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WHO ARE WE? Issue 1

Alchemist Research is the UK's leading Spectrum and emulator user group. It was established in 1986 and is ’
the people's choice for anything Spectrum, winner of the Craslied imagazine award for Best Spectrum Service |
in 1995-96. We work closely with only the best Spectrum services, who will confirm our unrivalled service. 1
All letters are answered personally, friendly and promptly - vet to be matched by any other Spectrum user
Broups.

Please make ay moncy orders payable to MR A. DAVIS,

OUR MAGAZINE

AlchNews is now the world's largest Spectrum tape and disk magazine. Latest issues have been the equivalent
of 384 pages of solid A4 text! The magazine coversa |l aspects of the Spectrum, inchiding regnlar sections
on: Basic p i fl & PD reviews / tutorials, adventure writing & playing, machine

the

L 8, NOWS,
code, languages, +3 computing, +D, Opus, Microdrive, ications, fiction, I
unexplained, hardware projects, CP/M, music, adverts and much more, AlchNews has dozens of writers, BTy
of which are leading figures in the Spectrum scene.

The magazine also incorporates folded magazines of he past, including SARUCG, Sinclair News, 1982, and the
Marshail Cavendish INPUT series. ;

AlchNews is svailable on amy Spectrum format (except 3” disk and Microdrive) for just £1,  Subscription fee
is £4 per year. For a free sample of the latest or any back issues, just send media and SAE, stating which
issues you'd like. The magazine is also available for the SAM Coupe and PC 780 Emulator, a free

sharewsare copy is provided.

COMPLETE SPECTRUM SUPPORT

Alchemist Research is the only service which operates a Spectrum helpline, totally devoid of any subscription
or other charges. We aim to solve any problem you may be experiencing, be it hardware or software, Other
than INDUG, Alchemist Research is the only group who receives official and regular support on +D bugs
and fixer programs. We are also in close contact with some of the world's best software programmers.  We
have masterminded several hardware projects, including 128k keypad devices, +3 external drives, RS232
communications and a multi-group project of ‘essential Is', beginning with a Spectrum 128k
definitive techmical manual. We can master disk conversions of your should you not have the

facilities and aid in any aspect of your programming.

We can help in tracking down hardware, software and books, thanks to our register of users with equipment
for sale. We are the only groupto cover Spectrum CP/M in depth and offer assistance, tips and programs for
users with Star printers.  We also stock utility suites of programs for the Opus, +D and +3 disk systems. Just
send blank disk and SAE for a copy.
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a EDITORIAL

Well, at last here it is! After anneuncing my retirement frem the
Spectrum scene last years, | am back in my favourite role as editor.
And hew nice It Is te be back!

it's great to be in contact with old friends like Andy Davis, Lieyd
Garland, Lilian Brand, St John Swainsen and many ethers (foo
numerable te mentien!). | am also making seme great new contacts,
and I am glad te see that the Speccy scene Is as strong as ever!

1 hope you all like Classix - it’s designed on a laptop PC, because the
Amiga dees my head in! It certainly means that | can dedicate mere
time te actually writing letters and improving the layout, rather than
fiddling with my pesky fleppy-based machine!

Next menth you can expect more pages, more articies, more writers
and tons mere seftware bargains. Chew For Now! James

CLASSIX INVESTIGATES:
THE MAN BEHIND THE HOBBIT

+++*COVER STORY***

The Adventures of Philip Mitchell.

A personal view by Richard Hewison.

A number of people might be thinking *“Whe is Philip Mitchell?*. Well, the truthful answer is - [ don't really
know! My research failed to uncover any information regarding the man himself. However, what | do
know is that he was (and probably still is somewhere) a programmer whao, back in the early 1980's, headed
a team of fellow programumers to create a couple of elassic adventure games on the early 8 bit machines like
the 48k ZX Spectrum, the Commeodore 64 and the BBC Micro Model B. Philip worked for Beam Software
{Australian in origin | think) and if you still need a clue then his first game on the Spectrum caused quite
a stir for being probably one of the first ever text adventures to be accompanied by graphics. [t was of
course that classic of early adventures - The Hobbit, based on ].R.R Tolkien's famous novel.

Melbourne House published 'The Hobbit' in 1983 initially on the 48k Spectrum and later on the
Commaodore 64, 48k Oric 1 and a text only version on the Acorn BBC Micro. (Graphics were omitted on the
latter due to the memory limitations of only having 32k to play with!). The recommended retail price was
a then very steep £14.95 (compared to the average Spectrum game cost of between £5.95 and £7.95). The
game itself came adorned with a painting of Smaug the Dragon on the cover. Inside the black box was a
small booklet and the cassette, nestled snugly into a flimsy plastic holder.

My first look at "The Hobbit' came on a friends expanded 16k Spectrum, as | didn't have one of the rubber
keyed wonders at the time. The loading screen was a fair rendition of the box artwork and after about five
or six minutes the game had loaded. For a second the screen turned white and then the first location
graphic was drawn onto the screen. Up until then I'd never seen graphics in an adventure (having only
played text adventures on the BBC) and 1 was very impressed! As any "Hobbit' player will know, the first
location was the *..comfortable tunnel like hall...*, The picture showed a roundish green door at the end of
a hall with a chest sitting in the middle of a cyan (purple) floor. Each line was drawn on screen as |
‘watched, then the floor was filled with cyan ink. | was a little disappointed to see the picture scroll up the
screen to make way for the remainder of the location text but by that time | was already hooked, especially
‘when Gandalf proceeded to give me a map. He then opened the round green door and walked out on me!
Thorin just kept telling me to "Hurry up”! (It was only later that he started sitting down and "...singing
about gold").

The Hobbit' was the first adventure to incorporate what could now only loosely be described as artificial
intelligence. However, in its day it was a revelation, as was the parser that allowed complex commands to
be typed in using the INGLISH command language. It had a vocabulary of 800 words and allowed not only
the use of verbs and nouns (e.y TAKE BISCUIT) but it also allowed adverbs (e.5 QUICKLY TAKE
BISCUIT), prepositions (e.g WITH, UNDER, ON, OFF) and it allowed you to string a number of commands
together with the use of "TAND". You could also talk to other characters in the game using the SAY TO
command and by doing this you could give them commands to perform for you. In fact, on a number of
occasions there was no way of solving some of the puzzles unless you asked Thorin and Gandalf to help
you out, All these features were naturally a major improvement on other inferior adventures available at
the time. OFf course the parser still failed to understand plenty of what | typed in, but the delay in
responding when it didn't understand was at least a lot shorter than when it did!

"The Hobbit' was also the first text adventure that | had seen that ran in real time. If you sat and typed
nothing in for a while the game would WAIT and time would pass in the game world. It was pagsible for




hand border the hobbit faces were shown. If certain faces were displayed in the border of the pages
behind the front then they weren't in the same location as the hobbit you currently controlled.

This innovative {and never repeated since) style had its problems. The update time was slow, Each
time you moved to a new location, you had to wait for each one of the other characters to fallow you
there. (This not only applied in the text but the faces had to be removed from the other page borders
then placed in the front page border to signify that there were now in the same location). After a while
this became rather annoying and there was no way of turning it off.

'Lord of the Rings - Part One' did have a few location graphics but they were obviously thrown in as
an after thought as they were limited in number and were very poor. The game starts in the same
“comfortable® location as ‘The Hobbit' did, but you wouldn't have been able to tell from the new
location graphic. Very little was actually drawn, with the plonking down of large slabs of meaningless
colour preferred to trying to produce a proper location graphic.

The game manual admitted that extra events had been thrown in that weren't in the novel bufit also
stated they were “totally in keeping with the fantasy world created by Tolkien". This is a debatable
point. | can't be certain but I'm reasonably sure thers weren't any 'Heavy metal Orc bands' in The
Fellowship of the Ring or any of the other novels! i

1 didn't like 'Lord of the Rings - Part One'. The system used was trying to be too complex for a humble
8 bit computer to cope with properly. The graphics were very poor and you had to be some kind of
patient mind reading insomniac to salve it! (Apologies to all those who did solve it, but | found it slow
and very frustrating).

1t took two years for the second part of Lord of the Rings' to appear, but appear it did in mid 1987.
However, compared to the first part, The Shadows of Mordor' was quite small, coming on only 1
cassette packaged in crystal cassette case. It was at least a lot cheaper {only £7.95) as a result. The
cover illustration showed Frodo standing beneath a giant spider, impaling it with a glowing blade.
Nearby lay Sam, cocooned and awaiting his fate. On a 48k Spectrum the game was text only. On a
128k machine graphics would pop up every so often on their own. (48k users could view all of the
graphics as a slide show loaded separately from the game). The graphics were a major imp

over those found in 'Part One!, but they were still quite crude when compared to other illustrated
adventures of the time (Terry Greer's pictures in the Interceptor games Herces of Karn, Jewels of
Babylon ete. on the spectrum come to mind).

The Shadows of Mordor' was naturally based on the key events described in J.R.R Tolkien's second
book in the series The Two Towers'. You started the game by choosing whether you were to play
Frodo or Sam, and it didn't take long to find Smeagol lurking around. To get him to help, you had to
tie him up with rope and make him promise to behave himself before you let him go free! A great deal
of co-operation was then required to build a raft to cross the swamp. The Black Riders made an
occasional appearance but they were very easy to avoid. By simply waiting in the same location they
would fly off and leave you alone!

‘Mordor' wasn't very large when compared to other adventure releases of the time. It only had a
couple of real tricky puzzles and most of those involved getting other people to perform tasks for you.
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The plot involved murder and the discovery of a body in peaceful Leatherhead. As the plot progressed
things become more involved until by the end the case concerned foreign spies and = threat against the
whole of the United Kingdom. As Sherlock Holmes, the player had to collect evidence and present it to
Lestrade. I all went well the game progressed nicely. If not, you could easily get stuck at one point and
miss the next set of vital clues as a result. Timing was erucial

One interesting trivia item was that the extensive vocabulary
understood by the INGLISH parser didn't understand the
surname "Holmes"!)

1 got the impression that 'Sherlock' didn't go down as well with
the game buying public {or the magazines of the time) as it's
predecessor had. | found it a frustrating game at times. Quite
often you could do exactly what you were supposed to do to
uncover a clue yet it would not work.

Later on [ learnt that if you did certain actions earlier in the game (like sitting in Watsons armchair in the
initial location whilst he was still in it instead of sitting in your own) then important parts of the plot
would fail to trigger off later on, even though the two were completely unrelated as far as the plot was
concerned. This kind of bug was unfortunately common place.

Some people actually took great delight in finding new bugs. The evaporating river in The Hobbit' is a
prime example which | witnessed on a couple of occasions. Unfortunately the kind of bugs present in
‘Sherlock’ got me right up to the end but the final shoot out failed to oceur, even though everyone who
needed to be there was in place ready and raring to go!

(Melbourne House didn't publish a book to help players stuck in 'Sherlock' like they had done with The
Hobbit'. All they did was send out a rather unhelpful hint sheet that was very thin on content).

With 'Sherlock! out of the way, Philip Mitchell turned his attention back to the land of Hobbits, Elves and
Middle Earth. It took another year and a bit to complete, but "Lord of the Rings' Part One finally appeared
in late 1985. It came in a box the size of a brick. This was so that the game could house the first paperback
instalment 'Fellowship of the Ring'. [t was a nice idea, but the price of the game was now £15.95 which |
think made it the most expensive Spectrum game ever at the time. The box also had to accommodate two
cassettes this time around, as the game was so large that it had to be split into two parts. On completing
the first part, you could save your game and load it into the start of the second part to continue. The
second part could be played on its own, but as a result it was harder to complete without the advantage
of having done the first. Also included was a beginners version of the first part for inexperienced
adventurers who needed to get to grips with the system.

‘There were a couple of innovative features included in "Lord of the Rings - Part One'. For a start you could
control up to four characters (Frodo, Sam, Pippin or Merry) and you could quite happily switch between
them. The screen layout was different from anything I'd seen before. Each Hobbit had his own face
illustration and the character you were currently in control of would appear at the top of the screen. The
main part of the game was displayed on what looked like the top sheet of four pages of paper. In the left




characters to wander off on their own and it was even possible for important key personalities like
Gandalf to get killed in a different location whilst you were doing something else. In the event of this
happening the only way out was to restart the game, as Gandalf was a rather important character.

‘The Hobbit' was extraordinarily successful and looking back it is now obvious that we wouldn't have
got half of the ad that we lly did on the Sp if the Hobbit hadn't been as successful
as it was, Popular Computing Weekly started o weekly adventure helpline column (penned by Tony
Bridge, who has since become as infamous as Lord Lucan for not being seen for many years!). Countless
peaple would write in asking for help. The most popular problems were "How do [ get out of the
Goblins Dungeon?”, "How do | escape from the pale bulbous eyes?", "How do | get the ring?”, and *How
do [ escape from the Elven King's dungeon?”, Some people got stuck in the game at the same point for
over a year before they would be rescued. Adventurer's today seldom get stuck like that anymore,
mainly due to our accumulated experience and the fact that there are more people playing adventures
and more adventures to play. The plethora of magazines today give solutions and tips each month
covering all of the major adventure releases. Back in the early 80's, we were still an underground

community by comparison.

Melbourne House even went as far as publishing an entire book dedicated to playing and solving The
Haobbit' with maps and various tips and hints. Whilst hintbacks are almost commen place today, back
in 1983 they were unheard of.

('The Hobbit' was later released in a special disk only version for the Commodore 64 with music and |
think it might even have had extra location graphics. A BBC disk version also appeared if | remember
correctly).

With The Hobbit' a great success (despite the numerous bugs - more on those later!), Philip Mitchell
and his team could have done the obvious and moved straight onto "Lord of the Rings' (which they also
had the license for). However, instead they chese to leave Middle Earth behind for the moment and
concentrate on another literary legend instead. After 15 months of hard work they revealed 'Sherlock!,
basesd on the exploits of Sherlock Holmes. The game appeared in late 1984 for the 48k Spectrum and
the Comunodore 64 and again cost £14.95.

Throughout the development of '‘Sherlock’ it was not known if graphics would be included. Memory
was tight but in the end a few pictures made it in, although less in volume (and some might say quality)
they served their purpose. The plot wasn't based on any one Sherlock Holmes novel, but rather it tried
to emulate the spirit and flavour of the novels with a new case for the infamous detective designed
specifically for the game by Philip Mitchell,

Sherlock' used a refined but superficially similar system to "The Hobbit'. The INGLISH parser remained
intact, although the commands you could give 1o the other characters (Lestrade, Watson elc) became
more complex. The real time element raised its annoying head again. Time played an important part in
solving the game. To emphasise the point, a digital clock display appeared on screen at all imes. As
with many whe dunnit style games since (Mag Scrolls ‘Corruption’ comes to mind), you had to be in a
certain place at a certain time if you were to have any chance of solving the case. The game itself was
spread over a couple of days and invelved an amount of travelling in handsome black cabs and using
the railway time table that came in the box to catch trains to and from such exotic locations as
Leatherhead. (I can remember someone pointing out that in reality you can't actually get a train to
Leatherhead from Kings Cross Station as you can in the game, not even back in Victorian times).
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‘Erutpmam,ﬂmmmﬁwem.ﬂprmwmfu?uSpectrun,hefurmdier!y,w eYEIyone's
surprise, it ran out of money, calied n the recefvers, and quickly went out of sight.

mmmwmwmmwmufmmm.mmmmmmm,ﬁmmma huge
amount of sofhware companizs, many of which produced some incredlily popular games while they were around.,

The question has to be asked then, if they produced top qualty software, why aren't they around now?

First of l, there's the factthat its f very wel producing one hit game, but hen you've dore it once, you've got fodo it agan
and again and again, One hit game doesn’t sedf forever, and it's a software house’s job to ensare the games come roling out. One
good example of this s Softvare Frojeets, who produced 2 fa crop of games before reeasing the Jet Set Wl qames and then
pretty much disappearing 1 {haven't got any information about Software Prajects gaing info receivership, but [ think it s safe o
assume that they just wound cown and stopped. (They seem to have, but apparently the Amiga version of JSW has since
appeared from "y Software Projects, so this may not be true )

Having just said e, it's no oo just urning out a whleboad of games if they e akout s exciting 2s mowing the favn (Anyone
remember Lawn Mower Simuator, which a Your Sinclar reader wrote for a lugh? - ED). Ifa software house rekeases astring of
hmehaaqumham,h“mhmmmmmtmmgmalhm,m&mm'mhmmuﬂ qf
money. One particular example is a fittle known software house called Alpha Omega, which turned out aload of pathetic games in
1987, Despite a change of name to the Power House and bunding free exiras with each game, the oulity of the games was 25
poor s ever, and the company went info liquidation very cuickly.

But even i the games are good, it doesn necessarly mean that it's going to sell e widfre. Remember Deus Ex Machina. It was
2 supertly origina and exciting game (o least that's what people say), bt because it Was 50 cifferen to the nom, the ptbic
didn't want 1o know abaout it. Automata (the producers) released a string of bizarre (cubth games such as Deus Ex Mechie,
Fiaréa and My Name ks Unce Groucha: You Y A Fat Cigar, ot sles of D.2.M, sere 50 bad the company shut up shop cuickly
(mevertheless, Mel Croucher, the joint eed of Automata went on to success in computer jourialis, and wrote the SAM Manud),
{One of hels pet projects, (D, was fater released on the short-lived “Hu-¥ave" abel from CRL. CRL fater foiced, owingalot of
mongy to programmers such as Fergus Mchled).

mmmmm:mmm.mmsmdmmmm,mmofn;Mfy
was an important factor in games early on. Rlowaoays, its very different. The most popuir qames are thase which have some
connection with  book, 2 fim, a TV programme or a famous celebrity, If certainly helps sales - anyone remember World  Cup
Cariva? ncase you don', it vas the offiial Mexkn o5 compter game, vithcaksof feedis nie te box. appeared thet
naoody minded dbaut the e beng abysma (and the teribe reviews which folowed), peope bought  because s o do
with the Workd Cup, and he game fanded in the rumber ane spot for weeks! (Even worse that that, the actual game was an aging
itk formerly pubdished by Arfc - who had lang since passed avay - which looked rather dated when it st ppearedand  vas
avabie 3t prices such 23 939 n some places, Workd Cup Carnivalcost a feast £401). (A i you'e sl nterested in samping i,
we hiave b coples of Arfie’s World Cup i stock readers! - ED).

MmmmmhmuesmWM&-NM,M!MM&M&M‘MUQMW that
e ames sl to e officall fcenced by the book, fim or TV company before they coukd be rekeased. This resulted n e
bids from saftvare hauses, runving ino s figwres. Those wha got the feences madk mediocre games and sold themin their
rilfors, Thase: weho i made goad rnes which na-one had ever hed of falkd 1o sell tem, and prompty went ot of
busingss

Anather protlem with softare hauses & over-advertisng. Chviousk advertising in & computer magezine, or even on TV and
racko, is the cuickest way to seb something, espesialy if it's oenced. However, by calehy adverts cust 2 ot of morey,  and
mmmmuwﬂlﬁ&emmmt&mmhmm.Hﬁwyﬁ,hm&ymuﬂrmuﬁﬂm.
A good exaple i the orignal Imagine, which promisd two Tega-games, accomparied by huge acvertisements, When they
faded to prodce the money for the aver iy space, they had o choi but o go it receverstip, (One of e mega-grames,
apparently co-funded by Sinea, ended up being released as the frstfitle from new company Povgriosis: formed from  some
ex-Imagine staff. The oame appeared! on the ST and! NOT the Spectrum.)

5o whiat hagnens when a company qoes bust? Wel, there are basical thres things which that can hapgen. Fisty, o be
!ramfmdarmmeww(nhmofmmbhdeImmmMmmmm, MGT
tuSﬁ.'ﬂtl]}.Sum,ﬂmmhumlmﬂhymmmmmmm&(uhhmnfﬂcm-mjm
Frﬂy,ilmm!dswaruffhfmofﬂweeam;ﬂismmmmtuwmﬁwem,asguwmm nearly
aimhomzp.(m,#ﬁhmmhmmmafafmrﬂmhﬂmmmmmw were
forced into recefvership ater alarge investment n a softwareardvare game combination (hkro +) fae fo se keaving them in
severe financial criss for ages, and eventualy eading to thekr downfal. infortuiately, the compang fiever returmed.)

Listed below are  few software houses which have ceased tradng, been bought us, o have changed sigriianty. If the
company was bougt g, the buyer s aiven in brackets. Any ofher relevant info i also given in brackets, n chronologiea order.

ABACUS, ACTMISION (oease traig in UK, sl existng in LIS and Fanve), ADDICTVE GAMES (Pisn), ADVANCE,
ADVENTURE INTERNATIONAL (U5 o), ALLIGATA, ALPHA OMEGA (Became Pover House, cased tracing), Apfbatim
{oecam: Cybadyre, develogent onl), & ' F (Aqus, Grandsta, ceased bding) ANIROG, ARCADE, ARGUS (Grandotan,
ceased traing), ARIOLSOFT, ATARISOFT, AUTOMATA (0id softvare rights passed to Plysrsfiierespier,  BEYOND
(Tecomsafi, Mrogeose), BUDGIE, BUG-BYTE (Argus, Grancs, cease rasing), CARNELL (Mestrtioni, Vege), C5D
(Aterative), CHEETAHSOFT (oecame Cheetn Wartefin, no tardvare ony), CAYSTAL (orcame Design Desin, oy
development ony, et Waking Cie), DIGITAL FANTASIA (Adventue ieraliona, US Gokd), DATABVIE (Prism), DL
SOFTWARE (now development only), DK TRONICS (ardvare on, o ceased traing, with Fadvare owred by D),
DORIC (becane DORCAS, now ceaed trding), DURELL (EHe), FANTASY, FAONT RUNINER (Prsm), GAMES MACHINE,
GRANDSLAM, INCENTIVE (omert, with incentve now deveopment house for S Scape 20 ysten), IMAGINE (Ocean,
with Inagie tm besoming Denton Designs & Poyoross, LEVEL S (Teoomsaft Mcroprose) LYVERSOFT,  LOTHLORIEN
(v, Granika, cease traing), MARTECH (becae Screen 7, now part of Alerative), MASTERTRONIC (Vegi, o caed
Tearx), MELBOURNE HOUSE (Mesteroric, Vi), WGT (SANMCD), and SAM Tek), MICROMANLA, MIKRQ-CEN (€D,
ceased traing), NEW GENERATION (vgin), NEXUS, NOBLE HOUSE, PHIPPS ASSOCIATES, POFPYSOFT, POSTERK,
POWER HOUSE, PROCOM, QUICKSILVA (Ars, Grandsia, cessed tadig), ABBIT (Vegin, &R, RICHARD SHEPHERD,
ICHARD ¥ALCOX (became ite), SEVERN, SILVERSQFT (CAL), SOFTEK (aurched se—bkel Te Edge, the phased out)
STARZONE, TELECOMSOFT (Meroprose),TERMINAL, TYNESOFT, ULTIMATE (LS Gol,withparent frm RARE row making
Hintench games), VISIONS, VORTEX (US Goid), = This List b By No Means Exastive™

NB: This artce by Fiherd Swan as ciginalypublshed in ZAT, e 15, October-Novenber 1922




_ |will be given for items which are found to be defective.

|Golden Eggeup, The Quest For The Holy Grail. 50p each: The Lords of Midnight,

Sale List

Catering for ZX81,16k, 48k, 128k,
128k+2, 128k+2a & 128k +3]

Send all correspondence to JAMES WADDINGTON,
11 Finsbury Drive, Wrose, West Yorkshire, BD2 1QA.
| Tek 01274 590559 (After 7.00pm Weekdays)

Piease make cheques and Postal Orders payable to J. Waddington. Cash CAT be sent but
it MUST be well sealed. Please remember to add 25p Per Item for Postage and Packing
{unless stated). Items are sold on a first come, first served basis. Unless alternatives are

tated, refunds will be given in the form of a cheque. Full r [

# Denotes miszing inlay/instructions

Adventure Games:
£1.30 each: Zzzz. £1 emach: The Mystery Of Arkham Manor. 80p each: Kentilla,
Grange Hill, The Never Ending Story (128k Only), Ship Of The Line, Quest For The

_ 40p each: Tir Na Nog@ Adventure Quest (3U Covertape), Jewels Of Babylon
Covertape)#, Kentilla#, Bulbo & The Lizard King (3 Copies)#, Mountains Of Ket
(Crash Covertape), Ship Of The Line (1982)#, Temple Of Terror (SU Covertapel#. 30p
euch: Dizzy, Knightmare@ Red Door (Y3 Covertapej#, Shadowfire#, Behind Closed

Doors (SU Covertape)# 20p each: Valhalta# .

MM Presents..... July 1989, &
'|{2 Copies), January 1991 (Tape 1}, February 1991.
each:

| No.7 Fernandez Must Die#, No.8 Rebeistar II (3 Copiesj#. Double Decker Tapes (2 tapes

|Enigma No.1. (CRASH) Crash P i 4
 |Copies), August

. |Crash Sampler#, The Crucial Crash Tape#.
' |10p each: [No Cases) ¥S No.1 - Samurai + Playable Demo#, Y.8. No.2 - Chaos + Zythum

* |2 Complete
Ninja 2)#, Y8 No.4 Rasputin Demo Tape#.

RIS

SINCLAIR) Special Covertape - Kat Trap & A Nightmare On Robinson.

ench:
ber 1990, October 1950, D ber 1990

SINCLAIR) The Magnificent Seven - FNo.1 (4 Copies), No.2, No.3,
No.4#, No.5, No.6, No.7, No.8. (2 Copies), No.8. Six Pack - No.l (2 Copies) Four Pack -
Fo.1, No.2 (2 Copics), No.3 (2 Copies), No.4 (4 Copies). Smash Tape - No.32, No.33.
as Collection Jan 1991. Exclusives - With Imagine: Play For Your Life (2
With Dinamic: Dustin#, With Martech: Blind Panic#, With US Gold: People
From Sirus#. Assorted Covertapes - No.1 Alien Evolution (Gremlinj#, No.2 Samurai#,
No.3 Army Moves#, No.4 Flashpoint (2 Copiesj#, No.5 Movie#, No.6 Chaos (2 Copiesj¥,

feature Qurx + Shate Or Die Demoj (2 Copiesj#.  (SINCLAIR USER] Double Hits - No.2
Six Of The Best - No.1, No.2 (2 Copies), No.3, No.4.  Great Eight - No.12, Twelve Pack -
No.8, Ten Pack - No.7. Megatapo - No.2#, No.3, No.19#, No.20# (2 Copies), No.23#.

19894, J v 1990#, July 1990# (2
19904, December 1990, January 1991 (Tape 2)#, May 1991#  The

Games)#, Y3 No.3 Crash No.l1 - Sneak Preview Tape 1988 (Dark Side & Last

Sporting Games:

50p each: World Games, International Karate (1985). 40p each: International Rugby
Simulator, Winter Olympiad "88. 30p ecach: American Football {Mind Gaines 1984},
American 3D Pool, Barry McGuigan's World Championship Boxing (2 Copi Ty

Daley Thompson's Supertest, Daley Thompson's Supertest (I28k Only), Daley
Thompson's Decathalon, Hyper Sports (1984)#, International Cricket, Monte Carlo
Casino (2 Copies), Nick Faldo Plays The Open@, Olympiad ‘86, Pro-Golf@, Rughy@,
Sailing, Snooker, Steve Davis' Snooker (CURRAH specch compatible} (2 Copies},
Sporting Compilation [P: Promotions 1987)#, World Cup {By Artic). 20p each: 4
Soccer Simulators#, Crazy Goif (Mr Microj#, Daley Thompson's Decathalon#, Olympic
Spectacuiar#, League Challenge#, Barry McGuigan's World Championship Boxing#, Ian
Botham’s Test Match#, Matchday Ii#, Super Cycle# (2 Copies), Test Match, World Class
Leaderboard#. 10p each: Golf (By Artic), Handicap Goif#, International Cricket#,

ey

90p each: Toyota Celica GT Rally. 40p each: Formula One (CRL, 1985). 30p each:
Battlecars (Games Workshop, 1984), BMX Simulator (3 Copies), Kikstart I, Outrun@. TT
Racing Simuiator. 20p each: Future Bike S8imulator#, Wec Le Mans#.

Flying Games:

40p each: Blue Thunder (Richard Wilcox Software, 1984) (2 Copies), MIG 29 Soviet
Fighter, Spitfire 40 (With Improved 128k version).  30p each: Deita Wing (Creative
Sparks, 1984), The Empire Fights Back, Fighter Pilot#, Flak. 20p each: The Empire
Fights Back#, The Flying Formula#.

Arcade Games: -

80p each: Robocop. 60p each: Gift From The Gods (Ocean, 1984), Beach Head (US
Gold), I Of The Mask, Max Headroom. 50p each: Armageddon [Ocean), Operation Wolf,
Infiltrator, Paperboy, Terra Cresta, <40p each: Star Wars, WWF Wrestlemania#. 30p
each: Amaurote, Barbarian - The Ultimate Warriori@, Double Dargon II#, I Ball, Legend
Of The Amazon Woman#, Rasputin, Spy Hunter@ Star Runner, Alcatraz Harry®,
Gauntlet¥, Gift From The Gods#, Grid Runner, Mad Marta (Mikro-Gen)#, Mission
Omega#, Nonterraqueous#, Renegade III#, Bubble Bobble#, Side Wize#, Magic Land
Diezy#, Beyond The Ice Palace#, Big Trouble In Little China#, Traxx, Combat School@,
Gauntlet@, Paperboy#, Raid Over Moscow, Rambo - First Blood Part II (2 Copies),
Renegade (2 Copiesj#, Skate Or Die#, Trantor - The Last Storm Trooper#, Uridium
(Hewson, 1986) (2 Copies), Xarax, Xcel, Yabba Dabba Doo!, Zub. 20p emch: American
Turbo King#, Combat School#, Gnasher#, Overiander#, Crystal Casties (U8 Gold)#,
Hysteria#, Yeti#, Ghost Hunters#, Moto (By MAD)#, Stormiord#, L.A. Swat#, Lazer Tagh,
Phantomas#, Thundercats#. 10p each: Bubble Bobble (5 Levels Only)#, Haunted
}Eodm Tapper (US Gold)#.

Management Games:

80p each: Euro Boss, International Manager (D&H), League Football, Rughy Mananger.
S0p each: World Cup Challenge. 10p each: Football Manager (Addictive, 1982)#.

Strategy: N
40p each: Hunter Killer (Frotek, 1983] each: Koronis Rilt, Psytron (Big Box).
20p each: Colossus Chess 4.0#, Hﬂljonl.in :!:l:ry'l}. . = : s 2

Platform fLadder Type Ganes:

80p each: Atic Atac, Codename Mat, Cookie, Curse O Sherwood, Donkey Kong (128k
Only), Everyone’'s A Wally, Giants Revenge, Manic Miner, 'Unduwm-urf 54.1: cach:
Impessible Mission. 40p each: Masters Of The Universe, Jet Pac. 30p each: Booty (2
Copies), Cylu, Deviants, Ghost Hunters, Knuckle Busters@, Finders Heepers#, Olli &
Lissa, Nifty Lifty (Curry’s), Jet Set Willy#,




Miscellancous:
20p each: Computer Christmas Card, Defenda (Curry's), Sinclair Action Pack Light Gun
|Games#  10p each: Ancient Battles#, A.T.M. RAM#, AWARI#, Your Financial

wmrsm (Curry’s).

 |81.50 eack: Trivial Pursuit.

Oldies: b
70)0-013 Trans-Am. 50p each: The Rocky Horror Show (CRL, 1985). 40p each: Ad
G , 1984), Alchemist, Moon Cresta, Pssst (Ultimate, 1983), Tau Ceti,
‘m 1983) (3 Copies). 30p each: Fighting Warrior (2 Copies), Galaxy
M‘l 983), Gridrunner [Salamander Software, 1983), Orbiter (Silversoft,
1989]. Pyjamarama (Mikro-Gen)#, Spectrum Safari (CDS Microsystems, 1983).  20p
each: Arcadia#, Alien (Ultimate, 1984)#, Dictator (DK’ Tronics, 1982), Knot In 3D (New
Generation Software, 1983), Zip Zap, Zzoom (Imagine, 1983) (3 Copies) 10p each:
1984 ﬂnm&w Software, 1984), Rabbit Shoot 16k (Phipps Associates, 1983).

c?l-in SINCLAIR Games & Utilities:
40p each: Cargo, Survival (2 Copies), Computer Scrabble (3 Copies), Make A Chip (3
- 30p each: Crazy Golf, Treasure Island, Alisn Destroyer (2 Copies), Horace
Goes Skiiing (4 Copies), Chess (3 Copies) Embassy Assault, Flight Simulation,
Chequered Fiag, VU File (6 Gazetteer), VU Calc, VU-3D. 10p each: Disco Dan#, Alien
Destroyer, Reversi#, Scrabble# (2 Copies) Chess (2 C Ch Flag (2 Copies)#
VU File ZX81#. 5p each: Horizon Starter Pack (Features the “Thro’ The Wall” bat and
’,ﬂ‘ {4 Copies), ZX Spectrum+ User Guide Companion Cassette (also features
P L * The Wall”).

Other Utifities:
£2.00 each: GRAPHIC ADVENTURE CREATOR
60p each: Beat The Clock {Time-Telling Practise For 5-8 Year Olds)

|20p each: Currah Speech

lEﬁ emch: Physics (O-Level Revision and CSE). 20p each: AB,C... Lift Off! j{Alphabet
Programme For 4 To 8 Year Olds), Hot Dog Spotter (Number Game For 4 To 8 Year Olds).

Co-pihtlnl'ﬂ

£5.00: The Gold Collection I (Kung Fu Master, Beach Head II, Pentagram, Bounty Bob,
Knightlore, Pole Position), Chart Attack (GREMLIN - Shadow Of The Beast,
Impossamole, Super Cars, Ghouls ‘n’ Ghosts, Lotus Esprit Turbo Challenge) £4.50:
The Dizxy Collection {5 Smash Hits!), Dizzy's Encellent Adventures (5 More Smash
Hits!). 50p each: Silverbird Magnum Pack (4 Games). 40p each: Ten Creat Ganes -
Tape 2 (5 Games)#, Four Smash Hits {Hewson - Exclon, Zynaps, Rana Rama, Uridium
Plus)¥, Taito’'s Coin-Op Hits (Imagine - Legend Of Kage, Renegade, Flying Shark,
Rastan)#, 30p each: Supreme Challenge (Starglider & Elite)#, Sinclair Quality Control
|- 128K only (Witchfiend & Odd Job Eddie), Martech Compilation [Spacecraft & Weird)#.
+|20p emch: 128 - 4 pack¥, Dixon’s Pack (Frog Hopper & Code Name Matt)#, Sinclair
- |Action Pack (Solar I ion & Robot Attack)#

Blank Cassettes

Second-Hand C10/C12/C15 Computer Cassettes:
**Some Need New Inlays And Cassette Stickers™
(ALL PRICES INCLUDE POSTAGE)
05=£1.20, 10=£2.10, 20=£5.00, 30=£6.00, 40=£9.00

HARDWARE

Multiface 1: £7 Including Postage

i Prism VTX5000 Modem: £6 inclnding postage.

Brother HR5S Dot Matrix Parellel Printer: Comes with RS232 &
+3/+2 connection lead. Free ribbon. £23 Including Postage.
ZX81: Comes with Power Supply, TV Lead, but no manuals. £11
Including Postage.

ZX Microdrive: Needs Slight Attention. £3 Including Postage

ZX Power Supply: Faulty. For 48k/48k+ Computer. £2 Inchiding
e.

Postag
+3 Tape Lead: Rare item for £5.50 (Including Postage).

BOOKS

The Companion To The Sinclair ZX Microdrive And Interfaces
Essential Reference Companion!
£1.80 Including Postage.

Miscellaneous

Tape Storage: Stacks 20 Single Cassettes.
Black. £2 Including Postage.

St John Sells His Stock!t!
St John Swainson (Cheques payable to his good self) of :
7 Upper Hill Rise, Rickmansworth, Hertfordshire, WD3 2NU
Is selling the following games (prices Include postage):

£1 each: Enduro Racer, Hive, Spitfire 40, Daley Tt s Decathalon, Alchemist (Special Gold Box), Atic
Atac, G'm Ex:w:. 75p each: Starion, Orbiter, Operation Wolf, Du'lgm Spirit, Lunar Jetman, Treble
Ch d Compilation Disk (no box or instructions). +50p each: Make A Chip, Space Raiders,
Horace Goes Skiing, Chequered Flag, Way Of The Exploding Fist, Chess, Alien Destroyer, Punchy, Hunchback
2, Tormado Low Level, Oh Mummy, Beach Head, Disco Dan, Operation Thunderbolt, Predator, Death Or
Glory, ATV Simulator, Joe Blade, Zenji, Glider Rider, Shadow Skimmer, Ranarams, Horizons.




Phoenix From The Flames

-DR DESTRUCTO-
Re-Reviewed by St John Swainson

Published By Bulldog

This litle game was released in 1987 for the measly price of £1.99. Its one of those
games where you would look at the box and decide not to buy it because it looks a big
budgety. However, if you were feeling rich and bought it, you were rewarded with a
game better than the majority of full price games.

Dr Destructo is an evil man with an evil name and an evil plan to take over the world.
In 7 days, he will launch his attack so you have little time to stop him. All you have is a
small aircraft with which to destroy his huge armray of forces. This task can be made
easier if a friend takes control of another aircraft because you both appear on the
screen at the sane time. As with most 2 player games, this option makes it more
enjoyable as well as giving double the firepower.

Each of the 21 screens has a ship, submarine or island stretched along the length of the
bottom of it. Swarming above this are a large assortment of aircraft, satellites,
spaceships and helicopters. The installation at the bottom is destroyed by shooting
down the aircraft. They crash to the ground and make a dent in the installation. When
enough aircraft hit the spot, a hole is created through which water spurts. When there
are 3 or more holes, it will sink. As with all great games, this teaches you an important
hssgnabomlife:ifyouamonanisland,don‘tdigtoommyho!es. (Very deep! - ED).

Shooting down the aircraft can prove extremely difficult. Some are destroyed simply
by flying into them but most kill you if you touch them. Some drop bombs or fore
missiles. UFO’s disappear and then reappear in a different part of the screen, often at
inappropriate moments. Some take 2 shots t destroy and others will kill you even as
they are falling to the ground in flames. You have 9 lives and get an extra one for each
screen completed but this is not nearly enough.

The graphics are rather good. Each of the installations are different, and are also large
and well detailed. The aircraft are very varied and colourful but this can occasionally
result in a spot of colour clash. The pame is fast even with such a packed screen
although there is a slight speed loss with 2 players. Sound is 48k only and is adequate
despite the lack of a title tune.

Controlling your plane is initially confusing. The screen is viewed side on and you fly
at a constant speed. Left and right make you loop the loop in one direction or the other.
'_I‘hjs means you can fly in any direction you want, Up gives you a burst of speed which
is useful to escape sticky situations. Down drops a bomb (one per screen) and fire fires,

surprisingly. It is easy to master and easy to use and makes a change from the usual
control methods.

'[I'h:‘s is a great little games packed fill with action. It is not an arcade conversion, film
fie-In or a conversion from another machine so it doesn’t have to make the speccy do
things it can’t and then charge more for the licence (excellent point - ED). It just sets
out to be a good playable games and it succeeds marvelously.

_,"-—-‘-- Ratings ---—..-h-“""\.
/ Graphics 90% Sound 44% Playability 94%\ \
* . Addictiveness 89%  Overall 92% :
S~ o - >
You’ve Gotta Laff!
Bus stop shocker
. e s el at e
Y g

A :
Leeds Bus Station’s system and answered
_passengers’ queries with four-letter outbursts.

o SRESO ¥ L -

Even with technelogy being as
advanced as it is, same ‘hi-tec’ gadgets
still tend to backfire on their owners. g
This gem was published in The Yorkshire Evening Pest
some months age. But the questien remains,

has the hacker invelved since been BUSted?!?

Y




