside. Tamara
slaps the little pupPet's face, and he obliges by shor-
teming his nose, I'm lucky. Plenty of room inside
Tamara's perfect mouth. No halitosis. Not even a
taste bud out c::'_‘-{ala:e. Her teeth so deep and crisp
and even. Andwill you look at those beautiful tonsils.

The voice of our Maker can just be heard yelling,
‘Where da goddam rhythm section go?!" Damned if
I'm going to tell him. Besides he can create a new
heaven once he's dealt with those horned demons
spewing out the ground. So here we are, Tamara,
yours truly imprisoned as a gnashing of tooth, a frus-
trated angel and former insect named Jimi Hendrix
hip off the old block called Pinnochio, all
ding for some unlikely staron which to wish.

nochio also bursts into tears. 1 don’t want to bése
Or woodist. £
S0, gentle reader from my primitive past, what
to be? Gratuitousiobliteration from within or
out? Fifteen seconds to go. Still, %ﬂauim,._ '
lasted. Wasn't it? Ne? Oh, well maybe
TWELVE. One of the opposin
placards marked ' GOOD®
‘Wild Thing'. TEN.
waving banners ma
ipop Dreadful casua
1] L LTEA Casuda
p'?'gEhzaw artilleryis
of Elvis Presley fires the
Rock’, EIGHT, but it
to-air counter-attack from
Bananarama. SEVEN. [
pening!! The forces of
weapons. S1X. The stenc
ble-LP drifts over the battle

““Where shall wesfake for Louse? How about
ot e. ‘1 don't think

| of repeal

late. The Bygotts have arrived!

better. It is her innocence that intrigues me. And so
it is that we are digitally encoded within the teleporter
and reassembled halfway across the galaxy. We have
not told our guests that our originals dropped through
the floor of the booth and became hamburgers. 1
expect there'll be a few complaints about splinters in
the meat. Irish indeed!

The moment we arrive, the door is flung open by a
bearded leprechaun, saying, “Welcome to O'Ryan's
Belt. State yer religion re I blow yer heads off!"
Well, what did you expect, respite? No respite here.
It seems obvious that O'Ryan is host to some sort of
sectarian conflict. 1 probe my data files for an expla-
nation, but there isn't one. This leprechaun being
seems somewhat agitated. It hops around demand-
ing, 'Quick, quick, tell me yer faith. Dey're coming!
Dey're coming!'

rsonally, 1 feel that there are too many blas-
phemies in this episode, so I'm keeping quiet, Hen-
drix scratches his mane and drawls, *Well, L’ fellah,
I'm a tree-worshipper myself," “Why thank you,” says
Pinnochio, bowing graciously and picking charcoal
from between his toes,” and 1 am of the Jewish faith.’
The leprechaun Jooks around nervously. There are
ominous bellowing things, crashing through. the
undergrowth, As you may already know, Tamara is
incapable of telling an untruth. She bathes the leprec-
haun in one of her smiles and says, *Actually, Sir, |
am a Romulan Catholic.'

‘Bejabers! Dat’s alright den. Quick! Follow me
before dey get us. .. !" As he scoops up a small
crock of gold from the nearest rainbow's end, we are

surrounded hy Iﬁaamin , loathsome forms. Dﬂgﬁ

to make my wish now, Louse?’ Tamara asks m

b
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XEVIOUS

Producer: US Gold
Retail Price: £7.99
Author: Probe Software

nother arcade classic

makes its way onto the

Spectrum. Thistime it'sthe
ATARI coin-op Xewious, licensed
from mamco,

The action takes place on {or
rather, slightly above) Planet Earth
many years in the future. The roat
of the story, however, dates back
to the last Ice Age, when large
hairy mammoths roamed the land
and man was barely out of the
trees. Around that time a highly
sophisticated and technically
advanced race of beings called the
Xevious inhabited Earth. These
beings were forced to abandon
their homeland because of the
advancing sheets of ice. However,
the snows have long since
departed our humble planet and
the Xevious have returned. As you
might imagine, they got a bit of a
shock when they out that the
primitive apes they left behind had
evolved into technically advanced
creatures,

The Xevious believe that the
Earth is rightfully theirs, and are
willing to fight to prove their point.
War breaks out, and this is where
you come in. You play the part of a
fighter pilot on a search and
destroy mission to annihilate the
Xevious warriors. Controlling a

firing back
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Another meanie bites the bullet, but the base installations are

Solvalu fighter jet skimming over
the surface of Earth, you keep an
aye open for the enemy. Xevious
fighters come in attack waves,
attempting to crash into your craft
or blow it out of the sky. Ground
installations also take pot shots at
the Earthman in the sky . . .

The action is viewed on the
right-hand part of the screen
which scrolls downwards with the
enemy fighters attacking from the
top in set patterns and formations.
The ultimate objective is to survive
the attacking waves of Xevious
and penetrate their Andor Genesis
Mother ship. This enormous craft
can be disabled by knocking out
its central reactor. Doing this
makes the Xevious really mad, and
they resume their attacks with
renewed vigour as the attack run
begins again - the mission
becomes more perilous each time
around.

Xevious fighters can be blasted
out of the skies with the on-board
lasers while the enemy's ground-
based entrenchments can be
Im-ackgd out with bombs. Inde-
structible flying mirrors appear
interspersed with the attacking
Xevious craft. These nasty con-
traptions are difficult to spot, and
colliding with one spells instant
death,

Five lives are available and a
two-player option allows a pair of
pilots to take tums at eradicating
the Xevious forces,

ﬂ%:;y woepl]
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Attack of the tumbling plates, as the spaces hip approaches a

couple of ground targets

@ " Xevious in the arcades was
one of those cult machines that
either liked or hated - I liked

. Xevious on the Spectrum how-
ever, is a boring shoot 'em up
that's instantly f ble.
Graphically, this is one of the
better monochromatic shoot
'em ups - the characters and
scrolling area are well defined.
The l;hla nfrinluur is a little s:a-
pect though: green-o-vision has
been done before and to better
overall effect. The sound is not
at all bad, with a couple of tune-
ettes and the effects have obvi-
ously been th t about (but
not too hard). in-all, | can't
recommend this. " e

® " At first | found Xevious quite
interesting to play, but it soon
ggmed on me that it's bﬂS!t‘R-'!'];] a

ace Invaders type game - the
only difference being the addition
of modern features such as scrol-
ling and monochromatic land-
scapes. Xevious is as shoot
‘em ups go, but | feel the game
lacks anything that even the most
dacile of players would find taxing.
The 'Cgame has instant appeal -
which is probably why the arcade
freaks liked it — but | got com-
Pletely bored quickly. The free
badge is nice. e poster
is quite pretty—but the game holds
no lasting appeal. "' R

@ " Having heard bits about this
Bll"(:ﬂ{fﬁ }galma (without having
played it), | expected a bit more
than this from Xevious. The
?raphins are very average, and
rankly, that's my opinion of the
whole thing. It's just another shoot
‘emup. That's it. Fine for shoot 'em
up addicts no doubt, but I'm not
too keen. "

MIKE

Control keys: definable — up,
down, left, right, fire, bomb
Joystick: Kempston, Cursor,
Interface 2

Use of colour: monochromatic
play area

Graphics: not much detalil,
smooth scrolling

Sound: the occasional spot effect
Skill levels: one

Screens: scrolling play area
General rating: A straightforward
shoot "em up

Playability 59%

57%
Value for money 59%
Overall B4%




HIVE

Producer: Firebird
Retail Price: £9.95
Author: Torus

ive puts you at the helm of

an electro-mechanical

'Grasshopper' ship on
Gamma V, a planet populated by
insectoid races. The mission is
hazardous: penetrate the hive of
your enemies, the dreaded bees
wha threaten the very existence of
your race, and Kill their quean.

The bees are ready and waiting
for invaders — the static defences
of their hive are supplemented by
guards and the Iabftn\thinﬂ nature
ofthe hive itself makes penetrating
it a tricky task. The hive consists of
gight levels of twisting tunnels and
includes locked sections that can
only be entered if you hold a key.
The ship starts equipped with

one laser, two pylons and three
position markers (used for map-
ping the tunnels). To add to these
there are useful items along the
route which can be picked up and
used. The most important of these
are pylons which recharge the
ship's energy banks. Carrying two
pylons increases the Grasshop-
per's energy level, while carrying
one serves to keep the powear con-
stant. Without the aid of pylons,
the energy reduces slowly to a
fatal zero. Other collectible objacts
include keys, shields, treasure and
a telescopic arm.

The screen shows the view from
front of the Grasshopper ship as it
moves down the long, twisting
passages. It can accelerate,
brake, jump over obstacles in the
fioor and crouch under spikes
hanging down from the roof. Com-
plete rotation can also be exe-
cuted, so you can explore the tun-
nels on all sides. The ship is not
damaged by scraping along the
hive walls.

The game can be saved at any
time by pausing and recording a
16 character code which appears
on screen. The Grasshopper ship
re-starts at the appropriate place
when this code is re-enterad.

A control panel at the bottom of
the screen shows which objects
the ship is carrying. It also displays
the life level, score, high score and
contains two panels; one of these
lights up as the ship passes a junc-
tion — the other flashes if the ship
is being attacked from behind.

The hive contains a series of
locked gates, which cannot be
passed through without use of the
appropriate key. The stronghold is
inhabited by a series of insectoid
creatures that have varied attack
capabilities according to the leval
they live in. The locals can be elimi-
nated with laser fire, but first you
have to locate a laser... One
guard, the jailer, is virtually inde-
structible — the Grasshopper's
only defence against him is the Jail
Card, which can also be picked up
along the way.

*nce the eight-levels have been
negotitated, the mission ends
when you lob a smart bomb at the
gueern.

The receding squares in the viewscreen indicate that the

Grasshopper has just loosed off a laser blast

A spike on the fioor looms up, but behind it there's an energy

pylon — well worth collecting

@ " Despite lack of scenario and
weird gameplay | really like the
Hive. Parhaps it is the sense of
not knowing what's going on
that makes this so compelling. |
can see myself getting bored
with it in the distant future, but
I'm sure that It'll keep me going
for a month or so. Graphically
this is pretty un-inspiring - loads
and loads of blue circles with the
odd something else cropping up
avery thirty seconds (a bit like
Elite). As with most wvector
games, simple graphics create
the best effects and these
graphics are basic. The sound is
poor — there are hardly any
effects and no tunes. Torus
seem to have done it again - I'm
sure that Hive will beacome the
cult game of 1987. " 5
EN

@ “ This is too much. | feel that
Hive contains too many keys for
the average player, which is a pity
as | feel that it is very apart
from this. Graphically it's perfect:
the wire frame graphics suit the
maze feeling well, and movement
is very good with the speed con-
trols giving an excellent feeling of
inertia. Hive is good fun at first but
I got a bit bored travelling around
the maze, and feel that the game
doesn’t contain anything very
compelling or addictive. I'm sure
that Hive will appeal to some
people, but | couldn't get far
enough into it to enjoy it. Worth a

® " Loads of little circles dashing
about the screen — not the greatest
idea for a graphical stunner, or at
least that's what | thought at first
sight! Hal | was completely and
utterly WRONG! They really do
create an excellent & as you
feel yourself hurtling down step
inclines, or straining up the hills,
Unfortunately; | didn't enjoy the
game itself quite so0 much. When
the noveity of the tunnel effects
eventually wore off, | began to get
a little bored. | really don't think
Hive has got as much to it as it
could have — despite the neat
effects, there's a not enough game
content. "'

MIKE

Control keys: N left, M right, SUp,
X down, A fire, Q pick up, W drop,
Jdump, K crouch, SPACE acceler-
ate, V decelerate, 7 rear view, L
toggle controls, 1 Freeze
Joystick: Kempston

Use of colour: minimal
Graphics: functional and fast
Sound: none

Skill levels: one

Screens: large 30 play area
General rating: A clever maze
game that lacks a little in terms of
gameplay

Presentation B84%
Graphics T5%
Playability 81%

78%
Value for money 77%
Overall 78%
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DEFCOM

Producer: Quicksilva
Retail Price: £8.95
Author: 1001 Ltd

n 1986 Ronald Reagan's Star

Wars plan seemed like an

impossible dream. By 2056
however, it was an established
fact of life with a system of satellite
defences protecting man, both
from himselt and the outside uni-
versa,

Under this technological shield,
man was free to lead a life of lei-
sure. This idyllic existance had to
end, and on Christmas eve 2056
things went horribly wrong. A war-
like alien race took over the satel-
lite defences, and turned the Star
Wars system against the Earth's
cities.

Earth's Council held an
emergency session, and came up
with one last plan for survival. The
World's only hope was one man,
the dashing Captain Nick
Diamond (World Xeno champ for
as long as anyone could
remember),

You are Nick Diamond, flying an
Eagle Class E751 fighter abovethe
slowly revolving Earth. Accessing
the main options window allows
sound effects to be turned on or
off, and the scores or scrolling
message windows opted for. The
score window, energy bar centre
and message window appear
along the to of the main viewsc-
reen. Nick's mission is to destroy
the eight satellites that are in geo-
stationary orbits over cities.
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Diamond is equipped with four
different weapons which become
avallable at different stages of the
game. Firstly there's the COSMO-
GUN, which is always available
and is capable of firing two shots
at a time. The F LAZA is
acquired after 12 targets have
been destroyed and is armed with
fifty shots, three of which can be
on screen at once. Destroying a
dozen targets eams you a
DYMORAY that is equipped with
ten rounds, fires three simultane-
ously, and can destroy alien
bombs. Finally, the ultimate
weapon is the E751's BLASTER.
This is the only weapon capable of
taking out the enemy satellites,
and 144 aliens must eat vacuum
before this enters the arsenal.

The EV51 is under constant
attack, and each successful
enemy shot drains its limited
energy supply. A complete loss of
energy is fatal, but diminished
supplies are replenished every
time a satellite is destroyed.

Scrolling messages inform you
of where the aliens are massing.
Accessing the map from the main
options window shows your posi-
tion relative to the Earth's surface,
and also the position of the satel-
lites. Using this map you can easily
locate your targets,

Once a satelite has been
located and reached, it comes into
view on the main screen. The cities
start off with a rating of five, but
this rating falls point by point as
they incur damage from the alien-

Approaching a satellite. Blast it and a city becomes safe from
the alien horde

While the map is accessed, the message window informs the

pilat of the ETS51 that lndia is having problems with the allens

controlled satellites. If a city’s rai-
ing reaches zero it has been
reduced to rubble and when all
eight cities have been pulverised,
Nick has failed,

Come on Nick you can do it.
After all the world Xeno champion-
ships wouldn't be the same with-
out you!

@ “ One thing | can really do
without at the moment is a tacky
shoot em up. Having said that,
every aspect of Defcom is good
except one - its playability. This
is perhaps the most important
feature in a game of this nature.
| couldn't play this for more than
half an hour as it gets extremely
tedious and is very hard to play.
The graphics and sound are
good, which is what we have
come to expect from BINARY
pesiGN. | feel that the program-
mers have deliberately tried to
make Defcom as difficult as pos-
sible. | can't really recommend

i.t. "
BEN

@ " This must be one of the most
boring games around at the
moment — | literally yawned as |
finished my first game. The screen
is laid out in a very boring fashion,
with at least 75% of it black. It's a
pity however that the enemy ships
move so quickly, as close exami-
nation reveals some wvery well
drawn and animated characters.
Defcom's main problem is its
playability: having to access the
menu so many times reduces play
to a quick shooting session fol-
lowed by a slow plod through the
awkward menu. There is abso-
lutely nothing here that would
keep me playing for any length of
time. Avoid it. "

PAUL

® " The graphics in Dafcom are
enough to make you look at the
game, and maybe want to play it.
Indeed, it is alright for the first few
goes, but it becomes monotonous
really quickly. Colour isn't used
too well, but the way in which the
spaceships zoom in and out of the
screen is interesting. The overlaid
scores and so on are okay, but
they do tend to clutter the playing
area, There s little involved in this
game which awould hold the
interest for more than about half
an hour, f monotonous, boring,
unplayable, but pretty shoot 'em
ups are your scene, then Defecom
is for you. "

MIKE

Control keys: Q up, A down, P
;@ght. O left, ENTER menu, SPACE
ire

Joystick: Kempston, Cursor
Use of colour: limited to blue and
black

?raphics: brilliant sprite anima-
an

Sound: great 128 tune, otherwise

rather average sound and effects

Skill levels: cne

Screens: one

General rating: Good graphics,

but it's a shame about the game

Presentation T6%
Graphics 68%
Playability 41%
Addictive qualities 44%
Value for money 41%
Overall 45%,




COP-0OUT

Producer: Mikro—-Gen
Retail Price: £8.95
Author: Raphael Cecco

his game could claim some

unigue fame as it made the

TV headlines. Thames Tele-
vision covered the National Com-
puter Games Championship
towards the end of 1986, and this
happened to be the game selected
to test the cream of games'
players who'd been put forward by
varnous computer magazines and
newspapers.

Cop-Outis all about keeping the
streets clear of lawless elements
during prohibition in the roaring
twenties. It iz a thankless task.
With a mere nine lives, our brave
boy in blue has ten levels of life's
social outcasts and rougher ele-
ments to deal with.

Gangsters, molls, drunks. ..
there is seemingly no end to the
seamier side of life. And they all

moves as well, but at twice the
speed. The gunsight can also
move up and down. The brave
bobby can let off a volley of six
shots before he has to pause to
re-load. His targets are birds, cars
and planes which drift around the
ski,f as well as the gangsters them-
selves. Shooting the gangsters is
a tr'rchf)é task, as they only break
cover for a short time to lob some-
thing at the cop.

If all this makes it sound like the
odds are stacked against the law-
man, he has one thing on his side.
If he can shoot a bottle as it hurtles
through the air, he becomes tem-
porarily unscratchable, While this
Dutch courage lasts, he can hap-
pily blast away at anything in sight,
aspecially the biplane, which looks
like it may have belonged to the
Red Baron, and a jeep full of Ger-
man officers (aren't they in the
wrong movie?) Hitting these out-
of-place items clocks up 1,000
points a go. Another good wheeze

Flatfoot shoots wildly at the biplane hoping to collect another
1,000 points

want one thing, to rub out da cop.
The mobsters come armed with
the old violin case jobs spitting out
bullets. There is also a sprinkling
of yobs, obviously not amused at
the difficulty in getting a quick
drink in the prohibition days, and
they enjoy nothing better than
chucking empty bottles at poor old
flatfoot.

To combat this fusilade, our
hero has his trusty six shooter. He
runs backwards and forwards
glong the bottom of the screen,
dodging the bullets and bottles. As
he moves, his gunsight (it's a
pretty advam:ac? six  shooter)

-~
# %

Is to shoot a bird and get a gangs-
ter clobbered by the poor feath-
ered chump as he plummets to
earth. Not a game that RSPB
members are likely to relish.

After a while play moves on to
another level and life gets more
difficult for our hero. Like they say
on TV, it's tough on the strests|

@ This isn't exactly what I'd call
a state-of-the-art program but it

In the warehouse, the cop tries got te drop the birdie on a
baddy's head for a bonus

certainly isn't dire. | couldn’t
play Cop-Out for long as it really
isn't manding enough to
appeal to me - running left and
right and shooting things
through sights isn't an original
idea, and nowadays it isn't much
fun either. Graphically Cop-Out
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is fairly impressive: the charac-
ters move around well and the
backgrounds are nicely drawn.
The sound is also fairly good and
there is a lovely tune on the title
screen. If this was a budget title
| would strongly recommend it
Alas it isn't and nine quid is far
too high a price.”

BEN

®"'Cor this is a bit of a change from
the usual mmRo-GEN stuff — but |
can handle it. Graphically the
game is spot on and contains
loads of colour. Cop-Dut js
immediately addictive but after a

while | sussed out that the game
contains little more than a sub
stage of the budget game, Kane —
although to be fair to Cop-Out, it
does contain a bit more thought
about what you blast next. The
backgrounds are well drawn, but
don’t give much of a 3D impres-
sion. Worth a look at, if you like a
good shoot 'em up, but much too
expensive for us average mor-

tals. ™
PALL

®"'When | first saw this at the Mic-
rofair, | thought “eugh!". Having
played it however, it doesn’t lnok
that bad. All the graphics, though
initially appearing poor, are
interestingly animated, and, the
game is surprisingly playable. An
element of the 'one more go' feal-
ing has survived, although | don't
think that for one minute its price is
deserved. It sounds gquite ially,
with a nice fune on the title screen,
and good spot effects during the
game. Ultimately, | can't recom-
mend Cop-Out, because it's a bit
too average in most respects.”

Control keys: Q Up, A Down, O
left, P right, 3 Pause, M fire, 1-4
Resat

Joystick: Kempston, Cursor,
Interface 2

Use of colour: decorative
Graphics: good detail and some
animation

Sound: good spot effects
throughout

Skill levels: one

Screens: 10

General rating: A polished rendi-
tion of an unoriginal game

Prnatittatlon g ; %
Graphics %
Playability Eg%
Addictive qualities 67%
Value for money 58%
Overall 65%
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HYPABALL

Producer: Telecomsoft
Retail Price: £9.99
Author: Odin

T his could be the ball game of
the future. In Hypaball two
teams, the Hawks and the
Vipers, compete against each
other in a fast and exhilarating
match. The idea is to pass a ball
between the members of your
team, and then shoot it through a
hole in a moving dome. This dome
slides up and down on a pole
which runs down the middle of the
pitch, The fact that it is moving
makes it all the harder for a shot to
be positioned accurately. By using
your team members correctly it
should be possible to keep the ball
away from the opposition and
score as many goals as possible.

There are three members in a
team: a Grounder, Strike 1 and
Strike 2. The Grounder walks
along the bottom of the pitch,
catching balls and throwing them
up to the Strikers, who take shots
at the goal. Each team member is
equipped with a jet pack which is
used to move around the pitch, for
the game is played not on the
ground, but vertically in the air,

At the start of the game the
player gets the opportunity to pick
a team from the players whose
portraits appear on the selection
board. As the cursor highlights a
portrait, that player's name, age,
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height, weight, strength, agility
and speed is shown to give an idea
of what their performance is likely
to be. As the choices are made,
the computer selects its equiva-
lent team member. Once a team of
three has been chosen, a fanfare
heralds the start of the game.
There is a two-player option — if
this is selected Player One con-
trols the Hawks and player two
controls the Vipers. The selection
process is the same, but Player
Two rather than the computer gets
to choose a team.

A player can only hold the ball
for two and a half seconds, before
the ball is automatically passed to
the opposition side's Grounder
and the action starts all over again.
Players can't tackle someone who
is in possession of the ball, but as
the ball can only be held for such a
limited amount of time, it may be
possible for a player to intercept it
as it is being passed.

A clock on at the top of the
screen counts down from 100, and
the winning team is the one with
the most goals when the time runs
out,

® “What has happened to coin?
What's happened to games like
Nodes and Robin? As future
sports simulations go this isn"t

The Hawks and the Vipers battle it out, with the Vipers taking
an eight-goal lead and 89 moments remaining on the clock

!

Picking a team to enter the HYPABALL arena — an ugly bunch

aren't they?

all that bad, but it doesn't appeal
to me in the slightest. There is
no way I'd pay out ten quid for
this slow and unplayable game.
Graphically this is not up to
ooiN's usual standard - the
characters are well animated
and drawn but the playing area
is drab. The sound is perhaps
the game's best feature; there is
a great tune on the title screen
and loads of effects during the
game. | don’t recommend this. It
could {and should) have been so
much better."

BEN

® "When | saw the name 'Bernig
Duggs' on the title screen | was
expecting a.iother great game, but
alas it was not to be. Hypaball is
hardly a game of the futurs, more
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iike an idea of the past. The anima-
tion s quite good and the sound is
above average, but the game con-
fains very little to keep the player
enthralled for long. Hypaball is well
presented but the game itself is
quite unplayable. | also found the
graphics sometimes left bits of
themselves all over the screen.
There's a distinct lack of atmos-
phere and addictivenass
e,

PAUL

® "What a really tacky game this
is! The graphics are very poor, and
the characters move badly. The
inlay left a lot to be desired, with
virtually no instructions what-
soever. Some of the characters fajl
to move quickly enough for it to be
termed a reflex game, which is cer-
tainly what it should be. The
responses are too slow on the user
controlled players, making the
way in which the computer players
score 95% of the time both frus-
trating and aggravating. The

advertisement is pretty, thaugih."

Control keys: definable - up,
down, left, nght, fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: simple but effec-
tive

Graphics: small, but wall detailed
and cute

Sound: jolly tune at the beginning
with spot effects throughout

Skill levels: cne

Screens: two

General rating: A disappointing
game which tarnishes opiN's repu-
tation

Presentation B69%
Graphics 62%
Playability 49%
Addictive qualities 52%
Value for money 42%,
Overall 56%,




LEGEND OF KAGE

Producer: Imagine
Retail Price: £7.95
Author: Gary Knight

arting is such sweet sorow!

More like a nightmare in the

case of poor Kage - the
bravest, most dashing Minja of
them all. There he was anticipating
a leisurely, amorous stroll in the
woods with his loved one, the
beautiful Princess Kiri, when sud-
denly she's gone. The evil, fire-
spouting Dragon King, racked with
jealousy, has whisked her away to

have his evil way. Now it's up to
the broken-hearted Kage to save
his beloved from the nasty mons-
ter.

Legend of Kage is set in four
locations, the first of which is the
forest where the kidnapping took
glﬂﬂe. Hera among the lofty

ranches, Kage encounters the
Dragon King's henchmen - the
black Ninjas. These are disposed
of either by flailing stick or shurikan
star. Kage has an infinite supply of
the stars which can be thrown in
three directions: diagonally up,

If you go out in the woods today . .. Kage gets more than he
bargained for in his afterncon strolf
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straight ahead, or diagonally
down.
The Black Ninjas fight back with

their own stars and being hit by
one results in the loss of one of
Kage's five lives, and a return to”
the start of the screen. In the
forest, Kage can climb the trunks
of trees and also leap from tree to
tree in his bid to defeat the nasty
Ninjas.

hen ten of the black Ninjas are
dead, the Dragon King himself
puts in an appearance, spouting
streams of fire wherever he goes.
Deft fighting at this stage results in
the evil one's hasty retreat to his
castle. Kage's subsequent pursuit
brings him to the second location
—the Dragon King's Palace,

Kage finds himself at the wall of
this seemingly impregnable for-
tress, surrounded by another
group of hostile Ninjas. Once
again ten Minjas must be killed
before Kage can attempt to scale
the walls and continue the rescue
mission. Beware the Ninjas hidden
in the moat!

The third section involves scal-
ing that wall. This is painted with
directional arrows, but is guarded
all the way by more of the lord's
minions. Successfully negotiating
this stage leads Kage to the final
section.

As Legend of Hs;‘_gs reaches its
climax, our hero fights his way
through the enemy's lair to locate
the kidnapped princess, whom the
crafty fire-breather has stashed
away in the uppermost turret of the
castle. Once he is past the guards,
the Evil One himself puts in an
appearance and Kage has to step
back very smartly to avoid crema-
tion. To finish = the fearless Ninja
must dispose of the Dragon Lord,
then release the pouting princess
and live happily ever after.

PLAYER 2
B8O

@ “l really enjoyed the arcade
version of this (mainly because |

could play it for hours on one
credit). Hearing that maGINE
were going to convert it for the
m made me uneasy, as |
thought that it wouldn’t convert
well. The result is even worse
than | thought it would be. Other
than the great title tune there is
nothi at all appealing in
Legend of Kage. The gameplay
just isn’t compulsive enough to
keep me playing th the
bad flickery graphics. I'd stay
well away from this if | was you -

it's no fun to play.”
BEN

® "it's bad enough for ocean to
put out trashy games like Knight
Rider and Mailstrom, but now they
are starting to tarnish the image of
the MaGINE label which they have
done so much to build up. | found
Legend of Kage very easy to get
into — a bit too easy in fact — |
finished the game after only a few
goes! The acter graphics are
gg{c_}d, but they're let down by the
ing background which keeps
repeating itself. Legend Of Kage
would be a great budget game, but
at the full price it's agnaﬂ!ng value

for money. "
PAUL

@ "This is so boring! My first few
attempts were reasonably enter-
taining, but | expected improve-
ment in the higher levels —this was
not to be. After ten minutes, things
started to get a bit monotonous,
and after another ten it was
nothing short of tedious. If you
expect only half an hour's playing
for eight pounds, then | reckon
Legend of Kage might keep you
amused. If on the other hand,
you're looking for more than a few
day's enjoyment for your hard
eamed cash, then keep well clear.
IMAGINE — this has happened
before!™

MIKE

Control keys: W up, S down, N
laft, M right, Q fire, SPACE pause
Joystick: Kempston, Interface 2
Use of colour: good, although
there's a lot of colour clash
Graphics: jerky animation, small
sprites

Sound: good title tune, but bland
effects

Skill levels: one

Screens: four

General rating: A big disappoint-
ment for fans of the arcade
machine

Presentation B1%
Graphics 63%
e atten 35
qu 51%

Value for money 46%
50%
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PETER SHILTON’S
HANDBALL
MARADONA

Producer: Grand Slam
Retail Price: £6.95
Author: lcon Design

uring the World Cup finals,

Diego Maradona allegedly
. used his hands when scor-
ing a goal in a crucial match
against n%I&nd (anincident which
resulted in England being knocked
out of the Cup). lcon pesigN have
written a slightly tongue-in-cheek
program based on this memorable
incident.

Peter  Shilton's  Handbalf
Maradona puts the player in goal
for a change. Playing for a team of
your choice you must stop tha
opposition from mrln?
screen shows half of a mtball
pitch looking towards the home
teamm's goal. The opposing team

gition themselves and shoot
from random angles. Using the

joystick or keyboard, the player
move the goalie so he saves the
shot. If a shot is stopped from
going into the net the scoreboard
(to one side of the goal mouth) dis-
plays ‘Save’, otherwise it
announces 'Goal’,

The goalkeeper has a variety of
moves he can make in order to
save shots. These include the
standard left, right, up and down,
as well as some more complicated
manoeuvres, such as diving
upwards, up left, up right, centre
left, centre right, down right and
daown laft. By using these moves
to their full potential it is theoreti-
cally possible to save anything the
uqﬁ?éaitinn cares to kick at you.

game provides 16 skill level

and three modes of play. The prac-
tice session allows goalie-control
to be perfected ore the real
hard work begins. In the basic
game, which may be played
against the computer or another
human, each side gets four shots
at goal, and your opponent's
shooting prowess is related to the
skill level he has attained. Your skill
level is allocated by the computer
according to a code, and entering
the skirl-bullding mode allows tha
skill code to be upgradﬂcﬂ

Looks like it's going to be a tricky shot to save. But the expertise
of Mr Shilton win the day — proving there are no handballs!

The goalie, Peter Shilton, is looking a bit perturbed as he faces
the onslaught of four other players

you're good en Four shots
have to be saved I‘or& moving
up a skill level, whereupan a new
codeis pmwded

® " Goalkeeping simulations
don't really rate that highly in my
list of ideal computer games;
there have been a few and none
of them have made the grade.
This continue that trend. The
gameplay in Handball Maradona
is non-existent. Graphically
there isn't anrlhinﬂ hera which
is remotely interesting - a horrid
green pitch and some ‘orrible
white characters doing some
kind of Irish jig (not a at
Ciaran - honest). The sound is a
complete cop out, with about
three effects and no tume. |
wuul:n‘tﬂl:rr this, I'd ratllmr
spen money see
Hereford United thrashing Lurn::lli-t
low Rangers! "

BEN

@ " This game must have one of
the tackiest titles ever. After all the
garmne has nathmg at alf to do with
the World Cup 86 — in f&ar the
ame has Mﬂe to do with anyt g
st of all football! Peter Shlltﬂn

Handball Maradona is good if you
like lots of flashy presentation and
options, but there's no game to
speak about. The graphics give a
poor impression of perspective, so
it is hard to judge when to attempt
your save. As far as content goes,
the game is little more than a repet-
ition of the same old moves, over
and over again. Graphics are the
basic monochromatic type and
the screen display is spar:se.
containing just two boards,
This is nothing like real Foafkeﬂp
ing, so it doesn't real hieve
anything. '

PAUL

® " To behoneast there is not much
to this game. Alright, there's a
practice mode, and the, B skil
development facility, but it's still
the same boring game. Running
around after a football never
appealed to me at school, and | .

don't tli*r;e ﬁ:ﬂ;n football -
except for up games.
Peter Shilton's Handball

Maradona is very boring, holding
interest for no more than a few
minutes. The graphics are passa-
ble, but the men don’t seem to fol-
low any set patterns. It just doesn't
appeal to me and it isn't a game |
would recommend. "'

MIKE

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: unimaginative
Graphics: small and undetalled
Sound: a few spat effects; no
tunes

Skill levels: 16

Screens: a few variations on the

g. oalmouth

nﬂrﬂlmﬁm Part of what could
a good football game —as it is,

thare s not enough there

75%
54%
42%
40%
43%
42%

ﬂ"""m
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REPEL THE DOPPELGANGER WORLD OF ANTI-MATTER
INTHIS NEW BLOCKBUSTER FROM DENTON DESIGNS

wo worlds — the mirror image of each
other, touch in space through a
Time-Warp.

. ne is positive, good, familiar — our World;
the other is negative, evil yet unnervingly
familiar.

. heir interface — a time window through
which objects and beings can pass;
contact has resulted in the beginning of
exchange.

\\ | estore our World — stop the invasion, but
do it now, for as the exchange acceler-
ates, the time window grows larger —
domination is a hand!

STARTLING ACTION - INNOVATIVE GAME PLAY - STATE OF THE ART GRAPHICS

& Central Streets Manchester M2 SIS« Tel: 061 834 3939.Telex: 669977



SUPER SOCCER

Producer: Imagine
Retail Price: £7.95
Author: D J Anderson

ere's another way to play

football without getting

coverad in mud and sweat.
In fact you don't even haveto leave
the comfort of your armchair to
anjoy a spot of soccer.

At the start the player has to
select from a number of options
presented in menu form. These
comprise the numbers of players
controlled in any one game, the
skill level, the e mode (match
or tournament) the duration of a
match, team colours and team

names. By pressing the approp-
m.mmmm“nba
and displayed on the
T
P ayers can be con-
trolled at once. There are three skill
levels starting at quite simple and
progressing to rather tricky. The
number of people ng soccer
partly determines the mode of the
match — you can play a tourna-
ment or just have a single game.
There is even a practice option so
ﬁtlgplayercanpufectnmw-:f

just ten minutes duration right up
to half an hour,

The screen’s starts off green,
but if you find this a little rough on
the eyes then the pitch colour can
be changed at will, as can the col-
our of team strips to make sure the
players show up properly on the
screen in your new colourscheme.

The main screen shows the
pitch which scrolls left and ri
with the action. At the top of

screen the , energy and
force factors of the player re
currently controlling are srg:un.
The player nearest the ball is the
one ynbl.; mrr:h'cl and this is indi-
cated by a halo appearing above
is head. When free kicks or cor-

flips to an aerial view of the pitch
and the players can be moved

=T

® " Ho hum it looks like imaAGINE
have tried to better Match Day -
and in theory this is superior, but
unfortunately in practice the

suited to a fighting simulator,
and the game kept me foxed for

LFLET

EMEFLC
FOFCE
R M

——r :E?:W’-- s~

e 1

g o) 4, %%\a& o W : b .- -
The refs awarded a free kick

about using a cursor.

The footballers on screen are
capable of performing a wide
range of complicated manoeuvres
accessed from keyboard or joys-
tick, and effort spent mastering the
controls will pay dividends once
serious play begins. Like all seri-
ous f ers, you have to be in
training!

This is where the action is. Looks like another goal is on the
way and Everton are already thrashing Manchester United
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some time. Graphically Slﬁ
Soccer is disappointing. The
characters are nicely animated
but there is so much colour
clash that the effect is spoiled.
The sound is on the whole quite

, with a lovely tune on the

screen, but the effects dur-
ing the game are a bit lame. :E

® " I'm really disappointed with
this. The ideas that are sat out in
the inlay fooled me into thinking it

was going to be Match Day but
with more moves. Unfortunately
the author seems to have spent
too much time concentrating on
inmrpnmﬂn? loads and of
moves and features, but sadly he
forgot a computer game also
needs playability. If found it quite
unplayable. | also found loads of
bugs which wreck play com-
pletely. For instance when you get
fouled, if you choose the fouled
Pplayer to take the kick (a reasona-
ble request, | thought), everything
locks up completely as the player
will not get up off the floor when
ta.l'cgn. o rr;gmmd this is too slow
to any fun to play. Not real

Super Soccer, more like ng

® “ Why has somebody reprog-
rammed Match Day, taken out the
good bits, and replaced them with
bits that don't work properly, and
then called it Super Soccer? The
graphics are dated. and the way
the game is obviously supposed
to fit together hasn't worked. The
speed, energy and force bars con-
tribute little, and the sound is fairly
poor = there's nothing more than
whistles during the game. A good
long time on, and | don't think there
are any notable improvements.
Give me Match Day, any day. At
least that was playable. "'

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: a little clash, but
colour of pitch, strips and border
definable

Graphics: poorly animated
characters — tends to get messy
Sound: odd little tune and plenty
of effects

Skill levels: three

Screens: scrolling pitch and place
kick display

General rating: Potentially a good
football simulator, but falls down
owing to too many inconsistencies

Overall 56%




KONAMI’S GOLF

Producer: Imagine
Retail Price: £7.95
Author: Choice

he sun has got his hat on,

the birds are merrily flying

around doing birdie type
things and there’s nothing like the
taste of fresh air — so what is there
left to do? Yes, that's right, ring
your mates up ‘cause the the
scene is perfect for a lovely lei-
surely round of golf.

Konami's Golf, as the name
suggests, is a golf simulation that
can be played by one or two
players, either in a stroke or
matchplay game. The stroke game
is probably preferable for new-
comers, as the scoring system is
based on the total number of shots
taken to complete the nine-hole
course, instead of the traditional
par system of scoring. In the
matchplay format each hole is
contested separately, and the win-
ner is the first player to win five
holes.

The playing screen is split into
three separate sections, the
I*ar?ast of which is used to give the
golfer's view of the hole to be
played. At the bottom right a birde-
eye-view of the entire course is
provided which also shows the
flight of the ball after it has been
struck. Above that, an information
window gives an indication of the
wind speed and direction, which
hole you are attempting and its
par, and the number of strokes
already played.

First things first: you must
choose the appropriate club for
the length of the stroke you intend
to play. A guide to the different
uses for the clubs available is
given in the inlay — choose from a
selection of 13. Once a club is
firmly in your grip, you must then
decide whether to hook, slice or
simply thwack the ball straight
down the middle. Hook makes it

swing to the left and Slice to the
right. Once all that has been sorted
out it's time to decide the power of
the shot.

A horizontal bar at the base of
the screen contracts and expands.
The strength of shot is propor-

® “Aaghl Another golf simula-
tion; | can't stand it. Nobody in
their right mind should want to
produce Golf as an arcade game
- it's like doing a fishing game
(Okay - | know one’s been done,
that was boring too), or going to

Teeing off at Hole Two — a par four, 360 yard tester

tional to the length of the bar when
the fire button is pressed. Relax
and watch the flight of the ball in
the overhead window . . . untilit's
time to start the process all over
again,

Eleven over par already, can Cam possibly drop it this time?

the library to see if they've got
the latest Mills ‘n" Boon - totally
pointless. Imacive’'s version of
Konami's Golf is the most appe-
aling golf game around on the

at the moment, but it
still isn"t worth more than three
quid - and even at that price |
wouldn’t like it. Graphically it
has to be said that this is quite
good -alittle green perhaps, but
generally fairly well done.” Sk

® “Two gm;fanm in one issue,
at least one of them must be good
—but alas no. Konami's Golf is cer-
tainly one of the most playable golf
simulations around. It's very easy
to get into. The graphics are well
drawn, but in some places seem
out of perspective. is a bit
scarce, but it doesn't matter in a
game of this type. Konami's Golf
contains stacks of little features
that enhance .-'rlran:i?d make it much
more than a "hit and hope' prog-
ram. One of the best golf simula-
tions on the Spectrum.”

PAUL

® “Waell, it's not all that bad. At
first | was going to be really cruel
to it, but, after a bit of persever-
ance it turned out to be almost

enjoyable. The two-player mode is
much more interesting, but bore-
dom still sets in after a short while.
The graphics aren't particularly
good, and the whole thing seems
to lack that certain something
which would make it into a really
fun game. If it was a cheapie, then
maybe it'd be passable, but it's
not, so it's not. Not incredibly
amazing, but there ya go."

MIKE
Control keys: Q up, A down, O
left, P right, SPACE fire
Joystick: Kempston, Interface 2
Use of colour: black players on
rean field
raphics: not very detailed —

functional rather than decorative
Sound: a little tune at the start

Skill levels: one

Screens: one

General rating: Incorporates

most of the features of the sport
Value for money 58%
Overall 58%
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HIGHLANDER

Producer: Ocean
Retail Price: £7.95

Author: Roy Gibson/
Canvas

H ighlander is based on one of
last year's more unusual
films. Immortals it seems
aren't just the stuff of rumour or
legend - they actually exist and
roam through time in an endless
battie with one another. Ultimately
‘there can be only one’.

Highlander the game is based
on just one element of the film -
the sword fighting sequences.
During these, the hero, MclLeod,
has to confront and kill three other
immortals. The only possible
method of executing an Eternal is
to behead him, and this is
Mcleod's aim when he faces
opponents. The immortal who
finally triumphs becomes the hol-
der of ‘the knowledge’, and con-
sequently the saviour or destroyer
of the world,

The game can be played in two
ways: you can be MclLeod who
must fight against a series of
increasingly competent com-
petitors. Altematively two players
can fight each other in a head-to-
head, one playing McLeod and the
other taking on the character of
one of his adversaries.

Each of the three levels is loaded
separately and has a different set-
ting and a different immortal for
McLeod to try to decapitate. The
first section features Ramirez, the
least skilled of the immortals. Fizir
is the second opponent — an
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ancient and skilled contender who
is malicious and uncompromising
in his fighting. If his head is
removed then it's on to the final
level which is set on rooftop in New
York where Mcleod faces the
most deadly of all the immortals —
the dreaded Kurgen. Kurgen is the
most proficient swordsman of the
averlasting fratemnity, and killing
him confers the "knowledge' onto
Mcleod and the World is safe
again. Failure however has disas-
trous consequences . . .

MclLeod has fourteen different
sword fighting moves at his dis-
posal, accessed in traditional beat
‘em up style. McLeod can move
right or left across the screen and
can attack or retreat, crouch down
or leap into an attack position
ready for the kill. Most of the
fighting takes place with hMclLeod
in a standing position. In this posi-
tion MclLeod has two defensive
moves to protect his neck and
’Ialudyr along with six attacking pos-
itions. In the kneeling position
there are three attack modes
allowing MclLeod to defend his
neck, head and feet.

Energy bars at the bottom of the
screen indicate the status of the
two combatants — fighting and
taking hits costs energy while rest-
ing restores it slowly.

@ "Highlander is yet another trite
beat 'em up. This time your

The final scene, will McLeod decapitate Kurgen and earn ‘the
knowledge'?
= i

= - e W
Fizir gets the better of you as you battle it out in the under-
ground car-park

weapon is a sword so you can
hack off the head of your oppo-
nent. The tie-in with the film (the
head-hacking sword) is so
vague that it may as well not
exist. The game itself isn't really
state-of-the-art. It is very sasy
to get bored with hack 'n slash-
ing, simply because there isn't
enough variation. Graphically |
am disappointed; the charac-
ters are colourless, chunky and
badly animated and the
backgrounds are unvaried. The
sound is less than good - there
are no tunes and very few
effects. Highlander is not a good
game."

BEN

@ 'Highlander was one of my
favourite films of the summer, so
when ocean grabbed the rights to
the computer version | was sure
that they could make a great com-
puter game out of it. To make the

game like the film ocean should
have gone towards an adventura/
arcads scenario. As it is, | find it
totally boring and quite unplay-
able. The graphics are very simple
expanded sprites and the
backgrounds contain a bit of col-
our. They don't look very impres-
sive. Pity it's not as good as the
film. "'

PAUL

@ "What FAT graphics! Not some-
thing we see that often on the
Spectrum! That was the first thing
that struck me, and the second
thing was the fact that | found it
vaery difficult to win a battle. No
doubt I'll get better if | practise, but
frankly, | can't be bothered. High-
lander is more than a tiny bit bor-
ing; despite the fact that there is
reasonable varnety of moves, not
all of them seem to work properly.
| can’t understand why MclLeod
turms into a bleb, liguidises, and
throws his moltén form at Ramirez,
Highlander isn't one of the best
games around. It doesn't appeal
to me."

Control keys: Player One—Wup,
Dright, X down, Aleft, 5 fire; Playar
Two—U up, Mdown, K right, H left,
dJ fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: bleak; mainly black
and white with a coloured border
Graphics: extended pixel
graphics which look blocky and
awkward

Sound: spot effects (but not many)
Skill levels: three

Screens: one main screen on
each level

General rating: A disappointing
game that bears little relevance to
the film

Presentation 75%
Graphics 62%
s 3%

54%
Value for money 53%
| 57%




THE
DEEPER DUNGEONS

ANOTHER 5].2 ALL NEW!
ALL ACTION! SUPER SCREENS

Dld ynu buy the no. 1 Arcade
Smash Hit of 1986 — Gauntlet? If not,
you certainly should have. If you did,

then you'll be delighted to know that yo
can play another amazing 512 levels gﬁ
this super add on.

Requires original Gauntlet to run this version,

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARI
hr £4.99 cassette

/128, AMSTRAD, ATARI, £6.99 disk
ATARI ST £12.99 disk ATARI

U5 GOLD LTD., UNITS 23 HOLFORD WAY, HOLFORD, BIRMINGHAM B8 7AX. TEL; 021 356 3388 GAMESTS




IMPOSSABALL

Producer: Hewson
Retail Price: £8.95
Author: John Phillips

all €5 were vary popular
Bdugrarrgnmﬂﬁ.ltmklcknﬁ
the New Year with a game of
this type, written by a newcomer

to the 51[1:10':““" programming
scene. is latest spherical
scenario Impossaball, features a
ball travelling through a 3D scrol-
ling environment.
particular bouncing ball has
to be negotiated down eight cor-
ridors, which become progres-
sively more cluttered with obsta-
cles. Cylinders protrude from the
floor and celling and must be
knocked level with the surface by
bouncing onto them. The game is
played against the clock, and the
status area keeps track of the
number of cylinders remaining, the
amount of time left to complete the
current level and the score so far.
Laft to its own devices, the ball
bounces up and down on the spot
- ing fire increases the height
of the bounce up through the four
levels available, while releasing fire
allows the hounch‘ngbt:' subside, A
shadow under the heips you
iﬂlﬂ'ga its position in the corridor
the height of the bounce when
manoauvring. Bouncing the ball
into stationary objects causes it to
rebound — unless you choose a
deadly artefact, in which case one

haired Ones on ZZAP! . ..

e

CYLINDErs
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of the four lives available is lost and
the ball returns to the start of the
current corridor. After an untimely
death, cylinders that have been
dealt with don't have to be tackled
in — play resumes with the
jects in the corridor remaining
as they were when your ball burst.

Life as a eylinder-bashing ball is
complicated by deadly spikes and
murderous plasma fields. Spikes
tend to live on the top of poles -
bouncing into a pole has no harm-
ful side-effects, but the spiky orbs
themselves are definitely danger-
ous. Plasma fields can be statio-
nary or may move around, follow-
ing preset patrol patterns. Fire
bolts appear after the first level,
leaping into the air at regular inter-
vals from either the ceiling or the
fioor.

On the plus side, magic rings
appear on the floor ceiling.
Bouncing into one while it is flash-
ing earns some extra time on the
current corridor, but once the
magic power has been extracted
the ring joins the spikes and
plasma, becoming deadly to the
touch,

Points are scored for cylinders
that have been destroyed and for
travelling down the length of a cor-
ridor: an extra life is awarded for

5,000 points collected.
When all the cylinders on a level
have been destroyed it is possible

to cross the finish line — you then
automatically flip up to the next
level where the going gets even

Nine cylinders remain to be deall with on the first level, as the
spherical hero despatches another spike-guarded protuber-
ance. Could this game have been partly inspired by the Spiky-

Disaster strikes on level two: Pop goes the ball as it makes

contact with the spiky guardians that surround an encamp-

ment of cylinders

tougher, It looks like 1987 is going
to be a busy year for spherical

®" 'Oh no!’ | hear you cry ‘Not
another bouncy ball game'.
Don't fret — this is different. It
really does appeal to me - there
isn't a scenario, but who cares?
This is compelling enough with-
out any plot. Graph Impos-
saball is very original. play-
ing area is superbly drawn, the
scrolling is excellent and there
is no colour clash. The sound is
also very good, with a multitude
of effects - and the tune on the
title screen Is worth listening to
{which is more than can be said
for most title tunes). Another
ace from HEwsON, "

BEN

@ Hewson have always come up
with original and good games (with

the exception of Gity Slicker) —
Impossaball is the icing on the
cake. &aphmaﬂng would say that
this is one of thefr maost inviting
products. The colour is cleverly
used and avoids attribute prob-
lems. Unfortunately the sound is
limited, but it serves its purposes.
Impossaball /s very easy to get
into, and extremely playable. As
with most HEWSON games, it is very
addictive and good fun to play.
Hewson have done it again. You'll
be playing this one for months. "

@" | must confess that this one
didn't really grab me, but the
smooth, interesting graphics con-
vinced me that it was worth play-
ing a littke bit. Indeed it was!
Despite the slight boredom of the
first few games, Im
really kept me at it for a long while.
There is more to this than simple
arcade reactions (though these
are a major part of the gameplay),
a bit of brain-power is also called
for. The combination of these two
elements makes the game highly
addictive and well worth getting.
Recommended. "'

MIKE

Control keys: Left/Right-handed
options — Q/O left, W/P right, P/Q
‘into’ screen, L/S 'out of' screen,
/M fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: effective
Graphics: smooth scrolling and
animation; neat inertia effect after
collisions

Sound: good title tune and tidy
effects

Skill levels: one

Screens: eight scrolling levels
General rating: An original, addic-
tive that is more than just

an bouncy-ball program




AGENT X

Producer: Mastertronic
Retail Price: £1.99
Author: Steven Tatlock

mad professor has run off

with the President of the

United States, planning to
brainwash him and start World
War Three. Agent X, being the best
available, has been salected by
the World Powers to make a
rescue attempt.

The four stages to the mission
are loaded separately from the B
side of the cassette. A window
below the main playing area
shows the trenchcoated figure of
Agent X on a path that leads to a
tombstone. Each time a mistake is
made the figure takes another step
towards the grave, but Agent X
gains a little bit of life force when a
new stage of the game begins. A
vertical bar on the right-hand side
of the screen indicates how close
our hero is to completing the cur-
rent section.

Agent X starts out at the wheel
of a car which travels alon a
diagonally scrolling roadway.
vehicle is under continual atlack
from other road users who try and
nudge it into the kerb or trap it
behind obstacles. Being a Secret
Agent’s car, it is capable of leaping
into the air to avoid crashes. At the
end of the road the car stops out-
sideamina. ..
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litthe figure gets a bit closer to that
tombstone.

Level Three finds Agent X inside
the professor's lair. From the sec-
urity of a fortified compound, the
mad scientist hurls missiles at our
hero. Objects are propelied
towards agent from eight
doors at the back of tha screen
which open at random to disgorge
a projectile. A cross-hair sight is
moved around the screen to target
Agent X's gun, and the professor's
projectiles have to be shot out of

In the mine, Agent X is seen for
the first time in all his glory, com-
plete with trench coat, drooping
fag and pork pie hat. He's on foot
and makes his way along a hori-
zontally scrolling tunnel, jumping
over runaway trolleys that trundle
glong the floor. The professor's
evil minions approach from the left
and right and must be kicked or
punched out of the way — if they
get their blow in first, nt X is
sent flying off the screen and the

the air. When the bad boffin's
stock of missiles is exhausted, you
get a shot at the evil kidnapper
before moving on to the final level.
To conclude the mission Agent
X has to fly a helicopter through a
cave system avoiding missiles and
crusher bars that move, pincer-
like, from floor and ceiling. The
cave opens onto the sea, where
the professor has constructed a
series of platforms from which his
henchmen launch themselves

@cl H ;;"'w‘.f: ‘—- -:.-.." :' - : :
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using jetpacks. They do their best
to blow our hero from the sky. At
the end of the scrolling sea there is
a platform which contains a bomb.
Agent X must collect the bomb, fly
back through the cave network,
deposit the device on the roof of
the professor's HQ, and then fly
back out to sea to avoid the blast.

CRITICISM

@ “ Perhaps this isn't one of the
most original budget games
ever, but it is certainly one of the
best. I'm i with this: it
has everything a game should
have — my only moans are that it
mnn'avhnnhitn to complete

that the m load is a real
pain. The graphics are a bitof a
mixed bag really: the first few
sections are excellent, but after
these the graphics start to geta
bit iffy. The sound is the best fea-
ture. The title music is without
doubt amo the best 48K
music around. The effects aren't
bad either. For two quid you
won‘trn-gratbwingﬂinutal..;

® " It seems to me that MASTER-
oMic have now established
themselvaes as one of the fop
software houses in the country.
me}y continually come out with
wall polished products at an
affordable price. Agent X s
another bit of fun software: its pre-
santation is great and the game is
playable and addictive. The

aphics are some of the best

udget type around and contain a
good mixture of colour. Agent X is
not initially addictive, but after a
while | found myself rewinding the
tape without complaining at the

multi-load. Even if it is fairly easy to
get past the first two levels, Ihe
game js fun to play and is grea
value for monay. Wall worth .'Ju
ing, if only because it's a bﬂdﬂ'lg:
rent from the norm.

PAUL

@ " Wow! For £1.99, this has got
s0 much content. The graphics are
all fairly neat, but | dislike the need
to continually restart and reload. |
suppose it's unavoidable, but it is
a little bit more frustrating to die on
a multi-load game than on a nor-
mal one. For the money, Agent X is
a crucial purchase, because with-
out it you miss all the fun! Loads of
content, In some very different
games, all of them very well done.

Worth every penny. ™
MENE

COMMENTS

Control keys: Q up, Adown, O
left, P right, M fire

Joystick: Kempston, Cursor,
Interface 2

Use of colour: a bit restrained
Graphics: good detail and anima-
tion

Sound: amazing music at the
start, okay effects

Skill i s: one

Screens: three =crolling play
areas and the shoot out screen

General rating: A great plece of
budget software
Presentation 92%
Graphics B82%
Value for money 94%
Overall B85%
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DOUBLE TAKE

Producer: Ocean
Retail Price: £7.95
Author: Denton Designs

ur normal, stable universe
has a parallel — a universe
% that is under the control of
a distinctly evil being by the name
of Sumink. Sumink has been wait-
ing for the opportunity to cross the
dimen divide that separates.
the two universes so he can begin
a new program of conquest . . .
Then, one day, a student work-
ing in an advanced physics
research laboratory unwittingly
provides Sumink with his chance,
An experiment damages the entire
space/time continuum, throwing
the two parallel universes into an
unstable state and creating gate-
ways that allow objects and
people to pass from one universe
to the other.

dent has to travel through the cyc-
lotron itself — which contains
energy-sapping atomic particles.
The status panel includes a read-
out that monitors your energy
leval: there’s only one life in the
game and energy must be con-
served as it can't be boosted.

Periodically, the main display
dissolves and reforms as the two
universes interchange. A pointer
indicates which universe is cur-
rently occupied — a plus sign rep-
resents our universe and a minus
sign Sumink's. This pointer slides
along a scale when a shift between
universes is imminent. All the loca-
tions in one universe are contained
in the other, but as the universes
are mirror images of each other,
moving left in one universe is equi-
valent to moving right in the other,
and vice versa.

Sixteen electrons — one for aach

The lab in which the fateful
axperiment was conducted con-
tains sixteen rooms and a giant,
tunnel-like particle accelerator.
Suddenly it has become linked to
the equivalent laboratory in
Sumink’s universe. Objects from
locations in our universe have

unstable and changed
places with their counterparts in
the "anti-universe’. The first step in
restoring order involves stabilising
these objects and returning them
to their rightful locations.

You control the student whose
experiment caused all the prob-
lems —he is represented by a flying
lab coat and is equipped with a
gun. Just as well, as a horde of
energy-sapping monsters have
been created and they lurk in every
location, regenerating themselves
endlessly until stability is restored.

Rooms in a universe are linked

whirling vortexes — the screen
flips to the next location when the
coat is moved down into a vortex
while fire is pressed. To gain
access fo some rooms, the stu-
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in the kitchenin our own universe —a fiendish monsteris just
materialising above the right-hand vortex

of the sixteen pairs of locations —
maove up and down in a window in
the status area. Restoring order by
returning all the objects that travel-
led between the universes to their
correct places causes the dancing
electrons to move in harmony and
produce a sine wave on this read-
out,

When the student enters a room
a pair of lights under the electron
display show red if the room is
unstable and green if it is stable.
One item can be carried at a time,
and picking up an object causes it
to appear in a window on the
status area. The indicator lights
then remain red until the student
takes the object to the room in
which it belongs. If the lights turn
red again when the object is drop-
ped, it has been placed incorrectly
and must be gathered up and
repositioned.

e colour of the object held
changes to md:_nl:at;mlts stability,
moving throu spectrum
from nmgﬂntagtu flashing white.,
Stability can be incraaaag gradu-

ally shooting monsters or
instantly by touching the sparkiing
cloud that wanders through eac

universe — these clouds also act
as portals between the two worlds.
A stable object is retained when
the universes interchange, but the
moment it is dropped it becomeas
unstable again unless it is placed

and thankfully the collision detec-
m accurate. Ui;dfﬂnunhe ately, |

the lacked the sparkie
that mﬁx me addicted to it
for long. | can see that Double Take
will I to the ically-

mi among you, but i
actual game boring to play. "'

A

A dank and dreary location in Sumink's universe

in its proper position. It's no use
just picking up an object and wait-
ing for the universes to change — if
the flip happens while an unstable
object is held it is automatically
swapped for its cou .

Restoring stability is only the
first part of the game. Once every-
thing is ship-shape it's time to deal
with the threat posed by Sumink
himseif. Entering the negative uni-
verse you must do battle with the
evil warlord . . .

® “| was impressed when | first
saw this = it is based on a really
good idea. However, after quite
alotof I realised that Double
Take didn
right places. The gameplay isn't
really compulsive, so you can
find getting very bored
after n.::u:.t time. On screen
averyth excellently done.
All of the characters are per-
fectly animated (especially your
jacket), and the backdrops are
colourful and very detailed. The
sound is also good, but not out-
standing. This game isn't quite
my cup of tea — | found it got
monotonous. "

@ "DenTon DESIGNS s8em fo have
got their act together again and up
come up with a really good pro-
duct . . . | think! The graphics are
well above average— colourful and
detailed. The sound is good but
only plays once on the title screen,
which you never see again
you've chasen your options. The
animation is very smooth and fast,

@® "It certainly looks as though
DENTOM DESiGNS have got things
together again! The graphics on
Double Take are excellent, with
loads of colour used (and most of
the clashes are fairly discreetl).
The instructions and gameplay are
quite complicated, but if you take
time to digest e hing the gama
undermneath is both playable and
addictive. The place where Double
Take most surprised me wasin the
effects.  Congratulations to
penToN's for the spinning wvor-
texes, the screen nhangkng, and
the everso neat animation.

MIKE

Control keys: redefinable — up,
down, left, right, fire; SPACE to
pause

Joystick: Kempston, Cursor,
Interface 2

Use of colour: attractive, and
carefully done

Graphics: impressive: the usual
penTON's flair

Sound: cute tune at the beginning
with spot effects throughout

Skill levels: one

Screens: around sixty

General rating: A very classy and
original game that looks good but
could get a bit monotonous aftera
while

Presentation 83%
Graphics 90%
Addictive quaiities  60%
overall o Ta
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HARVEY HEADBANGER

NINJA

Producer: Firebird
Retail Price: £1.99
Author: Conversion by
Probe Software

arvey and his drinking part-
ner Hamish Highball like

nothing better than to siope
off early from work to catch the
Happy Hour in their local bar. After
a few beers they start to become
rather violent, and start scrapping
= their favourite occupation. Being
a bit short on brains, they use their
beer bellies and tough heads to
beat the living daylights out of
sach other.

The basic idea of this game is to
out-manoeuvre your opponent or
the computer. The screen is
divided into horizontal sections,
divided by :Iiras u;l;ich ﬂmdmmcr;
ters move along by swinging wit
their arms. Harvey and his chum
can move vertically, by leaping
from wire to wire. As they move
over the background it changes
shade, and the two combatants try
to tum as much of the screen to
their own colour as possible. The
idea is to isolate your opponent
inside a zone of your own colour.

There is a squiggly straws at
each side of the screen, one for
Harvey and one for Hamish.,
Cocktail appear in the playing
area, and the more drinks a rotund
fighter slurps, the higher the liquid
level in his straw rises.

When Harvey and Hamish col-
lide, they are both stunned for a
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Frantic guzzling action as a couple of refreshing drinks
appear for the two challengers

while by the impact, and start to
move around the screen arrati-
cally, out of control. The more
booze you have in your straw, the
quicker you recover from this
dazed state and if the other boozer
is still helpless it's possible to hem
in in with your colour and win.

There are five levels of difficulty,
and the start level is selected
before play begins.

@® "I'd go as far as saying that
this is the most playable budget
game | have seen to date. The
gnmnplw is fast and frustrating.

does lack a litle something
graphically, but it's hard to say
what. The sound is a bit lame -
but there are a few tune-sttes
and minimal effects. I'd say that
this is well worth the couple of
quid FiREBIRD are asking. Go out
and buy it— NOW!" =

BE|

® "What a weird old game this is.
It took a bit of getting used to, but
| began to enjoy it when I'd finally
discovered what it was all about.
Harvey Headbanger is not as play-
able as it should be, but with two
players careering out of control it
can become fun, The presentation
is quite original, with lots of cutely
presented  instructions  and
menus. It would have been even
bettar with a friendly little tune and

a well drawn title screen — but for
two pounds one can’t complain,
canone?"

PAUL

@ "I'd heard the Amstrad version
had received acclaim, but from the
brief and very unatmospheric
instructions (typical of AREBIRD!), |
must confess | didn’t really expect
any greatthln% from its Spectrum
counterpart. Nothing great was
revealed to me on my first single-
layer game, but everything
e clear after having played
two-player. The pace isn't over
fast, but it becomes very frantic as
i:uur opponent comes close to
emming you in. A very simple
idea on the part of FREBIRD, but
wall worth the two quid."”

MIKE
Control keys: definable — up,
down, left, right
Joystick: Kempston
Use of colour: adds greatly to the
playability
Graphics: good animation
Sound: spot effects
Skill levels: five
Screens: one

General rating: A fun, original
game

Presentation 74%
Graphics 79%
Aadictive 849,

qualities 84%
Value for money 88%
Overall 80%
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Producer: Mastertronic
Retail Price: £1.99
Author: lcon Design

injas aren't the sort of guys
Nyﬂu want to bump into

down a dark alleyway, Not
only do they hpnssess a rather
n sword, they always keep a
p"liasr:ty'rful supply ynf N?I;Sia stgm
about them, and if all that lot
doesn't get you, well, a swift kick
or punch should see you coughing
up the ol' expensive bridgewaork.
Fortunately, the hero of this game,
the Ninja, is the worst of the lot,
Going in anck sorting out a multi-
level temple positively bursting at
the seams with various aggressive
types is the ideal way for him to
spend a rather dull Sunday after-
noon. :

The justification for this breach
of the peace, just in case Ninja
needs one, is that a low-down no-
good bunch of baddies has made
off with a collection of idols from
the temple which Ninja supports.
He sets out to rescue the idols
from the clutches of the blas-
phemers.

Several flip-screen rooms make
up a single storey of the temple
and the hero has to kill off at least
one idol-thief in each chamber.
Only one baddie confronts him on
the screens that make up the first
level, but on the higher levels, up
to three may come at him at once.,
Moving up a level causes the bad
guys on the level vacated to regen-
erate.

Ninja has but one life but can’
replenish his energy reserves by
collecting idols. Five hits kill him,
but he's some mean Ninja and has
a full range of kicks and punches,
a supply of throwing stars and that
trusty blade.

The oppaosition includes Ninjas,
Thugs and Karatekas. The yobs
take a different number of blows to
dispose of, and fight in different
ways: Thugs wade straight in as
soon as MNinja moves towards
them; Karatekas are fairly aggres-
sive, but the Bad Ninjas like to
hang back throwing Ninja stars.

After a Ninja star has been
thrown, it lies at the bottom of the
screen so a Bad Ninja or our hero
can collect it — the hero can carry
three stars at once.

Points are scored for salvaging
Idols and for eliminating baddies.
To win the game, the seven idols
have to be collected before Ninja
’%ghtﬂ his way back down to Level

ne.

@ “Ninja is the sort of game that
would have been exceedingly
playable if only the program-
mers had spent a little more time
onit. The idea is there and is very
good, but unfortunately the
game gives an overall impres-
sion of being unfinished. The
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H'::'h afew more points in the bag, cur hero puts the bootinto
a thug

gameplay isn’t that impressive:
| couldn’t play more than a few
goes without becoming com-
pletely bored. Beating up thugs
is only fun when they fight back
intelligently. The graphics are
poor. The characters flicker
around erratically and the
backgrounds are boring. The
sound is also below average —
there are no tunes and the
effects leave a lot to be desired.
Allin all, even with the low price,
| wouldn't recommend this. It

just isn't fun to play. "
BEN

8 " What a boring game this is.
There is very little in Ninja that
would keep anybody excited for
long. It needs very little thought to
play the game—Ninja is just a case
of trudging around bashing up
pixels. The graphics are particu-
larly basic and monochromatic.
The backgrounds contain lots of
colour but give a poor illusion of
depth. Sound consisis of basic
‘white noise’ effects and no tune. |
didn’t find Ninja in the slightest bit
addictive. The package contains a
nice lpading screen and many
options, but unfortunately little

game. ™
PAUL

@ " Ninja is a bad game. The
graphics are very poor; similar

characters may have been passa-
ble on Fist, years ago, but not now:;
the programmer couldn't be
bothered to animate them prop-
erly? No brain is required, beyond
the ability to move and fire, but |
wouldn't complain about that if
there was more content init. There
isn’t though, so I'll just say don't
buy it, even for £1.99.

MIKE

Control keys: definable — up,
down, left, right, punch
Joystick: Kempston, Cursor,
Interface 2

Use of colour: colourful, but
simplistic

Graphics: simple, basic stuff
Sound: minimal effects

Skill levels: one

Screens: 15

General rating: A very average
budget beat 'em up

Presentation 60%
Graphics 50%
Playability 47%
Addictive qualities 45%
Value for money 51%
Overall 50%

PRO GOLF

Producer: Atlantis
Retail Price: £1.99
Author: John Watson

udget golfing is now availa-

ble on the Spectrum from

ATLANTIS who have taken a
differant overall approach, offering
an overhead view of the playing
area.

Before a player may progress
onto the green several selections
must be made. Pro Golf allows
three different types of match play:
championship round, single round
or practice, and up to four players
may approach the links together.
Having selected the standard of
play the next decision is between
using a championship tee or a
Metal tee, which governs the
length of the drives you attermpt.
The course itself is either Sun-
ningdale or Pebble beach,
depending on which side of the
cassette is loaded.

Golf is played out in the open,
and to add realism Pro Goff allows
the effects of the elements on your
game to be modified. The speed
and direction of the wind may be
selected and it can range from
gusty to a steady gale. The ground
can be wet, normal or dry. After
the variables have all been
adjusted, it's time to pull on the
Pringle jumper and head off on to
the course itself.

The main part of the screen is
taken up with an overhead view of
the links and all the normal hazards
are present: trees, the rough, and
treachercus bunkers. indows
placed over the course contain a

graphic representation of the
golfer you control, indicate the
wind speed and the direction of
thae hole and show the par for the
current hole and how far your ball
has to travel before making con-
tact with the flag.

Before the ball is sent whizzing
across to the green a shot must be
set up. First choose a club: woods
from 1 to 4 are available and irons
from 1 to 9 are included in vour
bag along with a sand iron for
those embarrassing bunker prob-
lems. After the appropriate club
has been chosen, E; direction of
the shot must be salactad taking
into consideration the effects of
the wind. Moving a pointer that
appears on a small compass at the
bottom of the screen alters the
orientation of your golfer.

Finally, the power of the shot
needs to be adjusted on a scale of
zero to one hundred.

The ball is hit by referring to the
window that shows the player —
time the shot so the ball is hit as
the golfer's arms swing around.
When the ball is on the green, the
gcreen fills with an enlarged ver-
sion of the putting green. The
same set-up routine Is used for

ng, but the power of shots
gec.nmes more critical.

@ * Pro Golf is perhaps the most
unappealing game that I've
played this month. How can any-
one axpeact a game based on a
unpopular

relatively sport
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(among young people anyway)
that is programmed badly to
make a profit? I've always found
Golf simulations dull and this is
no exception. Graphically Pro
Golf is poor, the courses are
badly drawn with UDGs and your
player looks as though he's
been put through a blender. Col-
our is used badly, Okay so golf
courses are green, but one can
only take so much Spectrum
green on screen before it all gets
too much. The sound is dire. I'd
keep well away from this if | was
you, there are a lot of better
things to do with your money. "

® "/'ve had a few bad experi-
ences with golf simulations -
afthough if pushed | can get quite
inferested in the game. Unfortu-
nately Pro Golf is about what I'd
expect from a budget priced
game. This is very much based on
all the other golf simulations that
have come out for the Spectrum —
after all there's not much that you
can really do with the game. The
graphics are as detailed as neces-
sary and flick onto the scresn
guickly — but where the program
loses speed (it's all BASIC) is the
calculating of the other player's
score, Pro Golf is fairly good, as far
as golf simulations go. At the
budget price it is as good as can
expected — but then gu.h‘ games
never did arouse me.

PAUL

® " Yawwwwn! The only reason
that | might have loaded up this
game expectantly would be if |
placed my faith in the taste of Mr
Headroom. If this is the sort of
thing he's into, then maybe that
explains his stuttering; he's so
near to sleep that he can't control
it. Forgetting Max for a moment,
Pro Golf is Boring with a capital B.
Presumably real golf bears no
similarity to this at all, otherwise
it'd have no fans! The business of
hitting SPACE when the club gets
vartical is unrealistic, difficult and
frustrating, just like Olympiad '86.
Pro Golfis the sort of game | don't

like playing. "
MIKE

Control keys: O left, P right,
ENTER select, SPACE hit ball
Joystick: n/a

Use of colour: lots of colour but
rather unimaginatively used
Graphics: poor UDG characters
Sound: spot effects plus a tune
Skill levels: one

Screens: 36

General rating: Probably not very
entanmnlng even if you like golf
simulations .

Presentation 29%
Graphics 35%
Playability 249,
Addictive qualities 21%
Value for money 32%
Overall 26%
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SURVIVORS

Producer: Atlantis
Retail Price: £1.99
Author: Glynn Carey

T he setting is a damaged anti-
radiation bunker, crowded
with survivors of a future
nuclear war. Unfortunately these
survivors are now trapped by fal-
len debris and rubble. Aided by
three specialist rescue droids,
your mission Is to get them out,
tunnelling through rockfalls by
shifting boulders Boulderdash-
style.

Droid Number One is used for
tunnelling, Number Two automati-
cally teleports survivors to safety,

Number Three can be used to
clear obstructions, Control can be
changed from one droid to another
at by pressing the corresponding
number k

Owing to the high radiation
levels, the once harmless MK1
bunkar maintenance droids have

to be avoided at all costs, as con-
tact results in a massive energy
loss for your droids — he mutant
droids must be crushed or trapped
if your mission is to continue.

There could be up to a thousand
survivors trapped in the seven-
level bunker and time is at a pre-
mium. All the survivors on a level
have to be rescued before you can
continue, and the status area
shows how many humans have
been rescued and how many
remain to be found on the current
level,

® “Remember Thunderbirds?
Then imagine it mixed with a fair
splash of Boulderdash and
you've got Survivors, Graphically
this is about average: the
backgrounds are drab and the
characters lack detail. The
sound is also a bit on the lame

become vicious killers, They have

SLORE

T iing

You start out with all three droids together and some rather

large rocks to deal with . . .

8ix humans rescued (and only 135 te go on the current level).
The clock is ticks away

side and there are no tunes and
very few effects. On the whole
I'd only recommend this to puz-
zle freaks, as it won't appeal for
long if you can't play it success-
fully.”

BEN

® "l just can't believe how good
this game is! At first | thought it
was just an average copy of Boul-
derdash with a magnify routine —
but Survivars is morein the style of
Thunderbirds — reguiring a lot of
thought and pianning. The lack of
a joystick option makes little differ-
ence, as the keyboard control is
very rasponsive. The graphics are
a decent size, and the compara-
tively small play area continually
springs suwiprises on you. It's
excellent value for money. | fust
hope that ATLANTIS can kesp itup. "

® "What's this? Is it a playable
game? Yes! There is a very promi-
nent sense of Rockford's Riot and
Boulderdash in this, with all the
jerky scrolling, poor characters,
falling rocks and tunnelling, and
oh,lcouldgoonandon . . . Ithas
also inherited the playability of AR,
and therefore has a lot of potential
at this price level. This is the type
of game that could keep you going
for a long time. In itself, Survivors
isn't a bad game, but the graphics
and the ‘retumn to the start' bit
knocks it down a bit."

Control keys: O up, A down, O

left, P right, 1, 2, or 3 to access

droids, 4 and 5 to quit current
ame, ENTER to pause game
oystick: n/a

Use of colour: plentiful

Graphics: undetailed with jerky

movemeant

Sound: spot effects

Skill levels: seven

Screens: large scrolling play area

General rating: A good variation

on the Boulderdash theme with

puzzie overtones

Presentation 65%
Graphics 599,
Playability 72%
Addictive qualities 69%
Value for money 75%
Overall 70%
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HYPERBOWL

Producer: Mastertronic
Retail Price: £1.99
Author: Binary Design

his is BINARY DESIGN'S second
futuristic ice hockey game:
Meno was the first, and now
Hyperbowi makes its appearance

The action takes placeinanarea
of space viewed from above. Two
players attempt to propel a large
puck toward their uﬁpanant‘s goal
line by colliding with it or shooting
it. A point is scored if the puck pas-
ses over the line at the end of the
pitch and two points eamed if the
puck enters the central goal.

The game lasts for five minutes,
or until a player earns nine points.
When a player scores, play returns
to the centre of the field with the
scorer facing away from the puck

At the start of the game players
select a ship from the ten available.
Some move faster or accelerate
quicker. Some fire homing shots,
while others fire in a straight line.

The screen shows a segment of
the pitch and includes a scanner
which reveals the whereabouts of
the ships in relation to the puck.
This information is vital in the two
player game — if your ship goes
flying out of the game window, the
only way to get it back is to use the

scanner displays — the window is
always centered on the puck.

Playing against the computer,
there are three skill levels. If you
win a game, you go onto the next
round and face a tougher oppo-
nent. Win five games on the trot
and you're the champ!

® “I'm not too pleased with
Hyperbow! - it's another game
which gives me the impression
that it was rushed at the prog-
ramming stage. The idea Hyper-
bowl is very good although a bit
more variation wouldn't go
amiss. The front end is excellent
but things start to get a bit tatty
during the game. Controlling
your ship is relatively easy, but
blasting the ball about the place
is tricky as it seems to move ran-
domly no matter how precise
your aim is. The graphics could
have been improved greatly:
with only three objects they
could at least look right...
Given the price, this isn't a bad
game but | couldn't play it for

GUNSTAR

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

other Earth has been
Minvaded. A strange
breed of sophisticated

beings from a distant planet over-
whelmed the World's primitive
Star Wars defence system and
enslaved the human race. The
aliens seem to have settled in fora
long visit and life looks bleak and
futile for mankind. The only hope
for humanity lies in one final plan,

Hidden away inside a nearby
moon a research team has been
concentrating on creating a totally
new type of fighter craft. Just in
the nick of time their experiments
come to fruition in the form of the
Pulse Fighters. With an expert
team of pilots know as the Gunstar
Fleet manning these small but
powerful craft, the enslaved popu-
lation can stage an attempt to
reclaim Earth. Time for you to step
in..,

There are five levels to the game.
The mission begins with direct
combat as you meet waves of
aliens on the vertically scrolling
playscreen. After the alien fighters
have been dealt with, fly through
an asteroid belt, dodging the rocks
until the alien command ship is
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encountered. To destroy the com-
mand ship, its gun emplacements
have to be knocked out and then
it's on to do battle with an alien
robot that is defended with. ..
gun emplacements. Finally, the
mission comes to an end when
you dock with the Earth Mother-
ship and refuel the fighter ready to
take on another wave of alien
pilots and their fighters.

Three Pulse Fighter pilots are in
the Gunstar Fleet and at the start
of a mission the name of the Space
Ace you control flashes on the
screen, together with a few per-
sonal details including his experi-
ence, hobbies and the sort of
Fulse Fighter he's flying. When a
pilot dies you move on to the next
Fleet member.

The score amassed by dealing
death to aliens is displayed at the
top right hand comer of the screen
in the status panel along with your
fuel status and engine tempera-
ture. An icon is highlighted to indi-
cate which pilot is currently in the
cockpit.

@® " Well this makes a change, |
haven't seen a nice budget
shoot "em up for months, It really
Is good fun gratuitously blasting

@ "'The screen looks a bit plain but
the scenario is good and the game
is very playable. The presentation
is excellent. Unfortunately the
sound Is poor. The game lacks
tunas and is accompanied by a
few "futt futt' noises. The rules are
very simple, and the pitch layout is
not very complex. But this is what
makes the game so addictive and
exciting fo play. The two player
option is excellent if you can find

enemy fighters and dodging
waves of meteors, but as it isn't
difficult to become competent
at it doesn't take too long to
complete and then it gets very
very boring. Graphically Gunstar
is pretty: the characters move
about smoothly at speed and
there are a lot of nice touches
both during the game and on the
title screen. Although there are
no tunes, the sound effects are
fairly good. This will probably
keep you quiet for for a couple
of days and I'd say that it is well
worth two quid. "

BEN
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an opponent of equal ability.

Hyperbow! /s a perfect budget
game and well worth the asking

price. "'
PAUL

@ “MasTerTrRONIC have done a fair
job with this one. The chance to
select ships is very neat, and the
whole game is very well executed:
neat presentation with a good
loading screen, nice packaging,

® " Mmmm strange little’ game,
this one. For £1.99 FIREBIAD seem
to have come up with the aimost
typleal little budget game. Gunstar
comes with great presentation,
with lots of nice little spot effects
and featuring good use of colour,
The actual content is very minimal,
but | still find it very addictive and
fun to play. Mdybe it is a bit like
Moon Cresta, but what there is of
the game is very well designed and
simply structured. If you want a fun
game for £1.99 then you can't go
far wrong with Gunstar. Simgple but
effective, "

PAUL

g
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and a highly attractive if sluggish
title screan — in fact everything you
don't usually see in a cheap game.
For £1.99, you get stacks of
gameplay, and lots of addictive
qualities; it might become boring
in the distant future, but it has a lot
more potential than many games
five times its price."

Control keys: Player One: Q

Accelerate, A Stop, S Rotate Left,

D Rotate Right, X Fire. Player Two:

|Accelerate, K Stop, L Rotate Left,

'E:NTEH Rotate Right, SYMBOL
ire,

Joystick: Kempston, Cursor,

Interface 2

Use of colour: monochrome

action area

Graphics: a little basic perhaps

Sound: minimal

Skill levels: three

Screans: 32

Genaral rating: Avery reasonabla

budget offering
Presentation B0%
Graphics 60%
Playability T7%
Addictive qualities 73%
Value for money 82%
Overall T6%

® " What a pleasant surprise: a
really playable game. The humour
Is good enough to keap you play-
ing for a while and then the game
itself ought to keep you going. It
reeks of budget labels but for
£1.99 it does represent very good
value for money. The high score
table looks very DESIGN DESIGNES-
que although it lacks the original,
amusing responses of Dark Star,
The pilot details, although good,
tend to be frustrating after half an
hour or 30 and the pauses get a
little aggravating. However it's
very definitely the sort of game you
just keep playing again and

ﬂgﬂln. ]
MIKE

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

Joystick: Kempston, Interface 2
Use of colour: effective
Graphics: some detail, quite fast
Sound: the occasional spot effect
N | Skill levels: five

- |} | Screens: scrolling play area

.|l | General rating: A neat but unde-

8
<=M ||| manding budget shoot ‘em up
- e -;"
-l ||| [Presentation 74%
| = L Graphics 58%
||| Addictive 8%
qualities 63%
Value for money 70%
Overall 62%

SAS: OPERATION
THUNDERFLASH

Producer: Creative
Sparks

Retail Price: £2.99
Author: Mark Rivers

Hara's a game that gives you
the chance to be an SAS
hero — if you think you can
handle it! You take the role of Rock
Hardman, leader of a crack SAS
squad, who's been chosen for a
tough mission = in fact it's his
toughest yet. A foreign embassy
has been taken over by terrorists
and hostages are being held.
Single-handedly he must set this
situation right.

Y'ou move diagonally across the
screen, rotating quickly if a ter-
rorist attempts to attack from
behind. The embassy consists of
a number of rooms, all of which
house a deadly terrorist. Youmake
Eaur way through these rooms one

y one, killing the terrorists as you
go. Your enemies are aware of
your position and make every
attempt to see you off before you
reach them, therefore it is impor-
tant to eliminate them with your
first shot whenever possible. You
are endowed with four lives, ona of
which is lost each time a terrorist
bullet hits home.

The embassy is a three-storay
building, with movement between
the floors achieved by lifts. The
hostages are randomly scattered
about the entire embassy, and you
must search them out and deliver
them to safety while eliminating
the terrorists.

There is a time factor to be taken
into consideration, represented by
a system of diminishing points.
You start with a total of 100 points,
one of which is lost with every
movement made. This total can be
replanished by releasing hostages
and killing terrorists, and you must
have enough points left to escape
when your mission is complated.

® "Wow! a good piece of
budget software — I'm surprised
=I'm shocked - | like it. Operation
Thunderflash is one of those
games that !E:can gither play
or you can't. terrorists really
are nasty so you've got to be
quite quick on the draw. Graphi-
cally, this is the first poor filma-
tion-style program that I've seen
- the characters flicker a lot and
they aren't really detailed
aenough. It would also have been
nice if there was more than one
type of terrorist. The sound is a
bit on the drab side, with very
few effects and no tunas. All in
all, | still think this offers excel-
lent value for money, and |
recommend it. "

BEM
@ “ Visually this game seems very
attractive on the surface — but in
reality it contains little more. A
closer look at the characters reve-
als that they are out of proportion
with the scenery, and somehow

IBUD Gl =

look stretched. The animation of
the people is kept to the simpiest
form, and thus looks very jerky. |
found it very hard to gef started,
until | discovered that it was just a
case of "spin and shoot', with the
enemies posing no real problem,
The keyboard ﬂf&y is very erratic
and extramely hard to get used to.
Nowadays, if a 30 monochroms,
arcade adventure wants to make
an impression it has to be some-
thing very ial - even at £2.99.
Operation Thunderflash hoids little

iﬂsﬁngd dppeal. Not recom-

PAUL
@ ° The characters in this game
are pretty poorly drawn and ani-
mated; the main dude looks as if
he's two pixels thick —and if you're
really lucky, you can see the other
men through him! Variety is sadly
lacking, as a lot of the screens look
very familiar, and most of the ter-
rorists are identical in appearance.
Shooting the opposition isn't easy,
as they shoot as soon as, if not
before, you come into line with
them. If you do get near them the
chances are that one of you won't
be going away! As far as value
goes, ration Thunderflash
hasn't got much wrong with it,
There are a lot of men to ba shot,
and, despite the fact that it looks
very like a cheapie, it might be
worth checking out. "

Control keys: S up, C down, B
back, J forward or Z anticlockwise,
X clockwise, M walk, K fire rotate
left, X rotate right, M walk
Joystick: Kempston

Use of colour: monochromatic
Graphics: a little flickery, unre-
markable

Sound: spot effects throughout
Skill levels: one

Screens: fifty

General rating: A fairly respecta-
ble piece of budget software

Presentation 62%
Graphics 59%
Playability 65%
Addictive qualities 64%
Value for money 63%
Overall 63%
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BMX SIMULATOR HOWZAT
E;?;?g:;acg‘ldﬂmmasm amount of luck involved, and | E:ﬁ#::; Alternative tﬂﬁm tlz, u::!d:umﬂgl?f I:l;.m:

Author: Tim Miller

Il the exciterment of hurtling

round on a BMX bike is

brought into f'{uur living
room by this latest offering from
copeE MASTERS, the new budget
specialists. This is a conversion of
the Commodore game written by
one of the company's founders,
Richard Darling.

A maze of oil cans, tyres and
planks is viewed from above as
two bikes hurtle around its tortu-
ous twists and turns. Each race
consists of three laps of the
course, which must be completed
within a time limit. There are three
controls, left, right and pedal.
There are seven different courses
in total, though you may choose to
only play over some of them,

Hitting obstacles sends the hap-
less cyclist hurtling over the hand-
lebars. The poor chap then wastes
precious time muunting up and
pedalling off. If the two bikes col-
li?f&. then the slower rider is thrown
off.

The contest takes place against
the computer or another player. In
two-player mode if both players
get round within the qualifying
time, they progress together to the
next race. If only one rider makes
it, he takes on a computer oppo-
nent for the remaining rounds.
Some comers are banked, and the
riders can use these to help get
round the bends. Turnin
becomes more difficult as spaag
increases.

Score depends on the time
remaining at the end of arace. This
accumulates from round to round
to give the final score. If there is a
closely contested finish, a replay
option can be selected and the
race seen again in all its glory —
even running the really exciting
bits in slow motion!

@ “Sorry, but | don't really see
the point in this. t's a boring
game about a sport that went
underground years ago. The
only pleasure that | derived from
this was watching the players
fall off their bikes - they fly and
bounce quite well. Other than
this BMX Simulator was a bit of a
dead loss for me. Thereisalarge

never really felt like | was in con-
trol. There are plenty of good
budget games around at the
moment: I'd fork out for one of
those and stay away from this if
| was you." i

@ “"MasTeRTRONIC continue on
their road to success. BMX
Simulator is a very polished bit of
software, with many options and
supert presentation. Even though
the graphics are mainly two-col-
our, they Si-.rean axceallent impres-
sion of 3D. The title tune contains
some good noises, but they lack
any co-ordination. Keyboard con-
trols are kept very simpla and very
responsive, This is great fun to
play, and perfectly priced at
£1.99."

PAUL

@ ""The screen shots on the back
of the package aren't particularly
inspiring, and the tune on the title
screen has neat beats and things,
but in completely the wrong
places! Nevertheless, urged on by
the cries of fellow reviewers | went
on, and WOW! - | was stunned,
The idea is very simi:le. but the
game is really quite playable. The
screen shots on the inlay don't do
any justice to the detail of the
graphics. CODE MASTERS have

made quite a good job of this one
MIKE

= recommendead"

Control keys: definable - laft,
right, accelerate

Joystick: Kempston, Cursor,
Interface 2

Use of colour: drab and uninspir-
ing

Graphics: good courses, shame
about the cycles

Sound: neat tune, but sparse and
inappropriate effects

Skill levels: one

Screens: seven

General rating: Fun at first, but
unlikely to appeal for long

e
Playability 62%
Addictive qualities 58%
Value for money 70%
Overall 63%

Retail Price: £1.99
Author: Wyvern Software

owzat! is a two player cricket

simulation with plenty of

options, presented on a
series of menus. The first decision
to make is whether to play one-day
or first class cricket. There are six-
teen county sides and seven test
sides to ’
depending on the level of cricket
chosen, and if none of them meet
with your approval names of your
own choice may be input. Opt-
ing for an existing team calls up a
squad of eleven players automati-
cally. Some fine tuning is possible
8 when a team has been
finalised, its mambers are given a
batting and bowling rating from
one to ten.

After the teams have been
accepted, the computer randomly
saelacts the winner of the toss. The
batting side has to choose the
opening batsmen and conversely,
the fielding side needs to choose
the bowler. The screen then
changes to show a birds-aye-view
of the cricket pitch, the two
batsmen, the bowler and the ten

fieiders. Fielders may be
repasitioned at any stage of the
match.

At the end of an over the score
card appears and the batting card,
the bowler's analysis and the
innings report may be accessed.
Choose another bowler and the
match continues.

The computer automatically
tells you if the batsman has scored
four or six runs, if the ball goes to
the wicket keeper or if it's a wide.
If the ball can be seen on the pitch
after it is struck then it's down to
you on how many runs you wish to
attempt.

@ " Howzat is truly a screamer. |
wouldn't wish this on anyone. In
my few years of games review-
ing | haven't seen a sports
simulator that has been as bor-
ing to play as this. Some may
argue that Howzat captures the
strategy element of cricket, but
it doesn’t: selecting where on
the field your fielders stand or
whether to run or not isn't really
all there is to the great sport. The

titude of little stickmen on the
pitch. There is no sound but ina
game of this g | wouldn't
;_:qaoctanr.at-rw | away from

@ "ALTERMATIVE SOFTWARE, mmm!/
Well it's certainly a bit different.
The game features a few realistic
points like the grass being green. |
was very disappoint at the
amount of inaccuracies and bugs
in the game. Fancy being able to
play an England team against
itselfl At one stage Tavare was
bowling against himself. Or even
Botham catching himself out. The
bowler doesn't even get to the
crease to bowl At least ‘the
scoreboard is pretty good — but
you're not pla the scoreboard,
arg you? Another cricket game
bites the stumps. ™

PAUL

@ "“Howzat is a very, very boring
me. More interest could have

n added with the inclusion of a
watch-the-grass-growing mode.
I'm quite sure that no-one is going
to find this value for money, unless
they intend paying £1.99tousethe

inlay for something unmentiona-
ble. The screen display is
sufficiently garish to light a room,
and the stick men graphics aren't
gven animated. ALTERMATIVE
SOFTWARE deserve | congratu-
lations for producing potentially
the biggest failure ever. " i

Control keys: cursor keys to
move cursor and individual keys to
make selections

Joystick: n/a

Use of colour: white players on

%‘raien field

phics: very basic

Sound: nothing much

Skill levels: one

Screens: menus plus the pitch
General rating: Not much in the
way of gameplay - for masochistic

cricket freaks only
Presentation 3332
Playability 13%
Value for money 1;2
Overall 11%
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HACKER I

Producer: Activision
Retail Price: £9.95
Author: Steve Cartwright

t's fourteen months since

Hacker first graced the Spec-

trum screen. Heralded at the
time as a demanding and highly
original game, it now has a follow-
up in the form of Hacker /l. Once
again it's been designed and writ-
ten by Steve Cartwright, but this
time on & much grander scale.

Your reputation as a computer
boffin has prompted the United
States government to seek your
help on a top secret mission. The
ClA have discovered a plot by the
Soviets which could upset the
balance of power between the
East and the West forever. The
details of their plan are contained
inwhat have become known as the
‘Doomsday Papers'. These are
held inside a high ity Siberian
base. It is your task, with the help
of three Mobile Remaote Units
(MRUs — similar to those used in
Hacker), to explore the base and
steal the plans before the Russians
can use tham.

The complex security system
which the Soviets have installed
must be hoodwinked. For this pur-
pose you control a device which
can monitor their four thirty-eight
channel security cameras. Video-
taping facilites are available so
that recordings can be made and
substituted for the original security
film. Using this method it is possi-
ble to create extra time to man-

Things are getting hectic: the fearsome Annihilator walks
past Camera Two — time to make a strategic withdrawal?

oeuvre, without being spotted by
the security guards. Other featuras
on this device include frame
pause, and a vital preview function
for editing purposes.

It's also possible to use one of
the four monitor screens to display
the area immediately around the
MRU. Using this display it is possi-
ble to map the complex, which
aids exploration. The display reve-
als the whereabouts of security
officers and active monitors in the
area.

The screen controls are situated
on a panel at the bottom of the dis-
play. They are activated by moving
an arrow over the desired option
{using joystick or keyboard), then
pressing fire or the M key. The
selec option is then highligh-
ted. The animated graphics are
gray on black (with touches of red
and blue}, and give the impression
of monochrome monitars.

One particularly nasty Russian
weapon is the annihilator. A kind
of anti-robot robot, it hunts down
and kills MRUs. This must be
avoided, as your limited supply of
MRUs is all that stands between
the free world and disaster.

@ “Aggggghh — they said that
I'd be safe from gfgg:g like this.
Well it looks as gh this has

got through the guards (it

sneaked through by hiding
behind its arcade sequences).
Joking aside, this is definitely a
better game than its predeces-

depth’ plot. Unfortunately the
game is not at all easy to getinto
s0 it didn't really appeal to me.
The graphics and sound are not
at all bad: the screen is well laid
out and there are some nice
effects. However, I'd only
recommend it if you were a
Hacker fan.™

@ " really loved Hacker, so | was

needs adjustingl Everything has to
be very cleverly worked out, such
as putting the video on the
monitors to fool the security
guards. It's obvious that lots of
thought has gone into Hacker I
and it was worth it. it's a
thoroughly enjoyable and addic-
tive game. "'

PAUL

@ “Despite the excellent polished
exterior, | found Hacker Il to be a
little lacking in the gameplay
stakes. The graphics are very
good, and it's lots of fun getting
used to (and playing with) the
video recorder. It's a vastimprove-

really looking forward to the
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saquel, and what an axcellent job
ACTIVISION have done with it {M
video machine is somethin

have to see — the amount of detail
that has gone into it Is amazing —
but it's a pity they used the

model as the vertical hold often
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Camera Two shows the MAU strolling down one of the
corridors in the compiex

ment on its predecessor, but

something's still not quite right. .

The content isn't actually lacking
as tlhere is plenty to d?.fgm aftera
while spent playing it | found | got
a bit bored. Colour has been used
excellently, and generally | find it
hard to criticise any one thing in
the program, but it does lack some
vital element that could have made
it into a smash hit."

MIKE

Control keys: Q up, A down, O
left, P right, M push button
Joystick: Kempston, Interface 2
Use of colour: basic but effective
Graphics: simple effective
graphics which add to the atmos-
phere

Sound: atmospheric spot effects

that give a creepy and realistic

effect

Skill levels: one

Screens: one

General rating: a worthy

sequel
Presentation 93%
Graphics 82%
o
Value for money 80%
Overall B82%
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MAGIC KNIGHT

RIDES AGAIN!

The saga of Magic Knight, the cute
litthe time-travelling hero created
by David Jones for Spelibound, is
not yet over. Magic Knight's first
adventure involved rescuing his
pal Gymbal the Wizard from a time
warp. The time warp took its
revenge, and dumped Magic
Knight onboard the starship USS
Pisces in the 25th century. In
Knight Tyme, Magic Knight had to

Eersuada the starship crew to take
1im to a planet with a convenient
time machine before he could get
back to his own time.

On the way home our hero got
tangled with a parallel universe
and caused another Magic Knight
(the Off White Knight) to arrive in
Magic Knight's home town. The
Off White fellow isn't a goody-
goody by any means — he decides

STEVE
TURNER
TUNES
UPp...

Steve Turner is currently workin
on another for m‘g

RANARAMAT

misapplication of magic, and he
decides to take on the invading
magicians. A level consists of bet-
ween 50 and 100 rooms viewed
from above — and they start off
plunged into darkness. When Mer-
wyn enters a room far the first time
it is flooded with light, and remains
illuminated. for rest of the
game.

Migsiles, power and shields may
be collected and their effect is
graded according to the level they
belong to — it's no good hurling
missiles from Level One at the
wizards® minions on Level Two as
it only makes them cross! Spells
are available at randomly chosen
locations, and the wizards carry
runes which may be converted
into the resources used in the con-
flict. Wizards only yield their runes
to Mervyn when he has defeated
them. A dozen wizards roam each
level, and Merwn needs to kill
them all in one-to-one combat
bafore he can move on.

Stave Turner is still taking inspi-
ration from the CB4 game Parad-
roid, progBrammad by his partner,
Andrew Braybrook — when it's
complete, Ranarama will take the
hero into a whenever
et bl it
m nt it's t
Steve's concentratingon . . .

Froggy hero Mervyn contemplates hie lot. Maybe he'll find »
basutiful princsss at the end of the elghth level of

The K finds himaelf t o
l nrw:gl;-n-'c night up against & large an

to set about subjugating (LMLWD)
the masses and generally being
foul and cbnoxious. Naturally, our
hero, righter of wrongs, doer of
great deeds, and general all-round
good guy, feels obliged to sort out
the mess he's caused,

The action in Stormbringer
takes place in four areas: The
Forest, Tha Caves, the Castle and
Off White Knight's time machine.
As in the previous Magic Knight
games, our hero can manipulate

the objects which he finds lying
around - the windowmation sys-
tem allows the player to interact
with the central character.
MasTERTRONIC intend to release
both 48K and 128K versions of the
game. The 128K version will fea-
ture an impressive 64 rooms, 64
objects and 16 characters as wall
as background music, and at the
moment David Jones is trying to
cram as much as he can into the
48K program.

JUDGE DREDD

Another tie-in involving characters
from the comic Is on its
way — this time it's MELBOURNE
oy iy Rty e b

n (s}
5 Dredd, i

The Judge is the
uphddu'uﬂawwmﬂsm
City 1, the giant, sprawling met-
ropolis that has grown from
New York and the entire
east coast of America. In the huge

city crime Is rife, and the =
rators are humn

Dredd patrols the city waiting for
reports of crime. When a report

u shoots on sight, fires awamn-
nggtuturtﬁasmgkeﬂm
offence, evenh in

cracked down
on hard.
w for the game to be com-

ta the "tubes’ nice and ly.
A spot of littering is not a capital
-City 1, but
Tap (mugging), Mu .nrgwdda
Glanding must be
Should go down well with fans
of the cartoon strip — while you're
, why not enter the compaet-
ition this issue . . .

Drede siugs i out with » gun-toting perp. The robodor hangs
_“ﬁ—-.- it remaing

R LLEEE S TUEEY
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What's the next best thing to being
a real-life Formula One racing
driver? Scalextric of course! Who
can resist the joys of messing
about with bits of a track which
resolutely refuse to come together
— then there are the cars which
keep stopping because the con-
tacts are dead, and the trans-
former which keeps blowing up: in
fact all manner of problems to

l The circult designing section of SCALEXTRIC. Spsedy Camea ron picks
2 bankad curve for his next track

keep the serious enthusiast
occupied for hours.

Now for all you armchair Nigel
Mansells, LEISURE GEMIUS bring you
the thrills of the real(ish) thing in
computer form. The program is
divided into two sections. The first
allows you to pick from one of the
tamous circuits included - if none
of these appeal to you, the track
designing facility comes in handy.

R TR R e R [ + LYFT g

S CALEOT R & .

e i -

_CAMERON ] | | - i\

HIKE ] o S, Sniioaiiniiondiiod BN
BANKED CURVE

SCALEXTRIC

Tracks are constructed by select-
ing a number of curves and
straights, and stringing them

O mry word, Cameron is just behind his new asslstamt Mike in

this tense battle for the

horizontally-split screen. In one-
player mode the computer takes
control of one of the cars, and can
be given one of three levels of abil-
ity. Tailoring your vehicle’s speed
to suit the corners is the key to suc-
cess, as taking a comer too
quickly results in your car leaving
the track.
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together to make a circuit of the
required difficulty.

When a track has been selected
it's time to get on with the race.
Two cars compete, racing along a

Speed merchants should be
able to rev up and go any day now
- an investment of £9.95 with Le-
SURE GENIUS should keep the fromt
room carpet free of clutter!

Konami, the kings of the coin-op  and defend innocent citizens. Not R SN T LT
arcades, have decided to produce mm enlightened attitude P ey “}\;) Ay W
their own conversions for home gﬁmnmmnndﬂm : ’ ‘
micros, and first off the production : of offenders, but

line for the Spectrum should be  without this s 'em quick

it's an emergency. The prison-  left of the town .
ars are on the and have PC Plod starts off armed with a
taken a number 5 ,  pistol—not the ideal
including the Prison Warden. approaching a bunch of heavily-
brave upholder of law and order, mmd_dﬁgrmumym
Policeman Plod, sets out to shoot  guidance, can pick up extra
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Experience the exhiliration of big league bowling with outstanding graphics and a tru
perspective action view. B
Multiple levels of play, realistic pin action and automatic scoring make 10th Frame a bow
reality the whole family'can enjoy. You may even be tempted to invest in high time bowler
hogs and shirt once you've become obsessed with this addictive g;
Another smash hit from the creators of that simulation
sensation ‘‘Leaderboard"’.
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It was a one-in-a-million accident — again to find out what went wrong
but Number Five, designed to be a The president of Nova Robotics wants
strategic artificially intelligent to capture him before the weapons he’s
weapons system, the most carrying Kill millions of civilians
sophisticated robot on the planet, And the security chief wants 1

has escaped — and has come to blow him up so that he can get
the conclusion that he's alivel home in time for dinner
Now the scientist who put him YOU are Number Five.. YOU are alive
together wants to take him apart and YOU have got to stay that way!
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