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56 WIN A WALKMAN

The second ADRIAN MOLE game iis on its way -

your chance to collect a walkman, a signed copy

of the book or the game itself

72 FIREBIRD EXTRAVAGANZA

A chance to win every SILVER RANGE Spectrum
ame. Two Hundred runners-up collect a copy of

E HELM .
87 SHORT CIRCUIT
Fifty copies of the latest OCEAN game on offer . . .
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7 EDITORIAL

10 NEWS INPUT y
A few words on the latest techno-toys soon to be
in the shops, news on a couple of takeovers and
the usual mix of reportage

12 FEAR AND LOATHING

Hunter S Minson continues his quest for food

38 LLOYD MANGRAM’S FORUM

Pondering the state of his garden, Lioyd gets

down to another batch of written opinions

40 CRASH COURSE

Rosetta continues her peregrinations through the

Blackboard Jungle

53 RESULTS GALORE!

The Competition Minion catches up with most of

the Christmas backiog

57 LUNAR JETMAN

More frantic fun with our comic hero ;

gosa h "n“’m" big next month,
ring herself up for something big next mo

Hannah gets down to business =

70 PBM MAILBOX 3

ot a Plus 2 book from MEL HOUSE

118 PREVIEWS
We kick off this month with a look at the latest
mﬂffﬂnﬂum that brought you BAT-

The Diplomatic Directo : e
73 mmnﬂﬁ?“ﬂd‘l'.;nrm 1

Not quite the Ides of March, but 26th
March is a significant date: look out for
the April CRASH on that day!
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GAME OF
THE YEAR

‘One of the finest games ever for the

Spectrum... It's hard to imagine a

better shoot 'em up... Starglider

is the best vector graphics game

to date’ I
Crash Smash

A Classic |
among

classics

‘The best 3D line graphic game ever,
Better than Elite, with the
emphasis on action’

Sinclair User Classic

‘The graphics are the one thing thal
makes Starglider stand cockpit
and laser gun above previous

3D games’

Your Sinclair Megagams

Air to air and air to ground combat flight simulation

Defeat the elusive Starglider in an amazing all-action combat
flight simulation. The planet Novenia has been devastated by an
evil tide of invading Egrons; single-handed, you must wipe out
the enemy in explosive one-to-one combat. Swooping down with
lasers blazing, you'll need to take fast evasive action to avoid the

barrage of enemy missiles. Exhilarating low-level attack and

defence flight manoeuvres, coupled with a cunning strategic
element, make STARGLIDER a classic among classics.
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Missile launched! Steer your TV
guided missile on target loannihilate
the invadar

e

The Starglider swoops in 1o attack
Several direct hits are needed to
destroy i

P LI T e O Soactry i it

A special mission. A devastating
super missile has been located in the
ruins of Novenia




The home computer
software industry seems to
be following the model that
astronomers use for the life
cycle of stars.

A mature star consists of a
solld nucleus surrounded by
burning gases which give off
a considerable quantity of
energy, including heat and
light. A couple of years ago,
the home computer industry
consisted of a large number
of small, independent firms,
all highty active and all
releasing games left, right
and centre. A few larger com-
panies sat in the middie of
the industry providing an
anchor — this nucleus
included the larger software
concerns, independent dis-
tributors and a couple of
ratail chains.

The next stage of a star's
life is the Red Giant phase,
when the matter surrounding
the nucleus begins to run
out. About a year ago, the
innovative qualities of games
for the Spectrum began to
dwindle, and apart from a few
bursts of imaginative design,
the glow of exciting new
games subsided as licence
deals took owver. Games
designers and programmers
started working to a formula,
producing clone upon clone.
Many of the small companies
disappeared, and the nuc-
leus grew more solid.

Then comes the Supermova
stage, when most of the mat-
ter that surrounds the nuc-
leus of a star is ejected (spot
the bankruptcies). After the
Supernova comes the White
Dwarf, when the matter mak-
ing up the star collapses in
onto the nucleus — which in
turn becomes more more
dense as it absorbs material
and condenses.

This is the stage the British
games Industry has now
reached — a handful of large
concerns have all but
absorbed the smaller com-
panies. The latest news sees
MASTERTROMIC absorb MEL-
BOURNE HOUSE and MIRRORSOFT
take pss into the corporate
fold. And of course MIKRO-GEN
took cover in the csp group
some months ago.

How many Independent
companies remain active in
the market now that the
major concems are acting
like Black Holes, attracting
talent and the competition
into their depths? They can
be counted on the fingers of
one hand — ignore the thumb.
Only a couple of companies
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independent,
sourcing and publishing
their own products.

The only hope for original-
ity and innovation lies in the
emergence of a system that
parallels the book publishing
industry, where authors tout
their wares around the large
publishers. Some com-
panies, like CANVAS, DEMTON
DESIGNS, BINARY DESiGN and
DESIGN DEsiGN are already
‘packaging' products for the
larger concerns, and a thriv-
ing market for freelance
programmers exists.

TN 1

The only drawback
the large mlrlwtinn-urllm
;:nrnblnus can exertan undue

nfluence on the market —

given their powerful relation-
ship with the distributors and
retail chains. With less
choice available, the cus-
tomer may have to put up
with the games that market-
'}ll.'lhﬂ People decide will seil.

& recent spate of licensed
g;mn and tie-ins, nearly all
of them mediocre, could be
an indication of things to
come, fe innovation
;q}.unhﬂ out of the equation
b an tions control

e home computer software
industry? Let's hope that
imagination lsn't sucked into
the resulting Black Hole.
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No 38: Xmas 1988/1987
Another dose of traditionally festive
fun, thi%ear by Issua
0 of .M and containing a peek
behind the scenes in Grovel Hill,
whara thay make the magazine that
bears upy\d ‘s initials. Lioyd himself

looks back over 1986 giving &
resume of the games we all played.
Meal h’ﬁms the saga of
TAMARA KMIGHT: Part One of the
tale of a fast-food salesbeing of the
future is accompanied by Part Two.
Simon Goodwin finds th-at ft ign’t
Just Spectrum owners who are

and

found out about the split, reviewed
Kat Trap, the GENESIS game and
Iooked at musical add-ons. Mot
forgetting the definitive CRASH
Index for 1986 and tha NEWSFIELD
Reviewers" Chal i

Maps included infiltrator, Level
One of Scooby Doo, all of Heart-
land, The Greal Escape, and Druid.

Mo 37: February 1987

The man behind JETMAN s inter-
viewed and reveals a few of his dark
secrets, and we reveal the dark sec-
rets of the trio of reviewers chained
up in the CRASH Dungeon. TAM-
ARA KNIGHT continues her adven-
tures, as doas Franco Frey in the
world of Video Digitisers. full
match report on the Match Day
Challenge is given, in which we tell
how one of the programmers
responsible for the classic
ended up "sick as a parrot’. Games
mapped in February included part
of Fairtight i, all of L Avanger
and Dandly.
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BACKNUMBERS . .. (1986 backnumbers may be
ordered using the coupon on page 76)
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@ Issue 37, £1.20 including P&P
@ OVERSEAS ORDERS: Add £0.80 per magazine
(they cost a small fortune to send)
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Address
Postcode
Please make cheques/postal on wwcmwmlmmm
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LUDLOW, SHROPSHIRE SY8 1DB ,
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REVALUING
THE CRASH
CURRENCY

Following on from the ratings
changes announced last month,
wa've decided to complete the
task of revamping the way in which
our (named) reviewers evaluate
games.

The general reaction to the
changes we've already made is
favourable - quite a few people
have written to Lioyd telling him
that it was the Right Thing To De.
Over the past year or so, the gen-
eral standard of games has
improved steadily which has led to
a degree of polarisation in the per-
canfages that our reviewers have
been awarding. So as of this
month, we've reappraised the way
in which perceniages are
awarded, and taken the opportu-
nity to remind ourselves that an
average gq‘?ame should score
around 50

Games can only really be judged
in the light of the current standard

of releases — for instance, had
Starglider 128 been released eigh-
tean months ago it would have

been difficult for any percentage
system to cope. (And for any
Spectrum to cope, but you get the
drift of the argument.) A more even
spread of percentage ratings
should be the outcome of
rejuvenating our percentage pol-
icy, and fewer games should be
bunched together at either end of
the scale.

One final upgrade is planned —
and with luck we should have
implemented it in time for next
month. While some software
houses make it clear that an
enhanced version of a game is
included on the cassette for the
benefit of 128K and Plus 2 owners,
quite a few games offer additional
facilities, or 'work’ better on the
Plus 2 than they do on the basic
Spectrum — the sound on MASTER-
TRONIC's 180 for instance.

So as of next month, Ben Stone
will be providing a small panel to
go with every mainstream game
review, pointing out an;addiﬁonal
features that 128K and Plus 2 own-
ers are likely to find when they load
up.
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Every year, buyers for the major
stores and local toyshops in the
South of England get together at
the Earl's Court Toy Fair and
decide what to order for the 1987
Christmas market. This year it was
overrun by Lasers.

There were lasers that fired at
gach other, some that fired at
tanks, others that fired at targets
and those that fired at television
screens. What's more - there
wasn't a single laser in the entire
exhibition!

Confused? well so was |! The
story goes along these lines: this
year the toy industry has decided
that you and | are all going to buy
‘laser’ guns for Christmas. But
none of these 'laser’ toys feature
real lasers — instead they use a
system like the one used in a tele-
vision remote control.

LASERS LASERS
EVERYWHERE!

ba available later this year, includ-
ing Laser Gun from BAN Dal, Zillion
from matcusox, and Laser Com-
bat from acTioN aT. With this type
of gun you need two players for
maximum fun. The one with the
gun goes seeking after the target
wearer, and fires at him whenever
the target is in view.

The final variation on the theme
was the Laser Challenge, which is
the nearest that the toy companies
have yet come to making an
arcade game. This package con-
tains a gun and a video tape. This
tape depicts a number of moving
characters which you attempt to
shoot. Scoring is registered on the
gun itself, with different colours
indicating differing values.

There ware other new gamas on
show besides the lasers. There
were dolls by the million, including

that talk in time to the words onthe
cassette. As you'd expect there
were cuddly bears by the hundred
- but what | didn’t expect was a

cuddly computer screen. MB
GAMES were showing Animator, an
LCD screen which allows you to
draw and animate pretty pictures.
| suppose that it's a cross between
The Art Studio and an Etch-a-
Sketch—but not half as much fun!

There were a couple of comput-
ers at the show. The first was the
NINTENDO Games Console on the
MATTEL stand, and the other was
on the stand of the only
mainstream computer manufac-
turer at the show — ATARI.

The wWinTENMDO made a huge
impact in Japan last year, and a
few software houses are already
planning to support this machine
when it starts to sell in Europe. This
console has special cartridges
that use a robot assistant (R.0.B.
— your Robotic Operating Buddy!)
to help you play the game.

| asked for a demonstration of
this system using the robot assis-
tant, and have never seen anything

my life. The product manager
assigned to do the demo was in
real trouble = he had to keep talk-
ing at the same time as changing
screens, moving the robot up and
down, spinning the gyroscopes
and moving the little man on the
screen. Sounds like just the sort of
game we could use for a
raviewer's challenge . . .

atam wera proudly displaying
their 2600 games console—yesit's
that machine again, the original
ATARI. They also had the 130XE
computer, newly described as a
Games Computer and the brand
new 65XE Games Computer.

What is particularly interesting
about this machine is that it is
basically an aTam computer with a
cartridge socket and no keyboard,
but it can be built up into a full com-
puter system with a range of add-
ons available.

In all there was plenty to see at
this year's fair, and plenty that you
will be seeing on Television later in
the year.

Budget masters MASTERTRONIC are
entering the ‘full-price’ market
with a bang — they've just bought
MELBOURNE HOUSE.

The details are secret, but MEL-
BOURNE HOUSE claim they were
paid a seven-figure sum — making
this one of the biggest takeover
deals in the history of the industry
{in financial terms, at least).

Both houses plan to publish
software under their own names;
and BEAM SOFTWARE, a separate
company owned by the founders
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of MELBOURNE HOUSE and responsi-
ble for many of MELBOURNE'S prod-
ucts, will carry on developing pro-
grams for the label.

MASTERTRONIC has been looking
to acquire a ‘full-price’ software
house for some time, a company
spokesman said, and they were
impressed by MELBOURNE
HOUSE's product plans.

But this doesn't mean MASTER-
TRONIC will change their own policy
on budget games.

MASTERTROMIC are setting up a

centrate on making coin-op video
games — but ARCADIA's arcade
games could find their way into
MASTERTROMIC'S product rangs.

MIRRORSOFT are empire-build-
ing, too. Their parent company,
PERGAMON PRESS has acquired two
US software houses, SPECTRUM
HOLOBYTE INC and WEXA CORPORA-
mion. And, closer to home, the
group has conquered wargames
specialists Pss.

Gary Mays, joint managing
director of pss, is happy about the
move = it'll give his company
guaranteed distribution and finan-
cial security for new projects, he

Several games of this type will | cassette-based models with lips | so complicated and difficult in all Mark Seeley
o

new arcade-games division, | says.
M ERG ER MAN IA ARCADIA SYSTEMS INC. This will con- pss plans include Battlefisld

Garmany, a wargame set at the
beginning of World War Il in
Europe, and Bismark, a simulation
of the famous World War |l naval
action,

They're also planning a Spec-
trum version of Tobruk that will be
playable by two people, each sit-
ting at their own machine net-
worked through the joystick port.
The Spectrum version should fea-
ture an arcade sequence, and is
intended to appeal to a much
wider market than the wargamers
who have traditionally been the
main supporters of pss games.




OUT AND
DOWN!

Two games until now only availa-
ble at full price have been rere-
leased on budget labels. ViRGIN'S
Falcon Patrol Il has resurfaced on
the £1.99 sue BYTE label and
Willow Pattern has gone from
SUPER SILVER 10 SILVER — getting a
pound cheaper in the procass.

Mark Smith, winner of the HEWsoN
City Slicker competition sits at the
feet of his hero, Daley Thompson—
well actually a waxwork of the
world-champion breaking
decathlete at Madame Tussaud's.
Mark was treated to a whirlwind
tour of London, escorted by our
very own Girlie Tipster Hannah
Smith and the wonderful Julia
Coombs from HEWSON.

LATE

faacaaio ot LEY = et

Arkanoid from ocean arrived just
too late for review. It's a micro ver-
sion of the arcade hit and marks
the return to popularity for Break-
oul-type games.

Breakout onginally appeared in
the dim and distant past at the
dawn of the arcade industry.
Arkanoid adds lots of extra fea-

ARRIVAL

|

tures, including aliens, indestructi-
ble bricks, bricks that only disap-
pear after three hits, and bricks
that release bonus pods. Hitting a
bonus pod causes
changes...the bat may grow
larger, turn into a laser or become
sticky, and sometimes you can

choose to go on to the next level,

-

LOADING ERRORS

The end of tape azimuth problems
is in sight according to LOADT.

If you send them your cassette
deck together with £9.95 they'll fit
a little azimuth-tweaking knob
before sending it back. Then,
whan a tape fails to load, you can
twiddle the azimuth knob until you
get the clearest tone from the
loudspeaker. A scale around the
knob can be used to read off the

PUTER PROGRAM DA

AWHSmiths Data Recorder
with the LOAD IT azimuth adjuster

optimum setting for that game -
make a note of the number on the
inlay card, and the azimuth knob
can be set to the best position
whenever that game is loaded
again.

Loap i are at 35 Stretton Road,
Shirley, Solihull, West Midlands.
To find if your make of tape rec-
order can take the LoaD T treat-
ment, phone 021-745-4970.

GOING SWIMMINGLY

After a short lull in their packed
schedule of releases, PiIRANHA are
getting ready to launch another
batch of games into the Spectrum
universa.

Don Priestley, creator of
Popeye and Trapdoor, is develop-
ing ancther game in which Berk
has to get to work — Trapdoor il.

A game based on the Royal

Family is on the drawing board,
too, as well as the official Yogi
Bear licensed game, scheduled for
summer release. The top talents of
DELTA 4 are going to work on a
spoof adventure, The Great Amer-
ican Detective, and Piranha have
acquired two more licences —
Judge Death and Roy of the Rov-
ers.

GENESIS Il

If something's worth doing well,
it's worth doing again!

That could be the motto of the
GENESIS design-a-game contest
we ran together with pomark last
year. And now, following the

Christmas success of the first
GENESIS game (Kat Trap), comes
another winner — The Sewer, from
16 year-old Martin Lee of Exater,

Martin visited pomanrk's South
London HQ to discuss his plan
with Graham Stafford of pesian
pesiaN, who'll be responsible for
the programming.

The game's a blend of subterra-
nean strategy and arcade action —
you race against time to rescue
workmen trapped by rising water,
acid and the unfriendly rats and
leechdes of the underworld.

Graham Stafford will be coding
on the Amstrad — he reckons it
makes conversions easier — but
dom't worry. The Sewer will be
rieased for the Spectrum toa.

Read all about it in AMTIX!
magazine, which borrowed our
man Minson to sit in on that first
brainstorming session. He came
away burbling something about a
classic in the making . . .
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January means out with the old
and in with the new. Out with the
Christmas parties and in with the
New Yeaar orgies. Except for those
weird people at HEwsoN!
Remember how they an
oelebrating Christmas at the PCW

show in ember? Well, they
realised the error of their ways and
held another Christmas party, this
time in early January. Now they
could be Ukranians, who celebrate
the festive season about two
weeks later than everyone else. Or
maybe it's just a ploy to confuse
poor, befuddled hacks like me,

Anyway, | didn't make it, I'm
afraid. Anyone who read about my
leaky roof last time won't want
further grisly details of the struc-
tural horrors that kept me away
from the launch of Impossaball,
Andrew's speech and the truly
wonderful  Julia Coombes!
Apologies all round.

Luckily | escaped the Curse of
the Flat of Usher in time for ARGus
SOFTWARE'S launch of Grange Hill -
the Game. Rolling up to their offi-
ces | was grasted by Carlos in
headmaster’'s gear. "*You're late",
he bellowed. “See me after
class"”. It only took a moment to
remember that he'd once been a
school teacher. Any ex-pupils out
there, do write in and tell us his
nickname, won't you!

On the subject of nicknames, I'd
hardly had time to pick up my
school badge — Vice Captain (it
seemed maost fitting!) — when
somebody grabbed my sleeve.
“Behind the bike sheds", she
whispered into my armpit, being
rather too short to reach my ear,
“Five minutes”'.

Having stopped only to grab a
can of beer, | headed for the
rendezvous. There the mystery
woman removed her slip dis-
guise and revealed all. “'It's Car-
los", she told me. "' You must stop
calling him Cuddly. He likes it".
She then suggestaed an alternative,
but really, | refuse to brand him
Kinky Carlos until | have facts, and/
or photos to prove it!

Back to the throng and | man-
aged to take a look at the game
itself, It's based on one the
Grange Hill books and you take the
role of Goneh in an after hours hunt
for your confiscated Walkman. It's
neatly animated but | wasn't able
to study it in any depth, because
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MINSON AND THE

FREUDIAN GYMSLIP

Does Christmas never end? HEWSON obviously think not-so |
boycotted their January bash in protest. But that still left me time
to be caned by Dave Carlos, AND get slightly the better for drink
with the delightful Amanda Barry.

anything to do with schools brings
me out in an anxiety rash.

Luckily this allergy doesn’t run
as far as Fleur Taylor, who plays
Imelda, and is, I'm happy to report,
nothing like her on-screen charac-
ter. In fact, she confided to me that
she's even a Spectrum games-
player. Her faves are adventures,
Alic Atac and that ancient offering,
Valhalla. She's obviously too busy
acting to keep up with the state of
the art!

| was about to discuss this
further when the cane of Carlos
descended and | was whipped off
to the detention room. By the time
I'd written out, ‘I must not be late
for Carlos's Press Conferences’, a
hundred times — and he wouldn't
even let me use my word proces-
sor — it was time for a lunch
appointment with the ever lovely
Amanda Barry from ARIOLASOFT,

This was meant to be a general
chat about the industry, but as
there have been several dramatic
developments at the company in
the past few days, it seemed natu-
ral to focus on these as we
munched a Mexican meal at
Covent Garden's chic Cafe
Pacifico.

The first topic was the new label,
sTarUGHT, which is run by Francis
Lee, one of the guys who made
BEYOND a force to be reckoned
with. We discussed it as we tried
to work out how to pronounce the

names on the menu, and started
on the first of an endless round of
Margarita's, which helped our
Spanish no end . . . but screwed
up our English.

STARLIGHT is starting in express
fashion with Deathscape, afurious
shoot up which will be arriving on
the Spectrum some time in the
next few months. And following it
is Dogfight, a one or two player
head-to-head aerial combat game
with split screen views and vector
graphics. From the early screen
shots | saw, it looks g stuff.

The label ties in with the new
moves at ARIOLASOFT. The com-
pany has decided to pull out of dis-
tribution and concentrate on pub-
lishing. Now that may not seem
particularly relevant to you, but it
should be. I've discussed the
nature of the software industry
before, and this sort of change
could indicate what's happening
in the business as a whole.

On the surface, nothing obvious
will alter, except that ARIOLASOFT
tittes may be a little easier to
obtain. That's because the com-
ﬁany will be concentrating on what

does best, which is not sim
creating games, but helping
others to create them. So STAR-
uaHT, my old friends at naress and
the rest will have the creative free-
dom to develop original concepts,
in the knowledge that ARIOLASOFT
will get them onto the streets.

This seems like a generally good
thing to me. When a company
spreads itself too wide, becomes
too big, it can lose touch with its
programmers. The only thing
that's important to it is grinding out
product. ARIOLASOFT 's move could
lead to more well-thought out
games.

Amanda was positive too about
the position of the Spectrum in the
coming year too, even though the
company will be releasing one of
the best of the games consoles,
the seaa. She thinks that this will
go to a whole new market of pure
gamers, whila the enthusiasts will
stick with the machine we all love.

Just how much we love it was
demonstrated by the late January
Microfair. It coincided with the last
day of Harrods sale, which usuall
resembles an American Football
scrimmage, only less polite. But
this time the Knightsbridge store
was near empty. Surely all the

Sloanes and Arabs weren't at the
Horticultural Halls?

Okay, so | exaggerate, but
there's still a lot of enthusiasm at
these gatherings. It's interesting to
see how the QL keeps 'em rolling
in, too. Sir Clive's most ambitious
micro may have been a financial
flop, but it still has a strong follow-
ing. There were plenty of bargains
at the fair too, including some very
recent tapes for a few quid. Could
it be that not allmanufacturers had
such a buoyant Christmas?

There was no CRASH stand this
time ﬂmugh. | was forced to hang
around Sinclair User's table,
swuppin? insults  with  thair
delightful ad manager. A good
thing | did, because it was then
that | caught Paul Ponting, a
CRASH competition winner, actu-
ally buying a copy of their comic.
Worse, the warped wretch said
that he"d never read my column.

| was just about to rip out his
kidneys when he explained that
he'd been forced to buy the
offending rag by some so-called
friends. Sure -enough, this crowd
of infidels was torturing him as we
spoke. As he promised to tear him-
self away from CRASH's reviews
for some Fear and Loathing, |
stopped foaming at the mouth and
sent him on his way. But be
wamed — you're never safe from
the wrath of Newsfield.

‘Actuall}(, | was hoping for a word
with SU’s Commie-dore loving
gossip columnist, Kremlin. Seems
somebody shouted into his ear
trumpet that I'm getting married,
and he decided to publish the fact.
Well, yes it's true and already
many of the most beautiful women
in the world are weeping, joining
nunneries, etc — but don't send
any flowers yet, because the big
day isn't till the summer.

Kremlin seems to reckon that
getting hitched will bring an end to
my wild life. Poor old thing!
Perhaps he's drawing on his own
expenence. | can promise him that
my fiancee has pledged to keep
me in the weirdness to which
é%u've all becomne accustomed!

Kremlin old buddy, if | do get
any carpet slippers as a wedding
present | promise to donate them
to to-you. I'm too busy searching
out the Fear, Loathing and Free
Lunches!

Olé~ as we say down Mexico way.
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“Itis a strange craft that

- lcontrol.The task before
meis colossal, the b
dangersimmense. .~ —
The loch awaits...” -

SPECTRUM

5795 ' Maxwell House, 74 Worship Street London EC2A 2EN,
5 : lel:01-3774645. " '~ S\él
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Dld you buy the no. 1 Arcade
Smash Hit of 1986 — Gauntlet? If not,
you certainly should have. If you did,

then ymﬂl be delighted to know that you

can play another amazing 512 levels with
this super add on. R ey

Regquires original Gauntlet to run this version.

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATAR}
o £4.99 cassette )
4/128, AMSTRAD, ATARI £6.99 disk

ATARI ST £12.99 disk

U.S GOLD LTD., UNITS 213 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX. TEL: 021 356 3388 GAMES




Producer: Advance
Retail Price: £7.95
Author: Future Concepts

latform games have been

around ever since Manic

Miner stormed the software
charts four years ago. Since then
however, they've had a patchy
time of it. But Cobra showed that a
good platform game can still chart,
and ADVANCE have leapt in with this
similar (though more light-hearted)
offering.

Butch Hard Guy is just unbeliev-
ably butch, so macho that in com-
parison John Rambo and Zombie-
Squad Cobra look like Dem,
and Makepeace. His mission
Rescue a few forgotten army war
veterans who are held captive by
the notorious villain Dr Tie Fu (no
tea jokes, please).

Butch doesn't need namby-
pamby toys like machine guns,
grenades and rocket-launchers;
and why should he, armed as he is
with lathal fists and feet?

Somewhere on the 20 screens
of platforms, are located the POW
cages. It's up to Butch and his
deadly arsenal of moves, to find
them, shatter their bars with a swift
kick, and then make for his
helicopter with the War Vets in
tow.

But there's a small problem — of
course. Dr Tie Fu has a platoon of
combat droids out protecting his
interests. These can be stunned
with a punch, or killed with a care-
fully timed kick, which results in
their recoiling backwards and

Level Three, and Butch still has three captives lo rescue

exploding. The flying shrapnel,
however, is dangerous, andsoisa
robot's touch - it loses the Hard
Guy one of his five lives.

art from running left or right,
Butch can kick, punch and per-
form high or low somersaults. High
somersaults are used to move up
L::p qcra-ren, low ones ar‘gé.lsafuhldfm

ing from ledge to ledge. Mis-
sing a ledge is bad news though,
as a fall of more than the height of
a somersault means the loss of
another life.

Rescued POWs who get hitby a
combat droid while making for the
axit, go back behind bars...
forcing Butch to free them all over

ain.

Points are scored for &
Ei!'l?mr. completed levels and

ling droids. There are no extra
lives to be won, so make every one
count.
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@ " |love the way that Butch Hard
Guy Is presented as a mickey-take
of all the other bash ‘em up games
- the idea works and /s well
implemented. | found Butch Hard
Guy to be one of the most addic-
tive and yable games ['ve
played so far this year. It's simple
in structure, but effective. All the
characters are smoothly and

accurately animated - though they

arg a bit too detailed in some
places, making them look like a
mass of dols moving across the
screen. Overall, Butch Hard Guy is
a great little game. | look forward
to his further adventures - or
maybe a film tie-in. .. "

PAUL

ga:dge ﬁm ﬁm?'u Iipla'_.red Butch
uy, | thought it was going to
turn out a generally ma%a
game, but it didn't take much to
discover that it isn't all ADVANGE
have cracked it up to be. The
rescuing business is all very well
for a short while, but after a lot of
playing, it startsto get tedious. The
graphics are fairly average, cer-
tainly nothing special, and the
whole game, while initially play-
able, becomes boring. Not one I'd
recommend. "'

MIKE

Control keys: definable, left, right,
up, punch

Joystick: Kempston, Cursor

Use of colour: poor

Graphics: small and badly
detailed

Sound: nice drum solo which puts
the rest to shame

Skill levels: one

Screens: 20

General rating: Despite mixed
feelings about addictiveness, an
above average and playable plat-
former.

69%
Graomics 6o
Ahive qtios 745
Overall 85%
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Retail Price: £8.95

azooka Bill is the hardest sol-
dier alive - which iswhy he's
beenaskedtorescueGeneral
MacArthur from the rebel forces.
The exact position of MacArthur's
prison is unknown, although inside
intelligence reports have hinted at
a group of islands in the South
Pacific. Consequently, it is in the
sub-tropical paradise of Atoll
Archipelago that your mission
ins.

e three islands that make up
the rebel stronghold are crawling
with revolutionary troops armed
with an impressive array of sophis-
ticated weaponry. An individualist,
Bazooka Bill starts his mission
with no weapons at all except his
fists and feet — his commanders
expect him to make use of the
resources he finds on the way. Bill
can collect equipment, by walking
over useful items as they are drop-
ped by his fleeing victims.
Weapons appear at the top of the
screen as they are added to Bill's
armoury, they can then be
selected béusing acursor. Knives,
Machine Guns, Flame Throwers
and Bazookas become available,
but each weapon has a limited
useful life. Some weapons are only
effective on specific targets — after
all, it's no use trying to take out a
tank with a Bowia Knife.

The screen is divided up into two
levels connected by ladders,
which either take Bill to another
platform or onto a different screen
altogether. The flip-screen format

Producer: Melbourne House

Authors: Arcade Machine Ltd

is used, and the ladders play an
important part—it's possibleto run
around a building by flipping from
screen to screen, but a ladder has
to be used to progress into the
game.

The revolutionary troops and
their tanks, trucks, helicopters and
iets enter play from both sides of
the screen - in order to stay alive
Bill has to deal death on a large
scale. An extra life is awarded
every 100 revolutionaries killed,
although Bill can't have more than
five lives in reserve at any one time.
As the rebels inflict damage on
BB's body, markers in the status
area disappear — when the energy
read-out dwindles, a new life is
taken from the quartermaster's
storas. When Bill's five lives have
been used up, a timer counts
down from ten — pressing the C
key before this timer reaches zero
allows play to continue from the
point reached, with a set of five
new lives and the score set to zero.

Once an island has been
explored and all the weapons and
food collected, Bill can proceed to
the next location by stealing an
enemy jet from the airport, and he
has to engage in aerial dogfights
on the way to his destination,

Are you soldier enough to keep
up Bill's reputation?

With a knife selected from the weapon menu, the ultimate
tough guy takes on masked rebels by and oil dump

@ " I'm sorry, but | really don't
rate this new game from meL-
BOURNE HOUSE - [t doesn't
impress me in any way. it left me
feeling that the programmers
didn’t care about what the end
product eventually came out
like. The gameplay is slow and
becomes extremely tedious
after only a short time. The
graphics were designed on a
sub-standard utility and are
therefore pretty bad - the
characters are messy and the
nds are dull. The

sound is also well below aver-
:g:;:l;aro are no tunes and the
are drab. | couldn't rec-
ommend this - it isn't worth the
asking price. " B

FOII00

Z %= 7 = [— genem

il

03000

Exploring a building, with only his fists to protect him, Bill
soldiers on

@ " MELBOURNE HOUSE are a bit late
with this one — 0CEAN and IMAGINE
have already released better
games, in the same vein as this,
menths ago! There is nothing orig-
inal or addictive in the game. The
sound is very weak, and not a tune
to be heard. The character is very
slow responding to key presses,
which makes quick fire action
impossible. Some of the later
islands contain some good
weapons and vehicles - but
nothing to keep a player enthralled
for too long. Bazooka Bill seems
like too little too late. "

PAUL

@ "' There is very little outstanding
about Bazooka Bill: the graphics
are colourful (although the charac-
ters aren't particularly well ani-
mated), and the game is nothing
more than an average beat 'emup.
The way in which the ladders mave
you about in different ways isn't
very well portrayed in the two
dimensional graphics. | don't
reckon that anyone would play this
for very long; as the gameplay
involved is very simple, and so
addictivity suffers. Not overly play-
able, and with a price tag that's far
to high— Bazooka Billisn't a game
I'd recommend. "

MHKE

Control keys: Q up, Z down, | left,

P right, SPACE selects weapons,

Hpause, C continue game, F abort

Joystick: Kempston, Interface 2

Use of colour: simple yet effective

Graphllcn: colourful, by not very
ia

spec
Sound: the odd spot effect

Skill levels: one

Screens: three flip-screen islands
to explore

General rating: A poor develop-
ment on a well-wom theme




MASTERS OF THE
UNIVERSE

Producer: US Gold
Retail Price; £8.95
Author: Adventure Soft

irst they went from TV stars

to plastic toys, and now -

predictably perhaps, they're
a computer game. Masters Of The
Universe has gone from strength
to strength since arriving in this
country from the States. us aoLp
has licensed the idea from MATTEL
and converted the hunky cartoon
characters for the pixellated small
screen.

All the favourites from the series
are here, Iincluding the evil
Skeletor, Sorceress, He-Man and
of course Castle Grayskull. You,
hunk that you are, play He-Man as
he punches, slashes and kicks his
way through yet another attempt
to overthrow Skeletor.

Way beneath Snake Mountain
the evil Skeletor has discovered
the arcane llearth stone, and by
using its supreme powers he has
managed to take over Castle
Grayskull. He-Man has vowed to
destroy the llearth stone and put a
stop to Skeletor's dastardly plans
for domination. Unfortunately,
Orko, trying to help out, cast an
Imprison Spell at Skeletor, but
because he was heavily protected
by the llearth stone, the spell
rebounded and now Orko is him-
self imprisoned inside Castle
Grayskull, Nowread on . . .

The task is to break into the cas-
tle, release Orko, destroy the
liearth stone and reinstate the Sor-

ceress back where she belongs
inside Grayskull. There's a draw-
back. Skeletor has created an
army of clonas within the castle,
who have been programmed to
attack intruders, sapping their
energy, and they must be
destroyed or avoided.

Luckily, hunky He-Man, armed
with his trusty Sword of Power,
can despatch most of the clones
with a quick poke at their nether
regions. He's also a very agile fel-
low, able to run and leap over obs-
tacles if necessary.

Apart from slaying as many
clones as possible, the idea is to
collect objects on the way, which
might be useful during the mission.
They also provide Orko with the
right spell to release himself from
the castle and to conjure the spell
that you require: a spell to turn the
sword into an Atom Crusher,

How much power remains in
He-Man’s sword, how many skulls
he's cracked, and how much Body
Shield he has left, are all shown in
a status panel. Body Shield pro-
tects He-Man from most of the
blows inflicted on his muscular
body, and appears as a block
around the on-screen character. It
wears out though, and leaves him
vulnerable to sudden death.

Thera's a time limit too, rep-
resented by moons. At the start
He-Man has only thrae moons to
finish off Skaletor. Will he manage
everything in time?

@ " The gameplay is non-exis-
tent, the graphics are bad,
there's no sound and it's badly
programmed. In fact the only
thing that Masters of the Universe
has going for it is its name. The
controls are badly laid out, and
there are two ju keys - one
for each direction! Nice, pretty
backgrounds and lots of colour,
but when you move around
things start to get sick (although
there’s no colour clash - the
programmers have got round
this by putting He-Man in a box,
s0 ‘whenever he goes near a
landscape feature it gets rubbed
out. Keep away, this is com-
pletely horrid. " i

He-Man finds a key and an energy restoring twig . . . but he's
only got two and a half moons left to complete his quest

SWORD STATUS
SXULLS CRACKED

MODDNS TIL

DODM

@ " What has us GoLp done this
time? This must be one of the
worst games fo come out of their
stable for ages —and it's one of the
worst looking games around.
There may be a lot of colour on
screen, but it's badly constructed
and too liberal = and why the hell
they've got a big black ‘halo’
around the main character is
beyond me. | found it unplayable,
with the collision detection par-
ticularly apalling. | found it no fun
to play, and there’s nothing even
slightly addictive to hang on to. |
hate to say it, but even the TV
series is better than this. "'

@ "' What a pile of rubbish! The 'fil-
mation' buisness is confusing, as
filmation in computer terminology
means something quite different
to the definition used by the film
production company who make
Masters of the Universe on TV. The
graphics aren't very good, and He-
Man himseif doesn't look particu-
larly realistic. It's very boring to
play, and not much good to 'ook
at. | wouldn't recommend it. "

Control keys: B run left, 8 run
right, 0 jump right, 2 up, W down,
1 jump left, SPACE fire, R restart
Joystick: Kempstan, Interface 2
Use of colour: colourful, but lots
of clashes

Graphics: good when static, but
moving spoils the effect . . .
Sound: none

Skill levels: one

Screens: scrolling play area
General rating: Poor program-
ming skills, and non-existent
gameplay makes for a missed
opportunity.

68%
41%
27%
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Producer: Alligata
Retail Price: £2.99
Author; R Steveson and
N Speight

steam-trainjourney isrudely

interrupted by the outbreak

of war,and the locomotiveis
in deadly danger. Taking the con-
trols, it’s up to you to %ndle the
engine along a five-track railway,
avoiding hazards and trying to
hang on to your three lives for as
|:::q%as possible. : .

& main screen gives a side
view of the train as it progresses,
with the background scrolling
from right to left at a constant rate.
Enemy planes zoom in for
a low-level pass, emptying their
payload of bombs in your direc-
tion. Runaway carts rumble down
the track towards the loco and
explode on contact, while airships
hover in the sky attempting to drop
bombs onto the roof of the engine.
Evasive action is out of the ques-
tion — the screen scroll forces the

.

Trouble was obviously antici-
pated by the railway company, as
the locomotive is not defenceless.
Puffs of smoke can be released
from the smoke stack to destroy
faling bombs or blind enemy
pilots, while the explosive trucks
can be destroyed by firing blasts
of steam from the front of the
engine. Points are awarded for
dealing death to the enemy and for
blowing up trucks. A long-range
radar display occupies the bottom
of the screen, and wamns of dan-
gers lurking further along the track.

The fuel available is monitored

18 CRASHMarch 1987

on a bar to the right of the screen:
the engine loses steam and grinds
to a halt when the coal runs out,
becoming a defenceless target.
Coal dumps are scattered around
the network of sidings, and it's
possible to change the points and
mave onto a branch line to pick up
supplies when you come to a junc-
tion.

@ " A mindless shoot 'em up no
less — goody! Loco is the sort of
game that will get loaded up,
played for hours, and then never
played again. The gameplay is

Wheeee! A chunky bomb falls from the

An airship hovers menacingly above your engine

compelling at first but appeal

are simplistic but
— the screen scrolls in
half characters so it jerks a bit
and the use of colour is dubious.
The sound is also on the minimal
side: the odd effect is all that is
on offer. For the price, you could
do a lot worse than huythls!:n

@ " This game is so playable, |
can't believe it! Okay, so the game
fs a bit dated amongst the Top

eily of an enemy

Guns and Gauntlets of foday — but
there’s no denying the fact that
Loco is t fun to play . .. fora
while. The backgrounds are well
drawn, but they don't change
much and lack colour. The map at
the bottom of the screen is a good
idea, but can get out of synchroni-
zation with what is really -
ing above it. | would say that
is a brilfiant game for the age range
of 8-13, but anybody older than
that would get bored fairly
quickly. "'

PAUL

@ " Loco is boring. The graphics
are average, and the whole thing
isn't much fun at all. The price,
although only a few quid, is too
much. Locodoesn't look like much
or play like much. The title screen
picture is neat, but then again, that
hardly makes up for the fact that
the game isn't very good. A very
simple idea, but one that's far too
simple to make an interesting
game. Not recommended "'

Control keys: Q up and A down at
points; P release steam, SPACE
release smoke

Joystick: Kempston, Cursor,
Interface 2

Use of colour: basic, with some
clash

Graphics: fair detail, but simplistic
Sound: the occasional spot effect
Skill levels: one

Screens: five scrolling levels
General rating: A simplistic game
that would only have long-term
appeal to the younger player.
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AGENT ORANGE

Producer: A'n’F
Retail Price: £8.95
Author: lcon Designs

he single greatest drawback

of space travel is its cost.

But the costs are worth it of
the profit is reliable, and space
farming certainly meets that
requirement.
You would like to try your hand at
the new game of seeding uninha-
bited planets and harvesting the
resuiting crops. Trouble is, that an
alien species have just had the
same Idea, and their plants
(‘weeds’ to you) seem to do so
much better. The only real ray of
hope is Agent Orange — a potent
weedkiller that reaches alien
weeds the way ordinary dometic
killers can't. It's out there in the
wide galaxy — somewhere, if only
you could find it . . .

Still, before that, there's farming
work to be done. You are faced
with battling across eight planets
full of rival alien planters. Starting
from home, a mothership heads
for the first world, carrying seed-
crop and all-purpose crop-plan-
ter/fighters {or daughterships). On
arrival in orbit, an information
screen shows the number of
enemy craft on the planet, and
their shield strengths. When the
daughtership is launched, the
screen displays the immobile
mother ship and the virgin soil
below. The view is from overhead
with a left/right flip scrolling screen
~ the fighter moves in eight direc-
tions

Further read-outs indicate the
fighter's shield strength, enemy
shield strength, score, money and
number of seeds and harvested
crops in the fighter's hold.

VESTERDLCHKH

Crops are planted by holdinﬂ
down FIRE and moving the cral
over the planet's surface. Once
sown, they multiply fruitfully, going
through three stages of growth;
red, blue and green. When green,
they're ready for harvesting, a sim-
ple matter of moving the fighter
back over them. Leaving the crops
unharvested causes them to
wither and die.

This scene of peaceful cultiva-
tion hides a violent fight for the
right to plant. Alien fighter/harves-
ters are there too, and are deter-
mined to stake their claim. On the
early levels of the game, just one
shot disposes of them; but later,
with bigger shields, they're far
more aggressive. These ships can
also plant crops, which you cannot
harvest — but you can burn them
off. If the joystick is released and
the fire button is held down, the
ship starts to fire rapid, short range
shots, clearing alien weed to give
your crops more room to breed.

Strategy plays a part. The
fighter's hold carries only 600 har-
vested units, and when it's full, the
fighter retums to the Mothership.
Fighter shields are replenished at
this stage. The Mothership can
only carry 2000 units, so afterthree
harvesting trips, the Mathership
must return home to cash in the
crops. But it can only leave the
planet if all alien ships have been
destroyed.

Back home you can trade ships.
The current stock of ships and
seeds is cashed in, and the sum
added to money received for
crops farmed. More expensive
models with better shielding can
be purchased with the profits,

Meanwhile, back at the space
ranch, more aliens have taken up
residence. You can return and

Between planting jobs, your fighter passes anabandoned
processing plant

start over, or try for another planet
— who knows, you might discover
that elusive Agent Orange.

@ “ | really don't know what to
make of this - it's a sort of dodgy
shoot "em up with a few frills and
virtually no lasting appeal. The
gameplay is much too difficult
to get into and the instructions
don't help that much - nice
scenario though. The graphics
are generally poor, the screen
flicks abysmally and the charac-
ters, whilst being well detailed,
flicker and jerk around the
screen. The sound is also
nothing to write home about.
There are a few measly effects
but no in-game tunes. There are
some good shoot 'em ups
around-thisisn'tone Mmmﬁ;

@ " | think it's a pretty sick joke to
bring up Agent Orange as a sub-

ject for a game, but that's beside
need to be put off by the name of

Orange is described as a combi-

® "' Agent Orange Isn't all that
much of a game, It's not flawed,
the way in which it was put
together seems to have done it
justice, but the way in which the
game itself actually works is fairly
mindless. The business of fiddling
about with crops is alright for the
first few bouts, but after a while, it
gets tedious. The graphics aren't

Orange
wouldn't recommend it. "

the point | suppose. You don't

the game, playing it will make you
think seriously about it. Agent

nation of shoot 'em up and strat-
egy. The arcade bit is certainly
there, but the game contains little
else. The idea of planting crops
and harvesting them is quite neat
but the thought hasn't been
developed enough. | didn't really
enjoy Agent Orange as it seemed
very hollow in content. "

PAUL

stunning, and though Agent

isn't a bad game, |
MIsE

CELPPLVILOe

Threatened by the approaching enemy, your craft emerges
from the mothership

T e P ]

POPOOO0OOP
s ot

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour:

Graphics: detailed bas-relief, but
jerky

Sound: title tune, average spot FX
Skill levels: one

Screens: eight scrolling land-
scapes

General rating: An original and
intriguing idea, but lacking in the
finer alements of gameplay.

L A

55%
Value for money 53%
Overall 50%
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JUDGE DREDD

Producer: Melbourne House

Retail Price: £8.95
Author: Beam Software

redd has been a long time

coming, unusual in one of

such tempestuous cer-
titude. It must be over two years
ago that GAMES WORKSHOP cOn-
fided they ware developing a com-
puter game based on the cult 2000
AD comic-strip hero — but the
Workshop stopped producing
software. Dredd then moved sur-
reptitiously over o MELBOURNE
House some months later, and
their game has been many moons
in the making

The time is the future; a post-
punk, post-industrial world, where
the minority managers run auto-
mated factories and write the laws,
while the teeming masses celebr-
ate their terminal boredom in
crimes ran%ri?g from petty to meg-
lomaniac law Is unforgiving =
in Maga-City 1 the equivalent of
being hung for stealing a loaf is to
ba shot for jay-walking, presuma-
bly because you shouldn't get in
the way of a busy, car-bound man-

er,

Meanest of all the Judges is
Dredd, a man-myth who wears his
beliefs in a holster.

MELBOURNE HOUSE now offers
you the chance of a few hours
inside Dredd's death-black
armour, astride his Lawmaster
motorcycle, and with his faithful
Lawgiver strapped to your side, in
the etemal hunting down of per-
petrators (or ‘perps’) who threaten
Mega-City 1 with anarchy and
destruction. Moving through
city streets on foot is considered
an A7 risk, so Dredd, following
basic procedures as laid down in
the Justice Department Regula-
tions, prowls his sector on his

Lawmaster. From this mobile pos-
ition, munnurm crimes as they're
reported on the crime display
screen |3 simphcrty itsalf. By mov-
ing an icon (representing himself)
over a reported incident on the dis-
play and pressing fire, Dredd is
whisked to the incident — and dis-
mounts.

The game now switches to a
side-on-view platform game. A
status panel below the playing
area offers three selectable read-
outs. The first shows remaining
levels of stamina and ammunition,
and also states the Judge's
response; three may be selected.
Halt is a shouted warning, Warn
fires a shot across the perp's
bows, while Kill speaks violently
for itself.

Dredd moves from screen to
screen by running along platforms
and junl"lé:»ing up or down. Alterna-
tively, lifts and doorways may be
used to reach the last known pos-
ition of the perp and bring him to
book. In responding to Halt or
Wamn, the perp sticks his hands in
the air and ‘comes quietly’. But
should Johnny chance his arm, it's
out with Lawgiver —and BADAAM!

When the crime is first selected
on the crime display, its ‘normal’
level of threat is set for Dredd, but
some perps are more desperate
(or fooligh) than others and the
Lawaiver is designed accordingly.

The ammo comes in six grades:
Normal, Armour-Piercing, Heat-
Seeking Bullets, Ricochet, Incen-
diary and High Explosive. Armour-
Piercing Bullets can be fired right
through platforms. Heat-Seeking
Bullets track down the perp.
Ricochet Bullets can be bounced

The soulless Citi-Blocks of Mega-City 1 form a fitting
back drop for the Crime display screen
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Even a heavily-armed murder suspect can't escape from the
long arm of Judge Dredd

off walls and floors, while High
Explosive and Incendiary Bullets
are extremely prejudicial to a
perp's well-being.

As Dredd deals with one crime,
others are continually being per-
petrated, so having dealt success-
fully with one, it's back to the crime
display to check on progress
throughout the sector. Should
there ever be more than eight
crimes on screen at once, the

ame is over and the criminals

ave overrun the city.

@® " if you are a regular CRASH
reader you may have noticed
reat liking for
2000 AD and its characters. lam
EXTREMELY DISAPPOINTED
with this awful effort. Judge
Dredd had potential to be one of
the strongest characters everto
appear in a computer game;
unfortunately the situation here
cramps his style. The game has
been badly planned and abys-
mally programmed, it's hard to
y and eventually repellant.
m afraid that this does no jus-
tice to the original cult cartoon
strip whatsoever - stay well
clear of it.

@ " Judge Dredd seems to be in
the same wvein as V, both look
pretty but are boring to play. Some
of the characters are well drawn,
but none are solid enough to
resemble humans. The game has
no music, the sound effects are
poor variations on simple white
noise. The key-define section is
badly thought out - defining -
rate keys for moving diagonal:g
outdated. | can't see Judge Dredd
appealing fto 2000 AD readers
because it isn't half as much fun as
tha comic strip. "

PAUL

® "' Judge Dredd isn't all that bad
—though | didn't like it much at first
playing. Later on | started to get
into it, and it became more play-
able. Unfortunately, by that time, it
wasn't long before it became baor-
ing. The graphics aren't up to
much, but they serve their pur-
pose. Dealing with the different
crimes in different ways is initially
quite enjoyable, but the game's
staying power is limited. Sorry MEL-
BOURNE HOUSE, but | reckon that |
would find 20 gopies of 2000 AD
much better value for monay. '

Control keys: T-P choose bullet
pe; J-L choose rasponse level;
NTER select report; movement

keys definable

Joystick: Kempston, Cursor,

Interface 2

Usae of colour: garish, with attri-

bute problems

Graphics: reasonable backdrops,

but awesome Dredd is reducedto

an lli-defined cypher

Sound: no music, poor spot FX

Skill levels: one

Screens: over 50

General rating: Avaluable licence

shot to pieces in Mega City 1 - an

awful pity.




JAIL BREAK

Producer:Konami
Retail Price: £7.95

Author: Andrew Glaister and S Ruecroft

hera’s béen a jail break. The

warden is tied to a stake in

his own prison yard, and the
inmates have taken over the town
and are holding the citizens hos-
tage. It almost makes you wish
that you'd never joined the police
force. Orders come down from
above - free the warden at any
cost. This gives you carte blanche
to shoot just about everything —
the kind of mission you really
enoy.

The prisoners are armed with
guns and are lobbing tear gas gre-
nades at anything official looking -
like yoursal.

Combatting the revolting pris-
oners isn't going to be easy, all you
have, is a fast-repeating pistol —
hardly a match for the horde of jail
breakers. But releasing hostages
(simply done by moving owver
them), adds new weapons, either
a bazooka or a tear gas grenade
launcher. They're shown on
screen and can be swapped over
by pressing SPACE. Additional
weapons are lost each time a hos-
tage is accidently shot, soit's back
to the pistol again.

The screen scrolls from right to
left, the policeman moving and
firing in four directions. Most of the
convicts come from the right hand
side of the screen, although occa-
sionally one may try and sneak up
from behind.

The hostages are to be found
strolling around town, blissfully
unaware of the mayhem and car-
nage around them. But some sit in
the road or in windows of houses,
pathetically waving their hands,
waiting to be rescued.

Stage one is the town where the
villains are on foot. Stage two
mowvas to the city park where the
sscapees have hijacked trash
vans and are intent on driving the
heroic policeman into the dust.
The final section takes place in the
prison itself, whaere the warden
awaits rescue — prisoners are par-
ticularty thick on the ground here.

The pistol is favourite for dispos-
ing of running convicts, and the
bazooka comes into its own when
clearing obstacles and prisoners
who hide under manhole covers.
Finally the tear gas launcher is
handy for flushing out well dug=in
convicts,

Iif additional weapons are lost
through indiscriminate shooting, it
may be necessary to wait for a
hostage to come along for rescue
before continuing the carnage.

@ " At last, the long-awaited
first release under KONAMI'S OWN
labal has arrived. We eagerly
loaded it up, and then ... what

a disappointment! Over the last
hour l've squeezed-out every
last ounce of playability that is
to be had from Jail Break. Now
I'd be extremely happy if | never
had to see it again. The game is
fairly well presented, and the
sound is quite bearable (al-
though effects are used mini-
mally). But the game... I'm
sorry komami but | won't be
awaiting your next release with
quite as much enthusiasm. "“.

@ " Jail Break is an extremely hard

game. It takes quite a while to get
used to the collision system — the
bullets seem to be able to go
through your lags, but if they hit
your hat you've had it. The scrol-
ling is atrocious. The background
moves jerkily and siowly, although
the graphics are nice and detailed.
The characters don't move about
very smoothly and often get lost
behind each other when two
appear at once. Jail Break is quite
good fun to play, and fairly addic-
tive. However, it doesn’t excel in
any areas, and is not one of the
best games with which to launch a
new label. "

PAUL

@ " Wow, what a totally trashable
box. Wow, what incredibly poor
graphics. Wow, what a generally
rubbish game this is. At least

M

Konami have got the courage to
actually take the blame forit; prob-
ably because no-one else would!
The scenario is hardly original, and
the game itself lacks any amount
of playability, addictivity, and most
of the other things that would usu-
ally corvince someone that a
game is warth buying. Boring, not
very playable, and poor value for
money. KoNami have already
started to lose their reputation, "

adl

Save us from the ball and chain . . .

our heroic cop must

dispose of two convicts before rescuing the housewife

o ppgpl] gy iR
3 r'.

Control keys: Q left, Wright, lup,
J down, O fire, SPACE select
Weapons

Joystick: Kempston, Cursor,
Interface 2

Use of colour: minimal
Graphics: dubious sprite collision
and poor scrolling routines spoil
otherwise pleasant graphics
Sound: sparse spot effects

Skill levels: one

Screens: scrolling play area
General rating: An alarming dis-
appointment, coming as it does
from the arcade masters.

Graphics 54%

s 1
Value for money 51%
Overall 47%
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TEMPEST

Producer:Electric Dreams
Retail Price: £7.99
Author: David Pridmore

o, this isn't based on the

famous play by Wil

Shakespeare, but it is just
as frenetic as that drama. For the
sake of a scenario, Hyperspatial
Wireways are a series of wire tubes
spanning the universe which guide
travellers safely to their destina-
tions. A problem has arisen
though, in the form of weird aliens
infesting the Wireways and mak-
ing them unsafe for journeying.
Down to you Zapper.

Your task is to clear the Wire-
ways as best you can. Each screen
is of a different-shaped wireway.
The zapper you control is at one
end, and hordes of aliens gradually
make their way up from the other
end towards you. Wireways con-
sist of several lanes across which
the zapper moves blasting away
along them.

The aliens are multifarious. Flip-
pers are lines which flip from lane
to lane as they make their way
slowly up the Wireway. Shoot
when they briefly pause before
flipping again. lippers can
destroy the zapper if they flip on to
it

Fusebails are cross-shaped and
stick to one lane. Should they
reach the end of the Wireway, they
block the zapper from moving
across that lana.

Square-shaped tankers slowly
rotate as they make their way up
the lanes. When hit, they either
split into two flippers, or a spiral-
ling fuseball. If the tankers get to
the end of a Wiraway, they split as
if they had been hit or sometimes
just go phut and disappear. The
resulting fuseballs hurtle around
the Wireways, gradually moving
towards the zapper.

Eaﬂygarne levels only have flip-
pers and fuseballs, tankers turn up
later. But after level 12, spikes and
pulsars amrive. Spikes look like
single lines and grow straight up
the lanes, slowly extending them-
selves. Left alone, they Bveﬂtuaur
wither and return down the grid.
These are only lethal if the zapper
passes over them when fully
extended. When shot, they remain
at their present length until the
screen is finished, and then extend
to their full length. They cannot be
shot at this stage.

Pulsars look like flippers, but
don't flip, they just travel straight
up a lane. If the pulsar reaches the
end of the lane, it short-circuits the
grid and destroys that lane.

Ordinary zapping is hard work,
but once per level the super-zap-
per may be used. It simply clears
the entire Wireway of everything. If
it's used before all the aliens have
come onto the Wireway, the
remaining aliens travel faster.

Points are scored for all aliens
kiled (super zapping doesn’t
count), and there's a bonus for
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finishing each level. You get three
zappers to start with, another
every 10,000 points, and you can
choose to start on any screen.

@ " Yeah Tempest is finally here.
Thn only problem is that it is on
the Spectrum, therefore all the
computer's limitations come
into pln'y The action is spoiled,
surpnmngry enough not by the
by the graphics,

which' mmply aren't clear
enough for you to be able to play
the game properly. The sound is

fairly good, there are no tunes
but the zappy effects during play
more than make up forit. | didn’t
really expect this to be much
good, arcade conversions sel-
dom are, so I'm not too disap-
pointed with it. But the dire front
end and attract mode don't app-
eal much. "

BEN

® " | remember how good Tem-
pest, the arcade game was. Unfor-
tunately the addictiveness and
playability seem to have been lost
in the mists of time. The graphical
transformation seems accurate
and the depth of play area has not
been lost. However, there's a limit
to the complexity that can be por-
trayed on the Spectrum screen; |
began tofeell wasn 't really looking

forward to the next level, or even
the next game, as the basic for-
mats of each had little variation.
Tempest contains nothing to keep
the player interested. "'

PAUL

@ " Tempest has a great deal of
fun going for it. There’s no denying
the fact that it's nothing but total
mindless blasting. Then again, if
you're prepared to wear your fire
button into non-existence, then
this is the game to get. Absolutaly
no strategy, forward planning, or
intelligence is required; if like me,
you enjoy an incredibly destructive
bout of meanie bashing, then
Tempest is worth looking at. Price
wise, though, think carefully
before buying: it is a bit steep. "'
MINE

Cameron bravely blasts away in demo mode

The startof level 81 (surely some mistake!!) or has demo mode

struck again

Control keys: Q anti-clockwise,
E clockwise, ENTER fire, £ zapper
Joystick: Kempston, Interface 2
Use of colour: monochrome play
area

Graphics: understandably slow
and rather cluttered

Sound: good explosion effects
Skill levels: 99

Screens: 99

General rating: A good try ata
game not really suited to the Spec-
trum.
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" if all of the BuLLDOG gameas
are going to be up to this
standard, then The Best Of
British label can look for-
ward to a prosperous
future. Just as | was getting
bored with all the budget
arcade adventures that
have been coming out
lately, Feud comes into the
office and changes my
mind completely. The
graphics are, without
doubt, this program's most
astounding feature. Thay

are extremaly colourful,

larga, and very detailed. All
this without a hint of colour
clash. MasTerRTRONIC have
launched their label in the
best possible way - fabul-

ous!
PALL

is really good! The
graphics are quite pleas-
ing; things like the river and
the gardens could have
besn made more realistic,
but the effect is still there.
The gameplay is packed,
and the fun doesn't end
once you've found the
spells! The fact that your
brother constantly follows
you around keeps every-
thing moving at a frantic
pace; when you think
you've got him on the run,
he heals himsalf — Aarghl
For £1.99, Fe excellent
value for money. Can we
expact more like this from
the suLLDOG labal? | hope
80 M

Producer: Bulldog Software
Retail Price: £1.99
Author: Binary Design

" What a way to kick off a
new label! Feud is com-
pletely brilliant. | love origi-
nal games, so it is a real ple-
asure to see a cheapie
that's as ‘new’ in concept
as this - and as playable. |
haven't been able to force
myself to play anything else
today. The graphics are
very good. The screens flip
annoyingly, but the detail of
the backgrounds and the
superb animation of the
characters make up for
this. There is no music on
the title screen, but the
effects are fairly good. Your
life won't be complete with-
out Feud, especially at the
price. "

BEN

Control keys: Q up, A down,
0O left, P right,
Joystic :

mated fic
saetting

Presentation
Graphics

Playability
Addictive qualities ¢
Value for money
Overall
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Producer: US Gold
Retail Price; £8.99
Author:The US Gold Team

here's no sign, as yet, of the

Spectrum version of the

classic Leader Board from
the American software house
Access (the e behind games
such as Raid Moscow and
Beach Head). However the latest
access offering to be converted for
the Spectrum a similar style to
the aforementioned golfing simu-
lation. Tenth Frame is a ten-pin
bowling that includes all the
features found in the alleys.
Before play can begin an

mgm screen imasarned. firstly
ing the ice between
league or open bowling. If the
former is chosen you then have to
input the name of the playing
teams, number of players on each
team (up to four) and the number
of games to play (from ong to
threa). The latter option delivers a
screen asking the user to input the
number of players one to
eéght} their names, the ability level
(efther kids, amateur or profes-
sional) and the number of games
to play. When this information has
been input the bowling can begin.
The screen displays a natural 3D
view of the bowling alley from a
ition above and nd the
. The bowler appears at the
end of ma b:lley and is movadp Bhlaﬂ
and ri use of keys. Pushin
the 'Emvard' key activates 2
marker which appears halfway

ey
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down the alley. Left and right
moves it in those directions and
using the marker you can aim
where the ball is going to go (it
crosses the marker as it travels
down the alley). When everything
is primed the bowler can be made
to bowl the ball by pressing the fire
button.

Ace kid super-bowler Cameron pulverises the pins

A ‘speed and hook' gauge at the
bottom of the screen is used to
control the strength and curve of
each players bowl. As the ‘fire’
button is depressed the speed
indicator increases towards the
speed zone. When it reaches this
the ‘fire’ button has to be released
(otherwise an error will be incur-
red) and upon release the hook
gauge comes into action, the indi-
cator sliding downwards towards
the hook zone. When it reaches
this the fire button should be pres-
sed, again the timing Is critical —
too much hook either side of the
hook zone could mean the ball
missing the pins altogether.

Each player has two attempts at
each sat of ten pins, a score is
g_:_\:n and the next player bowls.

me continues in this fash-
ion, the score sheet being shown
after every player has had their
turn. The score is kept automati-
cally, and incorporates all the dif-
ferent types of score, including
spares, strikes and extras.

@ lam disappointed with Tenth

it simply isn't real
enough — the pins behave in a
i 70 Soarn Wee ‘pineics’
you m the ‘physics
of the game before you can
begin to succeed. Having said
that, if you discover the correct
method, it is possible to obtaina
maximum score without too
much practice. If you're a bowl-
ing freak this may appeal to you
= if not, | wouldn't waste your
readies. "

T
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@ " Tenth Frame hasn't quite sur-
vived the transfer from the Com-
modore to the mighty Spectrum,
Lost in the process 1s the sound
andﬂwanmsﬂhm and a lot of
the playability. The graphics are as
as can be expected — but a

it too ‘wire-framey ' to look very
realistic. The game has all the
basic features of bowling — unfor-
tunately none of them are very well
implemented or expanded Upon.
I'm sorry to say that Tenth Frame
didn’t really bow! me over (we're
sorry that you said it as well Paul-

Ed). "
PAUL

@ ' Ten pin bowling isn't a game |
would recommend for conversion
to computer, especially not to the
Spectrum. In faimess though, us
aoLp have made a determined
effort. Unfortunately, their efforts
may well prove to have been in
vain — the result isn't very good.
The graphics are fairly average,
with some nice animation on the
bowler, but the game's biggest
downfall is the annoying pause
after every go. Overall, | think that
Tenth Frame should be given care-
ful consideration before purchase
even by a dedicated fan of the

sport. '
MINE

Control keys: Q up, A down, O
left, P right, CAPS fire

Use of colour: unremarkable
Graphics: basic but functional
Sound: the occasional spot effect
Skill levels: three

Screens: one main playing screen
and a score screen

General rating: A valiant attempt
to convert a game that probably
isn't suited to the Spectrum




CBM D4 / 128 i
Spectrum 48K
Atari, Amstrad
Coming soon on MSX

The Mission
(an viglen! aggression and mandiess desiuction ever
be psfifiedin the name of pesce. That is the
erigma, the TRAP in which you are to be
placed &5 you energetcally datend your
panet, your people from a once peaceful ally
Your Quest
Todemonstrat the reactions and skills ol a
legendary space fighter o« to show the
genius of 3 masier strateqist will not be
. emough. TRAF has asecref that
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Alligata Software Ltd., 1 Orange Street, Sheffield S14DW. Tel: (0742) 755796



SCALEXTRIC

Producer: Leisure Genius
Retail Price: £9.95
Author: Andy Green

or many people, the mere
mention of the word * Scalex-
tric' conjures up visions of
many happy hours spent plecing
together plastic track sections.
MNow with this computer version of
the old sitting-room floor racing
ame those moments can be re-
lived. There is a choice of 17
ready-made tracks included, or a
completely new track may be
designed and built using a series
of short sections.

When building a circuit, there
are 15 different track elements to
choose from. To begin with, there
are four ‘straight’ components,
each of a different length. Next
come the ‘chicanes,” where the
track narrows to a single car width.
These come in several forms:
curved chicanes, straight
chicanes and chicane entrance
and exits. There are also skid
chicanes where the track quickly
narrows then broadens again.

There are three different comer
radii, ‘inner’ curves are tightest,
followed by 'standard’ and ‘outer’.
There is also a banked curve which
has the standard radius.

Having positioned the first sec-
tion, you place your cursor on the
naxt piece of track required — pres-
sing 'fire’ then lays this in place,
and so on until a circuit is com-
pleted. If you are unhappy with the
result, you can choose to replace
sections of the track, or alterna-
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tivam scrap the whole design. To
finish a circuit design, the two ends
of the track must be quite close.
Then the 'finish’ icon is selected,
and the computer informs you
whether or not the two ends of the
track can be joined. If not, another
combination may be tried.

There's more to Scalextric than
building tracks, however — after
the circuit has been chosen the
real racing can get underway. Two
people can compete, or you can
take on the computer which drives
the car that appears on the lower
window — the screean is split hori-
zontally, with each portion show-
ing the rear view of one of the com-
peting cars (when the two cars are
close to one another they appear
on both screens). The screen also
shows the twists and tums in the
track ahead. The car's controls are
accelerate, brake, steer left and
right — gaar-changas are dis-
pensed with.

If the car exceeds a safe speed
in a comer it starts to skid out-
wards. The maximum safe spead
depends on the tightness of the
curve, but exceeding the car's
handling limits causes a collision
with the verge. Hitting the grass
causes the car to slow right down
to 50 mph before it can be steered
back onto the track. If two cars col-
lide, the one at the back explodes
— however, barging from the side
is harmiess to both vehicles.

A small map at the bottom of the
screen shows the track layout and
the position of each car, and the
lap time achieved by the two driv-
ers is given after every circuit of
the track.

Waiting for the green light, Cameron and Shane share the pole
position on the starting grid

s A e

SCALERY,

_CAMERON ]

SHANE |
e

T e a—
IS5 THIS OK?

ESTORIL

this time "

@~ | was expecti

great things
from this — after all, what could
be batter than a Scalextric sat

without a transformer?
Unfortunately lextric has
turned fi)l.lt to be ﬂwbmuw-w?r-
age racing game, an unin-
teresting little bit at the begin-
ning. The graphics are initially
good, but they get boring when
you've seen all the tracks. The
sound is nothing more than you
would expect from a game of
this quality - that is, a bog-stan-
dard engine noise. I'm very dis-
appointed: surely LEISURE GENIUS
could have come up with some-
thing a little more inspired. ™

@ "' | saw an advert for this years
ago, and I'm not sure that it's been

S —

“pPartugal looks nice Shane!” “Okay Cameron let’'s race there

worth the wait. Scalextric isn't one
of the best racing simulations
around, but it does contain some
very nice features that set it apart
from other games of its type. The
icon system is very easy to use,
although getting a good track
together can take some time. The
cars are vary well drawn with some
good perspective graphics, but
they're not responsive enough for
a competitive game. If you really
want to buy Scalextric, don't be
fooled by the pretty graphics —
insist on playing it first. "

PAUL

@ " Scalextric is alright, as far as
racing games go — but it's all been
done before. track editor is
very slick and useful, but | just
can't see that there's that much of
a market left for a race game. The
graphics are fine, with few prob-
lems apart from the usual colour
clashes. If you're not yet the owner
of one of the many thousands of
race games, then Scalexiric is
worth considering. Neatly done,
and professionally packaged, it
has everything going for it — apart
from an original idea. "

MIKE

Control keys: definable: left, right,
accelerite 1‘.:'::.1'?(:1 brake o
Joystick: Kempston, Cursor,
Interface 2

Use of colour: workmanlike
Graphics: good detall on cars
Sound: menotonous engine effect
Skill levels: one

Screens: two

General rating: A great idea, but
lacking in gameplay




Producer: Activision
Retail Price: £9.99
Author: Richard Gold

Il this talk about the new

Plus 2 and 128 machines

having compatibility prob-
lems is apparently a cover-up.
What has really happened is that
the computers have beeninvaded.
Litte Computer People (LCPs)
have found their way into the
machines and are tap dancing all
over the data bases and really
messing things up.

The only way to restore order
amongst all this chaos is to tempt
the little de-bugger out of the
works and on to the computer
screen. The way to do this is to
provide him (they're all male, for
some strange reason) with an envi-
ronment he feels at home in.
Actmision have fried to do just
that.

Each LCP has a different per-
sonality, but something they all
have in commaon is their desire for
friendship. Being locked away in
all those nasty chipsis no fun at all,
and LCPs like nothing more than
having their hair ruffled, or playing
a game of cards with their human
companion. To keep the little chap
fit and healthy, he needs regular
supplies of food and water and
some dogfood for his canine
chum.

The House That activision Built
arrives on cassette, and loading it
in equips your computer with all
that is needed to cater for even the
fussiest LCP. The top floor con-

tains a television, stareo, typewri-
ter and piano (most LCPs are bril-
liant pianists). The middle floor
contains the bedroom, bathroom
and computer rcom, and the
ground floor contains his kitchen
and sitting room.

The LCP leads a very active life,
and occupies every minute of the
day by pursuing one of his hob-
bies. Every moming he goes
through his work-out routine to
keep in shape; he watches televis-
jon, pla?'s with his computer,
phones friends and even dances
to his favourite records.

An LCP communicates with his
human friend (or ‘owner’) in a
number of ways. He bangs on the
inside of the computer screen
when he feels that you're not pay-
inq him enough attention, and if
he's feeling particularly verbose,
he may even type you a letter! In
this way, keeper and LCP start to
build up a rapport and become
good friends. Paying lots of atten-
tion to the LCP is the best way gain
his confidence. LCPs love pre-
sants, and by using the relevant
keys gifts of all sorts can be lsft at
the door for collection.

If, on the other hand, the LCP is
ignored, he becomes very depre-
ssed. In serious cases of neglect,
if he goes without food or water,
he tumms a nasty shade of green
and goes to bed. Ignore him for
too long, an your hi? -tech ‘pet’is
likely to fade away forever.

A Little Computer Person needs
a lot of attention, but at least he
doesn’t leave stains on the carpet
or scratch the furniture . . .

Cameron's Little Computer Person grooves to the beat on the
top floor of his house

Sitting comfortably in the armchair, LCP pheones a friend =
you'll never understand his language!

@ As a concept for a computer
antertainment package this is a
good idea. A pet living in your
computer, who has his own per-
sonality. This pet can be tem-
peramental (even angry) at
times, and happy and rewarding
at others — brilliant! Unfortu-
nately actnmision seem to have
forgotten the limitations of the
Spectrum, so a great idea has
lost a lot of its impact due to bad
screen presantation and sloppy
glmphlm I'd only recommend

is if you are desperate to see
your computer doing something
different. ™ R

@® " Yes folks, you can now live
your lffe all over again for the mini-
mal sum of ten pounds. Oh, and
you're restricted to your own
house — but we'll give you a dog
and a new identity . .. Sorry, I'm
afraid that LCPs aren't really as

exciting as that. You have to waltch
another person live their own life -
what could be more boring! LCP
may appear cute to start with, but
the novelty soon wears off. |
couldn't reafly find anything addic-
five about this game, and | very
much doubt that it will have the
cult following on the Spectrum that
it's got on other machines. Very
much a minority interest. "

PAUL

@ ** LCPs were all the rage when
they first materialised on the Com-
modore, Looking at it now how-
ever, | can't help feeling that it is
destined to become boring. The
things you can order (ask?) your
LCP to do, are limited, and though
it may provide a terrific amount of
excitement for the first few
attempts, the appeal is only there
for a while. The graphics are
reasonable and colour is used very
well on the background furniture.
Worth looking at, but | think addic-
tivity is severely limited. "'

MIKE

Control keys: (in conjunction with
EXTENDED MODE k?’j, F deliver
food, W more water, A alarm, D
deliver dog food, C ring phone, P
scratch back, R deliver record, B
deliver book

Joystick: N/A

Use of colour: colourful, if a bit

MEessy . . .

Grnplicn: a very desirable resi-
dence

Sound: effects, depending on
what your LCP is doing

Skill levels: one

Screens: one

General rating: An interesting
concept, but not one likely to
prove termribly addictive on the
Spectrum
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THE DEFINITIVE AWARDS FOR THE BEST SOFTWARE OF 1986!

At long last! After much moiling and toiling opening letters, reading
your forms and inputting the datainto a trusty APRICOT database (the

poor Comps Minion has worn his fingers to the bone in the process
of working out the Top Five in each category) we are proud to
present ... THE RESULTS!

BEST GAME OVERALL

STARGLIDER
RAINBIRD

Andrew Onions (REALTIME SOFTWARE): "' Ah, 1
brillll This is the first time we've received any X S

sort of accolade in two and a half years. It's
very nica to win but | think we can still do a lot ) WrTrrrerrrrert § pres
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most ‘full price’ Spectrum games, Stargiider = oy
clinched this prestigious award, netting 12.5% .

of the votes. Close behind with 9% of the votes
WaS DENTON DESIGNS' wartime arcade adven-
ture for oceAN, Graal Escape while the two
GRAFTGOLD ies published by HEWSON,
Uridiumand Quazatron, claimed 6% and 5.8%
respectively. ELITE's coin-op conversion,
Ghosts ‘n’ Goblins, scraped fifth position with
a creditable 5% of the votes in this category.

BEST PLATFORM

G

ges] ‘_"'-';::l
W

x
Ty
-\.

(L[} ]

DYNAMITE DAN I ; - -
MIRRORSOFT BN 7o & e i S
5 - 5 -_ a : ra = .'_ . =
BOMBJACK PFooa "= gt gt e e
ELITE .
Tk || THE GREAT ESCAPE
DAN | L Y i e 1
DARE =

VIRGIN y STARGLIDER
GHOSTS 'N' GOBLINS BEST SHOOT EM UP RAINBIRD
ELITE STARSTRIKE Il

. REALTIME
Lh;l:mwﬁa;sg:ﬂ?mubt _aggs tﬁﬂﬁiﬁnﬁn;qr. URIDIUM This was a very hard-fought category, but
pounding the gopgos;tltm mt? IhBE ngL'lnd with HEWSON finally vEwson's horizontal scroller, Unidium
an enormous b O vates. ELITE'S came out tops with 26% of the votes. Breath-
Bombjack came next with 9.5% followed by LIGHTFORCE ing down its proverbial neck with 24 % was the

Cobra with 7%. There wasn't much between

i vertically-scroilin !;;'Ehi‘furce. Trailing a long
Dan Dareand Ghosts 'n’ Gobilins, either—they ?D

FTL gl :
way behind with came ELITE's Com-
took Fourth and Fifth place with 5% and 4% COMMANDO TN NG wo REALTINE DFOGUOIS, Starglider

respactively. ELITE and Starstrike Il, with 7.5% and 5.5%
34 CRASHMarch 1987



BEST ARCADE
ADVENTURE

THE GREAT ESCAPE
OCEAN

Ally Noble ([penTon pesins): ' O0-0-0-0-0-0-0-
ohilll Ace! Marvellous!! Fab!!l What more can |
say?"

HEAVY ON THE MAGICK
GARGOYLE GAMES
KNIGHT TYME

MAD
BATMAN
OCEAN
FIRELORD
HEWSON

Denvonoesians' The Greaf Escapeemergeda
clear winner claiming 11% of the votes. How-
ever, sacond, third and fourth places were very
fiercely contested with Heavy on the Magick
finally amassing 7%, Knight Tyme following
just behind with 6.9% and Batman coming in
with B%. Hewson's Firelordbrought up the rear
with a respectable 4%.

BEST ADVENTURE

GARGOYLE GAMES

Roy Carter: "'t shows what excellent tastes
CHASH readers have got! Seriously though,
we're all really pleased. Those who voted will
bepleased to hear that we're doing a follow-up
somatime in the future.”

THE BOGGIT

DELTA 4/CAL

THE PRICE OF MAGIC
LEVELS

LORD OF THE RINGS
MELBOURNE HOUSE
TWICE SHY
MOSAIC/LEVEL 8§

GARGOYLE GAMES innovative Heavy on the
Magick stomped away with this award, col-
lecting 18% of the votes, while DELTA4'S
humorous Boggit netted 14%. A little surpris-
ingly, LEvEL s only managed third with the 9%
claimed by The Price of Magic while MEL-
BOURNE HOUSE's Lord of the Rings slipped into
the Number Four slot with 7%. Twice Shy
reaped 4% of the accounted votes and was
awarded Fifth Place accordingly.

REBELSTAR
FIREBIRD

NAPOLEON AT WAR
cCcs
THEATRE EUROPE

PSS

THEIR FINEST HOUR
HUTCHINSON/CENTURY
DESERT RATS

cCs

Romping away with this award was FIRE-
BIRD's budget re-release, Rebelstar,
amassing 15% of the votes. The following pos-
itions wera hotly contested with ccs’ historic
wargame, Napoleon at War, collecling 7%,
Theatre Europe with 6.8%, Their Finest Hour,

_ 6%, and Desert Rats with 5%. Strange But

True Dept: The Great Escape came Sixth . . .
an odd choice for a strategy game . . .

BEST SIMULATION

|IFid i

i
TT RACER
DIGITAL INTEGRATION

Dave Marshall {DiciraL NTEGRATION) ' Marvell-
ous! I'm very pleased that we're keeping up
with people's expectations. We're already
working on the next simulation which should
improve upon the quality of our recent prod-
ucts."

TOMAHAWK
DIGITAL INTEGRATION
SPITFIRE 40
MIRRORSOFT

ACE

CASCADE
STRIKE FORCE HARRIER
MIRRORSOFT

DiGITAL INTEGRATION dominated this category =
their motorcycle racing simulation, TT Hacer,
proved to be the most popular, taking 25% of
the votes, Very close behind with 24% came
Tomahawk, the helicopter simulation. Three
Hi%ht simulators followed next — Spitfire 40,

ACE and Strike Force Harrier, netting 9.5%,
7% and 4% respectively.

BEST GRAPHICS

LIGHTFORCE
FTL

Roy Carter: " Greg Follis will be thrilled. It's
very pleasing to know that someone out there
appreciates your hard work."

STARSTRIKE Nl
REALTIME

lan Onions (REALTIME SOFTWARE): "' It's nice that
people noticed. It's shame the gameplay
wasn't as good as the graphics, though .. . "

TRAPDOOR
PIRANHA

GREAT ESCAPE
OCEAN

BATMAN

OCEAN

Lightforce's beautiful vertically scrolling
graphics proved to be the most popular inthis
category with 11% of thevotes. Collecting 9%
were the stunning Starsirike /I 3D hics,
and not far behind was cuddly Berk's Trapdoor
with 7%. The Great Escape came fourth with
6.5% while Batman amassed 5%.

PING PONG
IMAGINE

COBRA

OCEAN

DYNAMITE DAN NI
MIRRORSOFT
GLIDER RIDER
QUICKSILVA

MIKIE

IMAGINE

An interesting result, EWE“ the attention given
to music charts in the FORUM recently. Runa-
way winner in this category with 21% of the
votes was the very impressive title screen tune
to IMAGINE' Pa'gg(Pang. Second came the noisy,
yet tuneful Cobra, with 8% while Glider Rider
and Dynamite Dan Il tied for third place with
7.5% apiece. Dancing neatly into fifth position
came Mikie, collecting 4.5% in the process.
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BEST SOUND FX

DYNAMITE DAN li
MIRRORSOFT

OCEAN
STARGLIDER
RAINBIRD

Graham Baird (REALTIME SOFTWARE): "*It now
seems worth the two days we sitting
down with a multimeter measuring the Spec-
trum'’s power . That was tha most boring
job I've ever done = it was mind-numbingly
tedious. "

FIRELORD
HEWSON
QUAZATRON
HEWSON

First, sacond and third places were fought for
fiercely, with Dynamite Dan lifinally coming out
tops with 10% of the votes. Cobra's 8.5
eamed it a second position while the 8%
claimed by lider grabbed third, Firelord
was next with 8% and Steve Tumer's noi
Quazatron came in arespectable fifth with 5%.

BEST PROGRAMMER

STEPHEN CROW

Stephen Crow: "“I'm really, really surprised.
I'm starting a new game with shoot "em up
overtones which | hope will be more spontane-
ous and exciting than Firelord."

KEITH BURKHILL
JONATHAN SMITH
DAVID JONES
STEVE TURNER

There was very little compstition involved in
this category it seemed — Stephen Crow,
author of Starguake and Firelord, received
16% of the votes — exactly twice as many as
sacond-placed Keith Burkhill. Ocean's
Jonathan Smith came a respectable third with
7%, with David Jones, the man behind the
Knight Tymeand Speilbound series, comingin
Foﬂn;th @;ﬂth 5%. Steve Turner managed F

with 4%.

BEST SOFTWARE

HOUSE

ELITE

Steve Wilcox (Joint Director): "I'm very
pleased and would like to extend thanks to all
contributing programmers and, of course, the
CRASH readers for voting us in. Next year will
be an exciting one for Spectrum owners as we
ara planning to release more titles than we did
last year. So hopefully we'll be having the same
conversation in 1988."

OCEAM
HEWSON
IMAGINE
GARGOYLE

36 CRASHMarch 1987

I o e

—— e

READERS AVWARDS'

g o

There were absolutely no arguments in this
section whatsoever. él.l'l‘l, the coin-op kings
collected a staggering 36% of the votes —three
times as many as runners-up OGEAN, who
claimed a relatively meagre 12%. Just behind
came HEwsoN with 9%, magINg followed with
5%. GaraovLE cames did well to slip into Fifth
position with 4.5%.

BEST

ADVERTISEMENT

GREAT ESCAPE
OCEAN

COBRA

OCEAN

FIRELORD

HEWSON

FAIRLIGHT Il

THE EDGE

CONTACT SAM CRUISE
MICROSPHERE

The Great Escape's simple, yet powerful
image of hands gripping barbed wire proved to
be immensely popular and reaped 22% of the
total votes. swaaty action man, Sylvester
Stallone, pictured on the Cobra advert came
next with 6.5% and Firelord followed closely
behind with 6%. Fairfight Il came in fourth with
3.5% and Contact Sam Cruise scraped fifth
place with 2.5%, only receiving one more vote
than Thanatos.

LEAST PLEASING

GAME

WORLD CUP CARNIVAL
US GOLD

OCEAN

REALM OF IMPOSSIBILITY
ARIOLASOFT

KUNG-FU MASTER

US GOLD

STREETHAWK

OCEAN

There were no questions about the winner of
this less than fiattering award. US GoLb's horri-
bly tacky World Cup Carnival proved itself to

bethe most popular of the 'worst buys’, claim-
ing 18% of all the votes. The terminally dull
Knight Rider came second with 7% while
ARIOLASOFT'S crude and crummy Realm of
Impossibility slid into third with 4.5%. US GoLp

rabbed a further 3% of the voters with their

ourth placed Kung-Fu Master and the very
disappainting Street Hawk came fifth with
2.5%.

STATE OF THE ART

AWARD

STARGLIDER
RAINBIRD

Graham Baird (ReaLTME SOFTWARE); "'I'm
shocked . ..

LIGHTFORCE

FTL

HEAVY ON THE MAGICK
GARGOYLE GAMES

GREAT ESCAPE =
OCEAN

URIDIUM

HEWSON

This prestigious award was won by Starglider,
which received 14.5% of the total votes. The
11% netted by Lightforce gained it a close sec-
ond, and GARGOYLE GAMES picked up the
accolade of the Third position with Heavy on
the Magickwhich collectad 5.5% of the votes.
The Great Escape came in fourth with 4.5%,
and just edging into fifth was Uridium.

So there we have it - the CRASH Readers
Awards for 1986. Thanks to everyone who took
the trouble to vole, and congratulations to all
the programmers and software houses whao
received awards — your trophies will be
despatched shortly,

Well, that's another year in the bag - and
another ten forms out of it! The following lucky
voters each win £20 worth of software and a
CRASH T-Shirt . .

David Drury, Rowley Regis, W Mids;
Leighton Davies, Newtown, Powys; Oliver
Leeds, Tonbridge, Kent; Leon Aresti, New-
bury Park, Essex; Toby Lyons, Ryde, Isle of
Wight; Spencer Tillett, Rainham, Kent;
Jonathan Archer, Croyde, N Devon;
Graham Seeney, Scarborough, N Yorks;
Chris Smith, Dinas Powys, S Glam; JA Frost,
Stonehouse, Glos.



Retail Price: £8.99

Producer: Starlight Software

Author: Mick Eatock and Simon Welland

reyfell is an ancient land

ruled over by Mauron The

Evil. Norman the Wise (a
catof no particular ambition) hears
tales of this sad land from the great
wizard Hitormis, whilst quaffing a
few too many in his local. Accord-
ing to legend, Mauron stole the
Orb of Life and in so doing, sen-
tenced the land to a future without
love or peace. A drunkan ambition
is kindled in MNorman's feline
breast. He staggers out, vowing to
destroy the evil one and retumn
Greyfell to the tranquility it once
knew.

What a rash cat, you may think,
but curiosity . . .

Norman is soon embroiled with
many enemies, out to prevent him
succeeding. Rats, Wolves,
Crocodiles, Dragons, Minotaurs,
those old favourites - Killer
Tomatoes — and even Cat-eating
Plants burst forth from all over the
placa.

These creatures can be
despatched with a quick spot of
fisticuffs, bul Norman also has
three spells he can summon up.
Physical fighting drains stamina,
but, worse, the spells are finite and
care should be exercised to con-
serve them for really tight spots.
Stamina, on the other hand, can
be replenished by eating plants
(walking over them). Stamina is
shown as a can of beans — if all the
beans vanish, Norman Tiddles
loses one of his nine lives . . . how
appropriate,

The adventure element in
Grayfell is supplied through action
icons, seen at the screen base.

Pressing fire while Norman is sta-
tionary accesses icon mode. With
the icons, spells can be selected
and fired (unless supplies run dry),
objects can be picked up or drop-
ped, and the last selected object
can be used. There are also
facilities for pausing the game,
saving current position to tape and
toggling the sound on or off.

me Greyfellians are pleasant,
and are even helpful when they
offer clues as to which objects

might be collected and to whom
they may most usefully be given.
Clues appear as speech bubbles
in cryptic form like “Fe2Cu"'. Hav-
ing pondered on the possible
meaning, Norman can hare off to

get the required object.
Greyfell is traversed on foot
using the cardinal compass

points. Pressing against an object
allows Norman to cat-jump onto it,
if it's low enough. He can also
anter the small huts encountered
along the way, the scene cutting
to their interiors. There may be a
series of flip-screen rooms inside,
seen Alien 8 style. Norman's
objective is to seek out Mauron in
his lair, and return the orb to its
rightful placein the cup of sorrows.
Success is measured ‘arcade

style’ by the number of nasties kil-
led, and adventure style, by the
percentage of quests completed.

Norman can't see the doors for the milking stoels

@ “ An impressive debut from
STARLIGHT. The plot is original, if
perhaps slightly tacky. The
graphics are cute = the 3D
forced perspective screen lay-
out works well, and the charac-
ters are endearing. Sound is
also well above average with a
few tunes and a amount
of effects. Greyfell falls over one
giant stumbling block: its
gamoplay = it left me cold.
tomping around the playing
area fighting off the meanies
just isn't fun. After a few goes I'd
had enough. Not playable or
addictive enough for me to rec-

ommend. "
BENM

@ " This is a lovely game to launch
a new software label with. But
despite the Rfashy loader and
pratty graphics, the game breaks
na new boundaries. The screens
are superbly drawn, pleasing to
the eye and offer one of the best
30 wiews I've seen. The icon-dri-
ven section is a bit too cumber-
some to use quickly, and things
are generally too slow for the aver-
age arcade piayer. The strong
adventure elements make it more
likely to appeal to adventure
players than arcade fans. It's a
decent little garme, and well worth
a look.

PAUL

@ " Greyfellis very well presented.
It has excellent graphics, and a
very neat loading sequence. The
3D effect is superbly executed, but
unfortunately, the game moves
slowly. The fact that there are-far
too many meanies makes it much
more unplayable than it could have
been. This is a pity, because if the
game had had as much playability
as it has polish, then | think this
new label would have been offtoa
flying start. As it stands, | think
Greyfell is very well produced, but
Iackinql in the playability depart-

maent.
MIKE

Control keys: definable: walk
north, walk east, walk south, walk
west, fire
Joystick: Kempston, Cursor
Use of colour: limited
Graphics: 3D monochrome

raphics

und: a chirpy tune at the begin-

ning and spot effects throughout
Skill levels: one
Screens: 120 plus
General rating: Not very original,
but this is almost rectified by the

highly polished presentation.

Presentation 86%

Graphics B4%

Value for 30%
moneay

Overall 67%
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now).

flood of angry letters —
the Letter of the Mnnth .=|-.3-:J ..-

the POKEs debate . . .

Dsar Lioyd

| hate tr::l use your precious pages
as a speaking pedestal, but:

1) Could software houses please
adopt some universal logos
involving 128K products with or
without independent 12BK wer-
sion. Some inlays are printed 48K/
128K, 128Plus/128K.48K and
some have nothing branded on
them. Aaarrghh! It's very confus-
ing as most shops these days take
out the instruction leaflets for dis-

play p SES.

l‘g gﬁxmplease stop churn-
|ng out ‘big-name money-spin-
ners’ that turn out to be rubbish?
(Knight Rider, Miami Vice and so
on.) The only two games of any
calibre recently from ocean are
Cobra and Top Gun. Come on
OCEAN please just release quality
software. Fair enough, after such
massive adverlising campaigns
it's hard to back down on releasing
a game. Take Street Hawk for
example, it took ages to come out
and when it did it was crap. But,
surely folks would rather wait

L

longer for a better program. And
38 CRASHMarch 1987

128
PONDERINGS

With the demands on my time that LM makes, | have the feeling
that | am not going to be able to keep up with the weeding once
Spring has sprung (which it is showing every sign doing any day

Still, enough of my precccupations and on with this munth s salec
tion of letters. The arcade deb.itr: "t.‘il‘tud b, Mr Evans [

lof snr‘twam _qm'a.e: to

a female person this month, for er well-reasoned contribution to

nowthmk thlnk daep think back—
ocean used to produce the bestest
software in the whole wide Bwit-
tish Isles.

3. And now to make my letter
have even less effect. Hats off to
ocean for bringing out a 128K
compilation package. What a

reat idea! We need more of these
sar (Cue Dambusters Theme
M sic). These compilation pack-
es could be the heart and spirit
0 aveary 128K Spectrum (or Plus 2)
owner. In the ever-developing war
of rivalry between the Spectrum
and Commaodore owners, our two
latest machines powered with
128K compilation tapes will help
us defeat the Commodore owners
on playability on graphics, on
addictiveness and on the sound
capabilities. Long live the 128.
P:‘m Robinson, Doyne, Perth-
shire

Glad fo hear that someone has lots
of positive things to say about the
128 Plus 2! What about Top Gun
and Cobra . . .

Lm

liand,
Cove,

18 Thames
Farnbarough,




aral E

with BBC

RABBITTING ON . ..

Dear Lloyd rabbit got its own back.

| think it ought to be brought to If the situation is not remedied in
your attention that there is a nasty | the near future, | shall set my man-
fiend on the top of the Editorial | eating goldfish on you.

page of your magazine. Nicola Weston, Basingstoke,
For ‘the last three years the | Hants

aforementioned bug has been

beating up a poar, defenceless lit- | Take another look!

tie rabbit. | think it's about time the LM

TAMARA AND TAMARA

packed into each sentence ... |
don't know how he keeps it up, but
| think that Mel Croucher has
fulfilied anaim in life oulqﬂ
:mmd —both
to turn you into an hysterical raving

| just hope this doesn't happen

§
F
(

T
David Munday, 4 Al

Peters, Broadstairs, Kent

oy RaS 2
reth Sullivan,
Lomond g:uth, Sebasto

[.
Crescent, est Lo Gwent, NP4 5AR

hian, EH4T OEG

HAYES COMPUTER CENTRE

(SALES AND SERVICE)

1000 UXBRIDGE ROAD, HAYES, MIDDX
Tel: 01-573 2726 (24-hr Ansaphone)

Stockists of Home and Business

Micro-Computers
Software, Hardware, Books and Accessories

We specialise in the repair of Sinclair products
(Spectrum and QLs)

CRASHMarch 1987 39



PURCHASE
PROBLEMS

Cayzer, Winlaton, Tyne
and Wear

Dear Lloyd

While wandering around the shops
| saw the Spectrum Plus 2 pack. It
had a few free games with it, soin
| went to examine these freebies.
‘AMSTRAD Quality Control' they
said. ‘Obviously Amstrad are
doing something about software
quality’, | thought to myself, ‘pre-
venting such crap as Kung-Fu
Master— what a good ideal’

Now, wouldn't it be a good idea
if a 'Software Quality Control’
examination by certain magazines
and computer companies was
compulsory for all games so we
don’t get ripped off?

A "PASSED QC' sticker or
‘FAILED QC" sticker could be put
on the cassette, so giving the
purchaser a guide on what to buy.
The game would stil be fairly
reviewed in magazines, but would
be mentioned as ‘passed’ or
‘failed” Quality Control. Even if it
put the price of the game up a bit,
we wouldn't get ripped off, and
have to spend hours in the shop
going ‘Shall |, shan'tl’ . . . Itwould
save a lot of bother (and maney).

Also please tell me what has
happened to the ' Journal of Mysti-
cal Affairs’, as | haven't been
receiving mine for some months
now. | also feel | must agree with
your view ©On  AMERICANA'S
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CONTROLLING QUALITY

Bullfighting Game, and | see no
point in publishing such a game,
as people are quite unlikely to buy
it, unless they are quite tasteless,
though | think it should still be
reviewed (taking into considera-
tion the topic of the game).
Continuing on the POKES
debate, | think that if one of my
games were hacked | could see
where | had gone wrong with an
‘impassable’ bit, or made the
game too hard, and change it next
game, so POKEs can be a help to
a game's programmer!
David Hosier, Oxford

The Amstrad quality control
scheme isn't intended to act as a
guide fo the quality of the game,
but indicates that the program will
run on the full range of Spectrums
without problems - a useful
guideline for the would-be purch-
aser, given the compatibility prob-
lermns that were experienced on the
128K front.
The JOURNAL has been taking
a bit of a rest recently — I'm told
that the energies surrounding the
MYSTICAL SUBSCRIBER NUM-
BERS have been channelled into
other areas. The JOURNAL should
be back with you soon . . .
LM

James

Reading

Munson,

Grazeley,




SPECIALLY

WRITTEN
FOR THE
BIG MEMORY
SPECTRUM
PACKED WITH
EXTRA ACTION
MUSIC & FUN
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think there

ANy TS
Stoddart, Gui
Cleveland

XENOPHOBIA AND A FOULUP . ...

Dear Lioyd

| have an apology to make. | am
somy for buying Super Soccer
before reading CRASH's review
but | was so looking forward to a
follow up to Match Day that | just
couldn’'t help myself. | thought
that, considering magiNg's track
record, the game would at least be
playable! The animation is appal-
lingly slow, the pitch has a weird
parspective, the colour clash is
horrific but even taking in these
drawbacks, the game was quite
enjoyable until | discovered the
(main) bug . . .

If a foul is committed sometimes
the injured party stays lying on the
pitch indefinitely and very soon
you can find that half of your team
is ‘dead’. This happens regularly
now, and makes the game totally
unplayable. It is quite obvious to
me that IMAGINE rush-released this
game for the Christmas market — it
is unforgivable. This is the most
bug-ridden and useless game
since Superbowl.

Enough of that and on to the
important part of my latter. |
noticed in the December issue of
CRASH on page 75, a competition
to win a copy of Handball
Maradonna. | noticed question
three which asked 'Name the three
goalkeepers in the World Cup
Party in Mexico this year'. Easy |
thought: Jim Leighton, Andy
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Goram and the legendary Alan
Rough. Well, | didn't actually think
that, I'm not that naive, but | object
to the wording used. THE World
Cup Party, to me and many others,
was the Scotland Squad and one
must not forget the Northem Ire-
land team either.

Also, in that issue there was a
raview of The Great Escape in
which ‘you play an English POW
trying to escape . . . ' Am | mista-
ken or didn't the rest of Britain also
fight in World War 11?7 Frankly, |
think this is an insult to all Scottish,
Welsh and Irish men who game up
their lives to save not only their
own countries but England as well.

Scotland gets a raw deal from
all areas of the press and society
and for CRASH to add fuel to this
fire really annoys me.

England is not the centre of the
Universe and CRASH is a British
publication.

Chris Lafferty,
Strathclyde

Wishaw,

You're quite right of course, Chris.
It's a clear case of thoughtless
xenophobia on the part of the
CRASH Team, and | have taken
staps to repnimand those respon-
sible. Rest assured that with a
name like Graeme Kidd, our Editor
has nothing against the Scots! of

?ﬁ
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Dear Lioyd

How | wish | could buy a computer
which was the best and it would
not get updated. In Christmas of
1883 | bought my first computer, a
Sinclair ZX81. At the time | thought
it was the best computer going,
until Christmas of 1986 when |
updated my computer to a Spec-
trum 48K, | still have the machine
and | never regretted buying it.

MNow the Spectrum 128K and
Plus 2 have come out. | would love
to get one, but | can’t afford one.
All my mates smirk at me —they've
got 128s and | round their
houses playing 128 games, and
sob my heart out that | cannot hear
that cool 3-channel music and
extras that you don't get on the old
Spectrum.

And | hear of more people
updating to 128Ks, while | just
have to play my old games and
sulk. But I'm glad to say that
CRASH still keeps up reviewing
48K games, and | never miss an
issue. The Spectrum is one of the
oldest and most popular compiut-
ersgoing, solet's keep it up. Thank

ou Clive.

obin Plummer, Harlow, Essex

You could always try entering the
competitions we have planned for
the April, May and June issues -
we'll be giving away a Plus 2 and
colour monitor every month! i

concerning Tie-ins. If
o then why do Bsg
wanl games that bear a famous

arg
only catering for the demand in the




BUDGET BASHING?

Dear Lloyd

| feal compelled to write, and so
write | must 1o tear apart the very
fabric of the software industry as
we know it. The danger must be
brought to the attention of your
readers for only your readers can
repel it.

“What danger?’ | hear you cry —
well it is manifest in two ways:

1) Budget software. This is, if we
admitted it , a mixture of boring
dross and banal gamesplay dres-
sed up (in some cases) by nice
graphics. Let's face it, the only

software that is played for
more than one day is that which
has formerly been released at full
price like Full Throttle, Kentilla and
s0.0n.

On the rare occasions that | play
budget software | must admit that
11eellikel am merely going through
the motions of playing agame , I'm
not really aﬁuging it.

2. CRASH Smash awards. Now
I'm not a person who attacks
something just for the sake of it. |
feel that H as a whole has
become just like the big com-
panies it condemns for releasing
games just because t look
good. The CRASH Smash label is
now being stuck on anything
which looks pretty and plays
reasonably well. If you were hon-
est you would admit that your
reviewers ham'h play a game for
mare than two/three days. A game
which looks good, plays well and
is free to your reviewers has the
danger of being made a CRASH
Smash, but to a punter who pays
£10 for a game the program must
contain another quality, lastability.
Games which | own which do not
contain this are Top Gun, Druid
(utter dross) and Starglider 128,
which has been heralded as a
great program but is, in reality, a
normal game with things bolted

CONCEPT NOT
EXECUTION

loyd

Michael Whitlock, Earls Barton,
Northants

on. I'm not saying all Smashes lack
lastability (Academy is ace), just
most.

So how can these dangers be
eradicated? Simple, just don't buy
budget giames on looks alone —be
more selective in your buying. As
to the CRASH Smash problem, it’s
up to you Lioyd. Smashes should
only awarded to programs
which have lastability and if this
means helding a review back a
month untii the reviewers
thoroughly play it, then this is your
responsibility as a service to your

readers.

Better a late review than readers
casting aspersions on your ability
to judge a game fairly.

Jeremy Connor, Battle Hill, Wal-
lend, @ and Wear

| think you are being more than a
little harsh about the quality of
budget games. Some of them are
very poor indeed, but the overall
quality of original budget releases
has been improving dramatically
over the past twelve months or so.

it is the middle of February as |
write this, and our reviewers are
still  playing —-Top Gun and
Starglider. Furthermore, Starglider
has done very well in the Readers
Awards. When it comes fto
Smashes, the rawawgzg team
thinks particularly carefully about
awarding ratings, and | feel that
holding reviews over for a month
or more would annoy more read-
ers than it would please. Your
opinions as to the lastability of a
game must remain opinions,
and it seems that differ from
the opinions of our reviewing
team.

What do other readers have to
say on the points raised in this let-
ter?

Dear Lioyd

How many times recently have you
noticed reviewers saying of a
game ‘Not bad would have made
a good budget offering.'?

And | think this is a very good
jdea.

Take for instance, the recent
releases by  OCEAN/IMAGINE.
Granted, some of these games
have been verﬁgwmndaed, buta
large amount have also been very
average.

Now | can imagine their prob-
lem. A game idea perhaps with an
expensive licence is given to a
team of programmers, and they
set to work on it. Later, back they
come and show their game to the
company. All is well if the game's
great, but what if it isn't?

The company has several
choices. Do they send the prog-
rammers back and tell them to da
it again, possibly risking some-
thing like the Street Hawk fiasco?
Do they release the game, risking
their reputation if it is badly
received? Or do they forget about
it, losing perhaps thousands in
development costs or licence
deals?

But they could have another
option. Release the game, butata
budget price. This would mean
less profit from each game, but
higher sales — and the protection
of their image might make it worth
their while.

There is another thing though.
People know when it comes to
buying budget games, it's mostly
a hit-and-miss affair — you may get
a great game, or a load or rubbish.
People might think that all budget
games released are bad if com-
panies adopted my idea and
released games that didn't come
up to scratch at a budget price.
This will all depend on how bad the
near-misses are. | think this idea
might work and it's certainly worth
considering.

John McKinlay, Lochgelly, Fife

| think the financial commitments
made by software houses o pay
royalties to licence owners that are
based on the ‘full price’ might
cause problems, but the theory is
an interesting one. Any software
houses like to comment?

s et S A Y A T e S

. AT LAST!
AT REALISTIC PRICES
All prices include post/packing, handling and VAT

ULAGCDOL  £11.99 SPECTRUM K/BOARD MEMBRANE £4.99
128k ROM  £11.99 | SPECTRUM K/BOARD MAT £5.49
ZB0A £.99 | SPECTRUM K/BOARD TEMPLATE £4.99
T80S REG £1.49 | SPECTRUM+ MEMBRANE £9.99
4116RAM  £149 | MODULATOR £9.99
SPECPSU  £10.49 | S/MANUAL + £23.99

Remember all prices include P & P, handling and VAT
Full spares list available / Trade enquiries welcome
Access/Visa. 24-hour T.A. service
SPECTRUM REPAIRS £14.99 + PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FYS5 3NE
Tel. (0253) B22708

#

— Holds — easy keys — Nud
Large Graphics — Mystery

Please send £6.

Ghagues or PO, 10—
ROSSW

48k SPECTRUM
Fad up with ordinary fruit machine games?
7 NOW
A fruit machine simulation with the most up-to-date features,
sound and graphics

FRUIT 2010

+ For fruit machine experts to fun players
+ The most advanced and realistic fruit machine simulation
FEATURES: Real reels - Gold Rush - Roulette-style-gamble — £100 jackpot
s — HIGH-speed Spinning Reels — Save Down —
% — USES ALL 48K — 12 different fruits — super
gound — Gash Run — MULTIPLE ODDS - multi-colour — MAX, NUDGES =
Mumber board
PLUS LOTS MORE

% which includes P & P
ARE [CR), 646 London Road, Westcliff, Essex S50 9HW
FOR FAST DELIVERY
Software from ROSSWARE
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ARCADE ANGST

Dear Lioyd
| fe:al that | must write to you about
the topic of amusement arcades
brought up by Tom Evans last
issue,

| found his letter to be most
insulting, and | feel that | must dis-
agree with most of his views. First,
he puts the honesty of arcade
goers in question: "You may won-
der where they get all their money
from. I'll leave it up to you to make
your own conclusion to this.. . '
As a fairly frequent arcade goer, |
am infuriated to be told that | come
by my money by ill means. How
can he say this? Sure there are
some less savoury characters who
may steal moneay to go down the
arcade, but that percentage is so
imponderable that it does not bear
thinking about. He goes on to
claim that if one is "addicted’ to
arcade games then one will
automatically become addicted to
fruit machines. Honestly, how can
one man make up so much crap?
| count playing arcade games
among my other hobbies. | do not,
however, find fruit machines com-
pelling whatsoever. To play fruit
machines you have to be a mug or
very rich indeed.

| think he is stupid to say that
magazines should do everything
against the so-called “scourge’ of
arcades. The whole concept of
games playing was bom in the
arcades. Without arcade games
we might still be playing games
like Mined Out and Schizoids, (a
terrible thought, | trust you'll
agree). | also disagree with his
view that most arcade games
make no contribution to the
advances of games technology.

Dear Lioyd

After reading Tom Evans’ letter in
CRASH last issua on the fact that
arcades influence the young, |
thought ‘what a prat'! | mean, there
are worse things on TV to 'influ-
ence the young' and in other
sources. He also implies that so
called 'arcade junkies' steal
money or get it through other
‘criminal’ means. How can he say
this: has he done a survey or

something?
He then blames arcade conver-
sions or certain computer

magazines for the addiction to
arcade games. Does he always
speak such crap? He's like that
man who said computer games
led to violence Me and my mates
just laughed. | didn't post my
papers through windows because
| played Paperbay or run through
my village with a gun because |
played Commando.

omputer games are for enter-
tainment not as a way to leam
‘how to be a criminal'.
S Counsell, Hedge End, South-
ampton
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Admittedly Kung Fu Master was
rather poor but Dragon’s Lair? This
was the pioneer in video disk
games. It was to break new ground
in game technology.

He also goes on to say that most
arcade conversions are poor: that
is possibly true, but most of them
fare not too badly in the transition
from multi-megabyte machines
with dedicated graphic chips and
suchlike to the humble Spectrum.

How can Mr Evans say that
reviews of good arcade conver-
sions spur ‘gamblers’ and ‘ad-
dicts'? If the conversion is good
then the games player need not go
to the arcade to play it. He need
only sit down in front of his com-
puter to seek enjoyment. And why
does he call arcade game players
gamblers? A gambler is someone
who puts up a stake in a game of
chance in hope of getting a greater
retumn. There is no gambling
aspect in a computer game. Gam-
ing shows skill and judgement and
does not have the prominent fac-
tor of luck.

| think that Mr Evans' whole
argument was blatantly pre-

udiced, and | don't think that | will

the only irate person to comp-
lain. Anyway, if he is against game
playing why does he read CRASH
and others games mags?

You know, | often wonder if you
write these letters Lloyd, knowing
that it will cause a flood of replies
in the next few issues to come. |
think Mr Evans name will join the
list of other tedious little men like
Jeramy Conners and S Valenta.

Yours angrily
Tom Kane, Viewpark, Glasgow

You weren't the only one to react
angrily, Tom . . .

LM

UNFAIR
TO ELITE!

Dear LM
| am writing to say that | have to
agree with Mark Edwards (issue

No 37) about your review of Space
Harrier. This game is very good
considering the limitation of the
Spectrum and the complexity of
the arcade machine, and Keith
Burkhill has produced an excel-
lent interpretation of the original.
Now, let’s compare it to another
game, say, Lightforce. | think you
have to admit that really under all
those wondrous graphics, Light-
force is really just another shoot
'em up. So how did it manage to
get a Smash and Space Harrier
not?
Terry Jones, Eastern Green,
Coventry

There's obviously a fair amount of
disagreemant surrounding our
review of Space Harrier. Not
averyone feels we under-rated the
gams, but the majority of the let-
ters | have received this month
would indicate that our reviewers
were rather harsh. They stand by
their ratings, though . . .

LM

BULLFIGHTING
DEBATE
CONTINUES

Glyn Evans (a dweller of the real
world), Kidderminster

Ah well, gardening assistant or no gardening assistant, by the time
| settle down to compiling the FORUM for the next issue of CRASH,
the seeds | have planted in the propagator should be ready for prick-

ing out. | think the galley proofs for the lates

edition of my Long

Word Dictionary will have to take second place to the demands of

horticulture for a while longer . . .

The arrival of new life in the garden is a pleasing thing - as is the
arrival of new life in your letters. Keep your opinions flowing, mailing
all missives to the usual address: LLOYD MANGRAM'S FORUM,
CRASH, PO BOX 10, LUDLOW, SHROPSHIRE, SY8 1DB




AT LAST
THE REAL McCOY

FOOTBALL
DIRECTOR

ONLY AVAILABLE ON SPECTRUM 48K OR +

Four leagues ; 20 teams each - 38 game saason : Home & Away © FALEague Cups « European/UERA Cup
Winners Cup : Penalties - Players | Morale | Skill - Fald Posision | Scored : Conceded ; Played ; Coach ; Youth
Tam : Substitutions Sending offs | Midwesk gamas - More than 1 week injuries - Frea iransfers © IMemationals
European Tows : 3 leveis | Manager Rating : £1000,000 players : Printer option : 8 Reserves : Promotion :
Relegation Morigage : Save game Sponsors : Full msulis : S2ason ticksts : Naxt game - Gate money
TV cameras : Crowd wiolence : Manager approaches : Weak's prof - Laague Titles ; and much mare

2 PLAYER SUPER

Miany of 1P above tedtures but 2 leams can piay in the same or different divisions: includes |ocal Derbys
LoanFres Transfer & Cash Setfements - Manager of the Month and Top Scorers League

INTERNATIONAL MANAGER

Oualitying groups | World Cup - Europaan Cup ; Home & Away . Malch reports ; Substitution : Morale : Talent :
Consistency : Caps - Age Availability : Suspentsion injuries - Scored : Extra time : Penalties : Save Game and Printer
eptian - and much mon

RECORDS FILE
Compatitile with almost any lague table : Ever your end of season data and It works out - Best teams - Teams
wwerages | Records ; Title wins How many seasons playad and other information (THIS IS NOT A GAME)

PLAYING TIPS £1.00

EACH GAME £7.00 ANYTWO £14.00 ANY THREE £20.00 ALL FOUR £25.00
ENCLOSE CHEQUE/PO & LARGE SAE WITH 20p STAMP ATTACHED PER CASSETTE

D & H GAMES

19 MELNE ROAD, STEVENAGE, HERTS, SG2 8LL

MAKES THE OTHERS LOOK LINE
THE SUNDAY LEAGLE

FOOTBALL MANAGEMENT

«SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS...
E & J Software nlru 3 CLASSIC Footbal Ma-nn.ge—

mani Strategy Games for all socoer enthu

E-m ol thesa UUA:TTTY GAMES uses m full NEW FOR

chen with G FEATURES 1o make 1987
sch game the most REALISTIC of its kind!

PREMIER Il : A COMPREHENSIVE AND EXCITING LEAGUE GAME — Can you handie
uul this? — Plagﬁl Teams Home & Awnysz.lﬂl Squad Details All Teams, ‘I'lansfpar h:imar:c
yer in L r o any other team, Pre-Matc

HW F\.ﬁlﬁam and w . Chwv::l\"ﬁyg:n Team E?‘lﬂ All Othar Taams
, Match Iﬂjuﬂﬂ Match Substitutions, Hall Time/Full Time Scorss Al

Mumscl Recorded Goal Scorers, Full League Table, Fixture List, Team Moraks (all

Bams), Transter Demands, Opposition Select Thair Slmngm-[ Team, injury Time, Financial
Problems, Maich maBkamm?sumLmumrss ry, Change
Player Team Names, Confinuing Seasons, Job Offers or Dismissal based on your pararm-
anoe, Primter Option, Save Game and MORE|

EUH?‘I’EEAN n:A SUPIEM EUﬁEF;EﬂN ST\'LI; COMPETITION - EI y the asms
phera — Home ull Squad Fu ena I
out (with SUDDEN DEATH mmmmw Elmm Full leam And
Substitute Selection, Away Caunt unt Double, Extra Time, Half Time & Full Time Scores All
Ties, 7 Skill Levais, Disciplinary Table any MATCH BANS), Full Results List, Full

Random Draw — All Rounds, Printer Mmlg' Player Team Names, Save Game,
EUROPEAN |l includes a e:t Simulation with these GREAT FEA-

naive
TURES = Match Timer, N & Recorded Goal Scorers, Comers, Free Kicks, Goal Times,
Injuries, Bookings, Disaliowed Goals, Injury Time, Penalties, Sending Off and MORE!

;;PENC::E;E;I_UHE Tranelbztm PREMIER Il winning Side into EUHOP{E;ENC:L:
mes can I;Dd Of &5 companion games | L
- F CKA‘-‘AIL?BLE} o

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION
~ Takes you from the first warm up friendlies th the qualifying stages and on to THE
FINALS! — Sedact Team From Squad of 25 Players, Select Fnendly Maiches, Full Home &
hm Fixturas in Qualifying Round, Pre-Match Tearn Mews, 2 Substitutes Allowed, Discipli-

nary Table, Select Tour nents, Full League Table, Players gain axperi upq
comgetitian Extra Time, Penal -Out, Quarter lns]qu: Full Random
Draw, Change Player Team names, 7 Skill Levels, Printer Option, Save Game, Full Resuls
List, Post Match Injury Feport, WORLD CHAMPIONS Includes a uhenswe et match
simuistion — Goal Times, Bookings, Injuries, Named Recorded Gual Scorers, Injury Time,

Maich Clock, Sending Off, Penalties, Corners, Free Kicks, and MORE!

All games avallable for ANY 48K SPECTRUM

Games supplied on with full instructions @
£6.95 Each Inc. P&P (add £1.00 outside U.K.)

Great value — Any 2 Games Deduct £2.00
FANTASTICV E — 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 pachked

From:E&J SDFI"WLHE, Room 3 , 37 Westmoor Road, ENFIELD,
Middlesex EN37LE
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APPOINTMENTS

SOFTWARE CONTRACT
CO-ORDINATORS

Al least two talented individuals are sought to fill new positions
within the company,

Initially responsible for co-ordination of contract programmers and
liaising with pragramming houses, activities will include:

Contract negotiation

Drawing up software specifications

Product evaluation

Liaising with graphics and music artists

Talent spotting

Project scheduling

Previous experience is not as important as strong creative instincts
and willingness to adapt to and adapt the administrative
procedures currently in place.

= ]

Successful applicants will probably be 22 years plus and have a
games programming background, On offer is a first class salary and
bonus package, and the opportunity to advance in a friendly
environment, within an expanding company.

The company’'s Software Manager will be appointed in due course
from the Contract Co-ordinators.

For further infarmation contact:
Steve Wilcox
Elite Systems Ltd.
Anchor House, Anchor Road, Aldridge, Walsall, West Midlands
Telephone: (0922) 55852

ENSURE YOUR REGULAR |
COPY OF CRASH

When a magazine is rising in circulation as rapidly as
CRASH is doing it tends to sell out immediately and you
may experience difficulty in abtaining your copy every
maonth. So the best thing to do is place a regular order with
Vl?wf local newsagent, which you can do by handing him
this form.

Please place me a regular monthly order for
CRASE "

Magazine.
T Ay e e e
T L
To the Ne nt:

CRASH Magﬁznm ] Fubllshed in the middle of every
month b Ltd, 1-2 King Street, Ludiow,
Shr‘npshsru SY8 1AQ. Tel: 0584 5851, and distributed to the
newstrade by COMAG (08954 44055). Piease check with
the publlshars if you have any difficulties in obtaining
supply.
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| PROGRAM ONE

i with some encouraging com-
T

A new company, WESTEX ELECTRONICS, have released a most inventive
product designed to teach basic electronics to primary school chil-
dren. The interesting thing about wesTex is that it was setup by three
teenagers, Andrew Marsh, Barry Hindmarch and Andrew Haw-
kins, as a result of the boys winning the Whitbread Business Chal-
lenge. This competition aimed to find the best business idea in the
country, and was only open to those under the age of nineteen. Hav-
ing won the competition and obtained some financing from a bank,
a company was created to market the product — an aid to teaching
the fundamentals of electricity and electronics.

The kit which they are now marketing consists of a printed circuit
board, associated worksheets and companion computer programs.
Two teachers are also involved in the venture, and have lent their
expertise to the preparation of the excellent worksheets.

ELECTRONICS KIT

Producer: Westex Electronics

Retail Price: £16.95 for kit, £2.99 each program
Age Range: 7-11

also together

answear appears,

..rrmrarv covers the topics of
nductors and insulators, bulbs
in seres and | lhel, and simple
awitching. It should be used after
e nments with the circut board
have been completad. The prog-
ram is introduced by a character
called Electroman (as are the
worksheats), and a nice vanety of
tunes makea the program appeal to
the user

The first saction tests the child's
knowledge of whether a material
s a gonductor or an insulatar, Ten
materials are offered — copper,
steel, carbon, glass, wood, rubber,
card, plastic, brass and
aluminium. After the answer has
been given, the screen graphics ot
a circuit board demonstrate
whether or not each material con=-
ducts electricity

Before attermpting Section Two,
Switches, tha pupil 1s reminded to
try worksheet Number Five first.

ments

i
gg,
i

- i e

by Rosetta McLeod

ELECTRONIC
ENTERPRISE

wag% from ai_.iw AoLlowing:

WesTex began trading in November 1985, and a few months ago
were able to move into their own premises and take on their first
employee. In the contacts | have had with the company, | have been
very impressed with the professionalism of the whole venture. Barry,
who is at present studying for his A levels, and the two Andrews who
are both employed in a local electronics firm, give only a part-time
commitment to their company, but already their future looks prom-
ising. With the introduction of the new GCSE syllabus, five or six new
products are in the pipeline, starting with a kit for teaching physics
to pupils in the early stages of secondary school. CRASH COURSE
will keep you informed of these new developments. In the meantime,
if you were thinking of buying your child a chemistry or physics set,
think again, and send off to WESTEX for their electronics kit. The
company is based in Peel House, Skelmersdale, WN8 9PT.

Dipde, shows how these compo-
nents aftect the way & circuit oper-
ates. By means ol graphics and
simple axplanatory text, the com-
puter describes the function of
resistors and diodes and this
method is continued in the next
part of the program — Making Elec-
tromagnets.

The final section the user
on the simple circuit symbols
already covered in the work-
sheets. A symbol is shawn on the
screen and tho correct meaning
has to be chosen from a hst of
savean

Working through the kit as a
whole, the child will develop a vari-
ety of skills: reading and carrying
out Instructions, interpreting and
winng a simple circull cagram
accurately recording information
correctly deducing the outcome,
designing his or her own exper|-
ment, and drawing a simple circuit
WesTeEx have aiso produced an
audio cassetie for use with chil-
dren expenencing reading difficul-
ties. In addition, they will also sup-
ply replacement parts — lamps,
wires, leads and so0 on.

PROGRAM TWO

This has a simitar format to Prog-
ram One, covering the topics of
rasistors, diodes and electromag-
nets, Again the child is referred 1o
the appropriale worksheet in the
starter pack before attempting the
program

The first section,

Resistor and

lesis

Again, a clear diagram appears on

the sgreen, with a simple descnp-
tion of how a switch can break a
circurt and thus turn the current on
and off

This then leads the pupil on to
the part of the program which tests

Control keys: clearly explained on
the screen

Keyboard play: good

Graphics: effactive and ralevant

krnowledge of series and parallel
circuits, For each of the circuils

Use of colour: limited
General rating: the package has

shown an the screan, the child has
to decide It the lamps will be out,
dim, of mormal, or f they are
arranged in series or parallel. A

ﬁtﬁx

]

bnef explanation of the correct

46 CRASHMarch 1987

-?x& ,,.%é

been carefully thought out. and is |
based on sound educational prac-
tice with the computer programs
making an effective contribution to ]
the whole.




STAR
SEEKER

Producer: Mirrorsoft
Retail price: £9.95
Age range: older
children/aduits

If you've ever been 10 the London
Planatarium, you might have been
tempted to find out more aboutthe
night sky. Star Seeker attempls to
bong the Planetarium into your
own living room! The package act-
ually contains two programs, Star
Seeker and Solar System.

The first of these is a program
which gives views of the night sky
from any point on the earth's suf-
face, at any time from 1800 to
2200hrs. It holds information on

500 stars in 76 different constella-
tions, including all the most prom-
inent ones, and may be used asan
interesting intreduction fo
astronomy, enabling the novice to
learn about the stars visible in the
night sky. It may also be of use to
the amateur astronomer as arefer-
ence guide and practical tool,

To begin, the user is asked 1o
input cerain information. First of
all, the location on Earth from
which the night sky is to be ‘vie-
wed' must be provided. This must
be specified by the longitude and
latitude in degrees, and for con-
venience, a table in the accom-
panying booklet gives the exact
position of selected cities. Next,
the program asks for the direction
in which you want to view the sky
- North, South, East, West or over-
head, though you can also posi-
tion the centre of your field of
vision towards any direction in the
sky and alter the size of the field of

view displayed.

Once you have provided this
information, the program beginsto
plot the reguested star map and
displays it on the screen. A manu
then allows a variety of options,
The computer can list the names
of the different constellations, with
the stars in each flashing brietly
when the name is given. It is also
possible for a constellation map to
be drawn, defining the shapa of
that constellation and making it
easier for the user to learn to rec-
agnise the individual star group-
ings. You can also obtain quite
detailed information an any of the
plotted =tars, and even obtain a
prirtaut of the star map.

The second program, Solar Sys-
1em, provides information on the
Sun, Moon, planets and Halley's
comel. This program locates plan-
ets in the sky and can plot their
orbits relative to the sunand edch
other, and can plot the course of

T ——

Halley's comet {which has recently
been in view for the first time since
1810). One of the options allows
you to watch the motions of the
planets and the comet as they
orbit the sun, and a great amount
of {factual information is also
obtainable, Avery detailed boolklet
describes the operation of the pro-
grams, as well as giving a wealth
of additional astronomical infor-
mation,

Control keys: mostly single key
commands

Keyboard play: responsive
Graphics: clear and appropriale
Use of colour: limited

General rating: all you ever
wanted to know aboutl the night
ghy

T
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Producer: Astrocalc
Retail price: £11.50
Age range: adult

Do you read your horoscope in the
paper every day? Have you ever
| wondered how asirologists work
| out their calculatinns? Well, here's
your chance to leam! Three short
programs are contained on this
tape; the first calculates your birth-
chart according to the information
you feed in, while Planets and
Signs teach a bit about the
nterpretation of the Information
To calculate your own birthchart,
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ASTROTUTOR

you nead to know nat o your
date of birth, but also the exact
time in hours and minutes, and the
latitude and longitude of your
birthplace — look it up in an atlas!
Having entered all this information
according to the screen prompts;
you sit back while the computer
does the calculations. These are
then displayed on the screen, and
a pflﬁt—!}in can be obtained
The 16-page booklet which
accompanies the program trigs 1o
explain how to read your chart, but
| found it all rather confusing. |
think that my ego functions in a
pleasure-loving way, and thal
acts are dong protec-

i
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: tively, but what does it all mean in |

simple language?
does give a waming that a great
deal of experience is reguired
before correct ward-portraits can
be achieved, and that this program
gives you just a taster, -
The programs on Plansefs and
Signs teach you that each planet
stands for a psychological princi
ple or related group of principles
fthe Sun, for instance, reprasents
power and vitality), while each
s for amode of expras
of doing things.

Hawving
learned the basics, you can then
test your memory and obtain a
final score. Il yvou want to continue
your study of astrology, the book-
let recommends a calple of good
books and gives the address of the

way

Astrolpgical Association. Or, of
course, you can buy some more of
ASTROCALC'S programs — contact
them at 67 Peascroft Road, Hemal
Hempstead, Herts

Control keys: mainly sjngle letter
commands

Keyboard play: good

Graphics: none

Use of colour: limited

General rating: rather unsophisti

cated in terms of screen display
and booklel presentation, but a
good infroduction to the subyject

PHINEAS FROGG

Producer: Mirrorsoft
Retail price: £7.95
Age range; =12

Here's a program that s detinitely
going on my shopping list! It may
be aimed at children from 710 12,
but | haven't cracked it yet —
though I've bean having great fun
trying!

Phineas Frogg is an adventura
game with guile superb animated
graphics: Taking the role of
Phineas Frogg special agent, the
player has 10 rescue Professor
Male from the clutches of the evil
Hamsterchiel, wha is holding Mole
captive in SLOTH — the Secrat Lair
of the Terrible Hamsters, The
accompanying booklet contains a
lovely  story setting the back
ground for the adventure —| don't
know who wrote i, but it 1s gquite
wonderfull Phineas Frogg turns
out to be a hero who IS a Ccross
between Toad of Toad Hall and
James Bond, and the humour
really has you laughing out loud!

Having read the story, you arg
ready to play the game. An
envelope marked TOP SECRET is
contaned in the package, but this
i5 to be opened only in' an
emergency’ (Okay. | admit it |
opened the envelope). The game
i5 actually quite difficult, and if you
miss a clue or make a silly mistake
you will have to start again. It is

possible: to SAVE your position,
and instructions for this are given
on the back of the inlay card.

There are five diferent puzzies
1o be solved In the search for Mole
and as little help is given in the
instructions for these, the player
has to wark oul the rules by trial
and error. An added difficulty is
that if you are making rapid prog
ress, the game gets harder! Con
versely, if you are not doing too
well, the problems get a bit easiar
It you do finally manage to rescue
Mole, a Spy Rating Is awarded

The children who tested
game for me wera completaly
enthralled by it = indeed. they
would hardly lel me have a go at
all Go out and buy Phineas
Frogg now!

the

Control keys: kept as simpla as
possible

Kayboard play; very responsive
Graphics: excellent. the game is
worth buying for the animated
graphics alona!

Use of colour: eye-catching
General rating: a program not {o
ba missed, Funny, visually pleas-
ing, challeriging — this game hasall
the qualities to appeal 1o children
of all ages! Let's have some more
Phineas Frogg adventures!

The bookiet |
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Believe it or not, it's almost a year since the last Fanzine
feature appeared! A follow-up was inevitable — we just didn't
axpect to leave it this long. However, this procrastination has
nothing to do with a lack of material — ever since last May,
Fanzines have been steadily arriving at CRASH Towers. We
read them, and read them again, before entering them under
F in the congested CRASH filing cabinet . . . but nothing hap-
pened. Until now.

The cleaning lady has been moaning that bits of paper are
all over the uﬁﬁu floor, and seeing as the filing cabinet is

about to burst, The Powers That Be decreed that the Fanzine
File be opened once more and its contents exhumead. Seven
Fanzines were investigated last May. Have they stood the test
of time? Or have they gone to that great newsagents in the
sky?

Hanna' Smith takes another break from writing for magazines, and spends a
while writing about them . . . in this, our third look at Fanzines.

SPECTACULAR!

Jonathan Davies dropped me a
line to announce the appearance
of his Fanzine SPECTACULAR.
Jonathan and his co-producer Nat
Pryce are still coming to terms
with the price of fame, having won
a Fanzine competition organised
by YOUR SINCLAIR. The two lads
write and produce SPECTACU-
LAR, and as Jonathan mentions in
his letter, it's not always easy to
cover all aspects of the Spectrum
with such a small workforee. The
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A
COBRA, FIST 11,
TERRA CRESTA,
DEFCOM,
REVIEWED INSIDE |

PL_._::E HACKER 11

CADEMY

TARZAN,
SUPER SOCCER,
AND MORE

FPLAYING GUIDE!

magazine is written on the
Amstrad CPC464, illustrated with
screen dumps of games (provided
by an Alphacom printer), and pub-
lished using a full size printer
which some kind soul has loaned
to Jonathan and Nat. SPEC-
TACULAR comes out every two
months and can be obtained by
sending a cheque or postal order
for 35p, along with an 18p stamp,
to SPECTACULAR, 28 Clarem-
ont Road, Bishopston, Bristol
BS7 8DH. A subscription for six
issues costs a mere three pounds.
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MONITORING GAMED

Huw is sole editor of
SINCLAIR and COMMODORE
MOHNITOR. Up until now the Fan-
zine has been hand written, but in
future it will be typed and photo-
copied for a more professional
feel. SCM runs to around 12 pages
which are literally crammed with
reviews, photocopied screen
shots, letters, tips (written by acer-
tain Robin Andy!?) and gentle
banter between Huw and his com-
patriot, Jad. The writers of
SINCLAIR and COMMODORE
MONITOR have found a useful
way to convince software houses
that they are genuine: avery aﬁﬂe
sent to them is auctioned it
has been reviewed and the pro-
ceeds are senttothe NSPCC.SCM .
is selling well, with stocks being | 2
exhausted within half a day of the ==

magazine going on sale. Readers
wanting to find out for themselves
about SCM should send 50p and
an SAE to SINCLAIR and COM-
MODORE MONITOR Head
Office, Glemholm, Albion Ter-
race, Saltburm-by-the-Sea,
Cleveland, TS12 1LT.
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MICROCHIPPERS

Back in August 1986 two lads
called Stephen Thomas and
James Kinnear came knocking
on our door here in CRASH
Towers. They had come to do an
interview with CRASH for their
Fanzine MICROCHIP. | mnﬂaléﬁ
Stephen a while back to c

whether MICROCHIP had sur-
vived the ravages of time since last
summar—| ht that seeing the
total chaos in the CRASH office
would put them off journalism for
good! Although Stephen wasn't
back from school when | rang, his
Mum assured me that MI -
CHIP was still going strong and
they were about to bring out their
next issue any day now. MICRO-

CHIP is a strange combination of
professionally typeset pages,
which are then photocopied, with
photographs and hand drawn
sketches. The overall effect is
quite fetching. But the most impra-
ssive feature is the standard of the
editorial content, the publication is
written in an interesting and infor-
mative style. MICI P fills
around 1010 12 A4 pages and fea-
tures reviews, features, interviews,
tips and competitions. One nice
touch is that half of the profits from
the Fanzine are donated to the
Save the Children Fund. MICRO-
CHIP costs 25p, and Stephen and
his co-writers can be contacted at
MICROCHIP MAGAZINE, 37
Park Place, Cheltenham,
Gloucestershire, GL50 2RE.

UNDER THE SPOTLIGHT |
iy

: rton in Birmingham s the
Kings ':? PUBLICATIONS

base SPOTLIGHT X
And by the time you get 10 read
this, JOURNAL, theit brand n%
gan"ﬂng magazine, will be on i
streets and very much available.
Perry Buck is the Tou;;
teen year-old overseer of trt:; 5
prand new enterprise, and s e
ses that everything from writing d
uction, administration anod
layout will be handied by his go
self. JOURNAL not only 1aatur?ﬁ
reviews of all the Ia;t:gtgp;%t{uud&
, but is @
:?mhhwgtinna as aregular Play By
Mail column, Role Playing G_J_arm:;,
film reviews, and book critiqu <l
And with the mmﬂagaggL ci::rnpu
d games !
g?gllﬁt::?ar J(gUFlHﬁL \mﬁ nls_;:
l ‘nclude reviews of the latest sit-

ames such as Trivial
NAL should run to
ap A4 pages. SPOTLIGHT
S ol ol 80,2
jon in the
géﬁiglnl’lay By Mail Column) are :
division of SPOTLIGHT PUBLICATIONS.
If you'd like 10 see what MSAENALIG
has to offer, then send an
JOURMAL, 19 Hawkeslay -]
e BlrnTIt'r?m is éome
mome
9sQ. Atthe Lis

: price of
indecision Stephen
o’ printer. The
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REFLEX ACTION

REFLEX started out in October
1986 and is the only Fanzine (to
my knowledge) to come from
Scotland. Ewan Dalton and Phil
Graham share the responsibility
of Editorship, but they get a bit of
help from Art Director Graham
Dalar:,__y and contributing writers
Colin Failes and Fraser Cheyne.
REFLEX started out as a small A5-
size publication, but as sales
improved its size increased to Ad,
and it now runs to about eight
pages. One of the main attractions
of this Fanzine is its compact
nature — it doesn't look cluttered,
and gives the impression that a lot
of thought has gone into the pres-
entation. Reviews are printed on
separate pages, and surprlsﬁ(lu%ly
there is no wasted space at all. The
original artwork is produced using
an Alphacom printer, and the

pa are then enl using a
phg?:copier. Scrsﬁmpsngoi
games are used to break up the
text, which gives the magazine a
more original and professional
look than photocopies of screen
shots which have been ‘borrowed’
from existing computer mags.
Ewan mentioned to me that a
forthcoming feature in REFLEX
will be 'Teach Yourself Machine
Code', which he is in the process
of writing at this very moment. This
will be serialised in REFLEX over
the coming months. As with many
Fanzine producers, Ewan and Phil
are still in full-time education, so
they'll probably have to take a
break in the summer to take their
Highers (the Scottish equivalent of
A Levels), REFLEX arrives through
your letterbox after you send a
cheque of postal order for 30p and
an SAE to SPECTRE E R-
PRISES, REFLEX, 21

Berry
Drive, Irvine, Ayrshire, KA120LJ.

When we last ran a feature on Fan-
zines, it seamad that one of the
biggest problems faced by the
home-based publishers was get-
ting companies to take them seri-
ously. This still seems to be a prob-
lem, as software companies are
wary of people posing as Fanzine
editors just so they can free
games. Julia Coombes, PR per-
son for Hewson, has a standard
tactic for dealing with the piles of
letters she raceives from Fanzines.
Julia ganerally ignores the first let-
ter, working on the basis that if the
magazines actually exist and are
keen enough, they'll persevers
with trrgng to obtain softwara. A

ood tip is never to rely on just a

tter, most software companies
won't respond unless you actually
send them a copy of your Fanzine
to prove you exist. And if you send
a2 couple of consecutive issues,
then you credibility rating is bound
to increase.

Right that's it. I'm sorry if your
Fanzine hasn't been given a men-
tion, but once again I've got more

material than space. A lot of mags
had to be left out because |
couldn't contact the editors (ex-
directory telephone numbers and
s0 on), so if you are on the phone,
staple a note of your address and
phone number to your magazine
when you send it in.

Considering that wvirtually all
these Fanzines are written by
people who are still attending full-
time education, and work on them
is usually slotted into the home-
work schedule, the standard is
exceptionally high.

Keep sending your Fanzines to
us — and each one is thoroughly
read before being put safely away
for future reference. Fanzines are
taken very seriously by those that
write them (and people like us,
who read them), so if you don't
want to be left out next time we
take a look at the Independent
Publishing Sector, then send your

ublications to:

ANZINES DEPT,
PO BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB.




Ooch, Ouch! My fingers are horribly sore after opening a monster
wgo deserves

dose of Christmas com

n entries, working out

to win and typing their names into the Competition Computer. | hope

you're all suitably grateful - | had to miss quite a few of my

favourite

telly programs as | worked into the night, sorting out your entries.

| don’t suppose you have any more sympa

for me than the

Spiky-Haired Ones on ZZAP!, so | might just as well get straight on

YOUTH CLUB

Grant from Sussex BN1
a

BLR will shortly be receivin

Sony Walkman and a copy of Fire-
lord. Why? Cos he provided the
most humorous entry, in my hum-
ble opinion, for the HEWSONS
Christmas competition. Five sec-
ond prizes of a copy of Firelordand
a cassette rack go to: C Emblem,
Bamsley, S71 4RB; Mark Oldham,
Manchester, M24 3IWW; Christ-

il
Nirs Hﬂsh'“
A Crisis o5 ego has

mf Lidow, o skepy

Srropehire fowm whichis
o the heodcy e
i HPs (s Bafish Hedgehog

Dﬂl’var J Wright, Merseyside, L63
9HJ; Judy Falkner, East Sussex,
TNB 1TN; Sean Cooney, Roscom-

maon, Ireland.

And 25 runners up each receive
copy of Firelord plus a

poster. . .

Martin Ward, Morth Humberside, HU10
BAH; Wayne Birch, Linca, LNT BNP; James
Frederk K

, Middlesex, HAZ SJE;

DURELL
DEEP

STRIKE

B Momris from Rochdale OL11
30L was first out of the comect
entries bag in this difference-spot-
ting competition, and he wins him-
self a radio-controlled aeroplane
for his troubles. Lucky fellow (or
fellowess, perhaps). But that’s not
all = 25 runners up have won their

pﬁ_wrm?bn 5«.-:'5 aﬁh-h‘"
dide't Wroudll) T heoct of

e crisiy — @ ros Déen

Hapmell Rty Spckiouen)
fooeys, Wherd 0 dompules
(ccerritisgy 51y chregyroesn | minion
hos been oloffed  on )

LA BELLE FRANCE

Penny Gibson will be travelling
from her home town, Bristol, flying
from London to Charles DeGaulle
airport in Paris. You see, INFOG-
RAMES are treating her and a friend

to a weekend in Paris. Well done,
Penny. Everyone else who entered
this comp collects a money off
voucher redeemable against
INFOGRAMES games.

Ben Stone .
The dufs & Heopgh o resart Sponiee fig

Certt wornit] gy ?
Dis i l-"“jl

(Graeme Kidd 14

Eterral toutn Spelt~> &\T [Smiff 0 :
- o

Tre tompder minion wAaheg
remain prongmoes, (e fere
are ne eorpls of NONgmic Cal
Mo Hdhony bocke,)

Gud et more Ooagh's
ord - aaghs!

GREMLIN
JIGSAW

A Philips Compact Disc Midi Hi-Fi
System is winging its way to Mark
Halward of Northants NV10 9EY -
Mark's entry was first out of the
correct entries bag in the Chris-
mas card comp. A second prize of
a Sharp Ghetto Blaster goes to

Miss Toni Wills of Leicester LE2
AAA, and the third prize of 5 GREM-
UM GRAPHICS games goes to
Claudio Rivera Redrado from
Malaga Spain 29620. Finally, 25
runners up each receive the GREM-

uN GRapHICE game of their
choice

London, E10 GEPF;

KY¥2 5AD, Tony

geles s OgEFin
Q.SJSJW“LH]

i 4
o et -
P

(c.u Boddeom ba F0 £0™PE,
Ky atretl Onés Some ot

Qeylerom

got it.
- ath te oF
He gost b SOME

. Bub ubo ligers B 71

wverhampton, WV3 SJP; Stuart Evans,
Millwall, E14 9PS; Jason Dix, Northants,
ME 1JF; Simon Rea, West Sussex, RH16

T
_-;.‘E
I
:

:

08A; Grasma Macbeth, Scotiand, PA1 3HQ;
Dylan Davies, North Wales, LL48 8AT; Jon
Rose, Wast Sussax, PO21 3JZ; Darren
James, North Wales, L83 BNE; David Wall,
Hants, RG24 9PD; Mark Nydus, Cheshire,
mmmm,wm
4RE; Marcus Corrie, Somerset, TA10 ONR;
Johan Johansson, S-16224 , Swe-
den; Stoven Martin, Waeat DYS
204; Graham Priddie, Cardifi, CF3 7JR;
Darren Ross, Essex, 166 7J4X; Daniel Blaks,
mﬂmt.nlﬂmm'f:nm. Cambridge,

FOOTBALL

Football historians put their think-
ing caps on for this one, hoping to
win the holiday of a lifetime.
Nicholas Taylor of Cheshire SK14
4DL collects the £1,500 to spend
on a sporting holiday of a lifetime —
courtesy of cos. Congratulations,
Nick. The following 25 runners up
each receive a copy of Bran
Clough’s Football Fortunes . . .

Gienn McDowaill, London, SW18 3GR; MrC
Harris, Dorset, BH1T 7QQ; Mark Devine,
Sheffield, 512 2GG; Graham Houldershaw,

HOT AND
COLD HOLS

Mark Watkins of Buckingham-
shire HP7 9BB has won a £600
holiday = It's up to him to decide
whether to go someawhere hot and
sunny or cold and shivery. Ten run-
ners up each recaive an INCENTIVE
game of their choice . . .
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TRENDIFY A
MINION

David Edge
from Shropshire TF7 5RX, and Mr
P A Pethers from Snowsfield SE1

N2 REE

Sufiolk,
erhamplon, |

L5115 BPA; David
SE3 DQA; D1.J|r| Owens,
Dev PLZ1 9BT; Robert Hunter,
NG3Z2 148,

MINIONS PAINTY REVENGE

3TD will both be joining some of
the piranHA and Newsfield staff for
a day out at the Combat Zone . . .

sometime around the Easter holi-
days. Thirty runners up each
receive a copy of PIRANHA'S Rogue
Trooper. ..

lan Grainger, Hants, PO2 OPS; Dylan Wyn
Owan, North Wales, LLTT BYX; .IShgh Ted-
ford, Shropshire ﬂngu-.lmmm Hants,
POS5 15A; Garlm Marrairos,

BALL; Stephen Taylor, Scotland, KY11 1EE;
n, Edinburgh, EH4 BAJ; Mai-
colm Perryman, Surrey, CR3 5JE; S'tlphm
Wrigleswort, Kant G2 OHI: o
W a8t Bk
son, Wesat Yorks, WFS OPF; Miles Tisha,
Wilts, 5P4 9PN; Rodney Tregala, MH.SLE
1LE; David Johnson, Sheffieid,

Leigh Prosho, Essex, RM18 BNP; Mr Robert
Garbriel, Devon, EX15 3EN; Simon Tiarmay,
London, W1H 1AL; N Gunatilleke, Mitcham
Junction, Surrey; Sean Burke, Birmingham,
B32 3RZ; Gareth Jamieson, M‘I‘rﬁuu and
Galloway, DGT 1JG; Sean Coondy, Ros-
common, Ireland; Shaun Brace, Tyne and
Waear, SR30 ONT; Stephen Shoulin, Carlisle,
CA2 6TW; Graham Leech, Cumbra, CA2
TLEZ; David Wheller, Warks, CV8 1AQ; Craig
Tevandale, Shropshire, 5Y4 3LAB; Michasl
Pini, Essex, 8513 2AH; Michasl Austin,
Staffs, W57 BQT; Hugo Alien, Avon, BAZ
6LD; Spencer Wakelam, Wirral, L61 4XF.

STOP DOC
MARTIN
PRATTING
ABOUT

Michael

Savage-

Y ARIOLASOFT
3 TUNMNETS-Up .

m SRY SHAS Yoy T oSidiy MAPPEN Y
_,._”‘z“ - mEHE Kinp hmmi

ON YER BIKES!

Rosalind Whitworth from Coven-
try CV6 5ES, and Mark York of
Glos GL2 0AP both win a BMX
bike, thanks to ELie. Thirty runners
up collect a copy of Space Har-
ner. ..

Mark Cobb, Scotiand, DD4 TPD; Kevin O
Keeffe, Co Kerry, Eire; Peter Moore, Wast
Midlands, WV11 JDJ; Paul Wilson, Scot-
land, EH5 3HU; Oliver Byrne, Hants, GU13
8PJ; Steven Gray, Redditch, 888 B0G; Scott

Hallam, Lelcester, LES 8AL; Stephen A
Blower, id, S8 OPL; Stevan

‘-|a1:"\nn Grant, Sussex. BN1 6UR; Kaith
in, Keamt, SA11 BEX; Darren Port

Nur1hdr|l: NN13 BBY; M.:rh Phi

don, SW10 SHS; David Hutchinson, Ch

land, TS513 4DZ; Shaun Hill, Kent, ME13

TSH: Roger Melly, Leics

Jonathon Lew

Martin Tha

Androw Wi

on, Warwick, CV35

Co Clare, Eire; Mark

mnlelnnrj Notts, NG12 3DE; Graham
h, Cumbria, C TLZ: Scott Mario

BR2 3MNG; Mr James Brown, West
WFS 0QD; Kenson Low,
Jﬁl' lan Treasure,
DNid

\B

WTHAT THE AD 0F THE WALy
!

Robathan, Blrminglum. B8 1DR; Gerald
Tuohy, Co ,  Ireland;  Alex
Campbail, dm NW$ 1RE; Don Ramsay,

West Yorkshire, 802 4NN; Dunne,
Elland, HX5 EF' Mare lm Harta,
wD2 4DX dmn Aark, Essax, cma 2TH;
Chris Woadiey, Do;rul BH23 BNF; Robert

W. 58 9FN; David Parker, Lancs,
12 Lstbph.n[lﬂ , Tyna and Waar,
HE100YN; Steven R Whiting, London, SE18
TTL; John I, ML1

; Paul Hrbert, , WST
Wuod Eﬁnhmﬁ-n.!!'lﬂ'rhz. BSIllmmlnpa,
East Sussax, TN38 BBD.

KAT KOMP

Flipbots ara on their way to the fol-
lowing ten people . . . they came
up with some really neat names for
the Katmen that give poor old MT-
Ed such a tough time in Kat Trap,
the GENESIS game.

David Windall, Kent, TN15 ODH; Jason
Edwards, Essex, CO3 5LL; Phillip Kennady,
Nr Wigan, WNS BTN; Andrew Longwil,
Scotland, PA2 9AJ; Richard Stone, Hants,
RAG26 6JF; Steven Polock, Wiltshire, SN&
BAY: Shaun Fairbrother, Burton-0On-Trant,
DE11 9LB; Pater Maden, Cheshire, CW2
7JE: Brian Poole, Bolon, BLS 5TA; Justin
Lioyd, Comwall, TR15 3XF

MINION SPOT THE BALL

Graham Clifford, Hants, GU14 9LF; C A
52

Sharp., Sheffis 25 GE; Ross Higgins,
Cormwall, LTPL ?TE Derek Findlay, Eum
bria, CAB 20H; Stephen Cormwell, Wi

Yorkshire, WFB EPT Rik Payna, Worcs, B')r
BLT; lan Wellaway, Somerset, BA20 JLF;

Kenton Cuul Bu:ha. SL9 00D; Mr Carl
iy, K 0 BLE; Mark Sinclair, Mor-

o E 3
barland, NE43 TR
NP1 9WP; Paul Bar
W Barkes, Cambridge, CB1 6EU; D MShan
non, Co Antrimi, BT38 BER: Paul Morris,
¢ Adam Wlidﬂ Li
ng, Cormwall, TR
Essex, B4 BLD; Jonathan
BH14 0DZ; Phillip J
G
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Every Monday night | rush home
from work, gobble my tea and
quickly help Mummy Minion
wash-up. Then | sink into the arm
chair in front of the telly and watch
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The Growing Pains of Adrian Mole,
a peanut butter samie in one hand
anda strong cup of tea inthe other.
It’s great. | can really identify
with poor Adrian. Heaven knows,
my formative years are just as hec-
tic as his, but Ireckon that I'm even
worse off. At least Adrian only has
to put up with scatty parents and
the odd problem with his obnoxi-
ous girlfriend, Pandora. | get all
that, plus all the hassles of workin
for GEIASHI ;
I'd like to see how Adrian would
cope with running up and down
stairs carrying all the post which
has to be delivered - at least seven
times a day. Would he keep his

temper when the Spikey-Haired
ones from ZZAP! demanded yet
another cup of tea? (There's never
a clean mug left for me.) How
would Adrian like trudging up and
down Gravel Hill in all weathers,
ferrying take-away curries to the
food-freaks that work on L7 | bet
the young Mole would go into the
throes of depression when the Gir-
lie Tipster practises her new make-
up on him and then parades him
around the office for everyaone to
see (and laugh at), like she does to
me. In fact | was wondering if
Adrian would cope at all and that
gave me a great idea for a compet-
ition.

Those well known adventure
people, LEVEL 9 have written a
game based on the trials and tribu-
lations of Adrian’s Life, and it's
called The Growing Pains of
Adrian Mole. The game follows
events in Adrian’s diary and the
player tries to unravel his pubes-
cent problems. As | was sitting in
the broom cu having a
guick break my mind started to

rift. Just imagine if Adrian Mole
got a job at CRASH Towers as the
new Comps Minion . . .
A quick chat to those nice
e at viraiN who are publish-
ng the game, The Growing Pains
of Adrian Mole, and | had some
ghrizeﬁ for youtta win. Compile a
ort diary (just a couple of days or
maybe a week) describing
Adrian's dilemmas as he has to run
around after everyone here at the
Towers (just like | do).

The best diary wins its author a
Sony Walkman, like the one Adrian
longs after in the TV series. The
three next-best entrants get a
m!ﬁ%nf the book, The Growing
P of Adrian Mole autographed
by Sue Townsend the authoress
(coo). And then 25 runners-up
stand to win a copy of the Spec-
trum game.

| was very pleased with myseif
for thinking up such a good com-
Beﬂtlon and told Graeme Kidd.

nfortunately Graeme thought it
wasa idea too. So good that
he said it wouldn't be a bad idea at
all if Adrian Mole did get a job here
because he'd probably do a better
job than me. Sulk.

Whisk your diaries into me at
CRASH, making sure that they
arrive no later than 26th March.
Mark them: ADRIAN MOLE - NEW
COMPS MINION, CRASH
TOWERS, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB.




MAYING STOWED AWAY ON THE MONITERS

Sl SACE-SHP BEEN ATTACKED BY A CHEF
W WiTH A CHOFFER, LOST MH1T FASIMLOUS

EYE OF OKTNP AND HAD HIS DINVER
DATE CAMCELLED QM HERD /3 Now A
RAVING LOOVY.. .
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Another month’s Playing Tips is ready to be packed off to the hal-
lowed ones Up In Art. Doesn't it come around quickly these days?
Once again I've got a truly breath-taking tips section for you to
peruse at your leisure. There are POKEs for Elite's Space Harrier,
Gremlin's Avenger, Hewson's Firelord and many, many more. There
are complete solutions for Contact Sam Cruise and 128K Knight
Tyme — not to mention some awe-inspiring maps. There are the
three levels of Cobra courtesy of Matthew Bauer from Rochdale. Jeff
Fuge has drawn a dainty map for Part Two of Fairlight If, and Top
Cartographer this month is \Wayne Birch for five more of the Dread-
noughts in Uridium. Top Tipster for March s Jon North for his POKEs
on Scooby Doo, Terminus and Dragon's Lair as well as reams of
routines which are, as yet, unprinted in Playing Tips. £20 worth of
software will go to both these lucky lads.

You'll be pleased to hear that the ZX Printer has been made redun-
dant and I'm now using an Alphacom. Every POKE this month has
been tested, scrutinised, checked and re-checked so if you can't get
a routine to work, the fault is either in your typing or your copy of the
game. =

'm currently compiling a Tips Supplement like the one Hobin
Candy did last April — so get those POKESs, tips, cheats and maps
flooding in. Routines that give different variations of games would
be greatly appreciated. Now's the chance for you to gain immortality
and notoriety in the pages of Playing Tips. So get to it!

PEN FRIEND PLEA

Janne Nerg lives in Finland and
has a healthy interest in com-
puters. He'd like a pen friend
from anywhere in the world to
exchange hints, tips and games.
K you'd like a pen friend in far off
Finland then Janne can be found
at this address:

Janne Merg, Sultsikatu 3F56,
15830 Lahti, Finland.

arcade conversion goes down. But never fear you'll
an.nunmpnnmt: still infinite lives.
problem, as there are a total of
sixtesn grueliing levels. How- 10REMSPACE HARRIERHACK
m%anmdmﬂun
from Uxbridge in 20 CLEAR 64000: LOAD
Middiesex you'll have no prob- “"CODE
llmllﬂn:'n becausa 30 POKE 1
lan's the thess helpful  85283,183: 65449,178:
mmnmw _
pross | s the 40FOR TO 65404:
Harrier tape and you'll READ a: POKE NEXTn
I hie ttor that the POKE may  SODATASS, 104, 101 34 43,202,
look as W It isn't working
CHEA Super-Mare. To be precise,
UNTLET T Matthew Nation and Wagner
live in a small village just outside
little cheat for those of W called
would like to delve into  enough of this self
recesses of US waffle and on with the cheat.
and amass a When pm Gauntiet
must admit that : and you'll
received quite a few Edhh'llllt_ hﬂﬂllllhl
meofthisbug,and Gosh. Enthuslasts of game
the tiniest bit know that this will considerably
in the people to

"
;
i

AN OLD FAVOURITE

Absolutely eons a | printed
some tips for Mastertronic's
budgst Smash, Knight Tyme on
the 48K speactrum. Alas | didn't
realise that so many paople who
had bought the 128K wersion
were still having problems
finishing the game. Sackfuls of
mail (well almost . . . ) have been
pouring in since the first tips
ware published, for the
solution for ﬂ&ab‘l.glmmhn
Unfortunately, | couldn't oblige,
as | didn't have the solution
myself. However, what shouid |
find lurking in the bottom of the
post sack the other moming but
the complete solution. Oh joy, |
thought. Now | can pass these
tips on to the faithful CRASH
readers. But don't thank mae.
Direct your ‘thank yous'
towards Neil MacPherson and
Ben Borley who live near Exeter
in Devon. Take it away lads (1
certainly don't want itl) . . .

First and foremost, get the McTab-
let food from Sarab and go left until
you can go no further. Get the
camera, go right, and command
Klink to go to sleep. Go righhl and
take the gas mask from Sharon.
Pick up the advert and the pewter
tankard. Go left again and drop the
advert underneath the star map.
Jump upwards and get the map.
Give the map and the tankard to
Gordon and take the instant film.
Give the instant film to S3E3 along
with the camera, which you should
still ba clutching in your samest
gnw. Un-wear the cloak of invisi-
ility and command S3E3 1o help,
Takea the pot Ufefue and the photo-
graph from S3E3 and go to
V1. Command himto help. Taka the
ID card which he flings at you and
wear it. f you're lucky, it should
now contain your photo. Go to the
bridge, move the starship to
Polaris, and then on to Starbase
One. Communicate with the
beings there and request an over-
haul and a re-fuel. Beam down to
co-ordinates 1-2-3. Pick up and
wear the pair of boots. Make sure
that you have the advert. Go as far
right as possible and get the Quark

bomb. On the way back, get the
first bag which contains potatoas.
Baam back to the ship using co-
ordinates 1-2-3. Now move the
ship to Gideon and onto Juice.
Then go to Monopola via Ardia and
Pern. Beam down to Monopole,
co-ordinates 1-8-4.

Whan arrive, chack that you
are waaring the boots, cloak and
gas mask. Walk right until you get
to the room v There. On t
floor you will see a small triangle.
Pick this UE and walk right to
Hooper. Take the tallsman and
part of the sundial from him. If he
rafuses to give you either, then for-
tify him. Move the starship to Star-
base One again and re-fuel. Move
to Spica. Find Klink, give him tha
Quark bomb and command him to
halp. Now mowve the starship to
Reef. From now on always move
at Time Distort Five. Go 1o Ferm-
ous and onto Starbase Two. Re-
fuel and move to Retreat via Plop
Piop. Beam down (co-ordinates 8-
4-1). Once again wear the boots,
cloak and the gas mask. Go right
to the room with the barrier and
cast the remove spell. Go to the
right and get the final of the
Sundial from Murphy. Go back to
the ship and put all three parts of
the sundial together. Cast a Light-
ning spell and pick up the repaired
sundial, Move the starship to Star-
base Two and beam down. Wear
the gasmask, and walk right —
through the first wall. The Tyme
Guardians Mll(g'wa you & brokan
time machine. Go back to tha ship
and move from planet to planet.
Travel at Time Distort Five and ask
all the planets to re-fual you; Plop
Plop, Fermous, Reef, Spica, Star-
base One, Polaris, Hestia, Park-
land, Naff and Gangrole.

When you arrive at Gangrole go
to the right, enter tha Time
Machine, pick it up and wear it.
Cast a Lightning bolt spell and
launch the Time Machine, The
computer will now tell you that
you've escaped with 97%. And
that's just as well because you're
just in_ time for the latest Magic
Knight adventure called Storm
Bringer.
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The main reason why Part Two
cant be loaded before finishing
Part One, is becausa the computer

won't accept a hash sign, and the
sacond section of the game is
called Part#2. The way around
this is to load in the game so that
the tape stops at the start of Part
Two. Re-set the computer and
type LOAD ""CODE 40960 and
re-start the tape. Part Two will load
into the computer. Now save it to
1 entering SAVE "PART2
"'CODE 40960, 6896 (IMPOR-
TANT —don't put a space between
‘Part’ and '2"). When you've saved
the bytes, re-set the computer and
load MNosferafu from the begin-
ning. Select the Load Oid Game
option (6 on the menu) and type
‘Part2' as the filename. Section
Two of the game will now load in
and you can romp around Wismar
to haearts content — handy,
ot ;o

FIRELORD POKES

Hewson have had a spate of hit
games recently. Firelord, writ-
ten by Steve Crow tells the story
of a cursed land, ruled over by
an evil Queen who has con-

gives
lives. Lina 108 allows you infinite
trading. 107 makes the hero
knight shoot continuously. Line

1 REM FIRELORD POKES BY C
WILD
5 CLEAR 65535

10 LET add=USR “a"

11 READ n

12 IF n=999 THEN GOTO 15
13 POKE add, n

14 LET add=add+1: GOTO 11
‘I:i;AP‘EFl 0: INK 0: BORDER 0:

16 RANDOMIZE USR 85368
100 DATA 62, 255,55, 221, 33,39
101 DATA 244, 17, 125, 2, 205, 86
102 DATA 5, 4B, 243, 82, 255, 55
103 DATA 221, 33, 0,64, 17, 87
104 DATA 191, 205, B8, 5

111 DATA 195, 79, 94, 999

105 DATA 175, 50, 205, 134 (INFI1-
HI'I‘ELNES;
108 DATA 175, 50, 125, 135 (INFI-
NITE TRADING)

107 DATA 175, 50, 170, 150, 62,
7, 50, 156, 150 (SHOOT CON-
TINUOUSL

108 DATA 62, 58, 50, 168, 136
(NO ENERGY LOSS)

108 DATA 175, 50, 38, 156, 62, 58,
50, 87, 156 (STOPS DEATH
AFTER CHEATING - USE WITH
INFINITE LIVES POKE)

Remember not to type the words
in brackets from lines 105t0 109in
the DATA (although | doubt that |

raally have to tell you this).

Gﬂiﬁeﬂﬁ: REM INFINITE BAT-
TERING ENERGY

100 POKE 65357, 167: POKE
167: REM NO NASTIES

1
120 PRINT “ PLAY FIRELORD
TAPE FROM START"
140 DATA 40, 265, 255, 221 3
0,%;7 1] |n|
ﬂins TAO, 192, 62, 255, 55, 205,
1a24m‘rl45.2¢1.ﬂ.ﬂ.2ﬂ.17.
&T&DATAL'-ID0.0.B?.HB.‘WE.
180 DATA 17,
s
, 237, 184, 62, 201,
2ot
200DATA 62, 24,50,1,0,62,0,50
210DATA 80,0, 62, 0, 50,91, 0,62
ﬁ#‘l‘hmﬁ.uﬂdﬂ.ﬂ.ﬂ.%
230 DATA 0, 82, 201, 50, 1
682, 201 b
gﬂﬂﬂlimﬂ.ﬂ,ﬂ.ﬁ.!ﬂ.ﬂﬂ.

250 DATA 62, 1
2300, 0, 50, 205, 0, 195,

AVENGER POKES

It looks as though there's a bat-
tle about to begin between the
Team from Stoke On Tramnt
those industrious Hackers
from Haxby (and Pocklington).
Moordlrgl to the Haxby lads
they're still unrivalled when it
comes to the

Spectrum and press RUN. You'll
then have an infinite amount of
tllrlnl- and 200 keys into the bar-
gain

10 REM C SMITH, J BEAN, D
AUSTIN

20 REM AVENGER POKES
30 LOAD ""CODE

40 POKE 33071, 185

50 POKE 33072, 80

B0 POKE 33047, 83

90 FOR 1=50000 TO 50028:
READ a: POKE f,a: NEXT
100 DATA 33, 98, 195, 17, 48
110 DATA 83, 1, 20, 0, 237

120 DATA 176, 221,33, 0, 132
130 DATA 185, 51, 129, 62, 201
140 DATA 50, 207, 202, 50, 92
150 DATA 160, 195, 128, 157
160 RANDOMIZE USR 32768




SCO0BY DOO

This Pt:KE “hm
appeared in Playing lsast
a month ago. Instead

to take a short holiday at the bot-

h my annual clear out. Jon
it is he who wrote this
POKE)] is a serious nt for
the Haxby Hackers when it

64028,5
40 RANDOMIZE USR B4e3

When the game has loaded the
borderwill flash, indicating that the
computer is waiting for somathing
sise to load. Press BREAK and
enter POKE 29614,0 for infinite
Iives and RANDOMIZE USR 25e3
to start the game.

TERMINUS POKES

Terminus was a Mastertronic
budget game released a couple
of months ago. It was written by
Pete Hargreaves, author of the
monster Tantalus. Jon North isa
fellow who's fast developing a
reputation for POKEing any-
thing in sight, and Terminus
doesn't avoid the treatment.
These POKEs will give you
infinite lasers and Infinite
energy. Type MERGE “" and
start the tape. The program will
stop after the loader with an OK
statement. LIST the program
and Insert these POKES before
the RANDOMIZE USR state-
ment. Press RUN and re-start
the tape. The game should now
load in as normal.

| POKE 45583, 0: POKE 47023,0

i

ASTERIX AND THE
MAGIC CAULDRON

Just to prove that CRASH
maches the parts other
magazines can only dream
about, hera's a POKE from Man-

| uel Lemos who lives in Aveiro in

Portugal. T MERGE """ and
insart the POKE before the RAN-
DOMIZE USR statement. Re-
start your Asterix tape and you'll
have infinite lives.
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DRAGON’S LAIR SOLUTION

Here's the solution to go with
POKE. = bit
should now
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THE STORY 50 FAR fetched: creation’s only per-
fect (not to mention artistically unclad) human being,
Tamara Knight, is seeking a star upon which to wis
me, a soft-hearted miniature neutron bomb named
LOUSE, into a sofi-hearted full sized human being
of the male persuasion - preferably with some lei-
sure-ware thrown in. Fortunately, we have just
escaped from a hellish place called Heaven in the
company of a half-Cherokee former-guitarist from
the [ke and Tina Turner Band and two short planks
named Pinnochio. Unfortunately, we have landed
on the planet Alnilam in O'Ryan’s belt, where secta-
rian conflict is about to erupt between some disgust-
ingly bloated oranges called Bygotts, and the local
leprechauns. The worst thing of all is that I am now
forced to use the oldest science fiction cliche in the
history of pulp. It is my duty to inform you that the
leprechauns are little green men, How utterly
humiliating!

“Bejabers!™ says our leprechaun, flinging his crock
of gold at the nearest Bygott. “Pleased to meet you,
Mr Bejabers.” says Tamara, a very polite, but very
unworldly young lady. “Ron for yer loife! If de
Bygotts foind out yer a Romulan Catlick, they'll skin
yer aloive! And me name's Widdy Coolyew, boi de
way, pleased ter meecher.” Now I happen to know
that pacifism is second nature to Bygotts. The trouble
is that their first nature is homicidal mania. We make
arun for it, but the By‘fuus are everywhere, I:erinﬁ
and jeering, panting and ranting * Eat up yer greens!
Tamara emils a perfect yelp, and asks what we should
do, to which m:mhm“ yells, “Don't ask me
darlin’, ask de bloody Tinkers." A swarm of leprec-
hauns attacks the huge bulk of the nearest giant
orange, renting it asunder — but the sunder would
rather be purchased outright. (WARNING: the fol-
lowing bit may be offensive to some vegetarians).
Shreds of pith are ripped from the living flesh of the
orange warriors. The little n men are sprayed
with juice and bombarded with pips. Several are so
badly injured that they will remain vegetables for the
rest of their lives. Many Bygotts are liquidised before
our very eyes, crying King Bully fer ever”. Mashed
|:u.||p and splattered chlurup“hrgll ooze underfoot. The
eprechaun calling himself Widdy Coolyew is cruelly
tossed in oil and vinegar, but he manages to shout o
Tamara, “Bring me a handful of dat Bygott pith,
quick! [f de rest of em can see dere leader's dead, dey
moight boggeroff. "

is is hopeless. I frantically search my data banks
for some useful information to get us out of here, but
the only suitable reference I have for this’ﬁlnnet is
“all knowledge is to be gleaned from the Tinkers.”
The poor little leprechauns are slaughtered. The rich
little leprechauns buy their way out of trouble. The
Bygotts gather round us, menacing and semi-peeled.
It is quite disgusting. Their focus of attention seems
to be Tamara, who s still dnt:hirjﬁ the fibrous tissues
of King Bully of Orange, the Chief Bygot, to her
bosom. She is unceremoniously dragged from the
battlefield, battered to her knees (they prefer meat in
batier) and forced head down over the stump of a
dead tree. From the midst of the vengeful mob a
sinewy blood orange, stripped to the navel, slowly
makes its way toward us. It carries a great sword,
glinting and spattered with glutinous green essence
of leprechaun.

*“If she dies, I die, and so does every other
living entity hereabouts. At least I can do
something constructive for a change.”

The executioner’s sword is raised above my poor
Tamara’s beautiful neck, There is absolutely nothing
| can do to save her, In a blinding flash of realisation,
bred in the wild and released into captivity, I know
that I cannot live without her, and more 1o the point
this story will be somewhat redundant without its
heroine. So that's it then: only four poxy episodes
before Tamara Knight, intergalactic sales-being for
the Macdonalds Teleporter Corporation, and the
only perfect human being in existence since the
mythological robot- ess Annbrownsmirrah, is
about to die. There is only one ludicrously melod-
ramatic thing left for me to do. I will fulfil my destiny.
Al the moment when this terrible sword decapitates
Tamara, and severs her guiltless head from her
blameless body, I will detonate myself, and reduce
this entire saga to radioactive dust, If she dies, 1 die,
and so does every other living entity hereabouts. At
least [ can do something constructive for a change.
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“Goodbye Louse™ says Tamara, in a small, calm,
rfect voice. What's good about it!? Death can often
fatal! 1 hurriedly re-combine my molecules and
cease to be a dirty ::is:} tooth in her perfect mouth. It
just wouldn’t be right for her to die with such a
lemish in her chops. Instead, with her perfect saliva
still clinging to my unworthy carapace, I transform
myself into a little tea-brown birth mark, or should 1
say ironic death-mark, the back of her neck, just
where these miniature black hairs of her nape meets
the fluffy down of her spine, just where the sword is
aimed for, just as the last terrible command is given
and a voice screams the order, “CUT!" Goodbye
Tamara, 1 loved you as much as it is possible for a
neutron bomb to love the spirit and flesh of a small
but perfectly formed innocent, whose age and IQ
gc-th register as sixteen, goodbye, goodbye, good-
e

““Who IS that girl with the chopper over
her head, as the actwess said to the bar
sieward. She’s not in the scwipt . . . *

[ prime my detonator, squeeze my trigger, kiss her
neck and hear the prissy voice screeching a string of
hysterical orders, *“Cut! Cut! Cut! Who IS that girl
with the chopper over her head, as the actwess said
to the bar steward. She's not in the scwipt, is she?
We'll have to shoot this WHOLE scene again! Some-
body pour me a dwink of milkywilks in a dirty glass,
and put some clothes on that stupid girl's
extwemities. You there! yes YOU, the little wooden
puppet and the half-cherokee guitarist fwom the [ke
and Tina Turner Band, scwape up those corpses
pwonto, and get the pwops department to bwing me
a fwesh batch of those fat orange thingies and lepwec-
hauns to kill. Oh cwipes! What a %’OT’I‘E da;;
thwee million cwocks of gold over-budget, some gir-
lie wandewing onto the set, a pile of wotting native
fleshypoos, and worst of all I've just hmiai
fingernail! "

is this sweaty idiot, dressed up in a safari suit
with a silk cravat wilting beneath his chubby pink
jowls? Well, whoever he 1s, Tamara has been saved!

y beautiful hostess will live to fight another day! (or
in our case, another five minutes). The
impedimented idiot seems to be beckoning for Tam-
ara to join him where he sits on a folding canvas chair
with *Sir Dickie Asteroid, Designer-Conflict Direc-
tor’ stitched on the back sequins. 1 scan my memory
banks to remove the negative from this nonsense:

Designer Conflict: in certain sectors of the Galaxy,
especially Taurus Excrementus and O'Ryan’s Belt,
randomised warfare is considered much too dE.I.'IEE'I.'-
ous to be left in the hands of politicians, industrialists,
the military and the church. In these regions, all con-
flicts are handled by advertising and marketing agen-
cies. Warring factions are endorsed by competing
sportswear companies, package holiday operators,
breakfast-food producers, sanitary-ware manufac-
turers, arms dealers and washing powder corpora-
tions, and all proceedings are holovised. The winner
of any Designer Conflict is declared as a result of
public opinion polls, registered by the operation of
the remote-control handset of domestic holovision
sets, (NB: certain Designer Conflicts are sponsored
by popular game shows, wherein the lucky contes-
tants are able to commit genocide if they can answer
a few simple questions - and all on live breakfast
holovision).

So that'sit . . . the old Vietnam scam! And [ am
not in the slightest bit surprised to discover that Sir
Dickie Asteroid is under contract to none other than
Macdonalds’ biggest rivals in the whole wide uni-
verse, the drcn(ﬁ:glﬁ:mamianisation Corps! They'll
grind my Tamara up for lavatory paper If they dis-
cover that she is working for the dirty Macs! But
before | can warn her, the loathsome Dickie peers at
Tamara's bundle of Bygott skins and demands,
“What's this load of wubbish, you wuddy
wenegade?" Tamara smiles as sweetly as anyone can
smile who has just escaped decapitation, bats her
eyelids, licks the perfect sweat from her perfect upper
ELP and answers, "I was just taking the pith to m}-

colyew . .. "

Part Four

en my.

““Stunt man, you see this wicked wude
wench?’ “Yes, Sir?’ ‘Well wuddywell
STUNT HER!”

“WHAAAMN" screams the offended bladder,
“How DARE you widicule me! How DARE you
mock my little affliction! You wotter!” Tamara
seems puzzled, “What a . . . 7" “You're doing it
again you little WOTTER!" “What a what?" “You
wotten wuddy wotten wotter!!"” Sir Dickie has turned
a very fetching shade of purple and puce, and it
fetches his entire film crew back onto the battlefield.
“Where's my stunt man?!" he bawls. “Here, Sir™
snarls the stunt man who resembles a cross between
a fork lift truck and another fork lift truck. * Stunt
man, vou seée this wicked wude wench?"” “ Yes, sir?"
“Well wuddywell STUNT HER!"

The moron picks up the execution-sword, swings it
at Tamara's terrified body, misses and neatly ampu-
tates Sir Dickie Asteroid's left buttock. Your heroine
and her companions tiptoe away, leaving the
Designer Conflict Director complaining about the
stains on his freshly laundered trousers, I nuzzle into
the nape of her neck, happ;;‘u ain, and advise her to
search for the mysterious Tinkers that little Widdy
Coolyew was blathering on about, and whom my data
banks endow with so much power. If a Tinker really
exists, he might be able to tell us how to wish upon a
star. Then we cold stop having these ridiculous
adventures, Tamara could visit the toilet and have a
bite to eat, and I could be transformed into a soft-
hearted full sized human being of the male persua-
sion, preferably with some leisure-ware thrown in.

Itis Pinnochio, riding on the shoulders of Jimminy
Cricket aka Jimi Hendrix who moves the plot along
not & little. He rubs his forehead in amazement, hur-
riedly extinguishes the small boy scout fire that spon-
taneously ignites there, and points to a battered
wooden sil?'lposl leaning like a crossroad drunk,
upon which is carved TO THE TINKERS “Gosh!"
says Tamara, “What can it mean?" We all ignore her
perfect stupidity, and make our way along an over-
grown, twisting pathwaﬁy. following the sign. We
carefully avoid the minefields, quicksand, trip wires,
budget software, the snake pits, piranha lakes, bon-




ni¢ langford videos, the rat traps, tiger traps, von
trapps, and fall headlong into the first man/woman/
wooden-puppet trap in our path. .

We are mn . kicking and screaming into the
stinking void. (Well what did you expect? A rest-
room to materialise, complete with waitress service
and extensive whine list?) As we land, a rest-room
materialises, complete with a leprechaun waitress

roffering an extensive whine list. My sweet Tamara
i overjoved, but not in the slightest bit surprised,
and as we have not eaten for the last three planets,
she asks what food is to be had. “Sure dere's no
bleedin' meat, but we got plenty of oranges.” Tam-

ara lets Pinnochio order for her, and excuses herself
for a visit to the toilet. [ suppose 1 too will have to get
used to these little human weaknesses after we dis-
cover & star upon which to wish me.

When we return from my Hostess” ablutions, Jimi
Hendrix and Pinnochio have disappeared. Maybe
puppets have to go and have a sawdust or something.

e got some meat now, miss,” says the miniature
waitress, “*noice and fresh if yer don’t moind de bits
of wood in it.” For some reason that [ cannot quite
explain, a shadow of doubt flits across my printed
circuit boards, but no matter. Let’s see the whine list.
“Can | have some whine, please,” Tamara requests.
“Sure and whoi not. Yer allowed one whine. Just
moan it at der Tinker.” Tamara spins around looking
for this mythical fount of all knowledge, but fails to
spot anyone except the waitress, and a pile of clothing
remarkably similar to those worn by Jimi Hendrix
and Pinnochio.

1 scan the room with my sensors, but there are no
other life forms here. “Um, excuse me, " says Tam-
ara, “‘exactly where is this Tinker, and can you tell
me where my friends have gone, please?™ “Sure yer
companions are turnin in dere gravy, and de Tinker
is on de table in front of yer. Now if yewl scuse me

oi'm bein written out of de plot, cos oi was onl
included as a sinister female for a bit of sexual equal-
ity . . . " and with these obscure words, the leprec-
haun waitress disappears with a slight odour of chip
fat. **Where's the Tinker, Louse? I can't see anything
on this table except the whine list.” And the whine
list says, “Den by a process of logical deduction, I
must be de Tinker!"

Well, here's a turn up for the book. The greatest
intellect in the entire star system of O'Ryan’s Belt is
a talking sheet of badly ﬂrintcd Ad paper half blotted
out by snail trails from the planet Tippex. “ O do not
talk sheet”, says the whine list, mis-reading my mind.
Tamara wrinkles her nose, and gathers her thoughts.
Not an easy task for her to achieve simultaneously.
“Um, hello? Hello? can you tell me why ... "
“STOP!" instruct Tamara, before she destroys our
only chance of finding the wishing star. **You are
only allowed one request, which the Tinker must
grant. PLEASE don't waste it Tamara, Think very
carefully before you speak.” She smiles at the whine
list, runs a perfect finger over it and says, “But why
do they call you the Tinker?"

“I'll always be a neutron bomb, never a
man. What a life!"

Ho hum. So that's it then, our only chance of
salvation gone, and I've just realised what those
ketchup stains on the tablecloth really are. Poor Jimi,
Ah well, nearly at the end of this episode, let's hear
what the Tinker has to say and just sit around waiting
for the usual crummy crisis. Who cares, I'll always be
a neutron bomb, never be a man. What a life! **Dey
call me de Tinker." says the Tinker, *'because 1 tink.
Therefore | am.” You know, sometimes | feel like
detonating just for the hell of it. Tamara is sill trying
to work out the quotation from the Irish philosopher
Des Carthy, when the Tinker pipes up, " Well hurry
up den, yer allowed one question each, so let’s
hearin' from de sentient birth mark on de back of yer
neck!" | cannot believe my inputs! It means me! We
are saved! Oh bliss! Oh joy! OI: get on with the narra-
tive. | tune one of my outputs to the Tinker's fre-
quency, and ask the vital question, clearly and pre-
cisely, * Show us how to get to wish upon a star where
all our dreams come true.”

The tinker tinks, er, thinks, draws itself up to its
full height of 297mm and delivers the answer, the
solution to my future happiness with Tamara Knight.
“Sure yer eejit, it's not a star yer after, Where you
want o be is de planet Astar. Dat’s where all yer
dreams come ftrue. Youse take the Md2 out of
Alnilam, keep going, past Castor and Pollux,
then . . . ahtohellwidit, Oi'll take yer there meself.
Oi bought dis great teleporter booth from a Mac-
donalds sales rep last Tuesday, and Oi've bin dyin ter
troi it out™, :

Little does the Tinker know that dying is exactly
what happens every time a Macdonalds Teleporter
sends a copy of its passengers off, and drops the orig-
inals through the E;Ur to be made into hamburgers.
But who cares about that. Unbelievable happiness
and fulfilment is about to be mine, when | am wished
into human form as Tamara’s consort, She mggles
with undiluted pleasure bracing her limbs against the
walls of the Tinker's teleporter, to avoid hamburger-
hood. We are instantly transported to the Tplaru:t
Astar, and just as instantly left there by the Tinker,
who has forgotten to turn the oven off. And good
riddance, say I, there’s only room for one synthetic
superintelligence in this story, and that's me.

And what a beautiful place this is! Much quieter
than the idiotic bmleﬁel£ of Alnilam, much prettier
than the hell-on-earth of Heaven, much less pretenti-
ous than the high-tech of Amnesia and nowhere near
as smelly as Pynkfioid. Astar will become our private
Paradise, our very own Barrat podule. * Well, Tam-
ara, what do you think of it so far?"” | ask, readying
myself for manhood, and trying to decide whether or
not to have a small moustache. Tamara hesitates,
“I ... I'm not sure Louse. I've got a funny feeling
we should be very careful what we say around here.
It feels like the whole planet is listeming . . . 7" “Ha
ha!" Icry, “you don’t sa}'!‘!’uumustb-:i':dding it
you . . . " Whoops, | seem to have been somewhat
preoccupied with my future moustache, and my
words have had a rather drastic result. No sooner
have | spoken, than Tamara's mouth disappears, and
she gives birth tb two tiny goats. Weﬂ hush my
mou ., . . hngk?

To be continuved . . .
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SUPER

VORCON
WARS

Super Vorcon Wars is, to quote
from the precise rulebook, "an
enhancement of the long running
and popular, computer moderated
Viarcon Wars." | couldn’t have put
it better myself: SVWis a genuine
enhancement of VW (which |
reviewed in July 1986). The
game's features have been
broadened and developed — but
unfortunately the price has also
gone up! John Nicholson, foun-
der of vORCON GAMES, released
SVW to complement, and not to
replace the original. The new and
improved features of SVW reflect
all that John has learned about the
game during his four years of mod-
eration. So, what is so special
about SVW? Is it any better than
the original? It is worth the extra
40p per turn? And, most impor-
tantly, are its players having fun?

VORCON RE-CAP

As you may or may not remember,
Vorcon Wars is a sixteen-player
game of global strategy and diplo-
macy — with the ultimate aim of
gaining r)awer over a fully circum-
navigable semi-developed world.
The Pianet of Viorcon is divided
into ‘hexes,’ each hex having its
own function (agriculture, indus-
trial, forest and so on) and lon-
gitude/latitude position. These
hexes must be captured, and
defended by deploying armies
about them - thus expanding the
amount of world controlled. Diplo-
macy is often ignored, and battle
soon erupts when players meet —
and can be anything from a minor
skirmish to an all-out nuclear bash.
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with a Super Yorcon Wars Start-up
(Valid until the end of March 1987)

That, very basically, is Vorcon
Wars. Super Vorcon Wars is an
attempt at improving this master-
piece of simplicity and playability!

THE DIFFERENCES

The basic differences and addi-
tional features of SVWin compari-
son to the original are: new land
types, revised hex layout, subordi-
nate commanders, spy satellites,
running points score (which can
rant your commander a Super
mander status — very affec-
tively raising military might), addi-
tional options and diseased food
supplies. This may not make much
sense to non players, but the
rest of you will know what | mean.

HEX

Should you prove super-efficient
at stockpiling food supplies for
your forces, diseases will become
rife — destroying your stockpile
vad_l;ly rapidly. To overcome this
difficulty, the Laboratory hex has
been created: when disease
appears, you must set up one of
these to discover the antidote.
Once the antidote is discovered (at
economic expense) and the
stockpile has fallen, the problem
vanishes and the lab is dastm?'ed.
This prevents players from
stockpiling so much food that they
needn't worry about feeding their
armies during battles.

SUBORDINATES

A problem encountered by many
in Vorcon Wars is the limited range
of your commander's effective-
ness when moving armies. Your
ps can only be moved when
within viewing range of your com-
mander (the aquivalent of the
Chess King - a very important
entity). In SVW, subordinate com-
manders can be created to control
a minor campaign on one border
while your main commander has
an additional print-out sheet. This
feature allows a greater use of
strategy. yet it could be ued
that it de-limits the use of diplo-
macy (a powerful player with many
subordinate commanders has lit-
tle need to trust in allies).

SPIES IN THE SKY

In the revam game, satellites
can be ‘re-directed’ away from
your commander’s location to any
co-ordinate you choose to spy on

'----------.I----------------'
This coupon entitles me to

- effectively allowing you to keep
an eye on the opposition while you
temporarily play semi-blind. This
switching of orbits cuts down the
satellite's life, but itis auseful idea.

OTHERS

Additional options and land hexas
exist to accommodate the fea-
tures covered here. There is cer-
tainly more scope for strategy with
the use of subordinate comman-
ders and spy satellites, but only
time will tell how the game goes
down . . .

CONCLUSION

SVW is not necessarily a better
game than the original, although if
you are looking for a fast tur-
narcund game that has a lot of
scope, then it may well be the bet-
ter option — it's up to you. SVW
does cost more to play though.
Vorcon Wars costs £1.00 per tum,
while Super Vorcon Wars comes
in at £1.40 (which can be weekly,
fortnightly or every three weeks), If
you wwlqilikﬂ to play in SVIV, sim-
pl 5.00 {0 VORCON GAMES,
c‘.&ﬁt Juniper,
Bracknell, Berks RG12 4ZG. This
pays for the rulebook, start-up
pack (first printout and a world
map) plus the first two tumns. Cut
out the coupon on this page and
post it along with the £5.00 start-
up payment and you will receive
an extra two free turns, bringing
the total up to four turns before you
start paying anything elsel The
offer is open until the end of March,
s0 use it while you can!

PBM FORUM

SPORTS

Dear Brendon,

Are there any PBM sport games,

other than those based on soccer?
Chris Counsell, Hedge End, Hants

Yup, there certainly are. | shall be
covering an American Football
game next issue — I've also heard
rumours of a cricket game that's
under development. | will fill you in
on the details should they be for-
warded to me. Does anybody
know of any amateur non-football

sport PBM games? i
VERY TIGHT!
Dear Brendon,

After joining Starglobe a few
maonths ago, | have been venturing
about the globe discovering stars
and sending messages. In
December's CRASH you wrote
that ships with a ‘sending mes-
sages' score greater than twelve
may send tight beam messages.
Hmm, | have forty-four points, but
have had no indication on my
print-outs of this new ability. How
exactly do | send these mes-

s5ages
ﬁmmm.m

I'm to say that | shall not give
away the ‘secret’ of tight beam
messages. The point to remember
when playing Starglobe is that the
Mulhollands designed it to be a
game of discovery: where's the fun
if you are told how to do every-
thing? The best advice | can give
you is to experiment with your
sending messages order,; it is also
worth seeing if gHIOH, Main Com-
puter's data banks hold any
clues . . . butl have said enough—
try itl

BK

A COMPLAINT

Dear Brendon,

Although | find your column both
interesting and informative, |
would like to complain about your
‘overview' of Satumnalia in the
Christmas Special.

You gave the impression that
the game was both boring and
mediocre. Your overview hardly
touched on the politics of the relig-
ions, and on the feuds that go on
between them! Not even a mention
of the degree of planning and dip-
lomacy that is involved — elements
of strategy and war-gaming come
in when battles or confrontations
are being planned.

Fame is surely what most
people aim for; surely calling it
multi-player was an understate-
ment. Saturnalia has over 1,000
players, and was voted Best Game
at the First British PBM Conven-
tion!

That concludes my grumble.
Thanks for writing such a good
column, soon may it spread to four
pages!

J Cotireill, Barrington, Cambs

I am sorry that disagreed with
my overview of SLOTH ENTERPRISE 's
Saturnalia game — each to his own
is what | always say. | based the
overview on the feelings passed
on to me by readers and friends
alike who ally seem to rave
about this game; this (to me)
appears to be a safe way of writing
about a game. Still, your letter has
put the record straight. By the way,
! personally do not use the PBM
Convention Awards as a yardstick
for my column’s contents as they
do not represent a true cross-sec-
tion of the players' beliefs. The
FLAGSHIP FACTORS (whare
available) are the most accurate
reflection of a game's quality, and
it is these statistics that | try fo go

by.
BK

PLEASE

Dear Brendon,
Please, please, please, please,
please (etc) ask Lioyd to publish a

photo of his typewnterl!!
A mﬁf Spring Park, Kings-

it BK
NOT VERY WHITTY
Dear Brendon,

| am a long time CRASH reader




and RPG pI;I]!er. As one of my hob-
bies being Football, | leapt at the
chance of playing Guy itty's
PEM football game mentioned in
your column. After receiving an
info sheet, | set Mr Whitty £7.00 to
start up and play the game. For
reference, my team was named
‘Garlic United' (account number
C29) - a member of the C-ARLA
league. Since sending these
details and the cash to Mr Whitty's
address | have heard nothing.
Four months ago, | posted him a
letter in an attempt to discover why
| had heard nothing from him.
Please could you help me — have |
lost my money, or did | do some-

thing wrong?
[} #ll-ls 17 Western Avenue,
Brentwood

Ihave received a number of letters
on this subject, and personally |
am quite worried about what is
happening here. | have written to
Guy Whitty but am yet to receive a
reply. Is anybody out there actually
playing his game? If so, then
please write in and tell me. If you
are reading, Guy, please aither
come up with the goods or refund
your applicants' credit by cash,
postal order or a guaranteed
cheque. This matter cannot con-
tinue like this for long. .
Bl

ouT!!
EEE
Dear Brandon,
Has a PBM game GM the right 1o
throw you out of the game, or to
stop the game without a refund —
even if you are in credit?

Counsell, Hedge End, Hants

Yas, the GM does have the right to
throw players out of his garme, ifhe
has good cause to do so (if the

yer has broken house rules for
example). He can also stop run-
ning a game without notice (al-
though this is not a very good way
{o make a company popular). The
GM should, by law, offer you a cre-
dit refund or transfer — perhaps fo
another game — so don't wcwy.fB "

ITS A SHAME!

Dear Brendon,

Three manths ago | wrote enclos-
ing & large SAE, asking for details
of It's a Crime! as mentioned in the
July ‘86 issue of CRASH. | am yet
to receive a reply. Could you
please investigate, and send the
details requested if possible.

G Burkill thgmau.

| long since forwarded all Crimel
applications to kJc Games. Not so
long ago, they finally sent out all
the requested rule books (so | am
informed). | suggest that anybody
still waiting should write to: IT'S A
CRIME! START-UPS, Grash OAP
Dept, KJC GAMES, 5 Vicarage
Avenue, Clevelays, Lancs FY5
28D.

BK

That's all for this month's PBM
FORUM - keep those letters
coming!

March is a merry month for maraud-
ing maniacs {who are, no doubt, all
as mad as a March PBMer . .. ).
Anyway and anyhow, here lies this
month’s list of successful candidates
for the DIPLOMATIC DIREC-
TIEY . . .

*001 Adrian Neal

48 Marketstead Estate, Kirton, Boston,
Lincolnshire PE20 15L

GAMES: Vorcon Wars 72 & 78; Capitol
15; Earthwood 52; Arcadia 6; Star Empires
1; Conguest

w002 Jason French

78 Princes Road, Ellacombe, Torquay
TQ1 IPA

GAMES: Vorcon Wars 75 (Commuander
BLITAD)

#003 Travis Smith
27 Sharmon Crescent, Braunstone Frith,

Leicester LE3 6N'W,

GAMES: Starglobe 4 (S5 Belle Fulic)
#*004 Robert i

22 Thornton Gate, leys, Lancs, FYS

1IN
GAMES: I’s A Crime! [ (Death War-
riors); [t's A Crime! 4 {Megacity Blues)

w005 Stuart Millinship

17 Graveney Gardens, Arnold, Nottin-
gham NGS5 6QW

GAMES: Vorcon Wars 75 (Commander
SHUTUN)

#006 MrG G Manganoni

109 Kings Road, Ferncombe, Surrey
GU7 3UE

GAMES: Sammalia; Crasimoff's World;
Explorers of Orion; Lands o) the Crimson
Sun; Aes; Mark of Chaos; Uniamed Land;
Vesupian

*007 Mr C J McCarthy

394 Seaview Road, Liscard, Wallesey,
ide L45 40N

G : 5 1; Sear Empares I;

Vorcon Wars 19; Sameralia; Fleet Man-

oeurres P107

#008 Scott Macfarlane 3
2 Broomside Terrace, Costorphine, Edin-
EHI2 TLZ

G S: Vorcon Wars 60; Super Vorcon
Wars 77

009 Paul Davidson ]

5] Waterloo Road, Prestwick, Ayrshire,
Scotland A9 2AA

GAMES: Vorcon Wars 60 (Commander
PEPISH); Arcadia; Conguest

%010 Kev Wasey

9 Clarkson House, Maysoule Road, Bat-
tersea, London SW11 2BP

GAMES: Earthwood 30

#*011 lan Hudson
53 Close, Alrewas, Nr Burton-

'ars

Vorcon Wars 77 (Com-
mander FRUGAD); World of Vengeance
(Tan's Invincibles nr Bury St Edmunds)

#013 Mike Adams
774 Holmefield Road, Liverpool, Merse-
side LK9 3P0
AMES: Vorcon Wars; Conguest; It's A
Crime! 4 (Priests)

#014 David Lane
23 Florence Road, West Bridgford, Not-

tingham N92 SHR
G&BS:CMM 5; Player 16

*015 Martin

Wallesey Road, Wallesey, Merseyside
L44 2AG

GAMES: Vorcon Wars 72; It's A Crime/ 4

+016 CUff Frost

175 Road, Leicester LE2 3FN
G : Saurnalia; Arcadia; Ear-
thewood 44; Kings of Steel 17; Arcadia; It's
A Crime/; Swords and Shields

#017 Robin van den Yssel
Smaragdiaan 172, 2332 BX Leideh, Zuid
Holland, Netherlands

GAMES: Vorcon Wars 72 | Commander
TRERIN); Starglobe 3 (The Dutchman)

*{18 P Brunstan
Cae Mari Pwn House, Thomastown,
Merthyr Tydfil, Mid Glamorgan, South

Wales
GAMES: [r's A Crime! 2 (Death)

*019 Steve Vickers

26 Swinton Court, Harrogate HG2 0BB
GAMES: Soccer Star; Saturnalia; Ir's A
Crime! 4; World of Chaos

#020 Barnaby Dellar
;;;nm Grove, Stockwell, London SW8
GAMES: Siarglobe 4

*021 Stephen Hulsr.
27 Road,

wmm?ﬂ
GAMES: Vorcon Wars 61 (Commander

BRIDER); It's A Crime! 4 ( Fighting
Uruk-Hai)

rowston, Nor-

%022 Kevin Pack

Walnut Tree Lodge, 9 Kings Meadow
Lane, Hi Ferrers, Northampton-
shire 8JE

GAMES: Earthwood; Saturnalia;

5 4; Orion"s Finger; It's A Crime!
3; Casus Belh; Aes

+023 Matthew Hanson

10 Denby Lane Crescent, Moor,
Wakefield, West Yorkshire WF4 4EB
GAMES: Starglobe 4 (55 Obsidian Fox);
Arcadia

#024 Gavin Marshall
36 Spur Road, Orpington, Kent BR6

i
G : Viorcon Wars 71

*025 Owen Whitehead

213 Park Road, Barnsley, 570 10W
GAMES: Aes ("Rillion® — E Side), Saiur-
nalia (Grendl of the Web), Enchirodon
(Brothers tn Arms), It's A Crime (Brothers
in Arms), From The Mouth of Hell (EIf),
World of Chaos {Rillion Kerr), Soccer Star
(Morming Star RS League)

*026 Damian Manning

12 Warden Road, Sutton Coldfield,
West Midlands, B73 55B

GAMES: Starglobe (85 Alvom), It's A
Crime (Mermy Mob)

027 John Preen

12 Underdale Avenue, Shrewsbury,
ire, SY2 5DY

GAMES: Sta Four(85 Broadstword

of the Guild Alliance), Vorcon Wars 78

{Plonog)

#028 John Kemp
:l'.'lvl.?u View, Caistor, Lincoln, LN7

GAMES: s A Grime! 4 (New York
Assassins), Arcadia 8 (Lord Cemtaurus at
Fihad City, P27)

#029 Milan Petronic

24 Dell Road, Kings Norton, Birming-
ham, B30 2ZHZ

GAME: Arcadia [3 { Dvaug Dur)

#030 JCFowler

11 Beaconsfield Place, St Agnes,
Cornwall, TRS 0SZ

GAMES: Swarglobe Three, Arcadia §

#*031 Kevin Edwards

52 Woodlands Road, Irchester, North-
ants NN9 7BU

GAMES: Vorcon 60, It's A Crime! 4, City
of Smrife.

*03Z Jason
17 Back Lane, Barrington, Cambs, CB2

SRF
GAMES: Sarurnalia (Axil Taramus),
Tyranny (P5)

#033 Michael R Stannard

44 Harrington Street,
South Humberside, DN3S TAZ

GAMES: Arcadia 10 {Mordran the
Unknotwn at Seven Springy City)

*034Malcolm Sums

76 Mount Road, Canterbury, Kent,
CT11YF

GAMES: Soccer Star ( Kilmore Otlers),
Bradiey’s Foothall ( Housten Chlers)

#035 Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotland, KA9 IAA

GAMES: Vorcon Wars 60 ( Pepash),
Arcadia 7 (Ped ot Moriguendi City), Con-
quest { Anar Narion, maps 18/19)

#036 S Davies

16 Clara Street, Ton-Pentre, Rhondda,
Mid Glam, 5. Wales, CF41 THQ
GAMES: It's A Crime! 4 (gang 315), Vor-
con Wars 64 (Chorub)

*037 S Wyatt

60 St Andrews Road, Shoeburyness,
Essex, 553 9]]

GAMES: Vorcon Wars 73 { Prifun), Vor-
com Wars 78 (Sathal), It's A Crime! 4 (Mer-
cemaries), Kings of Steel ( Woodland
Alliance)

#038 Richard Goff
;ﬂlu;lis Road, Colchester, Essex, CO3

HU
GAME: Arcadia 12 (player I7)

*039 Jasom Huggins
35 Garratts l.l.ﬂ:ﬁ:nﬂeld, Surrey,
SM7 ZED

GAME: Samsrmaha ( Vetrex)

So ends another Diplomanc Directory
—don’t forget to send your applications
1o our cﬁwﬁgmf at:

PBM DI 'ORY, BRENDON
KAVANAGH, CRASH, PO BOX

10, LUDLOW SHROPSHIRE,
SYB 1DB
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Waitforit... waitforit... Thisis the bigone...
FIREBIRD are giving You the chance to...

'_______.--"'__':’,.....-.-

and 200 copies of THE HELM go to runners—up

AFDBESUFSTROHSIG |
OMLEHTQUCDDEBCCW ;
HARVEYRNZULYCEER |
QLSRACUPERAALADH!
PWILDBUNCHEZPFSD !
SCBPBMDVOTMVEEPK !
NINJABOOATYNEFEG !
BTGUNSTARVHJKGHR'
OZEYGHXYEKIPSVBE !
VANKEWTLNIRHGNLT'®
OPGYRONVAGVJNXDS !
YUSVOLLIANDLISSA'
RTXBNFWVMKUIKTHM!

]
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[ |
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Lo T T e O s ST T e L P
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............................... POST CODE .....cvicvvvvvnies
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Someatimes | think I'm the only
sane one here — they're a right
Wild Bunch here at the Towers.
Take for instance everybody's fav-
ourite Girlie Tipster — Hannah
Smith. There she stands on the
edge of her desk (for some reason
she calls it Gunstar), shouting at
the top of her little girlie voice
“I'm at The Helm, I'm in control
but just %rimme my make-up and
irlie niff back - pleeeeasal"
otally screwy if you ask me . . .

And what about Lee Paddon?
("“What about him?" | hear you
cry). Anyone who wanders
around pretending to be a Ninja
Master, while Thrusting his face
into a Murgi Biryani down at the
local Curry House needs to be
locked up in a King's Keep, and
that’s for sure.

Without a doubt The Doc Mar-
tened One wins the coveted ‘Out
of his tree' award —the number of
times he blows a Shorts Fuse!
The only cure is to stick him down
with the Spikey Haired Ones from
ZZAP! for awhile. But, more often
than not, he returns with his Boo-
tys hanging from his ears and
singing “* Cylu-ta-ra-de-bum-de-
ay!" Maybe that isn't the best sol-
ution to cure his Harvey Head-
banger type fits after all.

Madness doesn't confine itself
to the CRASH office — it also finds
its way up to the Art Garret where
Olli and Lissa (his pet airbrush)
run riot when a new caseload of
stinky orange ink arrives! Poooo-
eeeee! Some days | think it would
be safer if | worked in a Gyron
Arena rather than this nut-house.

The only tirme | get some peace

and quiet is when | retire to my
beloved broom cupboard and play
some games. Just recently Cuddly
Uncle Dave Carlos has sent me a
load of FReaIRD Silver games that
are great fun to play! So, being the
kind person that | am, |'ve set a
competition for you to win every
FIREBIRD Silver game ever pro-
duced = that's just the first prize:
thera's also 200 coples of The
Helm for runners up! Easy-peasy
comp —all you have to dois to find
all the words marked in bold in my
witterings, and locate them in the
wordsquare. Sometimes the
words (all of which just happen to
be game titles) will be split up, for
instance, ‘Harvey' somewhere
and ‘Headbanger' somewhere
alse. When you've found all the
titles, cut the wordsquare out (or
make a photocopy) and pop it in
the post to:
FANATICAL FIREBIRD, CRASH
TOWERS, POBOX 10, LUDLOW,
SHROPSHIRE SYB 1DB. All
entnes must arrive in the broom
cupboard by the 26th of March. At
least I'm not crazy . . . now, | must
be off = It's time to water my
Spaghettiplant . . .




in the Slime quarter . . .

Mission Impossible completed
+ Robin Of The Wood completed

completed
Brian Bloodaxe got Crown Jewels
Dynamite Dan completed
Atic Atac completed 100%
Nuh!-un’md completed

Bobby Buri completed
Exploding l-‘lmamh dan (56 times)
Yia Ar Kung Fu completed
Green Beret completed
A J Remic

Ninh Master Green Beit
completed
M 'n'

s loca Palace
Gunfright Jesse James
Spy Hunter 75,000
Danger Mouse in Double Trouble
completed three times in a row
Saboteur compi
Yie Ar Kung Fu Stage 25
Match Day won Final 3-2
Warld Series Basaball beat computer

21-7
Tyme completed
to Skool freed bike
Mark Rees, Gwent, South Wales

Jot Set Willy completed s

The Wild Bunch
Sam Fox Strip Poker all tha way! (say
N0 More)
Football Manager won league and FA
on level saven
World Cup 10-0 in Final
Match Day 4-3 on intarnational

Philip Carmey,

Paperboy completed

1942 completed

Ghosts "n' Goblins completed
Glider Rider complated

Graat completed

TT Racar completed, first on every

course

Universal Hero completed
Heavy on the Haul-clr. completed
Kwah! completed

Lord of the Rings completed

Way of the Tiger cmnpiamd after

completed
Harrier Attack complated
Mark Caims, Lisburn, Co Antrim

Yie Ar Kung Fu 208500, Level 40
Yie Ar Kung Fu Il completed twice
Shac-Lin's Road temple

Doo Level Five
Daley pson's Decathlon five

gg medals
ters completed

Tapper second screen

MMM&MIM;MSM

Harrier Attack completed
Hunchback three screens off comple-
tion
Rocky Horror Picture Bhow thres
jeces off completion

KIE completed twice round and then
to gym
Breakthru completed (too hard | must

say)

Commando Area Five

Bruce Lee completed five times round

Full Throttle first position

Exploding Fist tenth dan

Hypersports been round twice, then

t to archery
B-arat got to end of harbour

Kev Hill

Zoids Great Gorgon

Yia Ar Kung Fu Level 25 or 26

Uridium 40,.500,25

Firelord 38,000

Batman completed

Grean Beret got to captives

Sabrewulf completed

Combat Lynx 14,500

Saboteur completed Lavels One, Two,

Three, and Four

Turbo Esprit stopped smugglers, all
ii .

Starion creator (| admit a tiny cheat
there)
Cavas of Doom completed

ed
Warrior reached templa
Movie
David Forsythe, Forest Hill, London

Roceo co

Pﬁnmm completad
Horror Show completed

!nm Lea complated four times;

Julpu: complated

Doo mad monks
Commando Area Six 128,900
Xevious Area Two 64,600
Back to Skool frog in cup
Dandy all screens from start
Space Harrier Area Six
Robin of Sherwood got sword
Universal Hero completed
“Timothy Parsons, Nr Horsham,
Sus sex

Commando 285,000

Bombjack 262,000

Saboteur complated

Jack the Nipper 50%

Ghosts 'n’ Guhliru killed second gob-
lin

Rocky Horror completed :
Bruce Lee killad wizard three times
Football Manager Division One
Starquake four pieces

Airwolf two scientists

Exploding Fist fifth dan

Match Day Final won 4-1
Matchpoint beaten all levels
Cyberun 46,785

Automania completed three cars
M Cromarty, Nr Kaighley, West Yorks

Ant Attack completed (rescued ten
girls), 48,300
Aftic Atac completed 98%, 52,300

is Innocent completed
Frank Bruno's Boxing beat Feter Per-
fect in 17.86
Fairlight completed
Match Day won Final 13-0 {five minute
halves), 134-0 (45 minute halves)
Saboteur Levels One and Two com-

leted
EnWm 42%
Gunfright twentleth Bandit £48,300
Skooldaze completed

Back to Skool complated

Kung Fu black belt - levei seven
Owver Moscow completed

Pyjamarama completed

Steve Davis Snooker 34 break

Robin Of the Wood gained sword

Starquaka 20,500 sight pieces of core

Critical Mass complated (all levels)

Ping Pong 52,300 Level Five

W?pgﬂ;%:humastﬂmd unarmed

an L] ting

Batman six pieces of batcraft

Paul and lan Franklin, Mansfield,

HNotts

':'gan Waeks in Paradise completed
%

Highway Encounter complated
37,200

" 3:&1!1. Exploding Fist tenth dan
Rambo completed 60,020
Frankie Goes to Hollywood 94%
completed (ia wan the
Finai)
Konami's Tennis beaten singles and
doubles
World Serias Basaball beat computer
90-19 on eas
Yie Ar Kung Fu beaten all baddies

Mouse in Double Troubile

completed
Bruce Lee complated 16 times
122,400
Raid Over Moscow completed

211,300
Dares Wins Il completed 52,680
Hunter 175,160
0.08 54%
That's the Spirit 98
Barry Mcﬁulgan s Boxing beaten
Shamrak O Laary
Pa complated 90,900

Steven Woodward, Harpeden, Herts

Full Throttle first
Way of the Exploding Fist tenth dan

Fighter Pilat

Tomahawk ﬁnbl'rad MmimTwn-
without loss on Ace level
Codename Mat mmplaiad
T.L.L. four sections com|

Match won Final 13-2 |
Back to nearty complated |

Batman one batcar piece nesded |
Jetpac 220,000 | | f

id com|
Pcm" FE; Silverstona 1.08.54,
Brands Hatch 1.18.64, Monaco,

1.58.56, Micro Drive 1.00.46, Monza
1.09.26, Paul Ricard 1,24.58, Cam-

Football Manager First Division and
won FA Cup

Afic Atac BE%

Commando Area Five

Bruce Lee completad 16 times in ona

Saboteur
completed on Level One

Blumbmk‘ns,ﬂﬂﬂEgyptfmlmthird
time

Grean Beret end of harbour

3D Starstrike 500,000
Ghostbusters com
Cavelon fourth leve
Gavin Threndor, Milton Keynes,
Bucks

second go

mm&hﬂ- .'_f:




KNIGHT LORE

Producer: Ultimate

A game that needs little in the way
of introduction. It was first ever
isometric 30 arcade adventure,
and two years on, programmers

are still producing clones.

The player controls Sabreman,
who has to collect charms and
take them to a cauldron room.
Each room contains traps and
problems that require a combina-

UNDERWURLDE

Producer: Utimate

Sabreman is still battling with
danger — this time he's trapped in
a huge underground labyrinth. The
meanies aren’t deadly, but bash
the little hero about nevertheless.
Falling large distances is fatal, and
there are a lot of huge drops which
may be negotiated by riding bub-
bles of volcanic gas, or by using a
rope to get down and across
chasms. Weapons need to be col-
lected in order to get past particu-
larly big meanies, which block
strategic parts of the maze.

THEN

® "Underwuride /s certainly no
Atic Atac Part Three — it's a totally
original game that will kesp you
enthralled for ages. ULTIMATE'S
graphics need no explanation, but
an obvious item missing is the Hall
of Fame (but I'm sure the spare
bytes from this went to a good
causa). ULTIMATE have come up
with another excellent game. |

74 CRASHMarch 1987
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aspeacially liked the volcanic bub-
bles on which you can stand and
ride, and the eagles which carry

you all over the place.

R

After an absence of over ayear, CRASHBACK
makes a comeback. Ben Stone takes a look
back atyesterday’s hits - starting with the top
games that appeared in CRASH early in 1985.
Issues 12 and 13 come under the Stoney gaze
this month, and Ben will be continuing his
retrospective reviews throughout this

year...

tion of logical thinking and sharp
reflexes to overcome. At night,
Sabreman turns into a Werewolf,
and if he doesn't complete his
quest in forty days and nights, he
is doomed to remain a werawaolf
for ever. Poor little lycanthrope!

THEN

@ “Any ULTIMATE game is a thrill fo
unpack and load, but with Knight
Lore !he{llhake surpassed them-
selves. The 3D graphics are so

NOW

® "I must have been one of the
first people to complete Under-
wuride. | played it in all my spare
time until | reached the end, and
what an anti-climax it was too! The
game didn't really offer anything
new in format but it was very com-
pelling. At the time | think we all
overlooked the fact that all in all it

axciti that the fingers are
instantly itching to get at the keys.
The 3D itself is excellent, with mar-
vellous drawing of the walls and
characters. The hidden view idea
has been used very cruelly, so that
a hint may be given of something
nasty crouching behind a stairway
= but you're never sure until it's
too late, The animation is tarrific,
from the smallest detail right
through to Sabreman himseslf
Knight Lore has that magical
ingredient which makes it exciting
to play and watch, and keeps you
on the of ﬁour seat with anx-
ngt}fM IT'S SIMPLY A GREAT

NOW

@ "' Knight Lore was, and will prob-
ably always be, one of the most
rmagnificent games on the Spec-
trum. It was the first 3D game to
appear. Superior graphics are
coupled with magnificent anima-
tion and a subtle sprinkling of
humour, | remember when it first
arrived in the office the whole
place stopped dead while we
crowded round the screen in awe.
As for changing the ratings. | think
most of them still stand today. In
fact | would be inclined to put the
use of computer rating up by a
couple of percent, but we don't
have that rating any more! "'

was just a big maze game with
pretty graphics. There are a lot of
games around today which are
very similar to this, and many of
them involve doing more than just
getting out of a maze. The ratings
should all be put down to the low
eighties or high seventies as the
game has dated considerably.
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First Star/Monolith

Cute hero Rockford tunnels
around 16 different underground
mazes collecting gems as he goes,
Boulders lie around, and problems
are caused when the earth that
supports them is tunnelled away —
they tumble on Rockford unless
he's quick. Nasties chasethe hero,
and they can only be killed by fal-
ling boulders,

Hewson Consultants

Back in the days when Manic
Miner and Jet Set Willy were riding
high in the charts, everyone was
bringing out platform games. This
one had a few innovations which
setit apart from the crowd. Techni-
cian Ted works in a microchip fac-
tory, and has to achieve a variety
of tasks during one working day.
The routes around the 50 screens
that make up the factory are by no
means as straightforward as those
in Manic Miner. Plenty of hazards
threaten to drain Ted's energy.

Wy gu.,
Screens: boutsg Y
Genera| .
et ate o .
Grappico™Puter  gas
Pla 96%

e 4 6%
m‘mlﬂﬂu 5,
V.l]'q.fm. 97%
Overal g.?;"?
|

THEN

® “This ing game is so sim-
pleit's ridiculous! Yet once started
it's impossible to leave it
Rockford is amu animated,
tapping his foot in boredom if you
keep him standing still for too long,
eyes flicking nervously — as well
they might, with all that weight of
stone above his head! The move-
ment of boulders and gems is so
logical, when huge stacks of them
fall it can be a joy to watch. With
the five skill !ew}sh and 16 screens
to play through, this game repre-
sents good value even for the
slightly high price, and [ can rec-
ommend it ta anyone. It's excellent
g;;d lremendously compeliing to

ay. "

NOW

@ “When Boulder Dash first
appeared in my games collection |
couldn't play it encugh: solving the
puzzles contained in each screen
was sometimes infuriating but

THEN

® "The music is the best since
Manic Miner, with two tunes
played with a 'real’ synthesised
sound (and equipped with on/off
facility if you go mad). The
graphics are really wonderful:
loads of detail, animation and
humour, and the timing routines
throughout are perfect, and per-

fectly hard to beat too. There's .

nothing new in Technician Ted, but
the thought that has gone into it is
quite something else. Addictive,
delightful to play and a definite
must.”

NOW

® “Technician Ted had the best
loading screen of the year, in fact
it was the only thing that really
stuck in my mind about it. Looking
at it today | can't really see whr it
was a Smash. It wasn't original at
the time; the graphics are bad and
the game is pretty dull to play. it
shouldn’t really have had such
high ratings. Ni -six percent
u\?eraﬂ fur:ga Je!n;ﬂjy Willy variant
seems silly nowadays. I'd put all
the ratings down into the mid to
low sixties as there are still so
many games around in a similar
vein.”

ﬂulymmp-tu:mugp. the undergrognd

caverns in search of gems-. . .

always great fun. Originality and
humour were probably its main
points — never before had a game
as funny as this been seen on the

m. Today it is still just as
compelling and playable, but it

Elite

Stringfellow Hawke, helicopter
ace and 'nam veteran must pilot
the Airwolf through an under-
ground labyrinth, deep bellow the
scorched sands of the Arizona
desert. Five scientists have been
captured, and Airwolf must goin
and rescue them.

The passages and tunnels are
well protected, with defence
fields, guns and electric barriers.
The helicopter sinks under gravity,
S0 the player must constantly dab
the ‘up’ button to remain airboma.

THEN

® “Airwolf doesn't need Jan
Michael to sell it - the game can do
it all by itself. This is one of the
meanest arcade shoot 'sm ups
since they brought Scramble out
on the big machines. The pace is
violent, furiously fast and will
totally desrmﬁ;;;oar index finger in
the process. game is hard and
aﬂuwsyoummspire—youno
sooner get through a defence ring
and onto another screen with a
%‘gh of relief and NO—it's off again,

rilling stuffl"

seems to have lost a lot of its orig-
inality over the years. The ratings
at the time were justified in being
so high. Now, however, | think that
they should all be put down by ten
or fifteen percent.”

Playabie and m:;teﬁ\l’:ﬂt.

Value fo ,ﬁo"‘mi" 95%
rall ggg‘é

NOwW

® “Airwolf was one of the first
licensed games on the market,
and certainly the best of its day on
the Spectrum. It was very good on
all counts: nice graphics, cute
sound and immensely compelling
and infuriating gameplay. | was
very surprised at how hard it actu-
alfl; was — some people in the
office took more than an hour of
continuous play to get past the
first two obstacles. Unfortunataly
after you had mastered all the
screens (which didn’t take too lon
as there were only twelve of them
and got all the scientists, there
wasn t really any point in playing it
again. Today | still think it is a good
game, but not quite state of the
art. Al the ratings should go down
into the seventies. "'
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Mo 24 Xmas 1985/1986

On Tha Cover Special — our very own
OLIVER FREY occupies five pages. Siar-
quake i mapped and there are soma Fair-
light pokes. We profile aamcone caes,
LLOYD looks back on 1985, ROGER KEAN
faliks 10 Hewsos coNsLLTARTS. Speibound gets
top marks from the reviewers.

Mo 25 February 1088

Dumsw — the profile, and soma rathisr silly
phatos of the team. A chat with the moros-
rrigne duo. A double dose of JETMAN. Gires.
L amsreics bring a Minja 1o the Spectrum.
TEGH NICHE looks at a FORTH add-on and
extensions to ZX BASIC. Zoids narmowly
pips Sweevo's World in the reviews,

No 26 March 18686

HUNTER S chats to the Gals from st smoes.

A first look at the Spectrum 128. What's new

on Micronet B00. Rowasme mosor's Muilifacs

One under scrutiny, Marsport mega-map

and a rather smaller diagram of Gunfright.
Morig,

Thres Weeks in Paradise,
Garmes ang SMASHed.

and Winfer

No 27 April 1966

Massive 23 page Playing Tips Supplement
~ including Zoids and Monly On The Run
maps. 1985 Readers Awards resulis. MEL
CROUCHER Intarview. wwamn resurfaces
and saace are quick on the draw. Round up
of 128K games. A visil to the first Play By
Mail convention. Bomb Jack wows the
Flrv hiwar s,

No 26 May 1986
Update on the Fanzine scene. masrecw
profile and Planets preview. DIY Composite
Video Interface. SpeWbound and 2171240
mapped. Inside caerva's  SpecDrum.
FROMNTLINE Mini-Strategyback,
CRASHTIONMAIRE "85 analysis. Starstrike
s top SMASH of the month.

No 28 June 1886
First PBM MAILBOX and CRASH GAL-

LERY, SpecOrum listing. Homegrown
software, HANNAH SMITH chats to aes-
. Compilations compared. Maps of Cyiu,
Sir Fred, Saboteur and Pans 1 and 2 of Tan-
talus. The GENESIS, BIRTH OF A GAME
Teature gels underwiy.

Mo 30 July 1986

More CRASH/museso  gallery.  More
Homegrown Software. THE BIATH OF A
GAME: some early entries. Mr MINSON
mesls game designers nomess, LLUMA JET-
MAN retumns. Tanfalus, Knight Tyme and
Movie mapped. Ghosts And Gobiing, Jack
the Nipper and Spiitting images receive the

rEviewars acclaim

Mo 31 August 1986

HAMNMNAH goes wrestling and maps Pentag-
ram, Heavy on the Magrok and Jack the Mip-
per al tha same time! A ook indo the Dra-
gon's Lair, Sinclair “LOKI" ryths exploded,
Enmewane interview. PETE TAMLYN starts
his look at Role Playing Computer games.
Wordprocessor round-up.

No 22 Saptamber 1886

GAC reviewed. The Music Box opanad

Mwro.ges’s DAVE PERAY talks about Waily
and Ficky Steels. Rapairng your
QUICKSHOT 2. Dan Dare arfives! Bobby
Bearing, Ghosts and Gobiins, Core, Cybe-
;Im and Action Reflex get the cartographic

abit,

Na 33 October 1986

JON RITMAN = Mr Batrman and Mr Match
Daytells all. The GENESES project: tha prog-
ramming bagins, HUNTER 5 MINSOM goes
missing! Mulli-tracking SpecDrum. COSTA
PANAYA, the man from wosrex, interviewed.
Maps of Dian Dare and Cauldron I, First part
of Equingx and Dynarmite Dan If maps

Mo 34: November 1986

DOM PRIESTLEY, creator of Popeye and
Trapdoor interviewed. Music Machine
reviewed, GAMES DAY report, cweetan's
Sound Sampler sampled. PEM Diplomats
Direciory opened. GENESIS: Kaf Trap pre-
vierw - the Markating Mix explained. Equinox
and Dynamite Dan il maps complated; Univ-
ersal Hero, and Hiiack lald bare,

35: December 1966

DAN MALONE, the arlist behind Antiriad
intarviawed . A ELECTROMIES ralease a ROM-
based wordprocessor. Glider Aicer and
Lightfarce maps revealed. MIDI interface
exagmined. Spectrum Plus Two problems
explained, The Greaf Escape heads a pack
of smashas,

| would like to order the following CRASH BACK NUMBERS. . . .
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No doubt the winter will just be a chilly memory when you
read this. But as | write the snow is still on the ground and
the temperature is still far below zero. This is just the kind of
weather where you can whisk yourself away on the wings of
imagination to the burning dunes of the Desert Rats or the
cosy (well, warm at least) depths of a submarine in the Silent
Service. You don't even need a pair of furry boots and a nice
warm college scarf to keep your circulation going and your
extremities un-frostbitten while tramping across lcemark
thwarting Doomdark’s Revenge. | much prefer winter — it
gives me an excuse to stay indoors with the computer.

Wargames occupy aninteresting place in the field of ‘com-
puter entertainment’ in that they, unlike any other software,
resemble a form of non gaming. This puts them in
avulnerable position. | think it's true that most people would
rather own a boxed wargame, with fine artwork, a solid play-
ing board, hundreds of little cardboard counters and rules
nﬂmbiin? a physics textbook. ‘Real’ miniature wargaming
is something of a separate issue, with its own mystique;
computer wargames, or most of them at least, owe their
game mechanics to the board wargame.

A traditional board game offers many associated advan-
tages. Already mentioned is the covetous pleasure of owner-
ship; and the simple act of pressing out and sorting of the
2,356 counters is an afternoon’s absorbing enter-
tainment in itself. Not to mention the masochistic delight
with which the true wargamer approaches the rulebook. The
disadvantages of board wargaming are; the need to spend
lots of time playing them, the necessity of finding someone

Producer: PSS
Retail Price: £12.95
Author: Rome Software

Mothing less than the rise and fall
of the Roman Empire, managed
over several centuries and possi-
bly millenia. is the subject of this
unusual game from pss. The game
concentrates on simulating the
broad sweep of Rome's military
conguests in the early stage of the
game, then its struggles to keep
control of its captured provinces
against native uprising and the
increasingly likely threat of civil
war. Details of individual battles
are not gone into, and military
decisions are limited to very
broad-based movement of units

lead the legions?

from one country to another. But
the player has control over

OXFORD BLUES

ANNALS OF ROME

Time to invade one of the four neighbouring regions . . . but who will

THE

NTLINE

with Philippa Irving

else to play with you, and the inconvenience caused by hav-
ing to leave the game components set up between sessions.
One inspired bound by my cat Gabrielle once sent Napo-
leon's armies flying spectacularly across Europe!

A computer wargame like Desert Rats gets round these
problems, and it's obvious that complex board games of this
sort are the ideal type of traditional game to be translated
literally to computer. But to overcome what’s lost in transla-
tion, computer strategy games should make more of an
effort than we usually see to exploit the unique opportunities
for enhancement. Admittedly memory is always going to be
working against the game designer, especially on 48K
machines such as the Spectrum. | would like to see more
thought put into packaging and presentation for a start, and
more of the game's 'hidden rules’ - the equations determin-
ing the outcome of combat, for example — explained. Just
because the r does the work of dice-rolling and
meodifying, it doesn’t mean that the player does not wish to
know what is involved.

Of course I'm talking about one particular type of com-
puter wargame, and I'm not forgetting that there are other
strategy games reviewed in FRONTLINE which belong more
in the computer-only camp. But the particular charm of what
the computer can do - rolling dice, doing sums and pretend-
ing to play a game with you - is ideally suited to merge
usefully with the appeal of board wargames. This contrasts
with the sheer fallacy of role-playing on a computer, which |
ﬂndl;mbocauu of lack of space, | will have to talk about next
month.

strategic factors influencing politi-
cal stability and long-term military
success, such as the appointmeant
of legates, tribunes and regional
commanders, the setting of the tax
rate and the option of bribing the
army to remain loyal if a revolt
seems to be brewing.

Unlike most other games from
pss, Annals of Rorme has no arcade
element, and does not take place
in ‘real time’. The enormous time-
scales involved would make either
of these factors ridiculous, but it
must be said that having high
BASIC content (and being alarm-
ingly easy to break into — on my
copy at least) there ara parts of the
game which are close to being
maddeningly slow. It is the kind of
highly strategic, abstract game
which may not be too affected by
a slow processing speed, but the
moderately impatient may find
that it detracts from playability.

The main map display shows
Europe approximately as it was
divided at the time of the Romans,
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rather squashed into a comer by
two panel displays. | say approxi-
mately because of course the
political map of Europe changed
regularly from 273BC, when the
game starts, and as far as I'm
aware it's possible to carry on
playing Annals of Rome inde-
finitely. This is an unavoidable
simplification, but it does typify a
flaw in the idea behind the game
design. There are twenty-eight
states, including [Italia itself -
which you control from the in-
ning. Possessions of the of
powers are shaded in a pattern
distinctive to each race, though
there is no index or description of
these ‘fillings’ in the manual. The
Romans do not have a pattern,
and the visual impression created
by this is that the Roman conquest
of Europe made the continent look
a lot tidier! The countries are not
identified by name, unless there is
no overall ruling power in the area,
but a corresponding map in the
manual does the job and prevents
the screen becoming too cluttered
with information. symbol on
each country shows either the
military strength established in the
area (if it is over 10,000) or the
‘code’ of the ruling power. An
unnecessary complication arises
when you start to conquer ter-
ritories for yourself; Roman forces
are displayed in units of 5,000. An
over-large message window
below the map throws up informa-
tionin a computer-controlled fash-
ion. The player has no real control
over the smuanoa of play or the
accessing of information, but this
doesn't make itself felt; the com-
puter-generated sequence s
complicated enough.

The game opens with a series of
‘football results’, which tell the
player which powers predominate
{and where) in “the known world
circa 273BC." A detailed break-
down of each country's population
is then given, and this information
Is updated at the beginning of
every tum. Most countries are
occupied by more than one race,
although in normal circumstances
only one has any military strength.
Every time an army captures a pro-
vince it brings with it a small core
of its own people, which expands
if the occupation prospers, or
dwindles away if another power
captures the territory. Vestigial
remains of former occupations
have absolutely no effect on the
gameplay — the only thing that
really matters is the strength of the
native population in a nation's
homeland, because for several
turns after you capture the territory
they will be persistently revolting—
but it is an interesting touch of
authenticity.

The economics phase which fol-
lows requires the player to set the
tax rate between One and Two. A
high tax rate will increase income
(and so provide more money to
spend on the army, ich
increases recruitmant — | think) but
it will also trigger inflation, shrink
your population, and make you
unpopular. Once the rate is
selected the recruitment figures of
that game turn are displayed in a
confusing manner, and other facts
and figures are updated. This
phase is rather badly presented
and does not merge smoathly with
the main body of the game, partly
because it is hard to see how the
player's participation affects its
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Humbie beginnings
opposing nations listed below the map

outcome.

By contrast the next strategy
phase is fascinating; the player is
presented with a list of twenty-one
personnel, all of whom start out in
Italia as senators. The senators are
individually named in a convincing
fashion — although historically
Romans had three names, not two
— and their age is displayed with
two figures which denote their
ability, which never chanﬁes, and
their loyalty, which can fluctuate
depending on how they are
treated. When more than one ter-
ritory is controlled, the assignment
phase enables the player to trans-
port any number of officers all over
the empire, and to change the gov-
ernors of any province which
might be a breeding-ground for
rebellion. In the later stages of the
game the assignment phase is of
the highest strategic importance.
Officers with good ability ratings
are best saved for leading armies
into combat, because loyalty is far
more important than ability when it
comes to choosing governors, If
the popularity rating has fallen
below zero, effective organisation
of the empire has collapsed and
the personnel assignment phase
no longer occurs.

If a governor does decide to
rebel, and more than one may do
0 at once, he will rampage across
the empire = and, mysteriously,
across unconquered territory —
towards Rome. Rome has the
option of mobilising loyal forces in
other territories against the
advancing rebels, but unless the
rebel army is very weak this is usu-
ally a waste of resources. When
arriving in Italia a battle is fought
between the rebels and the loyal
army there, and if the rebels win,
their leader is proclaimed Dictator
and the player thereafter takes his
side. Apparently later in the game
an Emperor can arise, though |
can't say I've got to that stage yet.
Civil war is absolutely devastating,
because it wastes army resources
and leaves hitherto secure ter-
ritories without any occupying
strength.

The longest and most important
phase gives you the opportunity to
vacuum-clean Europe in the name
of Roman imperalism. Unfortu-
nately this is where the game
siows down — the manoeuvres of
each territory are handled in tum,
and the player has to watch while

provinces belonging to enam
powers plod laboriously throug
their moves one by one. There are
twenty-eight countries and the
player starts off controlling only
one of them; that means about five
minutes of watching what the rest
of the world is doing. Although it’s
important to be able to see what
other races are up to, the execu-
tion of this part of the game is
clumsy. unprofessional (especially
by pss's standards) and infuriating.
Just a littte more speed would
have added an edge of playability
to the combat phase.

When it is alia's tumn at last, the
player is presented with infarma-
tion about his own military
strength and those inthe territories
immediately adjacent. You can
move troops into any one adjacent
territory in an attempt to captureit,
or you can choose to do nothing.
There are three types of troop:
Legionnaires, the  excellent
fighting units of the Roman army;
Auxiliaries, who are non-Romans
acting as support for the legion-
naires; and Limitanei, fixed garri-
s0n troops who cannot be moved.
Auxiliaries and Limitanei are
recruited from captured territories.
The player starts with a number of
legionnaires, who, with a combat
value of ten, are at a tremendous
advantage compared to all the
other armies in the ring. An army
has to be led by at least one officer,
chosen from a displayed list of
persannel. Combat with the army
in the territory you are intending to
capture is resolved immediately,
but represents the outcome of a
struggle for power that has gone
on during the period of years rep-
resented by the game turmn. Some-
times, but not often, the conflict
remains unresolved until the next
game turn. If the Roman forces
triumph (as they usually do in the
early stages), the province comes
under the player's control
immediately, and if that country
has still to have its tum, there is
nothing to stop a march onto ter-
ritories adjacent to it.

The sequence in which the
countries move is random, but it
determines the structure of piay.
If, for example, you march 30,000
legionnaires into Alpes in the first
turn, whether or not you can pro-
ceed to capture Gallia in the same
turn depends on whether Alpes
has had its turn. It's therefore pos-

sible to capture several territories
in the first turn, or possibly only
one. This artificial limitation is
unrealistic, considering that some
of the game turns last twenty-five
years, there is clearly no reason
why troops could not march
onwards without restriction if the
way is clear. Something of this sort
happens in the civil war phase, and
although it would have required
more thought to make flexible
movement work in the combat
phase, planning campaigns would
have been easier and the game
would feel less abstract.
Annals of Rome comes sub-
stantially packaged in pss's usual
laudable style, though the cover
art is excruciating. And although
the instruction manual contains
the sort of ‘game-mechanics’
information that | would like to see
more of, it is organised in a most
unhelpful manner. Well-written
and authoritive background adds
immensely to the atmosphere of a
wargame, which has after all, to
compromise on its on-screen
appearance. Annals of Rome
shows no sign of lack of research
or absence of a fesl for the histori-
cal period, so it is disappninling
that the authors don't share their
knowledge with us in the manual.
| must say that | like this game
very much, despite its faults of
presentation and the painful slow-
ness of the combat phase. There
is something in the idea of recreat-
ing the entire sweep of Roman his-
tory that captures the imagination,
and vacuuming Europe at the start
of the game is very satisfying
indead. gut | suspect that later on
it becomes impossibly frustrating,
as hordes and hordes of
technologically advanced Goths
and Vandals and Huns steamroll
gguﬁr legions in ridiculous num-
, no matter how well you play.
It is a game that ultimately, you
can't win.

PRESENTATION 49%
Slow without excuse, and some-
how the successiva phases feel
tacked togather.

RULES 60%

Some interesting material in the
manual, but it is ill-organised and
difficult to consult. There is a lack
of historical material.

PLAYABILITY 85%
Despite all that, it is compulsive
and fascinating.

AUTHENTICITY 86%
Without question the authors have
a deep understanding of the his-
tory of Rome, and this is imparted
in the feel of the gameplay.

OPPONENT 50%

Other races show a lack of com-
mon sense, and will attack against
impossible odds. However,
because of the nature of the game
there is not much scope for intelli-
gent opposition anyway.
VALUE FOR MONEY 75%
While | feel there's a lot of game to
be got out of it, £12.95is too much.

GRAPHICS 70%

Somehow they don't quite work;
too elaborate to be called func-
tional, and too messy to be
cosmetic.

OVERALL 85%

The sum of this game is greater
than its parts and | have to rate it
highty.




SILENT SERVICE

Publisher: Micro Prose
Retail Price: £9.95
Author: Sid Meier

Some wargames take a very long
view of their subject matter, cover-
ing a campaign taking place overa
period of years. Others zoom in a
little closer and recreate the strat-
egy of a single battle. At the micro-
scopic end of this spectrum is the
‘war machine simulation.’ if you
think about it, there can't be a
more detailed wargame than one
which allows you to press the but-
tons. And Silent Service, a sub-
marine simulation set in the Sec-
ond World War, places itself firmly
in the category of wargame simu-
lation. There's not so much
mechanical apparatus that the
military scenario is obscured, and
not s0 much ‘Jap-zapping’ that
the lllusion of authenticity is lost.
Conceptually, Silent Service has
got it just right.

However the implementation
falls something short of the prom-
ise of the game design. | haven't
seen Silent Service on other
machines, but from playing the
Spectrum version | can tell that it
has been translated from a Com-
modore. There's a style of design
which shows that this is a too-lit-
eral  Spectrum  ‘translation’;
chunky graphics, wide spaces,
large lettering, joystick fixation.
The trouble with such transiations
is that they tend to look slightly
tatty around the Spectrum edges,
and Silent Service suffers from
this.

The quality that is most lacking
is atmosphere. There is too much
‘number-crunching,’ and there's a
lack of sound effects - there are a
faw, but those which exist seem to
highlight the deficiency (this is
made worse by the long list
describing them - for Amstrad
owners | suppose). Despite the
Spectrum's  well-known  limita-
tions, | feel that more attention
ought to have been paid to sound
in a submarine simulation. The
silence of the Silent Service
ceases to be interesting when it's
a default mode occasionally inter-
rupted by squeaks and scrapes.

Silent Service is supported by
superb instruction, including
detailed historical and technical
information, and diversifying into
maps, diagrams and charts. With
a game like this, interesting and
informative documentation is
extremely important. It's unfortu-
nate that the physical format of the
‘manual’ is so inconvenient; two
of those large sheets of glossy
paper which are supposed to be
folded fifteen times into the cas-
sette box, and quickly get tatty. In
the form of a booklet these instruc-
tions would have been a joy to
consult, but as it is, it is very
difficult to find things. Format
aside, the instructions contain
descriptions of the multiple stages
and scenarios, technical informa-
tion about the history and ‘real-
life’ use of equipment simulated.

There are three types of
scenario; Practice, Convoy
Actions and War Patrols. The
Practice scenario puts your sub-
marine near the Midway Allied
Base, surrounded by a number of
empty cargo ships which have
been anchored in place so they
can't run away. This scenario
allows you to learn how to operate
the controls of the submarine, and
how to aim and fire torpedos effec-
tively. Though this option is mostly
useful, the moored ships do have
the irritating habit of drifting, mak-
ing it difficult to keep a good angle
on the bow. The Convoy Action
scenarios put you in specific his-
torical situations. Somewhere in
the Pacific you are faced with a
convoy, and you are equipped
with a submarine appropriate to
the time of the encounter, It is
much more difficult to attack a
maving, thinking target effectively.
Every wargame has a scenario
which really counts, in this caseit's
the War Patrols. This option allows
you an initial fifty days of fuel and
complete freedom of the South
Pacific. By roaming across alarge-
scale map you have to locate your
own convoys and deal with them.
The aim is to sink the maximum
possible tonnage of Japanese
cargo ships.

On top of four basic ‘skill leveis’

— Midshipman, Lieutenant, Com-
mander and Captain, difficulty is
also controlled by what the game
calls ‘reality levels.' For example,
the player can choose whether or
not to have limited visibility, or the
possibility of the occasional dud
torpedo. Skill levels like this which
directly influence gameplay are a
good idea, and one of the many
satisfying touches of Silent Ser-
vice. On the War Patrol scenario
the player also has a choice of his-
torical submarines which, fully
described in the instructions,
reflect the innovations which were
added to submarines as the war
progressed.

The first two scenarios merely
land the player's submarine at the
appropriate location, but the War
Patrol opens with a large scale
map of the entire South Pacific.
There is certainly no shortage of
convoys, and finding them is not
at all difficult. There is a map to
indicate the shipping lanes where
the more valuable targets —oil tan-
kers and troop ships — are likely to

A quick scan of the engineering screen indicates that all is well

Only one torpedo on target, but it's enough to cause an oil slick

TORPEDO DATAH
TARGET RANGE :
TRARGET SPEED:
ANGLE ON BOW:
LEAD ANGLE:
TARGET COURSE:

TAHNKER

T0O ihi S

be found. You can then zoom inon
the map to four degrees of mag-
nification, which will eventually
show your position relative to the
other ships in the vicinity.

Internal control of the submarine
is based around a picture of the
conning tower, complete with a
picture of a man who | suppose is
intended to represent the player.
For some reason | found this
screen slightly disconcerting. It
seems to take away the perspec-
tive of immediacy, as if the simula-
tion allows you to leap in and out
of your own body. The conning
tower screen's main function is to
act as a visual menu for joystick
control; by moving the man to vari-
ous positions about the tower,
other screens can be selected with
the fire button. There are direct key
presses to bypass all this if you
wish. The game is pausad while on
the conning tower, so to get things
going you have to be doing some-
thing else. Climbing a ladder takes
you to the bridge screen, which
dllows a literal view of the sur-
rounding seas and provides infor-
mation about visibility conditions.
You can spot distant ships off the
edge of radar range as you sweep
around 360 degrees with your

binoculars, but on the whole it is
safer to dothat from inside the ship
through the periscope. The peris-
cope can operate up to a depth of
44 feet (if you remember to raise
it), and can rotate through 360
degrees — also independent of the
submarines’s bearing. The peris-
cope screen is vital when it comes
to sinking ships, as it identifies
targets when they are entered on
the periscope's crosshairs, and
provides information about the
speed, bearing, distance and
angle on the bow. Other screens
show a panel of instruments relat-
ing to the condition of the sub-
marine itself and a damage report.

Manoeuvring and positioning
the submarine is not too difficult,
being largely a matter of turning
the hull by means of the rudders.
There is no need to be pointing at
targets in order to fire torpedos at
them. The periscope crosshairs
aim, and a handy device called the
torpedo computer calculates a
course for the torpedo, based on
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the speed and bearing of the
target. If you wish, you can turn
this off and try to do this calcula-
tion yourself — though | wouldn’t
advise taking on this extra diffi-
culty. While | have faith that the
program knows what it's doing
underneath, the visual confirma-
tion of torpedo strikes is disap-
pointing — and often ambiguous. It
Is reasonable that some torpedoes
which appear to be heading
straight for a target don't cause a
strike, because it warns in the
instructions that there were some-
times faults in the mechanism. But
| become cynical when the tor-
pedo appears to shoot neatly past
a ship—and then hits it anyway! All
hits are accompanied by stunning
silence, and a hit to the submarine
is indicated by the corny (and dis-
linctlr un-submarine-like) device
of a flashing margin.

Japanese convoys are accom-
panied by destroyers. The idea is
to attack the destroyers first, then
Bick off the helpless cargo ships.

nfortunately the convoys tend to
scatter when you make your pre-
sence known, making the chase
frustrating and time-consuming.
Thera is a facility to speed up time
- as the designer points out in the
instructions, real submarine pat-
rols and encounters could last for
hours — but on this version at least,
it doesn't seem to work particu-
larly well,

e designers of this simulation
have done a good job in f‘rl‘ting an
ambitious game environment into
a little 48K Spectrum, and to be
honest it's hard to find anything
wrong either with the idea or
implementation. It is certainly an
impressive piece of software. And
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yat, despite being someone who
loves simulations of anything
(especially with lots of buttons to
press and technical detail to back
it up), | feel uncompelled by Silent
Service. This is disappointing,
because with just a little tweaking
(and extra bytes, | suspect) it could
have had that extra something. I'm
afraid I'm going to have to close
another review wishing for a 128
version . . . no doubt to the irrita-
tion of 48K owners.

PRESENTATION 85%
Smooth, apart from a slight
Commodore accent . . .

RULES 90%

Wonderful, detailed, atmospheric,
informative — etc, but in a most
irritating format

PLAYABILITY 70%

Nothing much interrupts the
playability, it's just rather dull
AUTHENTICITY 79%

The documentation is excellent
but the 'feel’ of the simulation, and
the lack of sound, detracts

OPPONENT 72%
They act predictably, but are
sometimes genuinely menacing

VALUE FOR MONEY 80%
There is alot in this for your money

GRAPHICS 81%

Attractive, but the enemy ships
look weedy and there’s the usual
simulation "blank space’ syn-
drome

OVERALL 80%

Professional, impressive and wide
in scope

ions Lid., "
London SE3 7TL. ©

This is a new section of
FRONTLINE which steps on the
Girlie Tipster's toes ever so
slightly (sorry Hannah). | intend
to publish

sted winning
strategies for game likely to
be reviewed in column. I'm
starting out this month with tips
for Annals of Rome hot from a
certain Philippa lrving of
Oxford, but I'm looking to YOU
to send in your own reports from
the \Tm front - starting from
now

It's essential to be aggressive
right from the start, or your empire
won't be large enough by the time
the first really tough enemies, the
Dacians, arise. Your legionnaries
can demolish any of the other
races at first, so don't be put off by
the size of the Gaulish empire.

A good first move is to capture
Alpes with a a large number of men
= 30,000 or more, Following that
march straight on to Gallia, leaving
a minimal force defending Alpes.
This cuts off the source of the
Gaul's strength, aggressive

expansion during the next couple

of turns should then eliminate
them completely.
During the early stages, never

leave Italia defended by less than
20 units, otherwise you're asking
for Rome to be sacked.

Leave the capture of Gracea
until you are st r, for the
Macedonians are difficult to over-
come when they revolt.

trate your forces on
homelands, leaving safe pro-
vinces under the command of one
unit only (as long as they're sur-
rounded by friendly territories).

Always choose loyalty over abil-
ity when assi?nin Governors, and
save those of high ability for lead-
ing armies into enemy territory.
Don't let forces build up too high iIn
any territory, or even the most loyal
of commanders may be tempted
to rebel.

Never raisa the tax rate above
One, it isn't worth it as popularity
is of prime importance.

Watch out for the Dacians!
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Franco Frey gets out
his SHUGARTS, won-
ders why ALAN
SUGAR hasn’t pro-
duced a disk system
for the Spectrum, and
gets to grips with the
DISCIPLE - the best
thing in terms of disk
interfaces since the
(now unavailable) OPUS DISCOVERY.

PURE GOSPEL

With the demise of the orpus Discovery, the Spectrum world has
slipped back into a dark and diskless existence. Any hope of upgrad-
ing the current cassette-based games market with a user-friendly
diskbase format, is quashed by the lack of a standard disk operating
system for the Spectrum - nratlnnntnmmnl'sgmpwlysupportad
hy the orlghal rruru.rl‘ncturor. Sir Clive himself originally drove a nail
m's coffin by introducing an unsuccessful upgrade
In Iha form of the Microdrive - this time it's good old Alan Sugar
who's slipped up, by not prouidin%mcluk system with the Spectrum
128K Plus 2. Plans may be afoot, alas, they're far too late.
Along comes Alan Miles from miLES GoRDON TECHNOLOGY to show the
big boys what ought to be done, by introducing the Disciple - which
takes off where the Interface One fell short. Couild this be the begin-
ning of the New Testament?

The Disciple is everything the
Interface One should have been —
and more. The multi-purpose
interface provides a disk interface
for any two sHuGART (SA400) com-
patible 3 inch, 3.5 inch or 5.25 inch
disk drives, a fully supported Cen-
tronics printer interface, two joys-
tick ports and a local network sys-
tem. In fact, most of the things any
serious or games playing

trum user would love.

PHYSICAL

The Disciple could be mistaken for
an over-large Interface One. It
plugs into the interface edge con-
nection of the Spectrum and acts
as a wedge-shaped support for
the keyboard,

DISK HERE,
DISK THERE

Any single or double disk drive
may be connected to the Disciple
- as long as it meets with the
sHUGART standard 34-way bus.
Digging around in the office pro-
duced a cumana double disk drive
for the BBC which worked a treat.
The operating system can be con-
figured with the help of a utility pro-
vided on cassette. This program
enables the user to give all the
details of the system, including all
the parameters relating to the disk
drives including the number of
drives, tracks, sides, and the step-
ping rate in milliseconds. It then
goes on to ask about the printer
and the networking configuration.
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Once satisfied, it formats a disk (in
single or double-density format)
and saves the system with the new
settings. Boot-up from then on is
simple.

On booting-up the Spectrum,
RUN is performed and the system
file is loaded from disk. Ready! The
utility may be saved to disk for any
future upgrades to the system,
and with this done the boring cas-
sette work can be forgotten.

SYNTAX

The operating system is an exten-
sion of Sinclair BASIC. To direct
the commands to the disk drive,
the BASIC command must be fal-
lowed by a Syntax Operator,
which is either D1, D2 or D7, the
latter accessing the last drive in
use. Typing a capital D ensures an
automatic display of the catalogue
after the command has been per-
formed, otherwise a lower case d
will suffice. A normal file access
could read like this:

LOAD D1 “SAMPLEFILE"
Ex-Microdrive users with the
knack for convoluted commands,
will ba pleased to know that they
can continue to use the Microdrive
syntax. Apart from the usual

SPECTRUM EDGE CONNECTOR

PRINTER INTERFACE

INHIBIT BUTTON
SNAPSHOT BUTTON

LOAD, SAVE and VERIFY, the cas-
sette-based user will have to
include such instructions as FOR-
MAT, CAT, ERASE and COPY into
their repertoire. FORMAT D1 for-
mats the disk in drive 1 in double-
density format, FORMAT SD1 in
single-density format. CAT 1 dis-
plays a directory of the contents of
disk drive 1 in extended form, giv-
ing such details as program
number (generated by the disk
operating system), the filename
(up to ten characters long), the
number of disk sectors used, the
type of file (BASIC, Code, Snap-
shot, Screen, Microdrive file,
Specials, data array or character
array) and finally the starting
address of the file and the number
of bytes used. CAT1! calls up an
abbreviated version of the direc-
tory.

To save keyboard work, a file
can be loaded using the program
number designator generated by
the directory system. If the 'sim-
ple’ CODE was number 5, the file
can be loaded with a LOAD p&
command.

As with any respectable DOS
the Disciple recognises wild-card
flenames. These can contain ?
symbols representing any charac-
ter and * symbols representing any
Euantity of characters in the name.

RASE D1 "DEL"" erases any files
starting with DEL such as " DELTI-
TLE" or "DEL". “ERASE D1
“filename" delstes the file from
the disk directory of drive 1.
ERASE D1 “name1" TO “name2"
renames a file "“namel” to
“name2”. COPY D1 “namel1" TO
D2 “name2’ copies a file from
drive 1 to drive 2 and renames it
“namez"'.

The Disciple has an auto-load
file feature. When booting up the
disk system with an initial RUN
command, Disciple searches on
the system disk for a file with the
name “Auto-lpad" and loads and
executes it automatically. All that
is required is to rename the desig-
nated file "' Auto-load"'.

PRETTY PRINTER

The Centronics parallel printer
interface on the Disciple provides
the Spectrum with the choice of
dot matrix or daisy-wheel printers
—the printer port is fully supported
by the system software, and initial
configuration is affected via the
Utility program. The Spectrum's
normal printer channel (ZX printer
or ALPHACOM) may be used, or
the Centronics port brought into
play. The number of line feeds, as
wall as the number of line spaces
before the left hand margin and the
?raphnc characters to printed

or £ and ? allhave to be specified.

If the printer recognises EPSON
type command codes, the system
doesn't have to be configured any
further, as the operating system
uses default values. Otherwise all
the necessary printer control
codes can be input for printer
initialisation, character pitch, line
width as number of characters, n/
72 inch line spacing, normal line
text line spacing, bit image
character mode for user defined
screen graphics, and any other
extra control codes for the printer
used. The operating system rec-
ognises all the usual Spectrum

- —
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print commands such as LPRINT
{including TAB and AT syntax),
LLIST and COPY SCREENS.
Experiments with a CANON PW-
1156A printer proved immediately
successful — to be able to print out
a screen dump without messing
about with printer control codes
was little short of a miracle!

TO SHARE AND
SHARE ALIKE

Two network connectors allow
Spectrums equipped with Disciple
to communicate with each other.
There are basically two modes
available: the Shared Access Net-
work that allows up to 62 users to
access the printer and disk drives
of the master machine, and the
Independent  Station Network
which provides file access to indi-
vidual users each equipped with
their own disk drives and printer.
In each case the system file has to
be configured so that the system
can recognise whether a station is
the master machine, and what the
station number of each machine
on the network is. If a Shared
Access Ne‘twa:-rk is set up, the
users only nead to input their sta-
tion number with a FORMAT N9
{for station number 9) command.
Sending a file “TEST "to station 9
involves loading it from disk with a
LOAD D1 “TEST" command and
transmitting it with a SAVE N9
command. NO specifies a general
broadcast, which can be picked
up by any station using a LOAD NO
command

JOYSTICK

Two Atari-compatible joystick
ports are available on the Disciple.
The right-hand port is used for
single-player events. If a commer-
cially-produced program asks the
user to select Kempstaon or Sinclair
mode, either option may be cho-
sen, The left hand port supports
only the Sinclair mode for two
player games. The joystick ports
da not have to be configured prior
to use.

CHEESE PLEASE!

The SNAPSHOT button enables a
‘phumgraph' to be made of the
antire Spectrum 48K memory so

Deja Vu! Another paper version of a favourite screen image,
this time created with minimal effort with the DISCIPLE

that the memory contents may be
saved to disk. The main use of this
facility is the conversion of cas-
sette-based games to disk for ‘in-
stant’ load. To avoid pirating, a
barrier has been set up in the
operating systam which prevents
SNAPSHOT files being copied. At
any given point in the game, pres-
sing the button pauses the prog-
ram and transfers the contents of
the memory to disk in a SNAP-
SHOT file, which may be renamed
at a later date. A further function is
provided: by pressing CAP SHIFT
and the SMJ{JPS button the
current screen is dumped to the
active printer port = excellent for
mapping games!

NO INHIBITIONS

To avoid serious clashes with
other peripherals the Discipls pro-
vides an INHIBIT button which de-
activates the operating system
and shuts down the disk drives.
The system can also be tumed off
with an OUT 31,0 command, and
stays off until an OUT 31,16 com-
mand is received. In all cases the
printer and joystick ports remain
active.

A point to note is that should the
Spectrum be reset with the com-
puter's RESET button, the Disciple
retains the operating system in its
memory. So rather than reload the
system file from disk, a simple
OUT 123,0 reinitiates the operat-
ing system.

CAN | HAVE ONE!

The Disciple is excellent value for
money. It not only offers an
extremely versatile disk and
printer option for the Spectrum,
but also includes the facility to
transfer commercial cassette-
based software to disk. The man-
ual is concise and informative. The
fact that everything works first
time (including the dreaded busi-
ness of dumping screens to the
printer) shows that this is a well
worked out design. Well done
Miles Gordon!

Producer: Rockfort
Products, 81 Church
Road, London NW4 4DP
Price: £89.95 inc VAT
Tel: 01 203 0191
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THE NEW WEEKLY POP MUSIC
INFORMATION PACKAGE ON CASSETTE
FOR YOUR SPECTRUM 48K/128K

FIRST ISSUE OUT FEB. 6th 1987

To order your SHAKE write to: SHAKE, SUITE 3.2, Dept. CR, EPIC HOUSE,
CHARLES STREET, LEICESTER LE1 35H, sending cheque or posial ordar,

| enclose £1.48 for the current issue of SHAKE
O enclose £7.25 for the next five issues of SHAKE.
v/ Tick as appropriate.

Mame...........
Address.
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Currently available issue dispatched for all ordal‘s unl'ess nthgrwuse stated
Postage free within UK. Europe and Eire add 30p postage per issue ordered.

Rest of world add £1.20 per issue for airmail
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This month Jon Bates
looks at a real-time
midi recorder, an on-
screen editor for the
CASIO CZ series of syn-
thesisers, and a new
drum kit for the Spec-
drum. He also ans-
wers a few queries
about interfaces.

REAL-TIME
MULTITRACKER

The Micon interface from XRI
SYSTEMS is an adaptable little
fellow, which seemingly can tum

its hand {or port) to anything. It was
reviewed in these hal pages
when it was a step-time recorder
and now there are plenty of other
programs available for it.

As you should know, a real-time
recorder turns the Spectrum intoa
mutti-track machine for any midi
keyboard. xmi's Multitracker prog-
ram does just that with a reasona-
ble degree of efficiency. It works
like this. Anything you play up to
250 bars long, monophonic or
polyphonic, is recorded first in a
working buffer, You listen to this
and decide if it is fitting for your
needs, and any minor timing cock-
:g;can be rounded up by a defin-

quantization. Having listened
to it and ascertained that it is suita-
ble and comect, the section
recorded is then allocated &
saquence number and name, and
transferred to a storage buffer/
encea file.
beaiion T Ve Scri s Tk I
on in the song: this is
camried out on the "track control’
soreen. The tracks, all eight of
them, are scanned from left toright
with track number one at the tap of
the screen and track number eight
at the bottom. Let's assume you
have a bass-line already recorded
into the sequence file that you
want to put on track number ona.
Move the cursor to the baglnnlnq
of track one, bar one, and enter ‘a
for add: the prompt then asks
which sequence number you
want, if you can't remember, anter
‘s’ and the sequence file will over-
lay itself and remind you of their
namas and number. If all is well,
the bars visually fill themselves up
w turning a d ting shade of
low) and name themsalves with
the allotted name of the sequence.
Play back and listen — Okay? Then
back to the record screen and tell
it that you are about to overdub
and want to hear track one while
you record another sequence. And
50 on. Mid-flight patch changes
are sasy enough and have a sepa-
rate file that allocates a letter to a
patch. Just to keep in order,
the working screen for any func-
fion always shows the current file-

name/song-name in the memory,
the amount of memory left, b:y‘!s
per minute and sync status.

After a few hours of doodling
around, | realised that to get the
best out of this program, you need
to concentrate very hard on the
way you plan your piece. The

ing of a sequence s termi-
nated by entering 'x'. Get this
wrong and your sequences will
form a useless musical mash —and
the only way to fix a duff sequence
is to re-record it

The sequence Is only recorded
on channel one of midi, so this
could mean that as mu get further
into your piece you have to record
and judge the sequence initially on
the wmng}riwnd. Once recorded
you can allocate the playback to

channel and o what

(patch) it will play back with.
Individual bars can be inserted,
deleted or repeated, but sections
cannot be repsatad (silly really),

Multitracker will respond to
axternal midi pulses from a drum
machine, and it has metronome
features which can be designated
to any note on the keyboard. This
is thoughtful, as some other
saquencers metronome
notes that clash horribly with what

are trying to play. It has a Midi
unction Cut that enables you to
maximise on the memory space,
by defaulting on unnecessary midi
information: l.e. pitch bend, note
velocity, systems exclusive etc —
but you do need to know your midi
mal codes. The documenta-
tion could have included a copy of
the common codes as it would
save novices hours of resesarch;
most synths have poor documen-
tation in this d t.

The version | had did not comres-
pond exactly to its documentation,
but | understand that yours will.
Virtually anything can be done with
the Multitracker, but | do have a
few reservations, like the lack of a
repeat function and track Lt
would have been nice, too, to have
a visual edit facility for the working
buffer sequence that enabled you
to knock out the bum notes and
rests to avoid tears and tantrums
at the recording stage. But all in
all, this is a very comprehensive
packags.

CASIO CZ EDITOR

if you own a casio CZ Serfes synth,
another xrI program will allow you
to see all the wvoice parameter
information on screen. This is
really useful, as editing new
sounds of your own creation
raquire an hantine memory for
figures — or else you wear fingers
down to stubs on the synth cursor
buttons. The eponymous GCZ
Editor will also plot envelope
curves for each parameter. Saves
lots of time and lets you see what
you're doing all the time. There's
more. It comes with a voice library
bank file. | could never understand
why casio limited the voice stor-
g to only 18. Even the larger

s are very imited on memory
co with their rivals. Mind
you | could never understand why
they put their synths out with a set
of really naff voices that really

don't do the thing justice at all. Life
is full of mysteries! xm's library

enables you, the Spactrum
owner, to enjoy 128 voices at any
time, sending them to and from the

synth individually or in blocks of
16. The whole library can ba re-
ordered to suit you, like all XRI's
Eam it Is microdrive compatible.

or a few more pennies you can
buy 100's of new voices for the CZ
from xnu.

By the way, did you know that
the CZ can made to talk in 4
voices at once? You didn't. Well

wouldn't unless you control it

m a sequencer. Good fun that.

Both the multitracker and the CZ
Editor will work only with the Micon
interface.

The Multitracker will set you
back £38.95, the CZ Editor£22 .95,
and the interface £49.95.

XRI SYSTEMS are at: 10 Sun-
nybank Road, Wylde Green, Sut-
ton Coldfield, West Midlands B73
5RE. Tel 021 382 6048,

AFROKIT
Bored with your
polm more life
into them? Gone iiatah;gs with the
Latin Kit? Not got a sampler, sh?
Can't read Simons' programs?
CHEETAH proudly present the
Afrokit. Generate a jungle in your
bedroom. Send will mes-
to the primitive tribes of the
Ludlow rain forest (Some day Il
tell ﬁcl'.u'ust how primitive some of
Mr 's habits are, not to men-
tion The Girlie Tipster'sll). The
eight new instruments are:

Trunk: a 'double hit' deep sound,
like a gy gun shot.
Buash(WHAT!): a high pitched
snare drumvrice shaker.
HiConga: a | jungle sound.
Lo Conga: like the previous one,
excellent stuff for Tarzan sound-
tracks.

Clave: two bits of wood hit
together, authentically hollow.
Coconut: again hollow — like tap-
ping your teeth.

Guiro: Crickets! could find a usein
scratch records.

Whistle: Ref's whistle meets high-
spead Morris Dancers legs.

Thald wchrgys? of the Afrokit
should certainly liven up your per-
cussion tracks, especially at
£4.99.

On the reverse of the cassette s
the Kit Editor so that you can com-
bing any of the sounds you may
have to form new kits, and reverse
the sound of any of them. Happy
Hunting. CHEETAH are swingin
from the liana at: 1 Willowbroo
Science Park, Crickhowell Road,
St Mellons, Cardiff. Tel. 0222
777337,

And so to your problems. ..
AC. Keamey writes from
Hartfield and wants to know if a
Technics Grand, which is a midi-
equipped keyboard, can, with a
suitable sampler and interface,
play any sound he has sampled?

Yes, if you buy the RAMFLARE
Music Machine which samples
and has midi interfaces. Could he
adda m to this? Yes, but
unless he s using a multi-track
machine (see TECHNICHE Nov/
Dec 1988) he can't play them
together in real time - the

drum does not synchronise to midi
clock pulses but rather to its own.
(And he would need two Spec-
trums). Finally, could he thean
craatelu sounds wrh:tndl.ét having 3

e. Look, w wan

sampl you

generate lots ’

only way to create via midi is if you
can fool around with the internal
sound creating routines in the
Technics, which are doubtless

mﬁmy Frankﬂ-uunmim;fwm
wanting to know

sound programs that will arg
realistic drums on his 128. Can
anybody help? | have a horrid feel-
ing that it's down to buying a
Specdrum and  muMitracki
sound, as | have never hsardl?rl
anyone having much success with
the AY 8912 chip in that depart-

COMING SOON

More drum kits for the Specdrum,
amidiinterface with built-in effects
at less than E50, details of adding
effects to multi-trax without tears
of expense, maybe some sound
modules and a midi data bass for

JON BATES
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This month Simon
Goodwin sifts through
the accumulated post
and checks out the
firstbook about
Spectrum Plus Two
machine code
programming.

HAND-MADE
MACHINE

CODE

The Spectrum manuals explain
how to program in BASIC, but
tell you next to nothing about
machine code - the language
used to program most commer-
cial games. This month Fve
looked at a new book from MEL-
BOURNE HOUSE which promises to
teach machine code to the ‘ab-
solute baginner'.

Last month | reviewed HisoFT's
BASIC compiler — a program that
translates SIC into machine
code, the fastest code the Spec-
trum can handle and the code
used for virtually all commercial

ames, Compilers will speed up
ASIC, but they don't let you add
much to the language, and - al
least on the Z80 — they raraly pro-

duce code as quickly or concisely
as a human can. So there's still a
market for human beings who can
write machine-code to order, and
anyway it's great fun if you've got
time to learn. Machine code prog-
ramming also teaches you a lot
about the 'inner workings' of the
computer.

Spectrum Plus Two Machine
Language for the Absoiute Begin-
ner is the first ' Plus Two" book I've
received for review. The pub-
lishers say the book will suit
experienced Spectrum coders as
well as beginners, because it
details the special features of the
new model. Contrary to the impre-
ssion given by the title though, this

Spectrum+2

Machine Language |
for the Absolute Beginner

is not a book for those with no
programming experience. The
introduction says that itis aimed at
people who can already program
in BASIC. | would not advise any-
one to learn machine code as a
first computer language.

PRESENTATION

The book is a 180-page paper-
back, set in fairly large type. The
layout and presentation are a bit
smﬂw. but the binding seems
solid and there are few very typos
—author Joe Pritchard apparently
can't spell 'dependent’ (but nor

—

could our ‘Publishing Executive'
until recentlyl). | could only find
one, very minor, typing mistake in
one of the program listings. The
grammar is below average, even
or a programming book, but it is
not difficult to work out what the
author means. There are a few fee-
ble jokes, and exclamation marks
litter the text.

There are 16 chapters, which |
split into three sections. The first
part introduces the ideas which
underlie machine code program-
ming. Then come five chapters
that list the 'instructions’ which the

ZX Spectrum +2
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ZB0 processor can recognise. The
seven chapters are, to my
, the best in the book — they
with specific 'concepts’ like
d, interrupts, the display, and
go on. The one and a half page
index Is totally inadequate — it
doesn't mantion the LDIR instruc-
tion, or the AS-232 interface, for

38

4 1

is by far the
worst, but luckily it's also the most
dispensable. It's a mixture of
patronising waffle and a bare
minimum of ‘hard facts'. Memory
is referred to as ‘boxes” and regis-
tars are called 'hands’ and ‘feet’.
By the end of Chapter One, we
know that the © uter has a
‘CPU = inch |?|Iaca ofpl:lﬂack
i meta —plus a
nds’ ag:d ‘feat’,
. ' equals one
s sixteen 'toes’
! '"has 8 fingers!
the processor, the com-
ysterious

£
-

1

g
g

z
it

3
:

annoying section however,

witters on about ‘the EAR and

MIC sockets of the tape Interface”,

which don't appear on the
m

The second chapter is a vast
improvement —a clear explanation
‘of the *binary’ and "hexadecimal’
numbering used by

i

thankfully — | couldn

e. Once numbers
with, the ‘back-
of the book ends with

e
T
L
4
:

:

section is quite well-

very unimaginative

, s ‘registers’ and ‘ad-
modes’, then 70 hum-

pages are used to introduce

i
i

mention of the hundred or so *un-
documented’ instructions which

sor-designer would see it, so you
have to read half-way th

book, past all the complicated and
esoleric instructions for shifting,
binary coded decimal, logic and so
forth before you find out about
‘lumps’ — the simple, essential
machine code equivalents of IF
and GO TO!

If you struggle through the
strange sequence you'll find that
all the instructions are helpfully
and accurately described, but the
examples are uniformiy trivial and
do not build on the previous mate-
rial, arbitrary as it is.

To a great extent, the last sixty

of the book are its saviour.
consist of seven essays, with
examples, dealing with ‘real
world' subjects. The first essay, on
interrupts, gets intoa bit of amess
- one paragraph covers more than
a page and that interrupt
modea 2 MadsaZSG{not?E?}byt&
vector table. The next paragraph
runs to three quarters of page, and
fairly confusing. The informa-
tion is there — you just get a feeling
that the author’s grasp of it is not
as firm as it might be.

The data about the sound
facilities seems complete, but

it is presented in the man-

s saquence, rather than

as a tutorial. A lot of this informa-

tion has a , in rather con-

densed form, in recent TECH TIPS

columns, but the book is a good

source of further information if you

still don't know everything about

128 sound and RAM paging that
you would like to.

Joe Pritchard documents quite
a few machine code routines built
in to the Spectrum ROM, but it
refers you to another MELBOURNE
House book, lan an's Com-
plete disassem-
bly, for further information.
Logan's ROM disassembly is just
that — a line-by-line commentary
on the code —and doesn’t contain
enough of an ‘overview' toguide a
beginner. Yet another MELBOURNE
House book, Un ing Your
Spectrum, does better in this
regard, but unfortunately it dupli-
cates a lot of the information in
Pritchard's book.

Joe gives you the bare minimum
~ for instance he explains how 10
plot  individual on the
screen, but not how to draw lines,
even though there's a e
routine in the ROM 1o do that. He
tells us how to read individual
characters from the keyboard, but
not how to read the joystick or
check for combinations of keys —
vital for games! There's absolutely
no information about the second
16K ROM in the Plus 2 — the
‘editor’ ROM — and nothing about
writing to the MIDI and Serial port.
These subjects deserve attention:
after all, the book sets out to be
spacific to the Plus Two.

I've made a lot of criticisms of
g;l}a book, but they ahuuldbata;_ums

perspective. Spectrum

Two Machine Language for the
Absolute Beginner contains lots of
infarmation, defines all the terms it
uses, and is a better-than-

introduction to a complicated sub-
ject. It's a shame that it wasn't
planned and edited more carefully.

if you've always been a bit niggled
about the Spectrum’s lack of
‘frills’ = no power switch, no indi-
cator light, and no reset button on
garly machines — BYSTEM 7 ELEC-
raoMics (664 Analby High Road,
Hull, HU3 6UZ) have a low-priced
widget that might cheer you up.
Their imaginatively-titied 'Resel
box' will not send a thrill down any
techie's spine, but at £5.50 it's
hardly a rip-off and may appeal to
some people.

The box measures about 50mm
by 75mm, and Is about 25mm

SY¥YSTEM 7's handy little reset box in all its glory . . .

deep, not counting the bits that
stick out of the top. Your Spectrum
power lead plugs into one end, and
a 50mm cable from the other end
goes into the computer's power
socket, On the top of the box
there's a red power light, an on/off
switch and areset pushbutton. it's
neatly and solidly put together, but
the on/off switch an my unit did
collapse — reasonably enough,
when | was stupid enough to put it
at the bottom of a holdall filled with
CRASH post, and drag the lot
around with me for a few days.
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for optional extra program.

(L6 if updaling)

GUARANTEE (not updates)

NEVW TRANSFER PACK 3 — for spectrum
tape to drive

A software system to convert many TAPE based programs to your
DRIVE (no matter what type) + OTHER USEFUL utilities. Most jerky
programs are EASILY converted to drive. Pack has at least 7 programs!
INCLUDES MAMNY UTILITIES (e.g “val" creator, bytes chopper/splitter,
TAPE UTILITY = neede to convert baud rates.) Opus/Beta owners add £1

State TYPE of Spectrum & name of drive when orderingie.g 128k Spectrum
and Microdrive). £11.99 on TAPE (£12.99 on Cartridge — 48k Spectrum only)

INFORMATION SHEETS - £1 each — approx 8 transfers of popular prog

rams, per sheat — needs TP3. Up to No. 25 available. Special offer-No's
1 to 20 only £4.501

MICROTRANS 2b — for m/drive to m/drive back-up + easy ERASE, tape
to drive (incl headerless) — does NOT convert programs. Includes

MICROTAPE and RUN programs. Only £3 on tape. £4.50 on Cart. For
any Spectrum.CODE COMPRESSOR - £3.50

Overseas: add £1 Europe, £2 others each product SAE for delails

NO RISK! — ALL OUR PROGRAMS CARRY OUR MONEY BACK

CRASH March 1987
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128 QUIRKS
(at least!)

An anonymous reader has written
intoask touse the Plus Two's
extra inaBASICp i
The first point | should make is that
ZX BASIC can only handle about
40K of program and data at one
time, on any Spectrum wversion.
'I'I'l&mleaiway to gain access to
t? s;th RAM on the P';us ng;s
ram or data, -

ing CHflarent programe o aTays
from the RAM disk as you go
along. The RAM disk works fast
enough to prevent annoying
d as the program runs, but
ou'll probably have to rewsa tha

design of your
got 40K 0{0 Bﬂﬁrgﬁfg;dy. this is

effort is likely to be overdue!

128 SOUND

Fredrik , from Sweden
(surprise, surprisel) has a
Spectrum 128 made for the British
market, and finds that the sound is
not modulated onto the correct
channel to work with a Swedish
telly. There are two cures for this
problem. The first is to replace the
modulator — the silver box sup-
ing the TV socket — with a
ish one. These are cheap,
standard components — one firm,
asTEC, makes modulators for
almost everyone — and you should
be able to get a Swedish sound
and vision model from any compe-
m?tt m}ﬁ; be plr:i:sTl;lo to ‘tweak
m 0 L L]
the modulator to use a different
sound-channel offset, but |
wouldn't like to try it without a lot
of expensive test gear. The
simplest option is to give upon the
idea of gattlng sound and vision
from the TV, and to connect a
separate amplifier to the sound
output on the DIN socket at the
back of the 128.

Several readers have reported
problems with distortion on the TV
sound output of the 128, To some
extent this is inevitable, given the
simple circuits used and the
amount of interference of all kinds
fioating around inside the
machine, but the background
noise should be much quieter than
the music — no louder than the
background hiss on a cheap cas-
sette, for instance. If your machine
sounds worse than this, you
should com the TV noise with
Lh; uu‘t#autha&mufﬂm SOUND soc-

at the computer. if
this is less noisy, try different TV
sets. If the problem ists, but
only on TV output, the Plus Two
modulator needs to be replaced -
otherwisae, your TV is at fault.

Some Flus Twos give a lot of
background noisa from a TV and
from the SOUND socket. If so, and
if you're willing to invalidate your
guarantee, try opening the
machine and un-plugging the con-
nector to the cassette player. If this

88 CRASHMarch 1987

TECH TITBITS

gives a great ocf)mvamant you
can make this modification perma-
nent, without losing the use of the
recorder, by putting a switch in the
red lead to the tape drive, and only
turning it on when you need to use
the tape. The rest of the time you
should get a clear sound. | should
stress that | have not been able to
try this, as | can’t find a faulty Plus
Two to practice on. The idea
comes from cHEETAH, whose MK5

makes heavy use of the
sound chip.

128 INFO

Alan Johns has not been paﬁ}ng
aftention. He wants to know

to redefine characters or disable
the BREAK key on a Plus Two. The
answer s simple: do it just the
same way you would on an older
Spectrum.  For instance, type
POKE 23606, 4 to shift the charac-
ter set up four lines. This makes
things pretty hard to read, so you
should use POKE 23606,0 to put
things back to normal. ['ve
explained how to re-define
characters in detail, and explored
several ways of disabling Break —
with various pros and cons — in
CRASH issues from 31 onwards.

A VOLEXING
QUESTION

John Marshall has written in to
ask if the voLex Teletext adapter
works with the Plus 2. Search me,
John! None of us has got one —not
even Franco. Please write to TECH
TIPS if you've tried this add-on
with a Plus Two, whatever the
results, and put other volexers out
of their misery.

PLUS TWO
PRINTERS

| recently discovered that the
ALPHACOM-made Timex 2040
printer will work with the Plus Two:
like other ZX-printer emulators it
only works in 4BK mode, as it
doesn't use the serial port which is
brought into play in 128 BASIC.
Several people want to know how
to get Dixon's cheap and cheerful
8056 printer to COPY screens
from the 128. In theory this should
be possible: the same device is
sold in a bundie with the QL, and
will print out graphics from the
‘Easel' package, with a little
prompting. With luck and a follow-
ing wind (a thermal, of course) |
should have the answer next
month.

COMPILER RIGHTS

E Cainsell wonders whether
royalties have to be paid to the

compiler-writer if a program writ-
ten with a compiler is published.
The answer is almost certainly no,
although some firms do ask youto
contact them before you publish
compiled code commercially.
Firms have tried to extract royal-
ties under such circumstances,
but — frankly — | think this is just
‘trying it on’. There are no royalties
to be paid on programs compiled
with Zip or misorT BASIC, but you
must explain in the documentation
of your pr that it uses ‘run-
time routines' which are I:Dpyr
property of the compiler firm Eas
say that their agreement with the
ors of MCODER Il requires
them to charge ‘a one-off fee of
£150" if you use the compiler to
write a commercial program. |
have spent a while trying to con-
tact sofFTEK, without success. ocss
have gone bust, so | suppose
can do what you like with BLAST
ct.':xl-ha‘t is, if you can get it to
Wi

DATEL UPDATE

The issue of CRASH containing
my appeal for further comments
on DATEL'S Snapshot has only just
reached the shops as | write, so |
have only received three more
comments so far. Stuart Downing
and Connor Sadler have had
simnilar problems to those | found,
whereas Simon Parkinson has
written in to say: " Your out to get
DATEL now armnt you" (sic). "'I've got
nearly everything that paTeL make
for the Spectrum (including the
Snapshof) and they're great, espe-
cially the prices."

I'm not out to *get’ anyone, and
I've nothing to gain by reviewing
any product inaccurately. Appa-
rently the Advertising Standards
Authority is ‘looking into’ the
Snapshot claims. | will print their
conclusions here, although I'm still
interested to hear what CRASH
readers think.

SPECDRUM and
MICRODRIVE

D anllkl:n rcalgs rt% know if it is
possible to load and save Spec-
Drum patterns on Mmodnva The
short answer is 'no’, because the

m software only works
with tape — it has deliberately been
kept simple, to leave lots of mem-
ory for sampled sounds and
your drum patterns, It would be an
awful lot of work to convert the
software, and you'd have less
space for drum patterns after-

wards.

However you CAN save pat-
terns with a ‘one-press’ saving
device such as a Multiface, and
indeed that's what | do to avoid
tape loading times. You need quite
a lot of Microdrive space, because
the Muitiface will save the prog-
ram, samples, and drum patterns
all at one go. In practice this is
ﬂune corvenient, as long as you

't need instant access to sev-
eral full-sized rhythm files.

ELITE JOYSTICK
CLASH

Stuart Bone, of Malta, complains
that FIREBIRD’S Elite space-smash
won't work with a ram Turbo joys-
tick interface. | spoke to ram and
FIREBIRD, and found, in essence,
that both the program and the
interface are too clever for their
own good! Ram ELECTRONICS
explained that their interface-gen-
erates keyboard and 'Kempston-
style' signals simultaneously; this
disturbs Elite, although it doesn't
bather any other programs.

Ram had been selling the Turbo
for a couple of years when the
f:roblem cropped up, but they

ked at the design to see if there
was an easy cure. There wasn't!
FIREBIRD decided not to try to re-
work the program, on the grounds
that the code was already horribly
complicated and would need
major changes, and the program-
mers had been asked to make it
work on the "‘Spectrum’ — not with
all the possible add-ons. -

Ram eventually made a special
adapter, to fit between the Turbo
and the Spectrum — this disables
some Turbo facilities so that Elite
can run properly. The snag is that
the adapter needs two expensive
edge-connectors and costs £3,
even though Ram sell it at cost-
price, as a “service. If you've
already got Elite and a Turbo, and
you really want to be able to use
m:tr joystick, this is probably the

solution. If you've already got
one product, but not the other,
beware!

ENDPIECE

I've sﬂgut stacks of letters to ans-
| hope | will have clearad
the backlog by the time you read
this. I'm afraid that, for a while, I'm
Dlrélg to have to ask you not to
SAEs with your letters
because | can’t guarantee to give
everyone a personal reply. At pre-
sent | spend more time sorting out
correspondence — usually just re-
iterating things |'ve alr written
in the column — than | do writing for
ALL of you, and that's clearly
counter-productive for all but the
lucky few! That said, | hope you
will continue to write in, because
I'll continue to offer prizes for good
ideas, and to answer as m
quesllans as possible in the
r'r'»agazlne The address hasn't
TECH TIPS, PO BOX
10, DLGW SHROPSHIRE,
SY8 1AQ
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c ames presents the comﬁﬁ[ér'.version of"The : gPait
mh Mole!' Based on Sue Townsend's best-selling book, and F

mefids, the game allows you to help Adrian with day-to-day decifs

Fased game with bea atio nd your aim isto maké Ad

popetsr as possible throug toymultiple-choice quession
four part game covers 18 mol m.a iring intellectual, A an
avallable for 7 different computers.
‘BBC B versionis not illustrated. Produced by Mosaic Publishing Ltd.

Pr— — — — — — —— — — ———— — —

The Growing Pains of Adrian Mole is available from all good software stockists.
If you have trouble finding it you can buy directly from Virgin Games.
Please encircle the software you require and send this tear-off to
Virgin Games Mail Order, 2-4 Vernon Yard, Portobello Road,
London W11 2D X. Make cheqgues or crossed postal orders payable to
Virgin Games Ltd. Please do not post notes or coins.

I PRICE RELEASE DATE

I £8.95 10Februsry 1987
E8.85 10February 1987
£9.98 10 February 1987

I £o.95 17 February 1887
£8.85 17 February 1987

£9.95 17 February 1987
Amstrad CPC8128DISCA
PCWB2568/8512 DISC 17 February 1887
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DEREK BREWSTER’S

INTO THE
NEW YEAR,

VALIANTLY ...

*4-1::_*“: NYONE who knows anything about adventuring will
i g.. d have heard of LeveLs. Jewels of Darkness was the name
o fi7 given to RANBIRD'S recent release of their three Eld'-ran
s 'JI ture classics wrapped up as one, ::nmpnslng

4 Adveniure, Adventure Quest and dven:ure
4 January should have seen the ralaase i:tf&l'm:lthﬂrta%{|

4 Silicon Dreams. This package has Snowball (C
10 July 84), Return to Eden (Dec 84) and The Worm in
SRS 2=1 Paradise (March 86) all together for the very reasonable
ng price of £14.95. The package includes a full play-guide plus Eden

Song, a novella by Peter McBride.

IncenTive have just released a Paper Management System in the form
of a designer pad which aids the development of GAC-produced adven-
tures. Each pad has over 200 double-sided pages of A4, which makes it

Producer: Incentive
Price: £7.95
Author: Peter Torrance

A touch of the old Blazing Saddles
and Little Big Man with this, the
first MEDALLION release from INCEN-
mve produced with their Graphic
Adventure Creator. Peter Torr-
ance is the chap who Quilled
those cheapie classics Subsunk
and Seabase Delta put out by FIRE-
siAD, 50 it will be interesting to see
how he performs with this new
adventure medium at full-price
level.

It's 2am in the saloon bar of an
old west town - known as
Skintsville for good reason, as its
inhabitants, including yourself, are
short of readies. You are Luke
Warm, by both name and nature,
as you sip on your tenth and iast
shot of liquor. Through the smoky
atmosphere you make out the
rotund outlines of some old-timers
sitting in the corner, and presently
their voices drift over above the din
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THE LEGEND OF APACHE GOLD|:

of the bar. "Yep Jake, the Iﬂﬁ‘hd |
goes that them pesky indi

a rather weighty paci but mcenTive have agreed to send it out by
pasl for £1.25 - the pli(aac‘:ﬁge itself costs £7.95 so that's £9.20 in all. The
address for orders is INCENTIVE, 2 Minerva House, Calleva Park, Alder-
maston, Berks RGT 4QW.

This month's reviews are made up of Dodgy Geezers, a Lever/Jones
satire (remember Hampstead and Terrormalinas?) put out by MELBOURNE
House, Apache Gold and Winter Wonderfand, two GAC adventures from
the firm that gave you the Graphic Adventure Creator, INCENTIVE, Landfall
on Rollus, the second CLWYD ADVENTURE SOFTWARE game to be reviewed
in The Trail (the first was Futurezoo), and D?'ol‘fen City, a game from a
new outfit called nawk, which is a very good first release.

Marks given in The Trail have hovered around the eighty mark in recent
months, and there is a good reason for this. At one time | liked to review
a cross-section of arrivals, but recently I've thrown the ones aside
and only reviewed the more worthy releases. Perhaps I'll include a
‘howler’ in the coming months just to balance things up a bitl An interest-
ing-looking Book of the Dead, submitted by THE ESSENTIAL MYTH, was
accompanied by superb playing notes but unfortunately wouldn't load.
Any company submitting reasonable quality material to The Trail and
wondering why it hasn't appeared would do well to re-submit a copy
which is sure to load.

I hear that Dodgy Geezersis to be the last release from the Lever/Jonés
partnership. This will be sad news to all those who have laughed their
way through the couple’s mirth-filled satires. The Trail would like to take
this opportunity to wish them both the best of luck in the future.

Lst kicked the bean-can. Only
trouble is there are some mighty
strange powers at work in their ter-
ritory . . . " Ourchapisn't tookeen
on the spooky stuff, but is quite
excited at the prospect of seeing
the glint of gold in his eyes and
sets off to find the injun's
grave . ..

Groan. Yes — an irritant is spot-
ted as soon as you start playing.
Yourin 'putbe-ginsatrajghtaﬂﬂrtm
end of the location description
(and on the same line). This is not
altogether untidy, but what makes
it worse is the splitting of words
between lines. Groan Number Two
is the way the program leaves one
or two lines of the previous loca-
tion description on the top of anew
location description when the
graphics are on (although this
seems to be a cac trait). All-in-all,
there's a slightly scruffy look to this
game. The pictures would be con-
sidered quite good for a budget
release, but when you get to the
dizzy heights of £7.95 they don't
look 50 good.

Loading leads you straight into
the first frame, where you find
yourself in the back of a wagon on

their gold inthe
| hearthatone

ave of their chied.
the Apache chiefs




a wild open plain. This first part is
remarkably straightforward, with a
brief and cursory examination of
whmyuu see quickly l_lghagllr;gnn to

progress. early
?::glmm are just a little too easily
solved for anyone other than a

F aft
Feiatio capitwe by the Iciane,

wearing a blanket gives the
E:";mthacreepsmhaﬂmmt
regards as a great white spirit.
“I'm 'um offl"" he screams.
Reading the sign on the totem
pole reveals that the indians are
out to lunch (or more , out
hunting it). This gives you time to

what the somethin AFIﬂterin' atop
the totem pole is. All attempts to

Producer:

Melbourne House
Price: £8.95

Authors: Lever & Jones

This one sees itself as a real life
adventura, which doesn't mean
much until you consider the previ-
ous Lever/Jones releases;
Hampstead, which lampooned the
desire among many of the capi-
tal's residents to move up to the
suburb where living in London
makes some sense, and Terror-
molines, which showed where
you'd end up if couldn't quite
make it. Well, with this game here
we take a further tumble down the
socio-economic ladder, to those
who would be on the bottom rung
were it not for their ingenuity. In
short, these are the folks who got
on their bikes and made off with
your video ’“;';’,‘}B' .

In task was
socmleadvmmmanmm a UB40
to a turbo UB40 (a government-
salaried job7), and in many ways
this game plays much the same -
except that the definition of social
advancement here is a much more
immediate and tangible concept.
Thieving is the usual way of life for
these crooks, but the character

you control, just released from
WEGI'I after aemng three years for
s part in the Lorig Ditton
Spaghetti Caper, is also preoc-
cupm with the little business of
ng with the ?raas who set him
up, aml landed him with a two year
santence (he an extra year for
bad behaviour).
The object is to find yourself a

dislodge said item with the
tomahawk or spirit stick from the
medicine man's wigwam come to
nothing, as did the obvious
attempt to chop the pole down.
This isn't the only em to be
resolved in this area: getting the
canoe under way in the fast flow-
mg river also requires some

thought.

Once you get the going
again (it had lost a wheel) there is a
large area to the east to explore.
Picking up all the items on your
jourmey (and you are allowed to

carry a considerable nu
are then left in ﬂﬂefamim
ture dilemma — which obj are
associated with which problams?
Objects | can remember include a
irit stick, tomahawk, a bottle of
water, a doctor's medicine

DODGY GEEZERS

include the ‘longer

entry, but the shows no airs
mdgrmshymngmmﬁfar

Urrl'omnata%y ASHMINSTER have
not done a good job (with the
Spectrum version at least) as the
input routing is nothing short of
diabolical. Letters get repeated all
over the place when a series is
entered at normal typing speeds.
Even when just putting in ohe letter
TE?&:hd fng_?_ER givass -

pressing you
another S — this is ‘trustrating
enough Io introduce almcnr to the

authum' w no ma..'.teri;

iece either, as the presentation

ﬁat. with short, uninteresting loca-
tion descriptions which are mostly
made up of directions to adjacent
locations —for instance, “ St Judes
Road. To the north-east is Pork Pie
Parade, and to the south, Terminal

cure, a hanging rope, asack, some

dirt, and a squaw's ba'g]
Problems abound in the east, wi
askull on a stick ing the entr-
ance toamine, a eagle onits
nest on top of a rock face, and the
ﬁmnfui problem of negotiating the

ot desert sand without burning
your feat.

The adventure has some fine
touches, like when you throw the
dirt on the fire which gives off puffs
of smoke. Examining the smoke
reveals your total lack of under-

standi of smoke | -
"ermmew Smoke " is the
amusing riposte.

The Legend of Apache Goid is
an entertaining adventure which is
far from difficult. Both experienced
players and novices would find
much to do and explore in this land

Straﬂt.Awindhﬂlnmlaadsaoum-
such construc-

m%h furmapplngtgtga-
poses, ve something
desired in terms of creating a rivet-

un?hammnh
can be quite ‘out

to "mpmgtrﬂnm with a lack of
that |eaves the pl
cold: RECRUIT GEORGE,
TACT GEORGE, and KILL
GEOHGE allgivemasamramr—
| Surely when
guh'ynndklllaguymamshodd
J mmmmﬂﬁum
ust to
and moaning section, it some-
times
of some is whipped off the
screen before you have had time

to read it, and all 're left with is
a new the feeling that
or someone must have

wiped you out. Do not despair
though, this game does grow on
you — once you take the time to get
to know it a little better.

On the simple level, the charac-
ter set has been attractively rede-
RTen oot the mo W oks |
runes h the
almost exactly like the U): while on
the more fundamental level, a time

of the indians.

Difficulty: not difficult, easy start

Graphics: reasonable

Presentation: blinding bright

white background

Input facility: basically verb/noun
: reasonable, not as fast

as games

General rating: good
Atmosphere 88%
Vocabulary 87%
Logic 90%
Addictive quality 89%
Overall 88%

of th h Frl‘lahv'
night and into m-'ri'roming
you should so wish. reason

can be ht up onto the screen
TER) are inspired.

give an opportunity to leam

humour to shine through. With
these descriptions it's best to go
straight to the crook’'s nickname,
as here lies the clue to how the
character eams a living in the
seedy London underworld. Jack
Baolter is Cracker, has a nervous
twitch, and only three fingers on
his left hand due to an

Arson in 1980 left him wﬂh thrae
Eaaars arson around -

rred
childhood holiday accident. He is




an experienced cat burglar and
suspected of 312 separate thefts
of rare cats. But the crook with
whom we can have the most sym-
pathy is one Nbedele Jogo (Mr
High-Score or Video in the Mr Men
parlance) who has highly cultured
tastes, a PhD (Cantab) in Com-
puter Science, but who fell foul of
the Tax Inspector and unwittingly
began a life of crime with a 1980
santence for tax evasion.

Clearly, Dodgy Geezersisn't the
best-programmed adventure I've
ever played but that isn't really the
issue with a Lever/Jones program.
Humour is the name of the game
here, and this program offers
much amusement to those who
either just read the cover, or really
%ﬁt to grips with the intricate plot.

ere's something about the
Lever/Jones style that | really
appreciate. Take this example
from the starting sequence —
“Keep your noses clean, your
eyes peeled, and your cheques
crossed"”, and this advice on leav-
ing prison — “Since you are a pro-
fessional criminal, it should be
quite obvious that you must find
yourself a crime to commit, and a
gang to help you commit it."

ecruiting the gang isn't so

as you must first prove your wort
as a leader by negotiating the vari-
ous intrigues of the underworld. A
question which will most certainly
exercise your mind on your travels
is.... é'ust who is the guy in the
white Gucci shoes who seems to
lurk in every shadow and door-
way?

Difficulty: easy to wander, not so
easy to be a dodgy geezer
Graphics: few and far between;
mainly mug-shots in first part
Input facility: AND and IT accom-
modated

Responsa: fast

General rating: more interesting
the more you play and get into the
theme

Atmosphere 79%
Vocabulary 88%
Logic 86%
Addictive quality 85%
Overall 86%

Producer: HAWK
Price: £3.50
Authors: M Adams &
M Kennedy

| had a quick read of the letter
accompanying this one, and if | got
the facts right, HAWK is an acronym
standing for Home Adventure
Writing Korporation. The three-
man team (the third is an Andrew
Sherlock Heads who is chief tes-
ter) are only sixteen years of age —
92 CRASHMarch 1987

WINTER

WONDERLAND

Producer: Incentive
Price: £7.95

Authors: Tim Walsha &
Simon Lipscomb

Let's say straight away that | liked
this one. Iit's second release
from INCENTIVE'S MEDALLION label,
and deals with a theme which
should be familiar — even to those
who aren't off on one of those Eas-
ter skiing expeditions. The prog-
ram is well-proportioned and
nicely balanced, both in terms of
story and difficulty.

You begin, standing by your
crashed Cessna light aircraftin the
snow-covered Himalayas, but
how did you get there? That's a
lang story.

aving studied and practised
anthropology (bothering people,
to you) for over ten years, you had
all but given up on your dreams of
making some great discovery that
would put your name in the
anthropology books. That is, until

u received a Telex from gr

ussian Archeologist friend, Ser-

io Kirov, cummently working in
ibet. His message related his dis-

covery of a clvilisation as
advanced as Mankind, yet totally
indaf)endent of it. Sergio requests
you leave for Tibet immediately, to
give the kind of advice which has
given you the title of the man who
takes the apology out of
anthropology.

Sergio is nowhere to be found
when you land at Lhasa airport,
but one of the locals tells you that
he left a message requesting you
to meet him at the dig site.
Although the airstrip was on the
lower slopes of the Himalayas it
was relatively accessible and you
were thought a competent pilot.
You hired a run-down but func-
tioning Cessna and crash-landed
right into the first location. Just
before you baled out, you could
have swom you saw the glint of
sunlight on a glass building — but
surely not out here in the middle of
nowhere?

If all goes well, you should
negotiate the ferocious bear, hav-
ing previously equipped yourself
for the conditions by picking up
the fur coat and snowshoes

the Cessna. Picking up the coat
has you wearing it, which is just as

()
.

well, as the am does not
understand the verb WEAR. An
unlucky pot-holer sees your next
advance; you profit from the fact
he's as stiff as a plank and won't
be needing his equipment, which
is precious to you in your predica-
ment. Following things through in
a fairly simple manner you will
come upon a small round ice cave
where a frozen waterfall hangs
down from the ceiling, and a ledge
hangs high up on east wall.
Here lies one of my few moans
about this game; the program
does not comprehend TH
ROPE but accepts CLIMB ROPE -
without you first throwing it or
otherwise tethering it to some-
thing. | don't know about you, but
to me this somehow doesn't feel
right. However, such inconsisten-
cies are rare, and on the whole the
program is reasonably intelligent -
and someatimes quite innovative,
as with the icicle which melts on
entering the warm environs.of the
hotel.

Winter Wonderland is in the
same sort of ball park as Apache
Gold when it comes to difficulty of
play; both games are popularist
and will aﬁwaj to beginner and
devotee alike. In the entertainment
stakes, again, there is not much
between the games — it really
g:rends upon which theme app-

s the most. Winter Wonder-
land's location descriptions are
never particularly long, but
are always well-const s
imaginative pieces with clues as
to how you might proceed. A good
example of what INCENTIVE'S

ic Adventure Creafor can
do.

Difficulty: not difficult
Graphics: quite good in places
Presentation: alright

Input facility: includes AND,
EEN and

sponse: fast
General rating: a well written,
interesting story

Atmosphere
Vocabulary
Logic

Addictive quality
Overall

89%
81%
80%
92%
89%

FORGOTTEN CITY

preity good going when you con-
sider this Quilled, fustratored and
Patched game isn't too bad at all -
certainly one of the most profes-
sional mail order games received
this month.

The inlay is of a professional
standard, the storyline is most
readable and the program skips
a!m? nicely, There's also a crafty
bit of marketeering going on here
(must be those business aware-
ness lessons they have in schools

in front of the news cameras)
whereby the first 25 people to
complete this trip to the almost for-
gotten Atlantis get a free crack at
their next release. | would, how-
ever, take issue with one piece of
business bureaucracy that should
be left in the textbooks — allowin
28 days for delivery went out wﬂg
the slide-rule in every office except
those in the public sector (and
estate agents of course, how do
they get away with it?). Boys,
unless you're training for a life in
the Civil Service, | would send out
games by return of post.

As you might glean from the

intro, this is a cut above your usual
malil order game; take the option
of Side A and its black print on
white background for masochists
and the Side B option of restful yel-
low on black = yummy! The
character set is clearly rede-
signed, which is a blessing after all
the unreadable scrolls I've strug-
gled through in recent months.
The story behind this one reads
well, so let's have a look at it . ..
Reports from the earth mun'noriﬁ
sateliite, Intelsat, have pinpoint
a source of radiation somewhere
in the mid-Atlantic. Co-ordinates
obtained from radio-thermal
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scans suggest a man-made
source — yet there is no land within
a thousand miles of the areal It is
your good self whao first propounds
the theory of the lost city of Atlan-
tis, and you become interested in
the myths of Neptune and the
Power Trident as told by that
Greek raconteur, Plato.

The Trident gained its energy Dy
concentrating a power from the
green rays of the planet Neptune,
giving the Sea God the ability to
control the elements. Neptune
descended to the depths for eter-
nity, but left his trident in the hands
of the Atlanteans. This great civili-
sation designed a vast security
complex to house the treasure,
and it has remained there ever
since, Clearly, if you could grasp
the trident and bring it back to
England, the reality of Atlantis
would be proven and your wealth
assured. A light aircraft takes you
to the scene of the radiation, and
fiying through dense grey clouds,
r]uuatlastsaeths lost city, far

glow and basked in apparent
sunshine.

You begin with an imaginative
representation of a beach, which
is smartly boxed in — showing a
rather clean-cut and attractive
screen image with the yellow on

black option. Now, being a bit of a
berk, or perhaps in the endeavour
to explore all pathways, | went
about the business of climbinginto
my Douglas light aircraft, inserting
the key, pressing the button and
shooting off for home. Unfortu-
nately, | hadn't attempted the
adventure and did not have the tri-
dent — but at least me telling you
this saves you the bother of climb-
ing into the cockpit straight away.

Having decided to at least have
a quick look round Atlantis, | got
on with the adventure, heading off
east into the coastal forest with its
low bushes and exotic berries.
Examining the berries revealed
therm to be medicinal fruit, but

icking them up wasn't acknow-
ed with the age-old OK,
instead you have to resort to

checking your inventory. So now
you have a small and a
machete (from the start) and the
exotic fruits. | don't think I'm giving
anything away when | say that the
machete is used to hack away the
un h around the ancient
Atlantean temple, but getting over
the precipitous edge o the lava pit
there might prove a little more
tricky. The path to the city of Atlan-
tis lies another way.

The city of Atlantis is a highly

LANDFALL ON

ROLLUS

Producer: Clwyd
Adventure Software

Price: £2.99
Author: G Frampton

It began as just another routine
planetary survey. The starship
Nebula IV, already two years and
23 new worlds into her mission,
had dropped into normal space in
the vicinity of a bright white sun
around which orbited a system of
a'vi_lat planets. Of these, only the
third seemed worthy of further
investigation.

J14692 was an Earth-type
world, comprising two large conti-
nents separated by a vast ocean,
across which raged strong winds
and heavy storms. The native
population, that appeared to
resemble Mankind closely, was
estimated to be at technological
and cultural level FB (ie roughly
equivalent to Middle Ages
Europe), although with two
marked variations. Magic, in a vari-
gty of forms, seemed com-
monplace on both continents, and
secondly, a small area of Conti-
nent Two proved impenetrable by
ship sensors, an anomaly totally
out of keeping with the planet's

technological level.

As it tumed out, it was these
‘variations’ that were to cause all
the trouble.

The year is 2285. Mankind, hav-
ing finally solved the problem of
interstellar fliight, has set forth to
explore the Galaxy under the strict
control of the Department of
Galactic Survey and Colonisation

- commonly known as GalSAC.
The name, as it turned out, proved
extremely apt as the human race
quickly began to strip each new
world of its assets with little regard
for any native population unable to
assert its rights.

The job of the SAC ships was to
locate and conduct initial surveys
of potentially useful worlds. A
small, self-sufficient shuttle-craft
containing 3 Survey Officers was
ejected into the atmosphere of
each promising planet, to be col-
lected again in approximately 1
Earth Year. The SAC ship mean-
while continued on its jou
repeating the procedure until all
the survey shutties had been
released, returning at the
appointed time to gather up the
ships and the crews' valuable
findings.

As one of the survey team allo-
cated to J14692, your mission was
to undertake an investigation of
the section of Continent Two
which was impervious to the SAC
ship sensors. Your mission came
to an abrupt end however, when
the shuttle developed a malfunc-
tion resulting in engine failure. You
were the only survivor of the resul-
tant crash.

With no radio to contact the
mother ship on its retumn, your
future looked uncertain to say the
least. Would it be possible to make
a radio on such a primitive planet?
Your only hope seemed to be the
blank area a world away — but how
would you get there with no
ocean-going ships?

Then one night you find yourself
at the camp-fire of an old traveller.

advanced one — its marvellous
structures and buildings are
enclosed in a huge glass dome
which is used to regulate tempeéra-
ture and climate. urban area is
divided up into blocks or sectors.
Notable examples are the Cultural
and Civilian sectors (neither title
sounding appropriate when ‘A
robot dog comes up to you, lifts
one of its legs and proceeds to oil
all over your feet!’). Galleries and
Museums are to be found in the
Cultural Sector, while homes, gar-
dens and parks lie within the Civi-
lian Sector. The Atlanteans them-
selves are a kind and gentle race,
who refrain from any sort of vio-
lence. Even so, crime does exist,
hence all citizens wear identity
tags which bear the symbol of the
trident. These tags are inspected
by robots who soon have you look-
ing in from outside the perimeter
fence should you be found without
one. Avoiding anti-social mechan-
ical dogs and robots, you will still
find the city's drunks bumping into
u, but you can wreak revenge
y stealing some loose change
from the people of the street on
gar's Corner.
tten City is a superb
adventure for a game only availa-
ble mail order from (HAWK ADVEM-

The man recounted an ancient
legend, the origins of which were
lost in the mists of time. The legend
stated that a race of Shini gada
once ruled Rollus — the planet's
real name, which stemmed from
that earlier occupation.
people lived in ce and plenty,
until one dark day the Gods with-
drew across the ocean to a place
where none could follow.

the Gods wait until this very day,
for the Golden Age to once again
return.

The only other useful informa-
tion you are able to elicit is that far
to the east, within a circle of uns-
calable mountains, there may lie a
portal used by the Gods aeons

. The location remains a mys-
tery, for although many have
soughtit, none have ever returned.

| must say, whatever the pros
and cons of playing a CLWYD ADVEN-
TURE SOFTWARE game, at least the
background stories are entertain-
ing and well-written. However, as
with  their previous release,
Futurezoo (which is now available
for £2.99 from cas), the program
itself isn't so well put together. It
has a bad case of the “You Can’ts’,
centred around the fact that about
the only thing you can do is pick up
the very obwious object pointed
out on a separate line in true primi-
tive Quill style. Similarly, the
examine command only seems to
work on these obvious objects —
and even then only sparingly. Take
the two objects, the and the
Jester (who you find in the
Innhouse, and is a peculiar object
to pick up . . . |think you'll agree).
Neither the nor the er
(who wanders off after a while) can
be examined — surely something
of note couid have been men-
tioned for such a colourful charac-
ter.

TURING, 29 Hollo Y
Barmburgh, South Yorks 5
7BH). The location descriptions
aren't particularly long and evoca-
tive, and the vocabulary can be
strict on occasions, but it has
many strong points — not least of
which is its ability to skip along
merrily while keeping the adven-
turer thoroughly engaged. A
sophisticated job lads, but really, |
would consider putting back
deadline for your competition; |
think February 1 is a bit early —for
this review if nothing else!

Difficulty: straightforward
Graphics: imaginative and colour-
ful

Presentation: good options

Input faclllt?: verb/noun
Response: fast Quill response
General rating: good
Atmosphere 86%
Vocabulary 83%
Logic 89%
Addictive quality 89%
Overall 87%

The adventure is one of the most
difficult to map, with south revers-
ing a north on only rare occasions,
despite the accompanying notes
which advise the player to draw a
map. | found by the best
approach to this adventure is to
press any direction key at random
— the structure has been so
devised that this method sees
shooting around efficiently,
the more careful mapping of
routes does you no good what-

r.

soever.

Landfall of Rollus, the first part
of the Starworld trilogy, is a text-
only Quilled adventure obtainable
by mail order from 14 Snowdon
Avenue, -Y-Baal, Mold,
Clwyd CHT . Considering the
amount of effort put into the prog-
ram and storyline | can't rule out
the game entirely, but | think the
adventure assumes too much
from the player — who is expected

to struggle through the unimagina-
tive and deadpan first part in order
to get to the main adventure.
Difficulty: difficult in an unco-
operative sort of way

Graphics: none

Presentation: plain

Input facility: verb/noun
Flu?ponu: Quill, and therefore

as

General : assumes a lot of
patience on the part of the player
Atmosphere 1%
Vocabulary 56%
Logic 63%
Addictive quality 60%
Overall 62%
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HOHE BUFF’S
POKES
Dear DB,
| like adventure games rather than
arcade, one problem though - I'm

no good at them! In fact the only
pure adventure | have
finished are Robin of Sherwood
and Lords of gdnfght I wwlcil be
most grateful anystarti clues
for Red Moon, rﬁ!

Doomdark’s Revmge* and
Shadow of the Unicomn (I have

found all the objects but what bugs. Also, if the author
next?). writes the conversions fo

This is not to say I'm no at  othercomputers this willgo a
adventure movies; I've finished fong way to tracking down

tore, Avalon, Dun Darach, bugs.
Tir Na Nog, and more. | also feel it DB
P Stevensonts Lords of Mgniont
tevenson's s
E &r:sh mnotbﬁ:mtged and 2} WALL SEEKS MORE
is such a iant adventure

that those who have it cannot be OF THESAME
without this POKE. To remind you, :
the POKE enables you to walk  Dear Derek,

through wandering ice trolls, dra-
gons, wolves and skulkrin, to
move at ni and not become
immobile ‘utterly tired’, to
move out of battles at any time,
and to have immediate access to
all charactars, so here it is.

1 REM MIDNIGHT POKES

10 CLEAR 65535 : POKE
23570,16

20 PRINT AT 9,6 ; “START MID-
NIGHT TAPE"

30LOAD “" CODE 16384

40 FOR F 23317 TO 23335 ;

What | am writing about is (believe
it or not) adventures! | have just
started on the things, and I'm not
doing too badly. I've completed
Mafia Contract, Seabase Delfa,
and El Dorado. (not to mention
being half way through Mural) and
| wonder if you could help me. |
want some more adventures. |
have practically exhausted my pit-
iful collection, and | would like you
to recommend some good
(cheapishl) games to me. | know
that's the whole point of
SIGNPOST and your reviewing
games, but I'm damned if I'm

= going to sit down and go through

96,33,24,62 every single one of my CRASHes,
18,195,117,96 Thanks for your help, sir.

Scott Robinson, Lincoin

mmm Thanks for the letter, Scott,
. and | hope that the good com-
studies school report

hadn't. Why did’you S
game and only give The
mere 90%7 !

Anyway, enough has beef
about LOR already and | do
that while people are guick to

cise they never seem to write in

saying how good a company is. |
am going to change this. | have
all of peLTa 4's games and | think
that their spoofs are tar, far better
than games like LOA which you
seem to adore. If there is anybody
out there in the minority of people
who have not Seen a DELTA4 game
I feel really sorry for tham.
Ravi Srinivasan,

. Surrey
A mere 90%!
DB
WHATEVER
HAPPENED TO...
Dear Derek Brewster,

now anything about The of
the Moon IKE SI ?
Remember Lords of

? to shove in my oar Qﬁ
the

the Lord of the R

waell w:m subm of .

ain {so it's one code,
repeat the second

It of all this will be your
re in the loca-
, but this time you'll

tion
have 252 {I) stamina points, and
can e adventure

where you . 1 think this will
be very um cannot pass a
particular location because of a
very difficult ‘monster’. | must tell
you that | have only tried it in the
text-only version, | think it'll
also work in the graphic version.

Abogut  this e, could -you
please tell ma if the only objective
i5 to find spells and discover their
purposae? If so, and after having
visited 80-plus locations, | must
tell that | find this game very boring
because there are too many loca-
tions you can travel without having
to solve puzzies to progress. |
must say that this kind of thing
doesn’t amuse me at all.

Overall, I'm finding this game a
big dmppmntmantaa even in the
text-only version the descripti

gﬂlhwhndnﬂ'nmlneaslcuuid
with adventure. So
pleam tell me something to get
ma interested in the game.

Tha sacond thing I've disco-
verad (| don't know if I'm the first to
think about it) is the fact that you
can load a Quilled game into The
Quill, and so you are able to see
how the authors have done all the
game (and of course if you know
how to work The Quilf you'll be
able to solve the puzzles). This of
course will spoil the game if you
are not careful. I've done this with
Tower of Despairand Hampstead,
but haven't been able to do it with
the other Quitled game | have: Ter-

rormolinos.
Joao Carvalmo, Lisbon

TRICKY INTERFACE
Dear Derek,

. I'vea veqr important question (and

DI'I the brilliant GAC.
am very satisfied with
pmgmn‘n. there's one I;ng
as an owner of a
INT 1l Centronics interface,
I'm natmahie to use the T
option GAC, as 4
crashes when the i
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When | heard of White Lightning
| rushed down to the local com-
puter shop and bought myself a
. | have used it to make small
animation routines and | did actu-
ally make a small Defender-ty,
. Now | have purchased t
raphic Adventurs Creator and
have spent many painstaking

Dear Derek,

With wintar's dark presence firmly
gripping all those who venture out-
doors, many minds may tum
towards adventuring for intellac-
tual escapism. Ensconced within

walls, in gloomy, warm cluttered  hours writing a gameon it,
rooms, we might gaze at faling  The snag was the imited meimory.,
snow, nebulous and crange inthe  This meant if | wanted graphics |
glow of neon city lights. And after- had to shrink descriptions down to

wards, when the firmament shines
clear, and the moon gleams with
mystic mischief on the bared roses
in gardens, their black silhouettes
a striking contrast to the pristine
snow, you may shiver at the uni-
verse, its enormity threatening to
overwhelm you, cold cascading
from the night skies as you long for
security. And at last you're there.
You a‘tumbharénm Hga.zim comer, flick
away wayward m covers,
and reveal the abstruse ebony
casing of your personal computer,
ME ml.nlymumhé plastics and

. Supply the power, press
buttons and relax as the electric
currents you've unleashed bring
you closer by the microsecond to

a bare minimum, and if | wanted
rorg atmospheric descnptions |
had to limit use of graphics or
maybe even abandon then
altogether {and as you have said
yourself, adventure games without
graphics are not too commercial
nowadays). | do not like the idea of
making multi-part adventures to
such an extent as to have only
seventy or eighty locations Pef
part (I find the areas too small to
work in). Lately | have been con-
sidering an upgrade to 128K and |
would like to know if there is any
way of accessing the extra mem-
ory of the 128 so | can really go to
t&y.-rc‘rcnaguod old jaunt on the

the artistic portals of your next Darrell Jon Smith, South Yorkshire
great adventure.
The above is an attempt to
translate the experience that a
computer game should bﬁh a hrnaur—
vellous entertainment in which you
participate rather than just regard. LAUNCHING cm
It is this guality that gives comput- H’”’m
ing a dimension more than TV, and
one that, should programmers cul-
tivate the ‘adventure movie' more  Dear Derek,
and more, could eventually see My friends and | completed L Af-
computer-gaming rival television faire Viera Cruz and here is our sol-

as a medium for entertainment.
improved graphic resolution will
enable us to realistically enter into
characters we view: be wizards,
knights, astronauts, or anything
glse. Animated adventures such
as Avalon pioneered this concept
and | look forward to a 128K future

ution. In the first part of the game
we discovered: one packet of
Rothmans, one 9mm automatic
istol type MAC 50, serial no
5743, one 9mm cartrid
marked TE 9 F 3-79, one suici

Sympa in 2 Station Street, St
ienne, one Rothmans stub i
one Camel stub with trace
lipstick proving that Vera wa
alone, one handbag conta

black cotton thread under the
fingemail of the left hand.
In Part Two we got a statement

pened to literary in from Nadine Lafeuille who said
your column letters? that Vera was afraid of a certain

‘gypsy’ because she knew too

Well, Glenn, SIGNPOST Is still much about a.certain business.

reserved for literary dis- Wethencontactedthe CRRJLyon

course on all manner of and asked for info on ‘Fuzzy' and

topics, It's just that long tips  we found out that his real name

for involved strategy type was Abdoulah Hocine. Next we

games have been more com- got his statement and he told us

mon recently. that Vera's pimp was Philibert

DB  Ziegler. Wethen went to the CRRJ

Lyon and asked for info on Ziegler

and we found that his hr;zkn;ma

was gypsy, and he aan

CLAUSTROPHOBIC rested for  possession  of

GAC firearms and iNg someons.
LT The affair had been handled by

w had  comparison and enter Gilles

been imprisoned near St Paul

note, one matchbox from Bor Le

on Ziegler Philibert and we learnt
that his cellmates were Georges
Lerat and Gilles Blanc. We also
learnt that Ziegler lives at Carnot
Square St Etienne. Next we got the
statement of Eva Delarue who
could be found at the Transport
Cafe in Givors B9 (from Vera's
diary). She told us that Vera did not
commit suicide and that she knew
too much about a robbery of one
of her clients, a Hubert Delroche of
St Etienne.

We then got the statement of
Hubert Delroche. Just type in St
Etienne for his address and he told
us that he had visited Vera but his
wife had been murdered in a rob-
bery and the affair was being
handled by Ciat St Etienne. We
then contacted the Ciat St Etienne
and asked for information on Her-
bert Delroche Affair, they told us
that during the robbery Mme
Deiroche was shot by someone
who answered to the name Phil.
Also a 9mm cartridge marked
TE9F3-79 was found and that the
getaway car was a BMW.

Next we contacted the CRRJ
Lyon and asked for information on
the 9mm MAC 50 automatic pistal,
saerial no G56743. We were told
that the gun was stolen from the
barracks of the gunsmith of the 92
IR Clermont Ferrand, and the affair
wa handled by the Gie Clermont.
When we contacted the Gie Cler-
mont thar;tﬂk:l us that the gun had
been stolen along with a batch of
ammunition marked TE 9F 3-79,
also there was a BMW seen in the
area with registration anding;CD
69. The message also said the
thief was an ex-soldier of
the 92 IR Clermont.

i

outt

can be found at
2 but he will be un-
coope . Next go to Compari-
son and enter . Philibert Zieger.
Next go to CRRJ Lyon and ask for

oulle . Information on Gilles Blanc and
and ‘Fuzzy' Bar in Poplars, and a

you will be informed that he was
arrested for receiving stolen
|ewels. The affair was handled by
Ciat Lyon. Next %a to Message
and contact Pref and enter
Identification no 9111 CD 69, You
will get a rggxtnscarbelongsto
Philippe ¢ of 32 Temeax
Square Lyon 69. Gall up the CRRJ
Lyon about Philippe Blanc and it
will tell you to contact the BORJ St
Etienna. The Borj will tell you that
Philippe is wanted for attempted
murder of a brigadier Leroux and
the affair is being handled by the
CIAT PARIS.

Get a statement from Philippe
Blanc to get some information,
then contact Gilles Blanc who can
be found at 2 Station Street and
get his statemant — he will have an
alibi. To check Gilles Blanc go to

lane

to get some more useful informa-
tion: Then to check Gilles' alibi get
the statement of Kowalski Stanis-
las whose address you get from

' statemnent. He will Gil-

To getthefirst part of the BMW's.
istration you should got to
: e caretaker then

gm to list the vocabulary. | know
p

has aiready been printed, but
DELTA 4 have improved the loader
and used security methods. The

program that Richard Heywood
sentinis included attheend. -

10 REM MAGIC POKE BY PAUL
MATHEWS

20BORDER 0O: PAPERO: INK O
: BRIGHT 1 : CLEAR 32767 :
POKE 23613,0 : LOAD """ CODE
64800 : POKE 236086,88 : POKE
23607,251: POKE 23613,0 :
LOAD """ CODE 32768
J00VER1:INKB: PAPERS:
CLEAR 24899 : RANDOMIZE
USR 32768 : POKE 23613,0 :
LOAD *“" CODE : POKE 23613,0
: POKE 23606,142 : POKE

50 FOR N = 25000 TO 64000
B0LET Z=223: PEEK N +32
TOIFZ <320RZ > 164 THEN
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There was another record
mailbag this month for
SIGMSTUMPS, with questions
spread over a wide range of
games. I'll try to answer ques-
tions on as many different
games as possible.

Several adventurers are
stuck near the beginning in
KwaH, being unable to escape
from the padded cell.

Before you are caught you
shouwld SFDPSE LXBI — this
can be played back when you
are tied up. Once free you
should return to being Kevin
and QVU @BTT JO HBQ.

N M Girling from High
Wycombe is stuck on NEVER
ENDING STORY and writes:

“ | have reached the tower after
Fantasia has disintegrated,
have managed to find my way to
the top and have come across
the door which refuses to open.
It says it will open only to people
it likes - polite people. No
amount of compliments or
requests or just waiting politely
will persuade the door to open.
How do | get through? *

I's quite simple really just
TBZ QMFBTF PFO EPPS.

Anonymous from Pontypool,
Gwent writes concerning zzzz
and asks:

“ How do | put the fire out in the
fireplace and how do | fill the
water pistol? *

To fill the water pistol QVU
CVDLFU PO IPPL JO XFMM,
UVS0 IBOEMF, UVSO
IBOEMF, HFU CVDLFU, GJMM
QJTUPM. Peter Magee from
Limavady, Northern Ireland
provides the following solu-
tion to extinguish the fire:
CLIMB DOWN CHAIN OF
WELL, TURN ON TAP DOWN
WELL, SEARCH TRAPDOOR,
this opens the trapdoor and
the water coming out extin-
guishes the fire.

CRASH March 1987

Mark Malone of Accrington
asks:

“ In the VERY BIG CAVE
ADVENTURE how do you get rid
of the bull the second time after
taking the penny and getting the
wellies etc ™

On the same game Neil
Hickman has rather
enthusiastically written two
letters asking:

*“ 1)How do you open the Clam?
2) What do you do in Gotham
City?

3) How do you get past the hairy
monster?

4) How do you find a piece of
plate to add to the contribu-
tion? "

Pl

/<
:

To open the clam you will
need the KFNNZ, then KFNNZ
DMBN. When you arrive at
Gotham City go F,T, then
FYBNJOF CVCCMFT, now go
to the alley to the north of the
police station and FYBNJOF
XBMM. I'll leave you to dis-
cover the rest foryourself. To
pass the hairy figure HJWF
SFDPSE, HP TPVUI, GFF GJF.
The piece of plate is in the
GSFODI DIFFTF SPPN, to find
it FXBNJOF XBMM.

Try UISPX CPNC.

THE soGar is still proving
troublesome for many adven-
turers. This month Shaun
Somers from Sheffield asks:

“ How do you get past the
spider's web in Part Three. Also,
what do you do when you get to
the Necromancer's Lunatic
Asylum and where is the coin? *

To pass web QVMM XFCC
then go OF. At the asylum
JOTFSU (TFDVSJUZ] DBSE,
VOUJFESBJO to find TNBMM
DVSJPVTLFZ. Togetcash, go
to the HPCMJOT EVOHFPO
and TNBTI USBQEPPS.

| ENCRYPTION CORNER
I6's easy to speak Brewster!

BLIBH : ZRABCPEFGHITKL
BACWSTER: AB COEEGH ITKLM

| ENGLISH : MNOPQRSTUVWRY
BREWSTER: N OPQRSTUVWXYZ

M Smith from Ruislip,
Middlesex is having difficulty
withmariaconTracT and writes:

“ Every time | reach Vincetti's |
pass out through lack of alcohol.
Where do | get a drink from? "

You should get off the train at
DIJOB UPXO and HJWF
USBNQ OFXTQBQFS for
NFUIT.

T Brett is having difficulty
leaving the magic garden in
Part One of THE SNOW QUEEN.
Quite a complicated prob-
lem this! First you must learn
to talk to plants. You must find
the right book and read it
twice. Once you have done
this go and talk to the
Michaelmas Daisies outside
the north gate. You will now
need a key to the gate — this
can be obtained from the per-
son who is frequently enter-
ing and leaving the grounds.

Graeme Queen from East Kil-
bride asks:

“ Could you please tell me what
to do in these two adventures:
1) MiNDSHADOW — how to get a
plane ticket

2) LORD OF THE RINGS — what to do
when you get to Lothlorien? »

Toget aplane ticket, bribe the
password from the tramp,
return to the Baker St store
and using the password and
money obtain a tickel.

I presume you haven't
crossed the river in Lothlo-
rien! At the border you will
meet an elf, continue East
through the forest until you
come to ariver, ask the elf for
help and then follow him. This
latter solution was supplied
by Mike Siviet of Bristol.

Finally, Graham Galbraith from
Newcastle upon Tyne has a
couple of problems in the PRICE
oF maGiKk and asks:

“ What is the answer to the rid-
dle in the spherical rock bubble?
How do you get the alloy wheel?
In the December STUMPS you
suggested that the vampire bat
should be able to help; | can see
the logic there (bats have sonar)
but how do | get that across to
the bat? **

The answer to the riddle, |
think, is GFBS. You will need
the DSPTT to make the bat
friendly.

That's it for another month,
keep on sending in your ques-
tions as well as any help you
can offer to:

SIGNSTUMPS

P.O.BOX 10

LUDLOW

SHROPSHIRE

5YB 1AQ
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| EASTANGLIA | EAST MIDLANDS _|SOUTH WEST/ WALES [LONDON/SOUTH EAST
R. A. ELECTRONICS CHILTERN COMPUTER CENTRE
133 London Road South, Mele Streot, Farost L1599 I & naitial 98/100 High Town Road
Lowestoft, Suffolk PE7 308 Get read by 000's Luton, Bedfordshire, LU1 1LY
B0502 66289 = (0733) 241718 of Spectrum owners! = (0582) 455684
Spectrum repairs New, low fixed prices: Spectrum £17, Midrive Advertise your services Specirum repairs £16.00 inc. VAT, parts & P &P
£17 fully incusive £18, Uace1 £18, ZX Printer £18, here! 3 month warranty. Full range of computer
Keyboard £12 Allinc + PP £180 ﬁgﬁ:ﬂl:w ; angm.
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Producer: A'n'F
Retail Price: £8.95
Author: lcon Design

Have you evar wondered how
computer games find their
way onto the shelves of your
local computer store? If Wibstars
Is to be believed, it's amazing it
happens at all,

In many respects, Wibstars
resembles those trading/strategy
games thal were so popular
afew vyears back, exccept
that this one has strong arcade
overtones. The first task for Silly
Wibstar, entra?eneur and novice
businessman, is to collect trading
goods from a warehouse.

Three types of commaodity are
available: computers cost £100,
disks go for a tenner, and casset-
les set you back a fiver. Billy starts
off with £E200 in small-denomina-
tion, used notes — borrowed from
a sceptical dad. Goods are col-
lected on-screen with the use of a
fork-lift truck, represented by an
icon. This can be moved over to
lcons represnting the computers,
disks and cassettes. Keeping the
fork-lift pressed against the icon,
increases the number of the com-
moadity ordered. When the amount
you want is reached — or you run
out of cash - taking the fork-lift
down to the the exit moves the
game on to the second stage.

This involves the loading of
young Bill's van. The guys in

despatch aren't particularly help-
ful though, flinging the items down
four chutes in rapid succession,
and forcing Billy to move his van
back and forth in an attempt to

catch as much of his order as pos-
sible.

In the third stage, Billy hits the
streats. But another cowboy dis-
tributor has got away from the
warehouse first and hogs the road
ahead. This screen is a scrolling
bird's-eye-view, not unlike Spy
Hunter, where the two vehicles are
able to move left and right across
the roadway. To make matters
worsa for Billy, the van ahead of
him has aloose load which is being
strewn across the road. There's an
advantage to be gained from this
however, as driving over useful
items such as computers, disks
and cassettes adds to Billy's
stock. On the other hand, useless
debris causes damage which has
to be repaired — another drain on
his overstretched resources.

The final game section consists
of a series of platforms and lifts as
Billy attampts to deliver his goods
to a shop, tems are only removed
from the van one at a time, or, if he
feels he's perfected the technique,
he can chance an arm and grab
the entire hoard of one commod-
ity.

The package is kicked towards
a conveyor belt, which should take
it into a lift. Timing is critical, as the
conveyor may dump the package
underthe lift and crush it— another
depreciation of stock.

final results of Billy's exer-
tions are then totted up. If, after
van repairs, he has managed to
shift enough merchandise onto
the shop's shelves to make a
profit, he goes through the whole
process again. We are, after all, a
nati?on of shopkeepers, are we
not

Having reached the retailers, it's time to unload the
merchandise

Billy Wibstar uses his trusty forklift to load a disc

@ " This has to be the most
infuriating game of the month.
I've been playing it for ages now
and | still haven't managed to
survive a day without being hor-
rendously overdrawn at the end.
Wibstars plays in a similar way to
a lot of the pattermn/platform
games that were around in late
'83; the controls are simple and
completing the game requires
more timing or luck than skill. if
this was going for the bog-stan-
dard budget price it would be an
average buy — as it's nearer ten
quid all | can say is stay well
away. "

BEN

@ " This is basically another plat-
form game. The road sequence is
too simple to represent any chai-
lenge, and the caftching sequence
makes little overall difference to

the game. The platform sequence
is, to say the least, infuriating. The
random movements of the Iift
make the game very, very difficult
to ever achieve a profit. The
graphics are fairly basic stuff —
small, lots of colour and iffy colli-
sion detection. And there's not a
decent bit of sound to be heard
anywhere. This isn't much of an
improvement on the last A'n'F plat-
form game Chuckie Egg II.

PAUL

@' Haven't you always wanted to
be able to take the role.of a dis-
tributor? No? What a coincidence!
MNor have |. This is a fairly poor
game. The graphics are very drab
and uninteresting. True, the vari-
ous stages are very different
indeed, but they have one very
unfortunate problem — they're all
as boring as each otherl To be
honest, | fourd the most addictive-
ness in the catching stage, but
similar games can be found in
maost Spectrum books as listings,
and only take half an hour to tapin.
Expecting anyone to buy this is
asking too much, "'

MIKE

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: bright and varied
Graphics: do the job without
being exciting

Sound: poor

Skill levels: one

Screens: four '
General rating: The mixed game
elements fall to add up to anything
very exciting, especially for the
price.

o 3
Value for %ﬁ
money

35%




Melbourne House
Retail Price: £8.95
Author: Beam Software

ay of the Exploding Fist

was virtually unique. A

totally original idea pre-
sented in a polished, playable for-
mat. It founded the entire beat "em
up genre, and imitations have
poured forth ever since. Now at
last, nearly two years after the
game first appeared, the sequel is
here.

The warriors of the Exploding
Fist have been betrayed and over-
thrown, and the land has been
enslaved by an evil Warlord. But
there is still hope — if one man is
brave enough to seek out the tem-
ples of the old religion of the
Exploding Fist, and discover their
secrats, he will grow strong

enough to defeat the avil Warlord
and thus free the land.

You control the only warrior fit
enough to settle the score. To find
the temples our hero runs through
a horizontally scrolling landscape,
climbing up and down ladders and
jungle ropes, and jumping down
holes or even off high cliffs!

When he encounters a Temple
Guardian, the screen stops scrol-
ling and a fight to the death ensues
(or your opponent flees off the
edge of the screen).

ultimate goal is to defeat the
evil Warlord. To acheive this, the
young Disciple has to find eight
mystical scrolls and take each to
its comesponding temple, thus
gaining its power. The length of
the disiple's life is governed by his
stamina level, this is displayed at
the top of the screen. The
‘maximum stamina level’ begins
at afairly low point, but itincreases
slowly as more enemies are dealt
with. Meditating at a temple also
increases this stamina level.

The Temple Guardians come in
a number of shapes and sizes.
Peasant Soldiers have the least
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stamina and are the worst fighters.
Warrior Guards are slightly harder
to defeat. Ninjas, equipped with
throwing stars, are better still.
Shoguns and Assassins are dead-
liest opFonams of all.

The fighting sequences will be
familiar to all beat 'em up fans.
There are sixteen moves, acces-
sed by a multitude of joystick wig-
gles. When a blow is successfully
landed, the recipient's stamina
level decreases accordingly —alot
for a flying kick, but not so much
for a punch. When one of the two
combatants runs out of stamina,
he is dead. If the Temple Guardian
is killed he vanishes - if our hero
comes off worse however, he
loses one of his three lives and is
retumed to the last temple he vis-
ited. An extra life is awarded each
time a scroll is taken to a temple.

@ “ What's this, the sequel to
the only decent Beat "em up on
the Spectrum. Well, Fist /| cer-

The knowledge-seeking disciple meditates at the alter of the
Ancient Gods

tainly isn’t going to take that title
away from its predecessor. The
gameplay is spoiled by the time
spent looking for action (it can
take as long as five minutes to
encounter the next ninja), and
even when the action is found
it's pretty tedious. Killing a ninja
or a pack of wolverines isn't a
feat worth telling your mates
about. The thinking behind Fist /f
is sound, but a potentially good
game has been marred by bad
programming. "

BEN

® “ | still have a bash on Way of
the Exploding Fist, but Fist I
seems to have taken the competi-
tive spirit out of the game. The
characters aren't as well drawn as
Fist, but the landscapes are wall
designed and give a good feeling
of size - it's a pity that some of the
landscape repeats itself after only
a short walk though. | very quickly
got the impression the Fist Il con-
tains very little to do, apart from

In his efforts to reach the temple, the young martial arts mas-
ter must defeat many adversaries

rrundm?ea# over the place. Beat-
ing up the baddies was fun to start
with, but they present little chal-
lenge. Fist || didn't really appeal to

me. '
PAUL

® * Technically, there's nothing
wrong with Fist Il. It's just that
stomping around all the locations
looking for a few badies to duff up
is so boring. The graphics are neat,
and the combat sequences are as
playable as in the original. Unfortu-
nately, | think that meLsourRne
House have given Fist Il far too
much hype. Having advertised this
for so long, | would have thought
that their programming team could
have come up with something a
little better than this. The combat
practice game on the reverse side
is fine, but | don't think that it's
worth buying just for that, "

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

Joystick: Kempston, Cursor,
Interface 2

Use of colour: unimaginative use
of the Spectrum’s own colours
Graphics: a great disappoint-
ment, especially when compared
to its predecessor

Sound: great shouts and screams
dgn‘ng the fight sequences, other-
wise average

Skill levels: one

Screens: large scrolling land-

scape
General rating: Doesn't live up to

the expectations generated by
Way of the Exploding Fist,




Producer:
Electric Dreams
Retail Price: £7.99
Author: The Ram
Jam Corporation

argantuan is an over-used

adjective, but 40 billion

mappable locations seems
1o qualify, so using it one more
time to describe Explorer won't do
any harm.

The RAM JAM CORPORATION has
ever been a source of addities,
from its first and marvellously
humorous Valkyrie 17 adventure.
In this new quest, the cosmic joke
i that your second-hand space
vehicle has broken up over the
Emerald planet. To make matters
worse, fragments of your craft
have scattered around nine of its
40 billion locations. Sounds like
you've got to find them all before
escape is possible. Some cosmic
[oke, huh?

Several vital instruments have
survived the crash. There's a
Compass, a Homing Beacon,
Direction Finder, a Laser Pulse
Gun and an all-important Sonar.
Recovering the ship parts is a
problem, but at least the sonar
makes life sound brighter — by
bouncing an echo off an object, its
bearing and rough distance is
revealed. A short walk through the
Jungle is okay, but you're told if the
range is too far for a stroll and it's
then time to take to the trusty jet-
pack.

When within range of an object,
travelling can be done on foot.
Pressing the forward key brings

A jet-packing explorer’s view of the Emerald planet

the tront view into sharp reliet and
shows the next planet section. Left
and right movements (or even a full
180 degree tum) are shown as a
bearing at the top of the screen.

The Emerald Planet is largely
uninhabited, except for a strange
breed of energy-sapping robotic
bugs. Energy loss can be fatal, and
although there /s a means of
replenishing it, killing the robots is
a far better method of staying
alive. A Laser Pulse Gun is a handy
extra when it comes to bugs - it's
accessed through Weapons
Mode.

Swirling patches of colour are
encountered deeper in the jungle.
These act as doorways to loca-
tions elsewhere on the planet.
Remember there are 40 billion, so
almost any name will do for a desti-
nation. Mind you, you can get lost
too, so this is where the homing
beacons come in. These can be
dropped anywhere to be used as
useful reference points — they're
seen from the air as flashing
squares.

The energy available to power
all the equipment is limited, and
the level of reserves is shown as
one of the menu options, which
can be accessed at any time by

ressing FIRE and then the first
er of the required option.

® “ This isn'ta game ... it's a
nightmare — 40 billion locations

is awesome (for awesome read

The Explorer discovers a teleporter — will it help in the quest

for spaceship parts?

ridiculous!). I've been playing for
hours simply trying to find the
game, and I've come to the con-
clusion that there isn't one: at
least not one compelling
enough to keep me plwln%:ny
more. ‘Mapping games' have
never really been much fun, and
the extremely short arcade
sequences aren't good or fre-
uent enough. Visually poor,
E;plomr’u initial prettiness
wears off as the locations are all
very similar; there’s a lot of col-
our clash too. I'd stay well clear

of it if | were you, "
BEN

® " it's a hefty task to find nine
missing pieces ina play area of this
size, even with the radio beacons.
Do they really think that some poor
player is actually going to trudge
around forty billion locations ? Ram
Jam wiite some pretty weird and
original programs, and this is their
weirdest yet. Explorer is well pre-
sented with good magnify and

wobble screen routines. The back-
grounds are very originally drawn,
and look like nothing I've seen on
the Spectrum. Unfortunately, what

could have been a good idea has
been drowned by a massive play
area with little variation. ' =Tl

® " Okay, a game with a name like
Explorer ought to have a lot of
locations, and the way in which
RAM JAM have written this means
that it isn't difficult to get through a
heck of a lot of them, but even so;
40 BILLION! One billion would
have been enough! The graphics
are pleasantly coloured, if a little
monatonous, but (unsurprisingly)
the game has a tendency, to get
boring after a while, Explorer isn't
a stunningly good &; | reckon
that a bit less dedication to size,
and more attention to gameplay
might have worked much better. *

MENE

Control keys: on the ground: 6
turntotheleft, 7 turnto the right, 8
180 degree turn, 9 move in the
direction of your compass bear-
ing. In the air: 6 west, 7 east, 8
south, 9 north
Joystick: Kempston, Cursor,
Interface 2
Use of colour: very jungle-ish
Graphics: attractive, but it's
sometimes hard to see what's

ing on

d: very little

Skill levels: one
Screens: would you believe — 40
billion?
Generalrating: Gargantuan, awe-
some, actually quite fun for a while,
but devastating in the end, and

ultimately a bit monotonous.
. i
; 44%
e 32%
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Producer: US Gold
Retail Price: £8.99
Author: Accolade

he Mosquito (the plane, not

the insect) has starred in

many a daring WWII film.
Now US Gold offers you a chance
to try your hand at one of the
oddest and most successful flying
machines in the Allied arsenal.

Built almost entirely from wood,
the Mosquito was heavily armed,
fast, and quite manoeuvrable for
its size. It was used whenever a
few tons of high explosives deliv-
ered accurately would be more
use than a lot of TNT spread all
over the place.

To become an ace of aces, you
must show your ability at flying
four different sorts of missions:
bomber interception, V1 flying-
bomb interception, U-Boat Pen

arming screen

Give us the tools and we'll finish the job . .

bombing and train busting.

The program loads in two parts.

First, decisions are made as to
what missions, or combination of
missions, are to be flown, and the
Mosggﬂul r}eedgn to beeﬂanned
accordingly. intelligence
screen is Jisplaysd. ﬂlving direc-
tions of targets and likely opposi-
tion. Armament consists of can-
non, rockets, bombs and drop
tanks {to extend the range of the
bomber). As much armament as
desired can be loaded, but the
plane becomes less responsive as
it is weighad down.

After selecting mission and
armament, the next section of the
game is loaded.

Five screens control the Mos-
quito. In the cockpit is the joystick
and forward-firing cannon and

rockets. Instruments show
altitude, heading, speed and
attitude. There's also a radar

« the mosquito's

screen showing attacking ﬂnnm’{
craft and their relative height.
din%ram of the plane is present on
all the screens warning the pilot of
any problems on other screens.
'wo screens look out over either
wing. These contral the engines.
Throttle and boost controls adjust
propeller speed and pitch, making
ane go faster or slower. Flaps
and undercarri can be raised
or lowered to suddenly change the
plane's speed and shake off attac-
kers. The trim control is used if one
of the engines has packed up. It
‘feathers’ the prop and prevents
the machine from going round in
circles. There's also a fire extin-
guisher to be used if an engine
catches fire and has to be doused
- however this puts the engine out
of commission.

A map screen shows the Mos-
quito’s position and that of any
targets to be attacked. The bomb
bay screen is used during bomb-
ing missions. When the bomb
bays are opened, targets can be
seen below you. To bomb a;:rdget,
the plana’s is redu to
100 knots and height to 1000 feet.
Then, when the { is visible
through the bomb bay doors, a
cross hair is moved over the target
and the bombs dropped.

Except for the control stick on
the first screen, all controls are
used by moving a dot cursor over
the appropriate icon — using left
and right keys, then holding the fire
button down and using the up and
down control keys.

After completing a mission, the
Mosquito heads back home.
There is no landing sequence, you
just have to fly over the home base.
Points are scored for targets
destroyed and any spare ammo
brought safely home.

@ “ us oD have taken the two
aspects m gaming
that | hate most, flight sims and

GERR

102 CRASH March 1987

FLAP

-------
.......

multi-load, and created one of
those totally unplayable horrid
games. Ace of Aces is further
sullied difficulty, it is
extremely hard to get into. Even
if youdo manage to get involved,
the gameplay isn't enough to
ku-:ﬁie\mn the most avid player
bashing away for long. The
ﬂraphic:fm fairly good, the

sheets of clouds scrolling fol:!
ward works very well. |
can't really recommend this -
it's too much money for too little
gameplay. " —

@ " Whatis mmgamtxgg tobe?
The Top Gun ofthe 184057 It's weil
presented, but lacks any sub-
stance or addictiveness. | rea
liked the idea of having the com-
mander pointing out your options
at the beginning — although it's a
pity you only get one chance to
pick your controls. Once the
launch sequence is over | found
that you had to do very little efse in
the game. Shooting down the
enemy is easy to usad to —in
fact the anly bit of mnuﬂﬁ’-‘gow
fires on the wing. Ace of Aces
doesn't contain enough to make it
worth piaying for more than a few
days. "

PAUL

@ " This product isn't bad, if
not exactly legendary. The
raphics areq&]ih:'dnam; the clouds

ing past and under you are
w&Lrl'gdcna. The clnuéubanievrlag
something often lacking from flight
sims and it really adds realism.
various missions on offer give
more addictivity than you'd find in
most sims, but the multi-load sys-
temm soon becomes a pain.
That said, us coLb have finally
picked up on the potential of Dam-
busters, and made a much more
playable game. Worth looking at if
you haven't already got 50
ﬂ?_'o?fsand flying games on your
shelf... "

Control keys: 1-4 selects view; M
map, Oleft, Pright, Qup, Adown,
X fira
Joystick: Kempston, Cursor,
Interface 2
Use of colour: bland but func-
tional
Graphics: atmospheric skys-
capes, and detailed cockp
interior
Sound: Good spot effects
Skill levels: one

: five
General rating: Nicely detailed,
but generally unplayable fiight
simulation.




wo worlds — the mirror image of each
other, touch in space through a
Time-Warp.

ne Is positive, good, familiar — our World:
the otheris 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!
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power to get it for you, then we will, ﬂl‘fm software reviewed in this OR ANY *“‘lw
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B
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Producer: CDS
Retail Price: £14.99
Author: The CDS team

ell Brian me and the lads
ogether, and waell,
em nwaa inthe back of

the net — something a bit different,
a board game where the computer
ac1t§ as rez«fﬁ e

wo to five pla each take a
team. The remal EFE teams are
controlled by the mrnputar which

f h
m:m;;m'w

three mi

ﬂ'lfea for\:'uardsland two versatile

ayers. Versatile players can play
ﬂ any position (however, their star
rating is reduced to one if they play
In goal). All players have a star rat-
1:.'3 betwean one and five, ﬂllhﬂ:%
initially footballers
values from one to four are issued.
These are represented by cards
which are given to the players. The
remaining cards are then mixed
together and placed in the middie
of the board. Players also receive
£20,000.

The computer now shakes the
dice for the players in turn. Each
player moves a counter round the

board, landing on squares which
either give penalties or bonuses.
Ptayars ma ¥ also land on auction
n this happens, the
mpcardfrom the stack of footbal-
lers is turned over. All players now
bid. Sometimes players will land
on a square which entitles them to
only pay half price in the sub-
auction.

ootballers can be sold or
loaned between players. When
this happens, the squad is rear-
ranged to give the same 1-4-3-3
formation with which it started.
After all the players have made a
move on the board, a round of

matches is pla: Pia in
B ol i a2 s
8 their squads
aftack strength is the total star rat-
ing of the attack and midfield
players; the defence is the sum of
the defenders and the goalkeeper.
After that, the computer works out
the results of the matches. Players
then receive gate money, degpend
ing on how interesting the fixture
was.

Play then alternates between a
move on the board and a match.
Apart from adjudicating the
matches, the computer holds a list
of the cards for “selection prob-

lems' and ‘manager's luck'.
Shouid a player land on one of

sQuares, the c
tums wa;dtlhe next card, and the
manager follows its instructims.
Some reprasent cash penalties, so
it's important not to overstretch
yourself by bidding too highly in
the auctions, or there may be
insufficient funds to cover a pen-
aﬂm Irthepenaltycantbenmtby
ing footballers to other pla ngam
the manager is bankrupt a
of the game.

Players can check their current
leagua position from the prog-
ram's main menu, they can also
inspect the last cards drawn and
thelast orthe next league fixtures.

o Emm?eanﬂm Compatitions,
anter U ons
Here t e tougher opposi-
tion, but the rewards are corres-
pmdingiy reater.

Players decide at the start of the
game how seasons the
game will last. At the end of this
period, the man;ger with the
greatest number of management
points wins. Management points
are scored by doing well in the
League or Cup competitions.
Players also score a few points for
cash in hand at the end of the

m+ but this is a fairly minor

@ “ Golly! Football Monotony
niﬁlucum

alf | would say that Football For-
tunes is too over-priced to enjoy

@ " Is this one for the board
ers or the bored gamers
myself. Thisis neithera
good game or a computer
program. The com side of it
runs very ere seems to
be far oo much luck involved,
once one person gets ahead it's
almost impossible to stop them as
success leads to more success. It
might provide a bit of fun for an
avenin? or two, but that's not
much for this sort of price tag.

Brian, I'm going to kick this
mnrntotwch !
MIXE

gnmml keys: menu selection, 0—

ask
cularly

Joystick: none
Use of colour: hardly any
Graphics: a series
printed results

: none
Skill levels: four
Screens:

menus and
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ervyn is a sorceror's
apprentice — well actually,
at the moment he's a frog! A
new spell that he was trying out
was supposed to e him
irresistable to women, but it went
horribly wrong and he was left hop-
ping about in amphibian form. This
was fortunate however — shortly
afhark;'ha Mn;meg 13% his macho
mag| rvyn ngeon was
invaded by  war- arln
wmrds who killed everythin

believi im
to ba a rwm% .

packed with
wlzarda 'Ii'wrwﬂ mlnmﬂs and
as if that wasn't e:m:lug.'B
generators situated around
mazes of rooms that make up the
levels spew forth magical

CRITICISM

Weapons. has to kill 96
wizards before his task is com-
Iel?— 12 evil magicians on each
avel.

The screen gives an overhead
view of the room Mervyn currently
occupies, showing the adjacent
rooms that he has already visited.
Between 50 and 100 rooms make
up & single level, and they have all
been plunged into darkness. As
Mervgn enters a room it is flooded
with light, and remains lit for the

rest of the game. are con-
nected by , some of
which are invisible: position of

a portal is made clear when a
wizard negotiates a hidden door,
ora ial spell can beinvoked to
M e mui:eifaa?hd ‘zérd
arvyn tac e Wi -]
bumping into them. Collidin w%
a magician takes the player into a
sub-game where the letters of the
word RANARAMA are jumbled
onto the screen. Pairs of letters
may be swapped by moving a cur-
sor over them and prassing fire —
the aim is to sort them into the cor-
rect order within a time limit and
thus defeat the wizard. When the
wizard dies, he sheds useful runes

of spells
energy. Losing the battle with a
wizard results in a loss of spell
power or death.

Designs found on the floor of the
dungeon are called Glyphs and
come in four varieties — ing
fire when is standing on a
Glyph activates it. A Glyph of
Seeing reveals a map of the room
that you have visited; a Glyph of
Power activates a spell which acts
asa 'smart bomb’; Way Glyphs act

CRITICISM

as teleporters, transporting Mer-
to another level; while a Glyph
Sorcery allows Mervwyn to
examine the magical status screen
that displays a list of runes col-
lected. This also indicates the
spells that Mervyn is using and
gllows him to e runes for

adn:ﬂﬂonal
ufapellammihbla

iner, ttack, Defence and Effect

- and speils have eight levels of

As Mervyn prog:mas
rmﬁ‘etm eight levels of the dun-
Bncounters more power-
I adversaries, and spells of the
appropriate level of potency are
required to deal with them.
Mervyn's en isdrainedashe
moves around the dungeon, and
the energy loss is more rapid when
higher-level spells are used. Con-
mvdth th; evil wizards and thmr
ons also saps
strength can be mﬂm by
bumping into one of the floating
energy crystals or by a:ccm.m;mg

Points are wapfglr killing

CRITICISM

Magical Minions and for eliminat-
the Generators that produce

Should Mervyn manage tomas-
sacre all 96 n'mgin'lam he wins his
freedom — Iuckaspall
to turn him bnr.k into

will be thrown into the pur.k
age...

COMMENTS

CRASH March 1987

109



COMPLITER REPAIRS,

UALITY APPROVED
REPAIR CENTRE

Wiy ROt UDGrade your ordinary Spectrum into
e fantariisd DX Tronics Typewn ter keyDoara

for only E31.50 inciuding mrting. VAT ana -‘)

retumn post and packing. g wou it send us £19.9%5 whichi

NOrmal recomamended retadl e 2 TLATY INCiushee pACE 10 [ove

EA9.95 repmcement printed ] i

B Tronics bey o all COWES InCIucing et

RN et E7.50 N DoslagE

inciuding post L Rl FUT e mering instrucion:

macong suppied weih every of

I wOu weduld lilg us £0 E THe of 9

= Update Your Rubber Keyboard
to a New Spectrum+ i
Fitted for only £371,90 + £1.50 post & packing
(AIsO OLLY. Kit avaliable for onty £24.95
+ £1.50 post & packing)
Your Spectrum repaired and upgraded to
a Spectrum Plus for special offer price of
E50.00 complete. LIMITED OFFER

same day service

RVICE

+ While you wait service including + Five top games worth £38.00 for you to
computer spare parts over the counter enjoy and play with every Spectrum repal
= Allcomputers fully overhauied and fully = We repair Commodore 64's, Vic 20's, 3
tested before return Commodore 16's and Plus 4's
+ Fullyinsured for the return journey + The most up to date test equipment
+ Fixed low price of £19.95 including post developed by us to fully test and find all
packing and VAT. iNot a between price faults within your computer :
of really up to £30.00 which some of our = Keyboard repairs, Spectrum rubber key rinbon cable to
competitors are quoting) boards only £8,95 extend your ports for .
# Discounts for schools and colleges + Imonth written guarantee on all repairs your peripherals RUBBER MAT s

BEST PRICES | |— £10.95 £6.50 owser o0t

ARE YOU ANOTHER CUSTOMER - fed up 2LTR2ER ) (| REPLACEMENT
waiting weeks for your estimate? _ LPOWER SUPPLY

Need your computer repaired fast? Then send It now to the Number One Repair - — W oot
Company In the U.K., or callinand see us at our fully equipped 2,500 square foot workshop, |

with all the latest test equipment avallable. You are more than welcome.

We will repair your computer while you wait and help you with any of your technical problems
Commodore computers repalred for only E35.00. Please note we gove you a 100% low fixed
price of £19.95 which Includes return post and packing, VAT, not a between price like some
other Repair Companies offer. We don't ask you to send a cheque in for the maximum amount and
shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for quality and
speed, don't risk your computer to any other unauthorised repair centre. We dont just repalr the
fault and send your computer back, we give your computer a:-

OVERHAUL WITH EVERY REPAIR WE DO:-

wWe correct Colour, sound. Keyboard, Check the loading and saving chip, Put new feet on
the base if required, Check for Full memory, check all sockets including ear/mike and replace
where needed. All for an inciusive price of £19.95 Including VAT, ail parts, insurance and post
and packing. No hidden extras whatsoever. We don't have to boast too much about our
service as we have thousands of customers from all over the world highly delighted with our
service. A first class reputation for speed and accuracy. Don't forget, we also now have a
Service Branch in Manchester City Centre for while you walt service,

Fire Joystick and
e et ot Normal | SpeCtrum replacement
recommenaed retail pree £ SS L ) power transformer
purcrased At sultable for all makes

ot onvE16. 50incuamg et e _ s of computer £9.95
Jorstcs e g e\ BIUS £150 D & D

£9.00ohus 01 50E 6D

A

=T % Spectrum keyboard

ST membranes

' Iy \E5.50 plus £1.50 p & p
spectrum Plus spare

keyboard membranes
SPECTRUM SPARES COMMODORE SPARES \ £12.90 plus£1.50p&p
e 18 | B-cua 19.00 i\ 2x 81 membranes
. 5 / - Processor 19.00 d
71213 88 | es81-siacnip 19.00 £5.00 plus£1,50p&p
Power Supply Transftormers 8,95 06114~ House Keeper 19.00
ULA BCO0T 1650 | 901225-Graphic Rom 19.00
Ram 1650 901226 - Basic Rom 19.00
R N E R KeyDOara membrane a01227 - Kernal Rom 19.00
:gegg;rgmemn L 350 | 6569-vic s
T
We regret we cannot Suzr!rum Plusmemorane  1zaq | 4164Rams—Memary 300
show all the COmponents Metal Templares 550 Power Supply
available. Just give us a Keyboard Mats 550 | Transformers 900
call and we can Quote you IX81 membrane 500 Adl QU prices InClude VAT, Dut please add
quote y ¥
over the phone, delivery Service Manual £30.00 £1.50 of 8ach Groer io cover past
by 15t Class post packing and handiing charges ;renl“fgmnt pugr
ansformer E29.
VIDEOVAULT HEALTH WARNING! ! plus £1.50p & D

Sending your computer to any other Repair Centre can seriously Damage its Health

140 High Street West, Glossop, Derbyshire 5k13 8HJ n
Tel: 04574-66555/67761 Head office & access orders, queeries, ,
Manchester 061- 236 0376 while you wait repair centre only. V

- Copyright Videovault Ltd. No. 781022
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The Videovault will shortly be releasing the
most up to date and exciting catalogue ever
\ produced, our team of experts have scoured
the globe to find you all the latest software
and add on's for your computer, all the
latest in joystick technology, all the top and
tested software titles all at great discounts
to you. Anyone can apply now using the
coupon below and enclosing 2x18p stamps
for your free copy. We have all the top
Soaiiibranded items available, delivery by return
';3‘ post (our usual standard).
’J our guarantee of satisfaction. Never has
such a catalogue ever been produced
before.
We will be updating the products asoon as
we have all the latest news available to us,
on all the latest technology.

SPECIAL EXCITING OFFERS ON EACHISSUE
Top reviews, a 1st again for the Videovault,
the No.1 computer company in the UK, (we
must be as all our competitors keep copying us.)

SHOP UNDER -
ONE ROOF FOR ALLTHE ===
TOP PRODUCTS AVAILABLE™

All goods carry Tthe Saga Lo Profile

A SAMPLE OF
OUR FANTASTIC
DISCOUNT PRICES

Prnfesswnaél(gvboard

Recommende i

retail price £39.95

:Ideova:.ltt
scoun

price only £23.5°+ £1.50 post + packing, total £30

Egumulauter reipalr and upgrade to Saga 5

.00 complete. :
The Saga Lo Profile Keyboard has 52 full UERSERgs -
travel keys, featuring a separate numeric ORDE Y
keypad and printed keys. Your Spectrum MOST |
fits securely inside the housing. WELCOME
Dimensions: 22x44x5cm. Suitable for |
Spectrum 16/48K and Spectrum Plus. —

g
r 4 1 T T 1T T rrrfryririrri1e.

S G
— —

% | AS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. 1
B! ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS
I MR/MRS/MISS

B ADDRESS

* the1st 500 customers 4
ordering from our
nlew catalogue will £7
receive free of '
tharge a quartz
digital watch. No
minimum order
Walue required.

POST CODE
JCUT OUT THIS COUPON AND POST IT TO: BLOCK CAPITALS PLEAsE

lVIDEO\FAULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST,
GLOSSOP, DERBYSHIRE, SK13 BHJ ENGLAND
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Producer: Atlantis
Retail Price: £1.99
Author: Nigel Edwards

nce again it's your chance
to manage your very own
soccer team. League Chal-
lenge puts you in charge of a lowly
Fourth Division club, and sets you
the task of building them up into a
waerful force in the world of foot-
Il
Play kicks off with the newly-
installed manager naming his club.
The computer then assigns a
panel of 12 players, divided into
three categories: defence; mid-
field and attack, each has a per-
sonal fitness level rated between
one and nine.

A season consists of 15 league
matches, plus FA Cup fixtures.
The computer then totals the skill
levels of the chosen team, and
adds up the total fitness of all
players. It then displays the team’s
combined strength alengside the
strength of the opposition. From
these figures, the manager can
work out if he still needs to

v
0

TEAH
Southend

OV LN st T O ) 1 L N

L L T Ty
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LEAGUE TABLE DIV

strengthen the team.

The team’s training schedule is
chosen before each match, There
are threa different levels of train-
in?: Moderate; Vigorous and
Intense. As their names suggest,
these vary in effectiveness — con-
saquently they also become prog-
ressively more expensive.

Saturday’s match follows the
‘weekly' preparations, with the
game displayed as an animated
action sequence. During play, the
manager can only sit tight in the
dugout and wait for the verdict.
The results of all the league
matches are displayed, and the
league table is worked out.

As team manager, the club's
financial position is in your hands.

Al "ai' i i '_: & if] et !
Goalmouth action, as Cameron’s Bulldozers take on Exeter

Incurring debts of over £250,000
bankrupts a club, sending the
team back to its starting position
at the bottom of the league.

At the end of the season the top
three clubs are promoted and the
bottom three demoted — a cash
bonus is awarded to the manager
depending on the season’s perfor-
mance.

-

[ L[ [ATATATATA R ol -9
RNNUWLLHTUOOAODDIN —~

s o ks ek it o crna et

Fifth from the top after 11 games, will Cameron take his team
to Division Three?

® “ This is a real step back-
wards for football management
games. It has been severalyears
since apoicTive released their
classic Football Manager, and
still after all this time no-one has
managed to improve on it
League Challenge Is slow,
unrealistic and very monoton-
ous. There is nothing about it
that even remotely impresses
me. The ‘action’ is tedious, and
the bits in between are point-
less. | couldn’t recommend this.
Even atits low price it still offers
bad value for monay., "

BEN

® “ As if the old Football Manager
wasn't bad enough, ATLANTIS have
come up with a sub-standaro
product that's even worse. The
graphics don't really deserve the
name - they are very simply
drawn, Inaccurate and unani-
mated. There are no new bound-
aries broken — it's just a case of
progressing through a few menus
and hoping that you'll win. Differ-
ent team selections make little or
no difference to the outcome of the
matches. League Challenge holds
little appeal — even for the most
eamast football fan. ™'

PAUL

@ " League Challenge is boring.
The only respite from the drab
text-only screen displays are the
completely awful match high-
lights. The characters are badly
drawn, the animation is abysmal
and the colour choice is even
worse. As far as football manager
games go, this one is very average,
and certainly contains nothin
new. Fans of the type rr!ighﬁI
well find it reasonable (espe-
cially with its price tag of £1.99),
but | think it's very poor. "

MIKE

Control keys: menu format, using
keys listed

Joystick: n/a

Responsiveness: not applicable
Use of colour: effective for text
highlighting, poor during ‘match’
sequences

Graphics: poorly drawn match-
stick-men footballers

Sound: minimal spot effects
Skill levels: one

Screens: ten

General rating: A frustratingly
tedious football management
simulation

29%
25%
33%
28%

S

gl i s da sl
i R ,

Producer: Firebird
Retail Price: £1.99
Author: lvan Horn

ock Carrington one of those

guys you justcan'tstand at

parties. Young,handsome,
and in line to inherit a fortune from
his eccentric and recently
deceased uncle, Professor Max-
billion 1.

Fancy free, and never having
done a day's honest work in his
life, Rock has been enjoying the
life of the idle rich on the strength
of his impending inheritance. But
at last, the creditors are closing in
and Rock has actually got to go
into the prof's home and get his
hands on the readies.

This is where the trouble starts.
The old professor was incredibly
mean — andrather devious. To see
whether Rock is worthy of the lolly,
Maxbillion laid a series of traps for
his unsuspecting nephew.

The maze that comprises the
mansion and its grounds consists
of a series of rooms, viewed from
the side. Rock ambles about this,
picking up objects. Pressing fire
brings up a screen containing
eight icons: Quit; Abort; Pick up;
Drop; Use; Pause and Return to
the game. Accessing the object-
handling icons brings up a further
screen showing the objects car-

red :

After the initial trap, where our
hero stands a chance of being
gassed, it is a question of collect-
ing and using pieces of equipment
to gain entrance to parts of the
maze that are initially inaccessible.
Rampant robots and man-eating
plants have to be evaded. Energy
and time are in short supply,
although some objects replenish
energy.

The final alm is to find a video
tape which shows where the
money is hidden. The clue to its
location lies in a painting hanging
in the house, and sections of the
painting are obtained for solving
certain key puzzles,

@ “ FireriRD have come up with
a cracker in the form of Mega
Bucks. | must say that I found ita
little tricky to begin with, but
after a fair amount of raving, and
lots of trial-and-error this game
became rewarding and fun to
play. In gameplay and plot this
could be a great rival to one of
David Jones' masterpieces
{Knight Tyme and the like). The
graphics are similar to those
used in the Wally trilogy — there
are a few colour problems but
everything else has been well
drawn. The sound is surprisingly
good, with a reasonable tune on




| work. Four nucleo cells are unsta-

Accessing the icon window reveals that the would-be Rich Kid
hasn't got anything te pick up. The message window rubs it

in...

the title screen and well above-
average effects during the
game. :

BEN

@ " Another excuse for another
Silver Range arcade adventure
game. | wonder why FIREBIRD can 't
bring out some good original
games. Mega Bucks contains all
the budget favourites. Lots of col-
our, smart graphics and lots of
options. Sound is limited to a few
spot beeps. A tune running
through the game would have
suited it well — but alas there fsn't
one. Sadly | found Mega Bucks
boring to play, as there is very little
to keap the player addicted to it for
long. It may look nice, but the
game holds little appeal. "'

PALL

@ " Mega Bucks looks very suspi-
ciously like a game from the Magic
Knight trilogy. I'm not particularly
keen on it, as the game isn't as
playable as it should be — even for
two quid — and it loses out far too
much on addictivity. The tune on
the title screen is annoying, and
the game sounds aren't anything
above spot effects. The graphics
are below standard, and too much
colour has been used. The icons
are unattractive, though recognis-

able. | think that FREBIRD have
skimped a bit on this one.
Definitely not their best;, they
should have spent more time on
| M

Control keys: definable; up,
down, left, right, access menu
Joystick: Kempston, Cursor,
Interface 2

Use of colour: pleasing, with few
attribute problems

Graphics: pretty, with lots of detail
Sound: reasonable title tune, but
sparse spot effects

Skill levels: one

Screens: 72

General rating: Should appeal to
fans of David Jones' type of
games.

mquﬂhhl 50%
Value for
money

NUCLEAR

COUNTDOWN

Producer: Atlantis
Retail Price: £1.99
Author: Adrian Longland

tor going crazy® scenario. One

thing games designers naver tire
of is the prospect of some hideous
nuclear accident dumping
radicactivity all over the place.
Once again, you are at the controls
trying to stop the world from glow-
ing in the dark.

Naturally, you are not expected
ta go down into the trouble zone in
person — you have a little robot to
guide around and do the dirty

It's back to the old 'nuclear reac-

ble and about to blow any second,
and they have to be destroyed by
nudging into them.

The game is played over a ter-
rain displayed from an isometric

3D viewpoint, in a strange com-
plex made up from blocks and
floor sections. Some of the blocks
can be shoved around, and the
floor doesn't always cover the
entire screen in view, Some seg-
ments drain energy while others
propel your droid off in a given
direction rather violently. Energy
recharging points are scattered
round the building.

Mutant droids inhabit the com-
plex and come in two basic
flavours: some tromp around fol-
lowing a set patrol path and other,
really mutant robots, home in on
your droid. Contact with the guard
droids saps energy,. which is mon-
itored by a horizontal bar at the
base of the screen.

The hero of the piece can fight
back, however — he's equipped
with a shield that drains anergy
when it's used but comes in handy

for battering the baddies.

The game is divided into four
saections, one for each nucleo. Five
droids are supplied, and when the
cumrent servant expires, the next
mechanoid clanks off from the
start of the current section.

There's no score: just a rating
based on the number of nucleos
neutralised. To make life that bit
more difficult, the game is played
against the clock.

@ Well done atLanmis - what an
excellent piece of budget
software. Although Nuclear
Countdown is far too easy to
offer much in the way of lasting
appeal, I'l be hooked until |
complete it: it is really playable
and ever so compelling. The
graphics are slick — the back-
grounds are excellently detailed
and the characters move around
smoothly. The sound leaves a
little to be desired - the effects
are good, but there is no tune
whatsoever. Overall, | think that
this is well worth its two quid
price tag. Go and buy it. '

@ "' A great little game frorm ATLAN-
nis. Even though monochromatic
graphics are the order of the day,
this is an addictive and very play-
able game. Presentation is superb
with a neat pause mode and some
good sound effects. All the
characters are very well drawn,
contain lots of detail and are well
animated. | found Nuclear
Countdown very easy to get into—
but unfortunately a bit too easy to

complete. If you want a great little
budget game with strong hints of

TIHE: 222

TIME 268

Yourdroidis veryclose toa nucleo, buried in the middle of the
sScreen

Highway Encounter fhen this
could be for you. | certainly
enjoyed playing it. "

PAUL

@ " Nuclear Countdown, while it
isn't exactly blazing trails in the
fields of software excellence, is
quite a competent little game. The
graphics, afthough small, move
quickly and smoothly, and for
£1.99, | don't think that anyone will
complain if | recommend It
Despite the fact that most people
won't play it for the rest of their
time, it is playable, and to an
extent, addictive. It looks and
plays very like a cheap game; |
don’t mean that in a negative way
— don't expect too much from it.
Although there is nothing particu-
larly amazing about Nuclear
Countdown, you might find it
alright for the price. "

MIKE

Control keys: definable; left, right,
up, down, shield, pause, quit
Joystick: Kempston, Cursor,
Interface 2

Use of colour: monochrome
Graphics: excellent detail, good
animation

Sound: good effects, no tune
Skill levals: two

Screens: 25

General rating: A very neat
budget game.

R
e %
bl
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SHOCKWAY RIDER

Producer:FTL
Retail Price: £7.95
Author: Gargoyle Games

hockway Rideris the second

release  from  FASTER

THAN LIGHT |, the offspring
of GARGOYLE GAMES .

Its plot is centred in a futuristic
city where walking is a thing of the
past. Instead of using pavements,
the inhabitants move around on
vast, scrolling walkways. Crime,
however, is not an unhappy mem-
ory. Muggers find in the moving
pathways a cornucopia, rich with
pickings, Things are bad. Inevita-
bly an individual who's seen too
many Death Wish films decides to
take the law into his own hands,
and Shockway Rider is about this
vigilante out to clean up the mean
streets. Not unlike Bronson's

Death Wish character he isn't par-
ticular in his own morals, and sees

little harm in taking out innocent
by-standers at the same time.

The pedestrian pathway is the
place where it's at, and on-screen
it's divided up into three sections
running parallel to each other.
Each section moves at a different
speed, and the walkways loop
round in a circle. The idea is to get
right round the circle killing as
many characters as possible (after
all, one of them must be a mugger,
surely?). Movement happens by
standing still, while the screen
scrolls from left to right.

Completing a circuit, the player
automatically progresses to the
next level, of which there are eight,
and each provides more disposa-
ble persons and even some nasty
obstacles to avoid.

Future City's thugs are slick,
and down on Moving Mean Street
they're identifiable by their black
gloves and natty shades. But don’t
be fooled by apparently innocent
commuters and passers-by; that
frail-looking granny may suddenty
turn into a mugger. The best bet is
to kill everyone!

a mugger spots you, he
jumps onto the same pathway and
literally knocks your block off, Vig-
ilanticide is as easily
accomplished by jumping on top
of you when off-guard.

Like the muggers, the vigilante
can also jump from walkway to
walkway in pursuit of prey. The
three walkways are seen in per-
spective, so effectively the
characters change size as they go
further ‘into’ or ‘out of’ the screen.
Fists are the main weapon, but the
stationary pathways alongside are
littered with usable items which

Oops, Cameron's lost his head again . .. poor lamb!

come in handy as ammo. Jumping
off a moving pathway onto the
sidewalk and running over the item
results in its being displayed at the
screen base. The weaponry col-
lected may be hurled forwards and
backwards and in some cases up
and down as well.

Vigilantism just ain't nice, and so
bonus points are awarded for
biffing innocent by-standers. For
every ten inoffensive pedestrians
killed, an extra life is awarded and
added to the initial five.

@ “ This is a bit of step back-
wards for FTL. | was expecting a
game with the same sort of
graphical quality as Lightforce -
alas there are no muiti-col-
aured space ships in Shockway
Rider. There are some pretty
characters though. Not to
worry, they seem to have
worked on the gameplay — or
rhaps it only appeals to me
se you can hurl bricks at
innocent by-standers (and get
points for itl). Unfortunately
there are only eight levels so this
won't keep anyone plarlng for

longer than a few days. "
BEN
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® " | wondered how FTL could
follow up a smash hit like Light-
force — not very well it seems. The
game is, like Lightforce, very sim-
ple in construction. But Shockway
Rider lgses out on playability. The
graphics are well drawn and back-
grounds have a good feeling of
perspective with the screen con-
taining a decent amount of colour,
even though the play area is
monochromatic. The meanies
contain lots of frames of anima-
tion, and there are good explo-
sions when someone gets chop-
ped. | love the way that the bad-
dies wave their hands in the air
when they chop your head off
Shockway Rider isn't really as
good as Lightforce, but it certainly
needs to be looked at as the game
is ariginal and quite addictive "
PAUL

@ * Despite the essentially simple
idea behind it, Shockway Rider
has turned out to be a reasonable
game. Like Lightforce, it has excel-
lent graphics, with colour used
well, and superb scrolling: some
of the character animation is bril-
liant. It's highly playable, but | felt
that it lacked depth. The loading
screen is particularly neat, and the
packaging is very professional.
Though by no means a poor game,
Shockway Rider is something of a
disappointment after Lightforce;
but then most games would bel
Look before buying. "

MIKE

Control keys: definable: up,

down, left, right, fire

Joystick: Kempston, Cursor,

Interface 2

Use of colour: good with a mini-

mal amount of colour clash

Graphics: simple and nicely ani-

mated

Sound: the odd splatty sound
flect

2]

Skill levels: one

Screens: 8 scrolling play areas
General rating: An interesting
above-average ?ama that misses
the highspots of Light Force.

Presentation 73%
Graphics 75%
Addictive aualities

65%
ooy e A,
Overall . 87%
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The graphicial capabilities of the
current generation of home com-
puters are limited, and even the
most talented artist is restricted by
the nature of the medium when it
comaes to putting art on the screen,
So why did Bernie Drummond,
the man behind Batman's
graphics choose a life of pixel
prodding?

Well, one answer could be that
there's money in it. For the latest
game to emerge from the mind of
Jon Ritman, Head over Heals, the
advance royalties alone from
oceaN will net Bernie over £14,000.
This isn't bad for someone who
managed to fail his art CSE!

Bernie Drummond Is
unashamed about his lack of for-
mal academic qualifications: "I
tailed the CSE deliberately. | knew
the sort of thing the teacher was
looking for and | didn't want ta do
it his way. | think formal art tuition
is a real waste of time. You spend
all your time studying other artists
and learning how to use knives,
That's not what interests me.””

Bemie got interested in drawing
when he started doodling charac-
ters from his favourite cartoon
strips. One of his chief sources of
inspiration, was the X-Men, a
group of teenagers who had mut-
ant powers. Guided by their men-
tor, Professor Xaviour, the X-Men
went around conquering evil. 'l
liked them because they were just
ordinary kids, not superheroes:
you could really identify with them
— it was also very wall drawn, | like
Neil Adams a lot. It's amazing the
way he moves from comic to
comic, taking a really awful strip
that's struggling for survival and
turning it into the most popular
strip in a matter of months, He's
great for detail like drips of sweat

on foreheads. Barry Smith's good
as well = he draws Conan the Bar-
barian."

FELT PENS

Bernie believes that the best way
to develop your own style is just
to draw as many things as possi-
ble, experimanting with different
materials. Like our own Oli Frey
and his airbrush, Bernie is
inseparable from his set of felt
pens. "By just drawing as much
as possible, you build up a
portfolio in your head. | always
start with eyes. | can draw eyes
really well, so once |'ve got those
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right, | just work outwards and fill
up the rest of the picture.”

Bernie was playing the drums
in a band called ‘The Position'
when Jon Ritman first bumped
into him. Music is still Bernie's
main interest: *'| really prafer
music to art — | could goon about
that all day if you like.” Jon was a
friend of one of the other mem-
bers of the band, and knew Ber-
nie did art in his spare time. "I
think | was actually sticking han-
dles on saucepans for a living at
the tima. "'

Jon had finished writing Match
Day and had just started Batman;
he'd seen Knight Lore and
decided that this was the sort of

ame he wanted to write next.

ecognising that he had to take
the basic 3D isometric formula
and put in something new, Jon
realised that improving the
graphics was important. An artist
was needed to work on the
graphics, and Bernig's name
sprang to mind.

HOME-BREW

Bernie had never seen a com-
Eutaf game in his life, so Jon sat

im down in front of Knight Lore
for a while: "*but not for too long,
as Jon didn't want meto copt’gny
of the ideas " Bernie remembers.
Then Jon loaded up his home-
brewed graphics utility and Ber-
nie started doodling.

"There are many things | like
about computer graphics but a
lot of drawbacks. Normally on
paper | never rub anything out; it
just has to work first time. But
with computer graphics you can
spend absolutely hours putting in
a pixel and then rubbing it out.
You never have to repeat things
gither — once a sprite is drawn,
you can just pick it up again and
fiddie around with it."" But there
are limitations as well. All the
graphics have to fit in an area
three character blocks high and
three block wide. That's 24 pixals
square, in other words alittle over
500 picture elements in total to
Blay with. That's not much, and

ernie often can’t tell what a
graphic is going to look like until
it is in the game and trotting
around.

“‘Many of the graphics in Bat-
man just came about by EX-
ORing (superimposing) two bits
of graphics over each other, and

something would suggest itself
to me.” Jon gave him a totall
free hand with objects and warl
decorations. "“He never said
‘draw me a chair over there' - I'd
just come up with something and
ha'd fit it into the scenario. " Most

5 O
PLAYING FOOTB
AND PRODDING

Lee Padf’on persuaded Jon Ritman and Bernie Drummond to
break a journey between London and Manchester and dropin to
the Towers forachat...

of Bernie's main characters
adhere to strict propartions: they
are always one-third legs, one-
third body and one-third head.
Not anly does this mean he can
try to create new characters by
EX—ORing old ones on top of one

A Drummond original just for us at CRASH Towers. Many of

Bernie’s pictures are drawn es gifts for friends rather than as
works of art to keep or sall. The head from HEAD OVER HEALS
character bounces over 8 MATCH DAY game — which seems
to be taking place in the middle of 2 BATMAN roomlill Bernie is
the chap on the skateboard.




another: it also means a charac-
ter can have a lot of facial detail.

Batman was licensed, which
complicated the development of
the graphics somewhat — all Bear-
nig's work had to be approved by
the American copyright holders
before the finished game could
be released.

FREE HAND

Jon is giving Bernie a totally free
hand with lﬁe graphics for Head
over Heals (previewed overleaf).
The castle theme of the first part

Bernie carefully inapects
the coffee in the
CRASH coffee hole to
check for any
lurking additives .

of the game came about because
Bernie produced a graphic. for a
suit of armour. So Jon had to
stratch the plot a little. Suits of
armour in a space fantasy game?
Well, obviously the evil Dictator
had seen too many old Errol Flynn
movies! One of the other planets
in the game, the Book World, is
full of Western-type graphics, so
the film theme runs right through
the game.

Bernie lives at home, and at
first his parents criticised his
eccentric lifestyle — until the
cheques started to arrive. | work
in bursts, I'll do virtually nothing
and then go totally mad and work
round the clock once I've got into
a game.'" But he has never forgi-
ven his Spectrum for throwing out
a file on a Microdrive. It rep-
resented well over a day's work.

He now works on an Amstrad and
only transfers his work to the
Spectrum to see how it will look.

The batch of Bernie's computer
graphics should see the light of
day on Three and in. The game is
being written by Chris Clarke,
Jon's old Match Day collaborator.
Chris has been working on this
g}me since he and Jon finished

atch Day. It's based on the old
playground game where some
poor sap would be stuck in goal,
and his mates would try to score
goals. The first to score three
goals changed places.

For Three and In, Chris plans to
allow up to three players to com-
pete at once, one controlling the
goalkeeper and the two others
taking the defence and attack —
controlling two footballers each.
When Bernie started working on
the game, Chris had the figures
moving and Bernie got involved
with ‘filling them out' — giving
them convincing arms and legs.

The screen will look similar to
the end-on view of Handball
Maradonna and Footballer of the
Year *'but hopefully there will be
lots more gameplay,” Bernie
asserts.

MATCH DAY Ii

All this should come in handy for
Jon's next project which should
take up where Match Day left off.
According to Jon there's still
plenty of room for a follow up. 'l
haven't seen anything better than
Match Day so far. Super Soccer
was okay If you persevered, but it
did have some horrific bugs in it,
like when players didn't get up
after being fouled." Like all prog-
rams, the features that are plan-
ned for the follow-up to Match
Day will be a compromise
between desirability and time.
“Sliding tackles are nice, but they
use a lot of animation to do them
properly. More importantly, I'm
going to have to make the whole
game harder — Bernie can beat

A real feeling of depth is created in this collage of cartoon
characters and Bernie's own creations. The figures in the
background show his latest Interest in metaliic colours

the computer on Professional
level 22-0." Jon aiso hopes to
improve the way the goalkeeper
moves in the sequel to Match
Day. (A common criticism of
Match Day is that it is too easy to
score by walking the ball into the
net, thus avoiding triggering the
goalkesper.)

But then Match Day is Bernie's
favourite computer game: "'it was
the first computer game |'d ever
played for any length of time, so |
was rather spoilt and | tend to be
hypercritical of other games.
Evarything is so realistic, when |
show someone the different ways
the ball bounces off a player's
chest (depending on whether you
are moving towards or away from
the ball at the time) they don't
believe it and think it is just a fluke
or a bug. The collision detection
is brilliant as well = the ball only
bounces when it actually strikes
something, instead of when it
comes near. The animation is also
nicely done. It is important when
a player is running, that each foot
lands and then stays on the
ground while the other foot
comes forward. That sounds so
obvious, but it's amazing how
many sprites you see apparently
running on the spot.™

FOOD,
FOOTIE & FUNK!

When he's not playing around
with pixels, Bernie has three main
interests which verge on the
obsessive: music, football and
eating. He has a massive collec-
tion of records which he leaves all
over the place. | generally only
like one or two tracks from an
album, so I'litape those, and then
probably take the album round to
a friend’s house and forget I've
left it there. | like a lot of classical
music, particularly Prokoviev and
Bartok. There's such a lot going
on in their music. This band | used
to play in had this idea where we'd
try and cram as many riffs into a
song as possible. The tune might
only last a minute or so in the end,
but there would be about twenty
orthirty different things in there.™

In terms of contemporary
music, Kate Bush and The Fall
feature regularly on the Drum-
mond turntable. Kate Bush's
early songs are particular favour-
ites * The Dreaming is her best
album. She uses music very well:
things like sudden silences in just
the right place. Once you're in
tune with the way she thinks, you
always know what note is going
to come next."

Foodwise, Bernie is very self-
sufficient, and is very wary of
additives — indeed suspicious. He
only trusts the things he prepares
himself. Although somewhat eva-
sive about his age (he'll admit to
being in his twenties), Bernie
believes that his crud-free diet
comes in handy when it comes to
following his other passion in life,
football. When he's not playing
football on a computer screen,
Bernie's usually running round a
field full of younger players -
most of his contemporaries (in-
cluding Jon) feel they're getting a
bit too old for the physical rigours
of competitive football.

There's obviously a lot to be
said foran additive-freediet . . .
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DESTROY
THE BLACKTOOTH
EMPIRE!

. United they stand . . . Warking together, Head and NHeals

search the castle

The Blacktooth Empire is an
uneasy ‘alliance’ of four planets,
ruled by an avil despot from the
planet Blacktooth. Without a
leader, the downtrodden peopla of
the Empire have been unable to
break free from this undemocratic
system. It is generally believed that
if one of the four Crowns of
Leadership stolen by the evil
Emperor during the Empire’s early
days was found, the people would
unite under it = and once and for all
destroy the evil tyranny. A

agent from the planet Joinedup
has been enlisted, and sets out on
a quest for the crown,

Joinedup is a strange place: the
two species that populate the
planet have formed an unusual,
symbiotic relationship, with mem-
bers of one race living on the
shoulders of a member of the
opposite race. Although they
share the same homeland, the
separate races have evolved in
remarkably different ways. The
‘lower order’ have developed two
feet but no arms — they are speedy
runners, but can't jump very high.
The other beings, the ‘upper-crus-
ties’, evolved from birds and have
retained  rudimentary  wings
instead of arms —they can jump to
twice their own height, and man-
oeuvre while in mid-airl Combining
their respective strengths, the two
races work together to achieve
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things th could  never
accomplish alone.

The strongest inhabitants of
Joinedup, Head and Heals, have
united. Together they form the
Super Agent chosen for the crown
quest. Their mission hasn't started
so well however — they've been
captured and imprisoned in the
Emperor's castle on Blacktooth.
This Eavmaragg.umnm in. Head
and Heals are being kept in differ-
ent cells and have to escape from
the castle, join up again and make
their way to Moonbase Headquar-
ters. Having done that, they can

retum to Blacktooth and continue
their search for one of the crowns
that will bring liberation to their
people.

Head over Heals contains 300
Batman-style rooms, shown in 3D
isometric  projection, and is
designed to be played in several
parts. Beginners can aim to get out
of the castle and retum to
Joinedup. More experienced
can try to liberate a planet.

ventually, real experts can havea
crack at completing the entire mis-

sion — but the problems in-the last
sections of the game are really

tough. ..
h?emoq( Fish replace the Bat
o cells found in Batman.
]

are RAM save devices,
and allow you to retumn to your
gama rpushlon after losing a life —

ut a fish only works like this once,
and you have to be careful that itis
alive and wriggling when you eat
it. Dead fish are poisonous,

Head can fire sticky doughnuts
from a hooter, and his missiles
stun meanies on contact. A bag
comes in handy for carrying
objects, and cuddly stuffed bun-
nies temporarily enhance your
powers or confer extra lives.

A swap key passes control
between Head and Heals whenthe
duo are operating individually, but
when they're together the swap
key separates them. Some of the
problems in the game can only be
solved by the composite being,
while others need to be
approached by Head or Heals
working solo.

e Drummond has been
busy with the graphics — the two
central characters share 13 frames
of animation and there are 130 dif-
ferent objects to encounter during
play. In total, the graphics data
ODCUI p:':}r:a?dKl'l_ it looks like Ber-
nig's is money puttin
that lot together! < 9
Head over Heals sees the arrival of
a new addition to the Ritman crew.

Stevens worked on the music
which accompanies the Spectrum
128 version — the game loads up,
decides whether or not the
machine has a sound chip, and
selects the appropriate sound
routines.

There is no official release date
as yet, but Head over Heals should
be in your local shop by Easter —
courtasy of oceAN.

furry rabbit, but watch out for the hidden

I Divided they stand as well . .. Head goes it alone to catch a
nasity!



For mail order enquiries please write to:

Launching soon on:
Spectrum £7.95 NMC Limited, PO Box 67

Amstrad, Commodore tape £8.95 London SWI11 IBS
Amstrad, Commodore disc £14.95 orcall on 01-228 6730




Last year was a good year for
GREMLIN GRAPHICS. Theé GREMLIN
team started out with the aim of
making,. the Top Five — in the

than the charts. During 1986
a host ; es ema-
nated from HQ,anda
second programming office was
opened in where

just been launched with' WA
Bank which is soon to be [ained by

a compilation featuring GREMLIN
oldies — Supersleuth, ?-htabaﬂa.
Safebreaker and.Poity f

2

THE GREMLIN
EXTRAVAGANZA!

out in the most awkward manner
possible.

During April, another platform
game starring Monty Mole should
make its way to the High Street.
More of that in a moment . .. A
development on the beat 'em up
theme in which you have to fight
past. three levels of opponents
using three martial arts, Samurai,
I8 promisad for the end of Feb-
ruary. Karate, Kendo and Samurai
sword-fighting wall _ feature, and
there isa strategic element 1o cope
with as well as the fighting — three
opponents have to be defeated
using each combat skill and it's up
tothe tochoose wha to fight
s an opponent has been
ggﬁan m mmnhor his

ng s gt given
and.it's time to go into training for

o Id ing I
o ke oo 1
Commodore hit arcade adventure,

g

Basil the Mouse Detective should
be starring in Basil of Baker Street,
a puzzle-ridden game along the
lines of Jack The Nipper, and
MASK a tie-in based on the hit car-
toon series.

But back to Monty Mole's latest
adventure ... Auf Wisedersehn
Monty. Having escaped from
prison in Monty on the Aun, Monty
set up home on Gibraltar believing
himself to be safe from the Jong
arm of the law. All went well for a
while, but now the international
police force INTERMOLE is on his
trail and the police are attempting
10 extradite the miscreant mole.
Monty's enly hope is to make his
Wway through Europe collecting up

Bn:aﬁh money to buy a Greek
isl = only will he be safe
from legal

proceedings.

The iz known in the GRem-
LN as Pelte Harrap's
m eighty screens in
Auf n are packed with
puzzies, and nasty twists and
turns. Life gets progressively har-
der as Monty geis deeper into
Europe, and towards the end Auf
Wiedersehen verges on the
impossible — Pete is the only per-
son who can play it through at the
moment. Monty has sixlives at the
start of the current development
version, and can pick up another
six — by the time the game is
finished, there may need to be a
few more lives avallable . . .

Monty Mole makes his way through Europe on s quest to evade

the long arm of the law

i

HEHEE
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Starting out from Gibraltar, the
furry hero has to make his way
through the platform-ridden coun-
tries of Europe, performing at least
one task in each country. Monty
can carry up to four items at atime,
and his overall aim is to get enough
money into a Swiss bank account
to cover the costs of his island
sanctuary. Money can be col-
lected in the form of Eurocheques
left lying around by careless
tourists, but Monty's main source
of income is derived from perform-
ing tasks. Puns abound -in the
game — for instance, Monty has to
deliver a stolen work of art to a
Mafia fence. Yes, it's a fence as in
garden that he finds in Italy, home
of the mafiosi. Lateral thinking in
abundanee will be called for if the

‘'game is to be solved.

Each eountry contains at least
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buy that

paradise — and he has to find the
number to his bank account
before the money can be stashed

away safely,
To make life that little bit more
tricky for the player, Mr Harrap has

desi hall a dozen types of
plaﬁﬁhlmtyisblammoh

ledge, while another has a habit of
dissolving beneath his feet. Some
platforms are sticky,

ress, while others are slippery. And
then there are the * ]



The green swiiches are inactive, other switches
wma-hlﬂru—tnmﬂhm

must be

SPACE SEPTET

leave the far end of the diagonally-
scrolling factory complex. Robo
mines home in on your tank and
can be evaded or shot, and the
factory phase has to be completed
within a time limit revealed on a

%
-

level, the
formed by the inedible
has to be

of switches gree!s your tank out-

&l 'Iha — some switches

o m uther:lh can bg
tnggl over them an
. There's a time limit,

a.nd failure to ment the pﬂl-

tern on the panel ends the

Fsme. atchl}mpattem and the

ranting access to the
ase of the next level.
ter game from DURELL,
ngma 7 will sell for £7.95.

space

SCHOOL TIE-IN

created
Gfmga HIII. |n1a?s hemuldnavar
have dreamed that in eleven years
time it would still be one of the
most popular Childrens' TV
shows. NOW  ARGUS PRESS
SOFTWARE are about to release a
computer game based around the
famous London schoal.

The Spectrum implementation
ofthe TV series has been designed
by Colin Jones, the man who

rammed the esoteric /D and

Ex Machina. Grange Hill
however, is a mora familiar arcade
adventure with just a hint of strat-
. With the creative element
care of, anGus have drafted

in the talents of eINARY DESIGN to

code the program

ﬂuplayar ides Luke ' Gonch'
Gardener on trail of a missing
personal stereo. The plot %:;ns
something like this: Lu
Walkman has confiscated

time Luke's other Walkman
was stolen while in the staffroom,
s0 now his Mum always asks ta
sea it when he comes home from
school. If she finds out that it has
been impounded again, Luke is in
d trouble.

th his partner in crime Paul
‘Hoflo’ Holloway, Luke decides to
raturn to the ool after hours to
try and filch the Walkman back.
The game begins at 3.50pm when

The start of the Kasserine scenario. With clear weather, the

10th Panzer Division should overrun this weak American tank unit

TUNISIAN TROUBLES

Strategists will be pleased to leam
that Smith, the man
behind Amhem and Desert Rats
has completed tion Vulcan
- Philippa should be able to give it
the full treatment in FRONTLINE
next month. :

One or two e can partici-
pate (Waﬂbn%ﬁ:ﬂﬂ - thg com-
puterised version of the Tunisian
campaign, and the method of play
follows on from the format used in
Mr Smith's earlier games. Each
unit may be moved in turn, cross-
ing terrain, launching assaults,
travelling, digging in, or holding
position.

Five scenarios cover parts of the
battle, and the last scenario covers
the entire campaign from Novem-
ber 1942 to May 1 . Play begins
with the Axis controlling the whole

map — the Allied player wins when
the two main Axis ports, Tunis and
Bizerta, fall to his troops.

Refinements added by Mr Smith
are the inclusion of air units and
hidden movement: air units can
gither be sent on strike missions or
on reconnaisance, and an enemy
unit that is not in contact with a
friendly unit does not appear on
the map.

Versions of Operation Vulcan
are available for the 48K and a
128K machines. Five historical
‘what if’ options are included in the
128 version, catering for the effect
of hypothetical political or military
decisions taken outside the cam-

paign. :
Gcs are the publishers, and
they're asking £9.95.

Gonch ‘just says no’ to one of the many tempatations that
come his way in Grange Hill

schools tums out. Luke has ur||:il
midnight to repossess the
Walkman and return home.
Problems are overcome by
using the objects found in the
game —adiverse selection of items
may be collected, indudinq_ha
glass eye, a bone and a chair. The
school looks quite different at
night — making it hard for the boys
to find their way about. Beware of
the caretaker or the trouble-maker
Imelda Davies. Drug pushers also
make an appearance and to
hinder the lads - following on from
the anti-drugs theme to the TV
series, it's wise to say ‘No’ to
pushers. Persuading Hollo tobein
the right place at the right time is

ag'lmwnnarms t;skf t;l‘rsll:;;.gka has to
on the gift o con-
versation between the characters
is carried out by typing commands

into the computer.
Colin Jones spent over a month
designing Hill for the

Spectrum, as he didn't want to let
the complexity of the storyline
interfere with the flavour the
television programme. Grange Hill
fans can gain added entertain
ment inbetween TV apisodes
towards the end of February, when
ARaus plan to have the game in the
shiops, priced at £9.95.
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WHERE EAGLES DARE

During the Second World War,
many daring deeds were carried
out by the special forces. None
Was more than that carried
out on The Eagles Nest. German
troops were known to be massing
there — the powers that be wanted
to know why.

Four men penetrate the castle,
but three are quickly captured. Our
hera is the only one to remain free,
and with the guards on the alert
it's going to be a tough mission.
Now our hero will not only have to
finish the mission and blow up the
castle, but he'll also have torescue
his three buddies.

It's a sort of ‘Gauntiet meets
Commanda' type of game. Our
hero tromps around each:floor of
the castle, which is viewed from
above and scrolls in four direc-
tions. He picks up keys to
doors, shoots the swarms of Ger-
man guards and picks up useful
goodies.

His Sten gun comes with 99

rounds. Things get tough when
these run -:n.tf.i n?ﬁy cn:I-ElJ ma;:
ammo is a p . Every time
gets shot, or bumps into a guard,
he takes a number of hits — too
many of these and our hero snuffs
it. There are first-aid kits scatterad
around the place to staunch the
flow of blood and reduce the
number of injuries.

Completing the mission means
getting to the top floor of the cas-
tie, collecting and placing the exp-
losive charges and your
mates. Our hero must be careful
and not just storm around Sten
gun blazing, as bullets do not stop
at the of the screen, and a
stray bullet might set off an explo-
sive charge.

Bonus points are scored for
picking up the baubles which are
scatterad around the castle floor.

Into the Eagles Nestwill be com-
ing out on a new label, PANDORA
which is yet another name to
emerge from INTERCEPTOR.

The Eagles Nest comes with all mod cons, confersnce table,
W.C. and hot and cold running Germans - our herc has just

I dealt with anotiher

Trap - a shoot "em up - is coming to the Spectrum courtesy of

ALLIGATA.

Trap is played over two levels. In the first you fly aver enemy
terrain, dodging and blasting your way past Zarkab defence craft
and ground installations. You are then placed on Terra Firma. You
tramp through the undergrowth Commando style, collecting Orbs
(a form of currency). Orbs may be traded for 8 more powerful ship
which will help you as your quast continues.

The blue faction get stuck In to & neutral knight hoping to take
him over, while on the left, the green knight stomps around exploring

THRONES OF FIRE

It's been a long time since Mika
Singleton fans have had much, to
cheer about - rumours of Star Trek
and Eye af the not-
withstanding. So while the faithful
wait for the next gama written by
the great man himself, perhaps a
game 'designed by, him might
suffice.

The game is Throne of Fire and
the unlikely source is MELBOURNE
HOUSE, enjoying their first associa-
tion with Mr Singleton.
ming was carried out by CONSULT
COMPUTERS.

King Atherik is dead, and three
factions are for control of
the Throne of Fire. Iﬁ%h
set inthe E!umlngm, is
built around the rim of a smoulder-
ing volcar;u. e .

wo players a Joystic
each, with 1ifhe computer control-
ling the third faction, or one player
can take on two computer oppo-

nents; In addition, there is also a
neutral force whose soldiers try to
bar the way to the Throne.

Each faction has a leader, which
the player eontrols, andan army of
supporters. The leader travels
from ‘room to roem, discov
magic objects and weapons. He
can also attack men from oppos-

INSPECTOR
GADGET AND THE
CIRCUS OF FEAR

Inspector Gadget started his
investigative career on television
over in la belle France. He's the
barmy detective whose limbs
extend into whirring gizmos at the
merest shout of ‘Go, Go Gadget
legs’ . .. or whatever,

nspector Gadget crossed the
channel to star on our own TV last
autumn, and scon he's to appear
in a computer game released by
MELBOURNE HOusE and priced

£8.95.

The nefarious M.A.D agents arg
up to their old tricks. This time
they've planted bombs all over a
circus. Inspector Gadget with his
beserk appendages has been
drafted in to defuse them. But
before Inspector Gadget gets to
the circus he has to negotiate a
road infested with snakes, pits and
broken glass, and a whole hostof
unthinkable obstructions.

Inspector Gadget doesn’'t look too safe on his Gadget skates,
but they've certainly made short work of a robot rival




WHATEVER YOUR STAR SIGN...
THE FUTURE HOLDS EXCITEMENT

Star Games,
Alpha House, 10 Carver Street,
disk .514.99 Sheffield S1 4FS. Tel: (0742) 753423

AMSTRAD wpe £9.99 mu e iy
an _ £14.99 GATRINE\\Y

SPECTRUM 48K tape ﬁv'! -

(BM 64/128 wpe  £9.99




ATARIST  £1495 =  COMMODOREE£8:95
AMSTRAD £895: .. : .. |SPECTRUM = £7-95
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